CHEAP CONSTRUCTION:
IF VF ANUBIS IS DESTROYED, YOU
CAN PUT IT ON TOP OF YOUR DECK.
YOU CAN USE THIS ABILITY ONLY
ONCE PER TURN FOR ANY VF ANUBIS

CARDS PRESENT IN THE GAME.

CHEAP CONSTRUCTION:
IF VF ANUBIS IS DESTROYED, YOU
CAN PUT IT ON TOFP OF YOUR DECK.
YOU CAN USE THIS ABILITY ONLY
ONCE PER TURN FOR ANY VF ANUBIS

CARDS PRESENT IN THE GAME.

CHEAP CONSTRUCTION:
IF VF ANUBIS IS DESTROYED, YOU
CAN PUT IT ON TOP OF YOUR DECK.
YOU CAN USE THIS ABILITY ONLY
ONCE PER TURN FOR ANY VF ANUBIS

CARDS PRESENT IN THE GAME.

CHEAP CONSTRUCTION:
IF VF ANUBIS IS DESTROYED, YOU
CAN PUT IT ON TOFP OF YOUR DECK.
YOU CAN USE THIS ABILITY ONLY
ONCE PER TURN FOR ANY VF ANUBIS

CARDS PRESENT IN THE GAME.
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CHEAP CONSTRUCTION: >

—

‘ WHENEVER VF HORUS ATTACKS

i ! A BOMBER WING, IT GETS +1 HP
FOR THAT TURN.

|
IF VF ANUBIS IS DESTROYED, YOU |
|
CAN PUT IT ON TOP OF YOUR DECK. ‘

i ! A BOMBER WING, IT GETS +1 HP
FOR THAT TURN.

| ! A BOMBER WING, IT GETS +1 HP
FOR THAT TURN. | B

YOU CAN USE THIS ABILITY ONLY

|
. WHENEVER VF HORUS ATTACKS | ! . WHENEVER VF HORUS ATTACKS
ONCE PER TURN FOR ANY VF ANUBIS | |

CARDS PRESENT IN THE GAME.

HTER WING

MEKHU CANNON:
PAY 2: FIGHTER OR BOMBER
WINGS ATTACKED BY VF SERAPIS

WHENEVER VF HORUS ATTACKS
A BOMBER WING, IT GETS +1 HP
FOR THAT TURN.

. WHENEVER VF HORUS ATTACKS
‘[' ! A BOMBER WING, IT GETS +1 HP
FOR THAT TURN.

PAY 2: FIGHTER OR BOMBER
WINGS ATTACKED BY VF SERAPIS
GET -2 MN, WHILE DCRUISERS " - GET -2 MN, WHILE CRUISERS
GET -1 MN. ;

i

I

MEKHU CANNON: |
|

I

GET -1 MN.
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BIGHTER WING
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HTER, WING

RIGHTER WING

MEKHU CANNON:
PAY 2: FIGHTER OR BOMBER

MEKHU CANNON:
PAY 2: FIGHTER OR BOMBER

ASSAULT FIGHTER:
PAY 2: FIGHTER OR BOMBER

WINGS ATTACKED BY VF SERAPIS
GET -2 MN, WHILE CRUISERS
GET -1 MN.

|
I
MEKHU CANNON: |
|

WINGS ATTACKED BY VF SERAPIS
GET -2 MN, WHILE OCRUISERS
GET -1 MN.
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WINGS ATTACKED BY VF SERAPIS
GET -2 MN, WHILE OCRUISERS
GET -1 MN.

VF TAURET GAINS +1 MN AND
+1 HP WHENEVER IT TARGETS
A BOMBER WING OR CRUISER.
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- VE TAURET

ASSAULT FIGHTER:

VF TAURET GAINS +1 MN AND
+1 HP WHENEVER IT TARGETS
A BOMBER WING OR CRUISER.
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PAay 1: SwAarP VB SEKHMET’sS AC
AND AA FIREPOWER FOR THE TURN.
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SEMEER VAN

PAY 1: SWAP VB SEKHMET’s AC
AND AA FIREPOWER FOR THE TURN.
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EEMEER \VINE

HEAVY WEAPONS:
VB BAKHA GAINS + 3 AC WHEN-
EVER IT ATTAGCKS DESTROYERS
OR JUGGERNAUTS.

>

‘A VF TAURET

4

ASSAULT FIGHTER:

VF TAURET GAINS +1 MN AND
+1 HP WHENEVER IT TARGETS
A BOMBER WING OR CRUISER.

<

PAay 1: SwaAarP VB SEKHMET’S AC
AND AA FIREPOWER FOR THE TURN.

y

SEMBER WING

VB BAKHA GAINS + 3 AC WHEN-

]
HEAVY WEAPONS: |
|
EVER IT ATTACKS DESTROYERS ‘

|

OR JUGGERNAUTS.
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VB BAKHA GAINS + 3 AC WHEN-

|
HEAVY WEAPONS: |
|
EVER IT ATTACKS DESTROYERS ‘

|

OR JUGGERNAUTS.
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. VE TAURET

ASSAULT FIGHTER:

VF TAURET GAINS +1 MN AND
+1 HP WHENEVER IT TARGETS
A BOMBER WING OR CRUISER.

PAaYy 1: SwarP VB SEKHMET’sS AD
AND AA FIREPOWER FOR THE TURN.

HEAVY WEAPONS:
VB BAKHA GAINS + 3 AC WHEN-
EVER IT ATTACKS DESTROYERS
OR JUGGERNAUTS.

- VB OsiRIS

f/E:EILINTERMEAELIREE:
PAY 3: PREVENT VB OsIRIS
FROM TAKING ANY DAMAGE
CAUSED BY ONE UNIT OF YOUR

CHOICE FOR THIS TURN.

VF TAURET

ASSAULT FIGHTER:

VF TAURET GAINS +1 MN AND
+1 HP WHENEVER IT TARGETS
A BOMBER WING OR CRUISER.
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PAaYy 1: SwAarP VB SEKHMET’sS AC
AND AA FIREPOWER FOR THE TURN.
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EEMEER \VINE

HEAVY WEAPONS:
VB BAKHA GAINS + 3 AC WHEN-
EVER IT ATTACKS DESTROYERS
OR JUGGERNAUTS.

/EEII_INTERMEAELIREE:
PAY 3: PREVENT VB OsIRIS
FROM TAKING ANY DAMAGE
CAUSED BY ONE UNIT OF YOUR

CHOICE FOR THIS TURN.
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- VB OsiRIS

= = >
o B COUNTERMEASURES! COUNTERMEASURES:
t @ FA 3: PrEVENT VB OsiRis : PAY 3: PREVENT VB OSIRIS

COUNTERMEASURES:
PAy 3: PREVENT VB OsIRIS WHEN VEC ATEN IS TARGET OF A
CRUISER OR CORVETTE, BOTH

SHIPS GET -1 MN.

FROM TAKING ANY DAMAGE

] FROM TAKING ANY DAMAGE | FROM TAKING ANY DAMAGE

| I CAUSED BY ONE UNIT OF YOUR CAUSED BY ONE UNIT OF YOUR CAUSED BY ONE UNIT OF YOUR
W )

CHOICE FOR THIS TURN. CHOICE FOR THIS TURN. CHOICE FOR THIS TURN.

—
|
|
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WHEN VEC ATEN IS TARGET OF A
CRUISER OR CORVETTE, BOTH
SHIPS GET -1 MN.

(BRUISER

/ PAY 2: CHOOSE A CRUISER - IT GETS
-2 MN UNTIL THE END OF THE TURN.

Pay 3: CHOOSE A CORVETTE - IT GETS
-2 MN UNTIL THE END OF THE TURN.

BOTH ABILITIES CAN BE USED ONLY
ONCE PER TURN.

y. PAY 2: CHOOSE A CRUISER - IT GETS
-2 MN UNTIL THE END OF THE TURN.

Pay 3: CHOOSE A CORVETTE - IT GETS
-2 MN UNTIL THE END OF THE TURN.

BOTH ABILITIES CAN BE USED ONLY
ONCE PER TURN.
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‘ WHEN VEC ATEN IS TARGET OF A
CRUISER OR CORVETTE, BOTH
SHIPS GET -1 MN.

y PAY 2: CHOOSE A CRUISER - IT GETS
-2 MN UNTIL THE END OF THE TURN.

Pay 3: CHOOSE A CORVETTE - IT GETS
-2 MN UNTIL THE END OF THE TURN.

BOTH ABILITIES CAN BE USED ONLY
ONCE PER TURN.

POWER MOVEMENTS:

PAY 2: PiIck VC MENTUW’S AC, AA OrR
MN. WHICHEVER ATTRIBUTE YOU PICK IS
INCREASED BY ANY NUMBER YOU
DESIRE, BUT THE OTHER TWO ARE DE-
CREASED BY THAT AMOLINT.

THIS ABILITY CANNOT BE USED IF IT WOULD
DECREASE AN ATTRIBUTE BELOW O.

AT 15
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. WHEN VEC ATEN IS TARGET OF A
CRUISER OR OCORVETTE, BOTH
“ SHIPS GET -1 MN.
|

y PAy 2: CHOOSE A CRUISER - IT GETS
-2 MN UNTIL THE END OF THE TURN.

PAay 3: CHOOSE A CORVETTE - IT GETS
-2 MN UNTIL THE END OF THE TURN.

BOTH ABILITIES CAN BE USED ONLY
ONCE PER TURN.
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POWER MOVEMENTS:

PAY 2: PIcK VC MENTUW’S AC, AA OR
MN. WHICHEVER ATTRIBUTE YOU PICK IS
INCREASED BY ANY NUMBER YOU
DESIRE, BUT THE OTHER TWO ARE DE-
CREASED BY THAT AMOLUINT.

THIS ABILITY CANNOT BE USED IF IT WOULD
DECREASE AN ATTRIBUTE BELOW O.
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‘ WHEN VC ATEN IS TARGET OF A

CRUISER OR CORVETTE, BOTH

SHIPS GET -1 MN.

EVIMARTINIACO 14!

(BRUISER

/ PAY 2: CHOOSE A CRUISER - IT GETS
-2 MN UNTIL THE END OF THE TURN.

Pay 3: CHOOSE A CORVETTE - IT GETS
-2 MN UNTIL THE END OF THE TURN.

BOTH ABILITIES CAN BE USED ONLY
ONCE PER TURN.

EVIMARTINILCO 147 TOKARS KI

BRUISER

POWER MOVEMENTS:

PAY 2: PIck VC MENTUW’S AC, AA OR
MN. WHICHEVER ATTRIBUTE YOU PICK IS
INCREASED BY ANY NUMBER YOU
DESIRE, BUT THE OTHER TWO ARE DE-

/

CREASED BY THAT AMOLUNT.
THIS ABILITY CANNDOT BE USED IF IT WOULD
DECREASE AN ATTRIBUTE BELOW O.
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]
POWER MOVEMENTS: |
PAY 2: PIck VC MENTUW’S AC, AA OR ‘

MN. WHICHEVER ATTRIBUTE YOU PICK IS |

|

|

INCREASED BY ANY NUMBER YOU
DESIRE, BUT THE OTHER TWO ARE DE-
CREASED BY THAT AMOLNT.

THIS ABILITY CANNDOT BE USED IF IT WOULD
DECREASE AN ATTRIBUTE BELOW O.

MN AND +1 HP UNTIL THE END

|
|
PAY 3: VOV SOBEK GAINS +2 |
|
OF THE TURN. THIS ABILITY MAY ‘

|

BE USED ONLY ONCE PER TURN. |

IF VOV SCARAB IS ATTACKED BY A
DESTROYER, IT
GAINS +2 HP. IFIT IS ATTACKED BY

CORVETTE (=12

A BOMBER WING, IT GAINS +1 HP.
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- VD TYPHON
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2\ 17

FLIGHT CONTROL:
' // PAY 2: CHOOSE ONE TYPE OF
" BOMBERS OR FIGHTERS. ALL OF YOUR
UNITS THAT HAVE THIS NAME GAIN +1
MN AND +1 HP UNTIL THE END OF
THE TURN.

HANGAR BAY:
VD TYPHON CAN CARRY 6 WINGS OF
FIGHTERS AND BOMBERS.

EVIMARTINIACO 147 TOKARS KI

POWER MOVEMENTS:

PAY 2: PiIck VC MENTUW’S AC, AA OrR
MN. WHICHEVER ATTRIBUTE YOU PICK IS
INCREASED BY ANY NUMBER YOU
DESIRE, BUT THE OTHER TWO ARE DE-
CREASED BY THAT AMOLINT.

THIS ABILITY CANNOT BE USED IF IT WOULD
DECREASE AN ATTRIBUTE BELOW O.
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PAY 3: VOV SOBEK GAINS +2
MN AND +1 HP UNTIL THE END
OF THE TURN. THIS ABILITY MAY
BE USED ONLY ONCE PER TURN.

IF VOV SCARAB IS ATTACKED BY A
DESTROYER, IT
GAINS +2 HP. IFIT IS ATTACKED BY
A BOMBER WING, IT GAINS +1 HP.

CORVETTE OR

P —
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- VD TYRPHGN
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FLIGHT CONTROL:
J PAY 2: CHOOSE ONE TYPE OF
S ).
" BOMBERS OR FIGHTERS. ALL OF YOUR
UNITS THAT HAVE THIS NAME GAIN +1
MN AND +1 HP UNTIL THE END OF

THE TURN.

HANGAR BAY:

VD TYPHON CAN CARRY 6 WINGS OF
FIGHTERS AND BOMBERS.
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PAY 3: VOV SOBEK GAINS +2
MN AND +1 HP UNTIL THE END
OF THE TURN. THIS ABILITY MAY
BE USED ONLY ONCE PER TURN.
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PAY 3: VOV SOBEK GAINS +2
MN AND +1 HP UNTIL THE END
OF THE TURN. THIS ABILITY MAY
BE USED ONLY ONCE PER TURN.

a— Y MARTININC 47 TaKARSK

- VBV ScARAB

IF VOV SCARAB IS ATTACKED BY A
DESTROYER, IT
GAINS +2 HP. IFIT IS ATTACKED BY
A BOMBER WING, IT GAINS +1 HP.

CORVETTE OR

- VD TYPHON

FLIGHT CONTROL:
/ PAY 2: CHOOSE ONE TYPE OF
" BOMBERS OR FIGHTERS. ALL OF YOUR
UNITS THAT HAVE THIS NAME GAIN +1
MN AND +1 HP UNTIL THE END OF
THE TURN.

HANGAR BAY:
VD TYPHON CAN CARRY 6 WINGS OF
FIGHTERS AND BOMBERS.
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- VEV SoBEK

PAY 3: VOV SOBEK GAINS +2
MN AND +1 HP UNTIL THE END
OF THE TURN. THIS ABILITY MAY
BE USED ONLY ONCE PER TURN.

IF VOV SCARAB IS ATTACKED BY A
DESTROYER, IT
GAINS +2 HP. IFIT IS ATTACKED BY
A BOMBER WING, IT GAINS +1 HP.

CORVETTE OR

IF VOV SCARAB IS ATTACKED BY A
DESTROYER, IT
GAINS +2 HP. IFIT IS ATTAGCKED BY
A BOMBER WING, IT GAINS +1 HP.

CORVETTE OR

- VD TYPHON
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20187

FLIGHT CONTROL:
2 // PAY 2: CHOOSE ONE TYPE OF
" BOMBERS OR FIGHTERS. ALL OF YOUR
’ UNITS THAT HAVE THIS NAME GAIN +1
| MN AND +1 HP UNTIL THE END OF

THE TURN.

N B
HANGAR BAY:
b VD TYPHON CAN CARRY 6 WINGS OF

FIGHTERS AND BOMBERS.
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FLIGHT CONTROL:

2 // PAY 2:
" BOMBERS OR FIGHTERS. ALL OF YOUR
UNITS THAT HAVE THIS NAME GAIN +1

MN AND +1 HP UNTIL THE END OF

CHOOSE ONE TYPE OF

THE TURN.

HANGAR BAY:

VD TYPHON CAN CARRY 6 WINGS OF
FIGHTERS AND BOMBERS.

PAY 3: CHOOSE ONE TYPE OF UNIT. ALL OF
YOUR UNITS THAT HAVE THIS NAME GAIN + 1
HP UNTIL THE END OF THE TURN.

HANGAR BAY:
VD HATSHEPSUT CAN CARRY 6 WINGS OF
FIGHTERS AND BOMBERS

|
FLAGSHIP: ‘
|
|
|

AN SRE R )

TRANSPORT SHIP:
IF VT ISIS IS LOCATED IN BATTLE ZONE AT THE BE
GINNING OF A TURN, YOU GAN PUT AWAY ANY
EQUIFPMENT CARD WHIEH YOU HAVE IN YOUR HAND. YOu
CAN REPLACE IT WITH ANOTHER CARD FROM THE DECK.
THE CARD THAT YOU PUT AWAY CANNOT BE USED UNTIL
THE NEXT TURN.
IF VT ISIS IS DESTROYED, EQUIPMENT CARD THAT YOU
PUT AWAY HAS TO BE USED IN THE NEXT TURN;
OTHERWISE, IT LANDS IN THE USED CARDS PoT.
VT ISIS CAN BE ATTACKED ONLY WHEN THE REST OF
YOUR UNITS SET THEIR TARGETS OR BECOME TARGETS
THEMSELVES.
VT ISIS IS TREATED AS BOMBER WING UNIT.

A V' KARNAK

& :)

%)

1€ YOU MAY PLACE VI KARNAK DIRECTLY INTG THE
| BATTLE ZONE RATHER THAN THE FLEET ZONE.
,'_v// WHILE VI KARNAK IS IN PLAY, THE OWNING
PLAYER GAINS +1 GP AT THE BEGINNING OF EACH
TURN. IF VI KARNAK IS PLACED IN BATTLE ZONE,
THE OWNING PLAYER INSTEAD GAINS +2 CP AND
MAY REMOVE DAMAGE COUNTERS FROM ANY
UNITS, EXCEPT VI KARNAK, FOR FREE RATHER
THAN PAYING FOR REPAIRS.
VI KARNAK CAN ONLY BE ATTACKED WHEN THE
REST OF YOUR UNITS ACQUIRE TARGETS OR
BECOME TARGETS THEMSELVES.

|
FLAGSHIP:

& |
PaY 3: CHODOSE ONE TYPE OF UNIT. ALL OF I
YOUR UNITS THAT HAVE THIS NAME GAIN +1 |
HP UNTIL THE END OF THE TURN. ‘

|

HANGAR BAY:
VD HATSHEPSUT CAN CARRY 6 WINGS OF
FIGHTERS AND BOMBERS

|
FLAGSHIP: ‘
PAY 3: CHOOSE ONE TYPE OF UNIT. ALL OF |
. YOUR UNITS THAT HAVE THIS NAME GAIN + 1
! HP UNTIL THE END OF THE TURN.

HANGAR BAY: |
VD HATSHEPSUT CAN CARRY 6 WINGS OF
FIGHTERS AND BOMBERS

TRANSPORT SHIP:
IF VT ISIS IS LOCATED IN BATTLE ZONE AT THE BE
GINNING OF A TURN, YOU CAN PUT AWAY ANY
EQUIFMENT CARD WHIGH YOU HAVE IN YOUR HAND. YOU
CAN REPLACE IT WITH ANOTHER CARD FROM THE DECK.
THE CARD THAT YOU PUT AWAY CANNOT BE USED UNTIL
THE NEXT TURN.
IF VT ISIS IS DESTROYED, EQUIPMENT CARD THAT YOU
PUT AWAY HAS TO BE USED IN THE NEXT TURN;
OTHERWISE, IT LANDS IN THE USED CARDS PoT.
VT ISIS CAN BE ATTACKED ONLY WHEN THE REST OF
YOUR UNITS SET THEIR TARGETS OR BECOME TARGETS
THEMSELVES.
VT ISIS IS TREATED AS BOMBER WING UNIT.

y
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HINSTTALLATION

YOu MAY PLACE VI KARNAK DIRECTLY INTQ THE |
/| BATTLE ZONE RATHER THAN THE FLEET ZONE. |
/' WHILE VI KARNAK IS IN PLAY, THE OWNING
PLAYER BAINS +1 GP AT THE BEGINNING OF EACH

TURN. IF VI KARNAK IS PLACED IN BATTLE ZONE,

|
THE OWNING PLAYER INSTEAD GAINS +2 GP AND
UNITS, EXCEPT VI KARNAK, FOR FREE RATHER |
THAN PAYING FOR REPAIRS. |
VI KARNAK GAN ONLY BE ATTACKED WHEN THE |

REST OF YOUR UNITS ACHUIRE TARGETS OR
BECOME TARGETS THEMSELVES.

FLAGSHI
PAY 3: CHOOSE ONE TYPE OF UNIT. ALL OF
YOUR UNITS THAT HAVE THIS NAME GAIN + 1
HP UNTIL THE END OF THE TURN.

HANGAR BAY:
VD HATSHEPSUT CAN CARRY 6 WINGS OF
FIGHTERS AND BOMBERS

EIMARTINIACO T4 TOKARSK)

TRANSPERT SHIP

TRANSPORT SHI
IF VT ISIS IS LOCATED IN BATTLE ZONE AT THE BE
GINNING OF A TURN, YOU CAN PUT AWAY ANY

EQUIFMENT CARD WHIGH YOU HAVE IN YOUR HAND. YOU

CAN REPLAGE IT WITH ANOTHER GARD FROM THE DECK.

THE CARD THAT YOU PUT AWAY CANNOT BE USED UNTIL

THE NEXT TURN.

IF VT ISIS IS DESTROYED, EQUIPMENT CARD THAT YOU

PUT AWAY HAS TO BE USED IN THE NEXT TURN;

OTHERWISE, IT LANDS IN THE USED CARDS PoT.

VT ISIS CAN BE ATTACKED ONLY WHEN THE REST OF

YOUR UNITS SET THEIR TARGETS OR BECOME TARGETS

THEMSELVES.

VT ISIS IS TREATED AS BOMBER WING UNIT.

TRANSPORT SHIP:
IF VT ISIS IS LOCATED IN BATTLE ZONE AT THE BE
GINNING OF A TURN, YOU CAN PUT AWAY ANY

EQUIFMENT CARD WHIGH YOU HAVE IN YOUR HAND. YOU

CAN REPLACE IT WITH ANOTHER CARD FROM THE DECK.

THE CARD THAT YOU PUT AWAY CANNOT BE USED UNTIL

THE NEXT TURN.

IF VT ISIS IS DESTROYED, EQUIPMENT CARD THAT YOU

PUT AWAY HAS TO BE USED IN THE NEXT TURN;

OTHERWISE, IT LANDS IN THE USED CARDS PoT.

VT ISIS CAN BE ATTACKED ONLY WHEN THE REST OF

YOUR UNITS SET THEIR TARGETS OR BECOME TARGETS

THEMSELVES.

VT ISIS IS TREATED AS BOMBER WING UNIT.
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A V' KARNAK

—

YOu MAY PLAGE VI KARNAK DIRECTLY INTO THE

J BATTLE ZONE RATHER THAN THE FLEET ZONE.

_/" WHILE VI KARNAK IS IN PLAY, THE OWNING

PLAYER GAINS +1 GP AT THE BEGINNING OF EAGH
TURN. IF VI KARNAK IS PLACED IN BATTLE ZONE,
THE OWNING PLAYER INSTEAD GAINS +2 CP AND
MAY REMOVE DAMAGE COUNTERS FROM ANY
UNITS, EXCEPT VI KARNAK, FOR FREE RATHER
THAN PAYING FOR REPAIRS.

VI KARNAK CAN ONLY BE ATTACKED WHEN THE
REST OF YOUR UNITS ACQUIRE TARGETS OR
BECOME TARGETS THEMSELVES.

EIMARTINIACO 14" TOKARSK)

1
FLAGSHIP: ‘
PAY 3: CHOOSE ONE TYPE OF UNIT. ALL OF |
YOUR UNITS THAT HAVE THIS NAME GAIN +1 |
HP UNTIL THE END OF THE TURN. ‘
I

HANGAR BAY:
VD HATSHEPSUT CAN CARRY 6 WINGS OF
FIGHTERS AND BOMBERS

VilRISliS

TRANSPORT SHIP:
IF VT ISIS IS LOCATED IN BATTLE ZONE AT THE BE
GINNING OF A TURN, YOU CAN PUT AWAY ANY
EQUIPMENT CARD WHIEH YOU HAVE IN YOUR HAND. YOuU
CAN REPLAGE IT WITH ANOTHER GARD FROM THE DECK:
THE CARD THAT YOU PUT AWAY CANNOT BE USED UNTIL
THE NEXT TURN.
IF VT ISIS IS DESTROYED, EQUIPMENT CARD THAT YOU
PUT AWAY HAS TO BE USED IN THE NEXT TURN;
OTHERWISE, IT LANDS IN THE USED CARDS PoT.
VT ISIS CAN BE ATTACKED ONLY WHEN THE REST OF
YOUR UNITS SET THEIR TARGETS OR BECOME TARGETS
THEMSELVES.
VT ISIS IS TREATED AS BOMBER WING UNIT.
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- Vil KARNAK

%)

1€ YOU MAY PLACE VI KARNAK DIRECTLY INTG THE
BATTLE ZONE RATHER THAN THE FLEET ZONE.
,_77// WHILE VI KARNAK IS IN PLAY, THE OWNING
PLAYER GAINS +1 GP AT THE BEGINNING OF EACH
TURN. IF VI KARNAK IS PLACED IN BATTLE ZONE,
THE OWNING PLAYER INSTEAD GAINS +2 CP AND
MAY REMOVE DAMAGE COUNTERS FROM ANY
UNITS, EXCEPT VI KARNAK, FOR FREE RATHER
THAN PAYING FOR REPAIRS.
VI KARNAK CAN ONLY BE ATTACKED WHEN THE
REST OF YOUR UNITS ACGUIRE TARGETS OR
BECOME TARGETS THEMSELVES.

%)

1€ YOU MAY PLACE VI KARNAK DIRECTLY INTG THE
/| BATTLE ZONE RATHER THAN THE FLEET ZONE.
,_v// WHILE VI KARNAK IS IN PLAY, THE OWNING
PLAYER GAINS +1 GP AT THE BEGINNING OF EACH
TURN. IF VI KARNAK IS PLACED IN BATTLE ZONE,
THE OWNING PLAYER INSTEAD GAINS +2 CP AND
MAY REMOVE DAMAGE COUNTERS FROM ANY
UNITS, EXCEPT VI KARNAK, FOR FREE RATHER
THAN PAYING FOR REPAIRS.
VI KARNAK CAN ONLY BE ATTACKED WHEN THE
REST OF YOUR UNITS ACQUIRE TARGETS OR
BECOME TARGETS THEMSELVES.




YOu MUST PLACE VSG ANKH DIRECTLY
INTO THE BATTLE ZONE.
CHOOSE A UNIT. THIS UNIT GETS -3 MN
UNTIL THE END OF THE TURN. IF THIS
ABILITY IS USED, VS5G ANKH CANNOT
ATTACK IN THIS TURN. THIS ABILITY CAN
BE USED ONLY ONCE PER TURN.
VSGE ANKH CAN ONLY BE ATTACKED WHEN
THE REST OF YOUR UNITS ACQUIRE TAR-
GETS OR BECOME TARGETS THEMSELVES.

YOu MUST PLACE VSG ANKH DIRECTLY
INTO THE BATTLE ZONE.
CHOOSE A UNIT. THIS UNIT GETS -3 MN
UNTIL THE END OF THE TURN. IF THIS
ABILITY IS USED, VS5G ANKH CANNOT
ATTACK IN THIS TURN. THIS ABILITY CAN
BE USED ONLY ONCE PER TURN.
VSGE ANKH CAN ONLY BE ATTACKED WHEN
THE REST OF YOUR UNITS ACQUIRE TAR-
GETS OR BECOME TARGETS THEMSELVES.

y
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-

ATTACH TO FIGHTER OR BOMBER WING.

DECOY CONTAINER REDUCES THE DAMAGE !
THAT WOULD BE DEALT TO THE ATTAGHED UNIT |
THIS TURN BY 2. ‘
PAY 2: KEEP DECOY CONTAINER TO USE IN
THE NEXT TURN. THIS ABILITY MAY ONLY BE

USED ONCE PER CARD THROUGHOUT THE

EIWIEMENG |

ATTACH TO CAPITAL SHIP.

IS USED
RANDOMLY-SELECTED  ENEMY

|
4
s
i : MASS LAUNCHER
" THE AFFECTED UNITS GET -3 MN UNTIL

THE END OF THE TURN.

v

YOu MUST PLACE VSG ANKH DIRECTLY
/| INTO THE BATTLE ZONE.
CHOOSE A UNIT. THIS UNIT GETS -3 MN
UNTIL THE END OF THE TURN. IF THIS
ABILITY IS USED, VSG ANKH CANNOT
ATTACK IN THIS TURN. THIS ABILITY CAN
BE USED ONLY ONCE PER TURN.

VSGE ANKH CAN ONLY BE ATTACKED WHEN

THE REST OF YOUR UNITS ACQUIRE TAR- |

GETS OR BECOME TARGETS THEMSELVES.
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A oecoy ConTANER

[EUIEMENY |

ATTACH TO FIGHTER OR BOMBER WING.

DECOY CONTAINER REDUCES THE DAMAGE
THAT WOULD BE DEALT TO THE ATTACHED UNIT
THIS TURN BY 2.

PAY 2: KEEP DECOY CONTAINER TO USE IN
THE NEXT TURN. THIS ABILITY MAY ONLY BE
USED ONCE PER CARD THROUGHOUT THE
GAME.

ATTACH TO FIGHTER OR BOMBER WING.

DECOY CONTAINER REDUCES THE DAMAGE
THAT WOULD BE DEALT TO THE ATTACHED UNIT
THIS TURN BY 2.

PAY 2: KEEP DECOY CONTAINER TO USE IN
THE NEXT TURN. THIS ABILITY MAY ONLY BE
USED ONCE PER CARD THROUGHOUT THE

[EUIEMENY |

ATTACH TO CAPITAL SHIP.
MASS LAUNCHER IS USED ON 3

RANDOMLY-SELECTED ENEMY UNITS.
THE AFFECTED UNITS GET =3 MN UNTIL

THE END OF THE TURN.

S MARTIN IO A TaRARSK!

YOu MUST PLACE VSG ANKH DIRECTLY
INTO THE BATTLE ZONE.
CHOOSE A UNIT. THIS UNIT GETS -3 MN
UNTIL THE END OF THE TURN. IF THIS
ABILITY IS USED, VSG ANKH CANNOT
ATTACK IN THIS TURN. THIS ABILITY CAN
BE USED ONLY ONCE PER TURN.
VSG ANKH CAN ONLY BE ATTAGCKED WHEN
THE REST OF YOUR UNITS ACRUIRE TAR-
GETS OR BECOME TARGETS THEMSELVES.

A
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‘A Decov ConTANER

SEIIEMENY

ATTACH TO FIGHTER OR BOMBER WING.

DECOY CONTAINER REDUCES THE DAMAGE
THAT WOULD BE DEALT TO THE ATTACHED UNIT
THIS TURN BY 2.

PAY 2: KEEP DECOY CONTAINER TO USE IN
THE NEXT TURN. THIS ABILITY MAY ONLY BE
USED ONCE PER CARD THROUGHOUT THE
GAME.

ATTACH TO CAPITAL SHIP.
MASS LAUNCHER IS USED ON 3
RANDOMLY-SELECTED ENEMY UNITS.
THE AFFECTED UNITS GET -3 MN UNTIL

THE END OF THE TURN.

ATTACH TO CAPITAL SHIP.
MASS LAUNCHER IS USED ON 3
RANDOMLY-SELECTED ENEMY UNITS.
THE AFFECTED UNITS GET -3 MN UNTIL

THE END OF THE TURN.
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YOu MUST PLACE VSG ANKH DIRECTLY
INTO THE BATTLE ZONE.
CHOOSE A UNIT. THIS UNIT GETS -3 MN
UNTIL THE END OF THE TURN. IF THIS
ABILITY IS USED, VS5G ANKH CANNOT
ATTACK IN THIS TURN. THIS ABILITY CAN
BE USED ONLY ONCE PER TURN.
VSGE ANKH CAN ONLY BE ATTACKED WHEN
THE REST OF YOUR UNITS ACQUIRE TAR-
GETS OR BECOME TARGETS THEMSELVES.

‘@ Decoy EonTAINER

RLIEMENY |

-

-~

ATTACH TO FIGHTER OR BOMBER WING.

DECOY CONTAINER REDUCES THE DAMAGE
THAT WOULD BE DEALT TO THE ATTACHED UNIT
THIS TURN BY 2.

PAY 2: KEEP DECOY CONTAINER TO USE IN
THE NEXT TURN. THIS ABILITY MAY ONLY BE
USED ONCE PER CARD THROUGHOUT THE

/
4
|
I! 3

ATTACH TO CAPITAL SHIP.
MASS LAUNCHER IS USED ON 3
RANDOMLY-SELECTED ENEMY UNITS.
THE AFFECTED UNITS GET 3 MN UNTIL

THE END OF THE TURN.

ATTACH TO A FIGHTER OR
BOMBER WING.

UseED FANG ROCKETS DEALS 1

DAMAGE POINT TO THE TARGET OF THE

UNIT TO WHICH FANG WAS ATTACHED.

PAY 1 - WHILE USING FANG ROCKET.
ROCGKETS CAN BE USED IN THE NEXT

TURN.




ATTACH TO A FIGHTER OR
BOMBER WING.
UseED FANG ROCKETS DEALS 1
DAMAGE POINT TO THE TARGET OF THE
UNIT TO WHICH FANG WAS ATTACHED.
PAaY 1 - WHILE USING FANG ROCKET.
ROCGKETS CAN BE USED IN THE NEXT

TURN.

ATTACH TO FIGHTER OR BOMBER WING.

ANY FIGHTER OR BOMBER WING THAT IS
TARGETED BY THE ATTACHED UNIT GETS
-1. MN FOR THAT TURN.

ATTACH TO FIGHTER OR BOMBER WING.

ANY FIGHTER OR BOMBER WING THAT IS
TARGETED BY THE ATTACHED UNIT GETS
-1. MN FOR THAT TURN.

'@ DerensVE GRID

ATTACH TO CRUISER OR CORVETTE.

EACH FIGHTER AND BOMBER WINGS
THAT TARGET THE ATTACHED SHIP EACH
GET =1 MN.

EWIEMENT

9

ATTACH TO A FIGHTER OR |
BOMBER WING. |
UseD FANG ROCKETS DEALS 1 !
DAMAGE POINT TO THE TARGET OF THE
UNIT TO WHICH FANG WAS ATTACHED. ‘
- WHILE USING FANG ROCKET. |
ROCKETS CAN BE USED IN THE NEXT

PAaY 1

TURN.

ATTACH TO FIGHTER OR BOMBER WING. |
ANY FIGHTER OR BOMBER WING THAT IS ‘

TARGETED BY THE ATTACHED UNIT GETS
-1_-MN FOR THAT TURN.

ATTACH TO CRUISER OR CORVETTE.

EACH FIGHTER AND BOMBER WINGS
THAT TARGET THE ATTACHED SHIP EACH
GET =1 MN.

ATTACH TO CRUISER OR CORVETTE.

EACH FIGHTER AND BOMBER WINGS
THAT TARGET THE ATTACHED SHIP EACH
GET =1 MN.

SRUIFMEN |

ATTACH TO A FIGHTER OR
BOMBER WING.

| SEILIEMENT |

UseD FANG ROCKETS DEALS 1
DAMAGE POINT TO THE TARGET OF THE
UNIT TO WHICH FANG WAS ATTACHED.

PAaY 1 - WHILE UsSING FANG ROCKET.
ROGKETS CAN BE USED IN THE NEXT

TURN.
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ATTACH TO FIGHTER OR BOMBER WING.

ANY FIGHTER OR BOMBER WING THAT IS
TARGETED BY THE ATTACHED UNIT GETS
-1_MN FOR THAT TURN.

SEIIEMENY

ATTACH TO CRUISER OR CORVETTE.

EACH FIGHTER AND BOMBER WINGS
THAT TARGET THE ATTACHED SHIP EACH
GET -1 MN.

ATTACH TO A CAPITAL SHIP.

WHEN THE ATTACHED CAPITAL SHIP IS DE

STROYED, VEP RA IS INSTANTLY PLACED IN
THE FLEET ZONE. THE OWNING PLAYER CAN
MOVE VEP RA TO THE USED CARDS POT ANY
TIME DURING THE NEXT TURN.
IF VEP RA IS PLACED IN THE USED CARDS POT
IN THIS WAY, THE OWNING PLAYER GAINS X CP.
IN'THIS CASE, X IS THE GP USED TO PLAY THE
NOW-DESTROYED.. CARPITAL SHIF THAT WAS
ORIGINALLY ATTACHED TO VEP RA.

[EEWIEMENT |

|

Il GET -1 MN.

ATTACH TO A FIGHTER OR |
BOMBER WING.

AN -

I
UseD FANG ROCKETS DEALS 1 !

DAMAGE POINT TO THE TARGET OF THE

@

UNIT TO WHICH FANG WAS ATTACHED. ‘

PAY 1 - WHILE USING FANG ROCKET. ‘
ROCGKETS CAN BE USED IN THE NEXT

TURN.

I
ATTACH TO FIGHTER OR BOMBER WING. |
|

ANY FIGHTER OR BOMBER WING THAT IS
TARGETED BY THE ATTACHED UNIT GETS ‘
-1 MN FOR THAT TURN. |

ATTACH TO CRUISER OR CORVETTE.

EACH FIGHTER AND BOMBER WINGS
THAT TARGET THE ATTACHED SHIP EACH

ATTACH TO A CAPITAL SHIP.

WHEN THE ATTACHED CAPITAL SHIP IS DE

STROYED, VEP RA IS INSTANTLY PLACED IN
THE FLEET ZONE. THE OWNING FLAYER CAN
MOVE VEP RA TO THE USED CARDS POT ANY
TIME DURING THE NEXT TURN.
IF VEP RA IS PLACED IN THE USED CARDS PoT |
IN THIS WAY, THE OWNING PLAYER GAINS X CP.
IN THIS CASE, X IS THE CP USED TO PLAY THE
NOW-DESTROYED.. CAPITAL SHIPF THAT WAS
ORIGINALLY ATTACHED TO VEP RA.




ATTACH TO A CAPITAL SHIP.

WHEN THE ATTACHED CAPITAL SHIP IS DE

STROYED, VEP RA IS INSTANTLY PLACED IN
THE FLEET ZONE. THE OWNING FLAYER CAN
MOVE VEP RA TO THE USED CARDS POT ANY
TIME DURING THE NEXT TURN.
IF VEP RA IS PLACED IN THE USED CARDS PoT
IN THIS WAY, THE OWNING PLAYER GAINS X CP.
IN THIS CASE, X IS THE CP USED TO PLAY THE
NOW-DESTROYED.. CAPITAL SHIP THAT WAS
ORIGINALLY ATTACHED TO VEP RA.

ALL OF YOUR UNITS GAIN +1 HP. ‘

!—/f
o
& |
|

THE SELECTED~SHIR GAINS +2
AC AND +2 AA BUT GETS -1 MN
UNTIL THE END OF THE TURN.

THE SELECTED~SHIR GAINS +2
AC AND +2 AA BUT GETS -1 MN
UNTIL THE END OF THE TURN.

ATTACH TO A CAPITAL SHIP.

WHEN THE ATTACHED CAPITAL SHIP IS DE

STROYED, VEP RA IS INSTANTLY PLACED IN
THE FLEET ZONE. THE OWNING FLAYER CAN
MOVE VEP RA TO THE USED CARDS POT ANY
TIME DURING THE NEXT TURN.
IF VEP RA IS PLACED IN THE USED CARDS PoOT
IN THIS WAY, THE OWNING PLAYER GAINS X CP.
IN THIS CASE, X IS THE GP USED TO FLAY THE
NOW-DESTROYED.. CAPITAL SHIF THAT WAS
ORIGINALLY ATTACHED TO VEP RA.

|
THE SELECTED- SHIP. GAINS +2 |
AC AND +2 AA BUT GETS -1 MN ‘
UNTIL THE END OF THE TURN. |

PICK ONE OF YOUR OPPONENT'S
UNITS THAT ARE TARGETING ONE OF
YOUR INSTALLATIONS. A FRIENDLY UNIT
OF YOUR CHOICE TARGETS THE AT-
TACKER AS IF IT WAS A SUPPORT UNIT.
YOu CAN CHODOSE EVEN FROM UNITS
THAT WAS FIGHTING BEFORE.

ATTACH TO A CAPITAL SHIP.

WHEN THE ATTACHED CAPITAL SHIP IS DE

STROYED, VEP RA IS INSTANTLY PLACED IN
THE FLEET ZONE. THE OWNING PLAYER CAN
MOVE VEP RA TO THE USED CARDS POT ANY
TIME DURING THE NEXT TURN.
IF VEP RA IS PLACED IN THE USED CARDS PoOT
IN THIS WAY, THE OWNING PLAYER GAINS X CP.
IN'THIS CASE, X IS THE GP USED TO PLAY THE
NOW-DESTROYED.. CARPITAL SHIF THAT WAS
ORIGINALLY ATTACHED TO VEP RA.

- HEVY HULLSTEEHNBLAGY, .m
i

|
-8

UNITS GAIN +1 HP.

THE SELEGTED~SHIP. GAINS +2
! AC AND +2 AA BUT GETS -1 MN
UNTIL THE END OF THE TURN.

PICK ONE OF YOUR OPPONENT'S
UNITS THAT ARE TARGETING ONE OF
YOUR INSTALLATIONS. A FRIENDLY UNIT
OF YOUR CHOICE TARGETS THE AT-
TACKER AS IF IT WAS A SUPPORT UNIT.
YOu CAN CHOOSE EVEN FROM UNITS
THAT WAS FIGHTING BEFORE.
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- HEVyY HULLTECHNOLOGY. .E |

ALL OF YOUR UNITS GAIN +1 HP.

B ST

- HEVY HULLTECHNOLOGY. .E |

ALL OF YOUR UNITS GAIN +1 HP.

THE SELECTED~SHIR GAINS +2
AC AND +2 AA BUT GETS -1 MN
UNTIL THE END OF THE TURN.

I
PICK ONE OF YOUR OPPONENT'S ‘
UNITS THAT ARE TARGETING ONE OF |
YOUR INSTALLATIONS. A FRIENDLY UNIT |
OF YOUR CHOICE TARGETS THE AT- ‘
TACKER AS IF IT WAS A SUPPORT UNIT. |
YOu CAN CHOOSE EVEN FROM UNITS
THAT WAS FIGHTING BEFORE.




PICK ONE OF YOUR OPPONENT'S
UNITS THAT ARE TARGETING ONE OF
YOUR INSTALLATIONS. A FRIENDLY UNIT
OF YOUR CHOICE TARGETS THE AT
TACKER AS IF IT WAS A SUPPORT UNIT.
YOu CAN CHOOSE EVEN FROM UNITS
THAT WAS FIGHTING BEFORE.

SACRIFICE ONE OF YOUR UNITS.
THAT UNIT’S TARGET 1S DE=
STROYED INSTANTLY.

KAMIKAZE CANNOT BE USED IF THE

SELECTED UNIT’S TARGET IS A JUG-

GERNAUT.

SELECT ONE OF YOUR UNITS.
THIS UNIT ATTACKS AN ENEMY SHIP
WITH ITS AA FIRE POWER AS IF IT
WAS A SUPPORT UNIT IF THE ENEMY
UNIT IS ATTACKED BY A DIFFERENT
SHIP’S AA WEAPONS.

TRANSFER HALF OF THE DAMAGE
(ROUNDING DOWN) THAT WOULD BE
DEALT TO THE SELECTED UNIT TO ANY
ENEMY SHIP.

DEFENDERS

PICK ONE OF YOUR OPPONENT'S
UNITS THAT ARE TARGETING ONE OF
YOUR INSTALLATIONS. A FRIENDLY UNIT
OF YOUR CHOICE TARGETS THE AT-
TACKER AS IF IT WAS A SUPPORT UNIT.
YOu CAN CHOOSE EVEN FROM UNITS
THAT WAS FIGHTING BEFORE.

SACRIFICE ONE OF YOUR UNITS.
THAT UNIT'S TARGET 15 BE=
STROYED INSTANTLY.

KAMIKAZE CANNOT BE USED IF THE |
SELECTED UNIT’S TARGET IS A JUG-

SACRIFICE ONE OF YOUR UNITS.
THAT UNIT'S TARGET 1S PE-
STROYED INSTANTLY.

KAMIKAZE CANNOT BE USED IF THE
SELECTED UNIT’S TARGET IS A JUG-
GERNAUT.

SACRIFICE ONE OF YOUR UNITS.
THAT UNIT'S TARGET 1S BPE-
STROYED INSTANTLY.

KAMIKAZE CANNOT BE USED IF THE
SELECTED UNIT’S TARGET IS A JUG-

‘A AA SUPPORT

GERNAUT.

SELECT ONE OF YOUR UNITS.
THIS UNIT ATTACKS AN ENEMY SHIP
WITH ITS AA FIRE POWER AS IF IT
WAS A SUPPORT UNIT IF THE ENEMY
UNIT IS ATTACKED BY A DIFFERENT

SHIP’S AA WEAPONS.

TRANSFER HALF  OF THE DAMAGE
(ROUNDING DOWN) THAT WOULD BE
DEALT TO THE SELECTED UNIT TO ANY
ENEMY SHIP.

GERNAUT.
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SELECT ONE OF YOUR UNITS.
THIS UNIT ATTACKS AN ENEMY SHIP
WITH ITS AA FIRE POWER AS IF IT
WAS A SUPPORT UNIT IF THE ENEMY
UNIT IS ATTACKED BY A DIFFERENT
SHIP’S AA WEAFPONS.

TRANSFER HALF  OF THE DAMAGE
(ROUNDING DOWN) THAT WOULD BE
DEALT TO THE SELECTED UNIT TO ANY
ENEMY SHIP.
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SACRIFICE ONE OF YOUR UNITS.

THAT UNIT’S TARGET 1s DE-

STROYED INSTANTLY.

KAMIKAZE CANNOT BE USED IF THE

SELECTED UNIT’S TARGET IS A JUG-

GERNAUT.

SELECT ONE OF YOUR UNITS.
THIS UNIT ATTAGCKS AN ENEMY SHIP
WITH ITS AA FIRE POWER AS IF IT
WAS A SUPPORT UNIT IF THE ENEMY
UNIT IS ATTACKED BY A DIFFERENT

SHIP’S AA WEAPONS.

SELECT ONE OF YOUR UNITS.
THIS UNIT ATTACKS AN ENEMY SHIP
WITH ITS AA FIRE POWER AS IF IT
WAS A SUPPORT UNIT IF THE ENEMY
UNIT IS ATTACKED BY A DIFFERENT
SHIP’S AA WEAPONS.

TRANSFER HALF OF THE DAMAGE
(ROUNDING DOWN) THAT WOULD BE
DEALT TO THE SELECTED UNIT TO ANY
ENEMY SHIP.




‘A BerinD SHiElDS

TRANSFER HALF OF THE DAMAGE
(ROUNDING DOWN) THAT WOULD BE
DEALT TO THE SELECTED UNIT TO ANY
ENEMY SHIP.

REDUCE THE DAMAGE DEALT BY AN

I
ENEMY CAPITAL SHIP. TO THE SE- !
LECTED FRIENDLY CAPITAL SHIP BY 3. i

“FuLL RETREAT!” CANNOT BE USED ON i
AN INSTALLATION OR A CAPITAL SHIP
THAT HAS BEEN REDUCED TO O MN.

NEGATE ‘ALL OF THE NEGATIVE EF-
FECTS CAUSED BY EVENTS ON ONE

UNIT OF YOUR CHOICE.

SACRIFICE ONE OF YOUR SPECIAL
CARDS OR ONE OF YOUR EQUIPMENT
CARDS THAT HAVE NOT BEEN ACTI-
VATED YET. AN ENEMY UNIT OF YOUR
CHOICE GETS -X MN. IN THIS CASE, X
IS THE COST TO PLAY THE SACRIFICED

REDUGCE THE DAMAGE DEALT BY AN
ENEMY CAPITAL SHIP. TO THE SE-
LECTED FRIENDLY CAPITAL SHIP BY 3.

“4FuLL RETREAT!” CANNOT BE USED ON
AN INSTALLATION OR A CAPITAL SHIP
THAT HAS BEEN REDUCED TO O MN.

REDUGE THE DAMAGE DEALT BY AN
ENEMY CAPITAL SHIP. TO THE SE-
LECTED FRIENDLY CAPITAL SHIP BY 3.

“4FuLL RETREAT!” CANNOT BE USED ON
AN INSTALLATION OR A CAPITAL SHIP
THAT HAS BEEN REDUCED TO O MN.

‘M ENrEroRS Glory

NEGATE ‘ALL OF THE NEGATIVE EF-
FECTS CAUSED BY EVENTS ON ONE
UNIT OF YOUR CHOICE.

S MARTIN IO A TaRARSK!

‘A o VAsupa!

SACRIFICE ONE OF YOUR SPECIAL
CARDS OR ONE OF YOUR EQUIPMENT
CARDS THAT HAVE NOT BEEN ACTI-
VATED YET. AN ENEMY UNIT OF YOUR
CHOICE GETS -X MN. IN THIS CASE, X
IS THE COST TO PLAY THE SACRIFICED
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‘FULL RETREATL

REDUCE THE DAMAGE DEALT BY AN
ENEMY CAPITAL SHIP. TO THE SE-
LECTED FRIENDLY CAPITAL SHIP BY 3.

“4FuLL RETREAT!” CANNOT BE USED ON
AN INSTALLATION OR A CAPITAL SHIP
THAT HAS BEEN REDUCED TO O MN.

‘A EvreRoR's GlLory

Ny

RPER

NEGATE 'ALL OF THE NEGATIVE EF-
FECTS CAUSED BY EVENTS ON ONE
UNIT OF YOUR CHOICE.

‘A EvreRoR'S Glory
4 ‘
]

«ll

NEGATE ALL OF THE NEGATIVE EF-
FECTS CAUSED BY EVENTS ON ONE
UNIT OF YOUR CHOICE.

‘A ror VAsiipa!

SACRIFICE ONE OF YOUR SPECIAL
CARDS OR ONE OF YOUR EQUIPMENT
CARDS THAT HAVE NOT BEEN ACTI-
VATED YET. AN ENEMY UNIT OF YOUR
CHOIGE GETS -X MN. IN THIS CASE, X
IS THE COST TO PLAY THE SACRIFICED

CARD.
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'FULL RETREAT!

REDUCE THE DAMAGE DEALT BY AN
ENEMY CAPITAL SHIP. TO THE SE-
LECTED FRIENDLY CAPITAL SHIP BY 3.

“FuLL. RETREAT!” CANNOT BE USED ON
AN INSTALLATION OR A CAPITAL SHIP
THAT HAS BEEN REDUCED TO O MN.

‘A EvreRoRs Glory,

0Ny,

NEGATE ‘ALL OF THE NEGATIVE EF-
FECTS CAUSED BY EVENTS ON ONE
UNIT OF YOUR CHOICE.

SACRIFICE ONE OF YOUR SPECIAL
CARDS OR ONE OF YOUR EQUIPMENT
CARDS THAT HAVE NOT BEEN ACTI-
VATED YET. AN ENEMY UNIT OF YOUR
CHOIGE GETS -X MN. IN THIS CASE, X
IS THE COST TO PLAY THE SACRIFICED

/" SACRIFICE ONE OF YOUR SPECIAL

' caArDS OR ONE OF YOUR EQUIPMENT

FZ ! ' CARDS THAT HAVE NOT BEEN ACTI-

. VATED YET. AN ENEMY UNIT OF YOUR

@ CHOICE GETS -X MN. IN THIS CASE, X

| IS THE COST TO PLAY THE SACRIFICED
CARD.




- REVENGE

- REVENGE
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b

THE SELECTED UNIT GAINS YOUR
CHOICE OF +3 AA OR +3 AC UNTIL
THE END OF THE TURN IF IT TARGETS
A UNIT THAT DAMAGED IT IN THE
PREVIOUS TURN.

b

THE SELECTED UNIT GAINS YOUR
CHOICE OF +3 AA OR +3 AC UNTIL
THE END OF THE TURN IF IT TARGETS
A UNIT THAT DAMAGED IT IN THE
PREVIOUS TURN.
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‘M) DisTURBANCE

CHOOSE AN ENEMY UNIT. YOUR
OPPONENT  CANNDOT USE ORDER
CARDS ON THIS UNIT UNTIL END OF
THE TURN. ANY ORDER CARDS THAT
ARE CURRENTLY IN USE ON THIS
UNIT ARE DESTROYED INSTANTLY.

I
CHOOSE 2 UNITS. IF THE EACH ‘
CHOSEN UNITS ACCUMULATE EXACTLY ‘
4 DAMAGE POINTS AT SOME POINT ‘
DURING THIS TURN, DESTROY THEM IN-
STANTLY ONCE THIS HAPPENS.

‘A RevENGE

T\

THE SELECTED UNIT GAINS YOUR
CHOICE OF +3 AA OR +3 AC UNTIL
THE END OF THE TURN IF IT TARGETS
A UNIT THAT DAMAGED IT IN THE
PREVIOUS TURN.

CHOOSE AN ENEMY UNIT. YOUR
OPPONENT  CANNOT USE ORDER
CARDS ON THIS UNIT UNTIL END OF
THE TURN. ANY ORDER CARDS THAT
ARE CURRENTLY IN USE ON THIS
UNIT ARE DESTROYED INSTANTLY.

CHOOSE AN ENEMY UNIT. YOUR
OPPONENT  CANNOT USE ORDER
CARDS ON THIS UNIT UNTIL END OF
THE TURN. ANY ORDER CARDS THAT
ARE CURRENTLY IN USE ON THIS
UNIT ARE DESTROYED INSTANTLY.

CHOOSE 2 UNITS. IF THE EACH ‘
CHOSEN UNITS ACCUMULATE EXACTLY |
4 DAMAGE POINTS AT SOME POINT ‘
DURING THIS TURN, DESTROY THEM IN-

STANTLY ONCE THIS HAPPENS.
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‘A R:=vence

s

THE SELECTED UNIT GAINS YOUR
CHOICE OF +3 AA OR +3 AC UNTIL
THE END OF THE TURN IF IT TARGETS
A UNIT THAT DAMAGED IT IN THE
PREVIOUS TURN.

CHOOSE AN ENEMY UNIT. YOUR
OPPONENT  CANNOT USE ORDER
CARDS ON THIS UNIT UNTIL END OF
THE TURN. ANY ORDER CARDS THAT
ARE CURRENTLY IN USE ON THIS

UNIT ARE DESTROYED INSTANTLY.

CHOOSE 2 UNITS. IF THE EACH
CHOSEN UNITS ACCUMULATE EXACTLY
4 DAMAGE POINTS AT SOME POINT
DURING THIS TURN, DESTROY THEM IN-
STANTLY ONCE THIS HAPPENS.

CHOOSE 2 UNITS. IF THE EACH
CHOSEN UNITS ACCUMULATE EXACTLY
4 DAMAGE POINTS AT SOME POINT
DURING THIS TURN, DESTROY THEM IN-
STANTLY ONCE THIS HAPPENS.

- REVENGE

O

THE SELECTED UNIT GAINS YOUR
CHOICE OF +3 AA OR +3 AC UNTIL
THE END OF THE TURN IF IT TARGETS
A UNIT THAT DAMAGED IT IN THE
PREVIOUS TURN.

CHOOSE AN ENEMY UNIT. YOUR
OPPONENT CANNDOT USE ORDER
CARDS ON THIS UNIT UNTIL END OF
THE TURN. ANY ORDER CARDS THAT
ARE CURRENTLY IN USE ON THIS
UNIT ARE DESTROYED INSTANTLY.

CHOOSE 2 UNITS. IF THE EACH
CHOSEN UNITS ACCUMULATE EXACTLY
4 DAMAGE POINTS AT SOME POINT
DURING THIS TURN, DESTROY THEM IN-
STANTLY ONCE THIS HAPPENS.

DESTROYITHE*""SELEETED EQuiP-
MENT CARD. THE UNIT THAT CAR-
RIED IT IS DEALT 3 DAMAGE.
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- SELF-DESTRUETION PROCEDURE

X}
n
|

DESTROY: THE ““SELEETED EQuiP- |

MENT CARD. = THE UNIT THAT CAR-
RIED IT IS DEALT 3 DAMAGE.

B ‘M) DestrovED CARGEH .B

THIS CARD MUST BE PLAYED AT THE |
BEGINNING oF THE MOVEMENT ‘

PHASE. YOUR OPPONENT LOSES 6
CP UNTIL THE END OF THE TURN. |

THIS CARD MUST BE PLAYED AT THE |
BEGINNING oF THE MOVEMENT ‘

PHASE. YOUR OPPONENT LOSES 6
CP UNTIL THE END OF THE TURN. |

I
|
THE SELECTED UNIT CANNOT MAKE ‘
A JUMP THIS TURN.

|
DESTROY.. THE SELECTED EQuIP- |

MENT CARD. THE UNIT THAT CAR- ‘
RIED IT IS DEALT 3 DAMAGE.

THIS CARD MUST BE PLAYED AT THE
BEGINNING oF THE MOVEMENT
PHASE. YOUR OPPONENT LOSES 6

CP UNTIL THE END OF THE TURN.

THE SELECTED UNIT CANNOT MAKE
A JUMP THIS TURN.

‘A A\,TinG BRDERS

THE SELECTED UNIT CANNOT MAKE
A JUMP THIS TURN.
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' DESTROY.. THE SELECTED EQuIP-

‘ MENT CARD. @THE UNIT THAT CAR-

: - ‘ RIED IT IS DEALT 3 DAMAGE.

THIS CARD MUST BE PLAYED AT THE
BEGINNING aF THE MOVEMENT
PHASE. YOUR OPPONENT LOSES 6

CP UNTIL THE END OF THE TURN.

THE SELECTED UNIT CANNOT MAKE
A JUMP THIS TURN.

CHOOSE A UNIT. IF THE SE-
LECTED UNIT ATTEMPTS TO DEAL
DAMAGE IN THE FORTHCOMING
BATTLE PHASE, THE WEAPONRY IT
UsSED (AA OR AD) 1S seT TO O IN

THE NEXT TURN.

£

‘ DESTROY.. THE SELEGCTED ERuIP-

MENT CARD. = THE UNIT THAT CAR- ‘

RIED IT IS DEALT 3 DAMAGE.

THIS CARD MUST BE PLAYED AT THE
BEGINNING (=] THE
PHASE. YOUR OPPONENT LOSES 6
CP UNTIL THE END OF THE TURN.

THE SELECTED UNIT CANNOT MAKE
A JUMP THIS TURN.

CHOOSE A UNIT. IF THE SE-
LECTED UNIT ATTEMPTS TO DEAL

DAMAGE IN THE FORTHCOMING

BATTLE PHASE, THE WEAPONRY IT |

UsSED (AA OR AD) 1S ST TO O IN
THE NEXT TURN.

MOVEMENT |




‘M Rc cior’s BVERHEAT .B

' Reicior’s BVERNHEAT @

o

CHOOSE A UNIT. IF THE SE-

CHOOSE A UNIT. IF THE SE- CHOOSE A UNIT. IF THE SE-
CHOOSE 2 ENEMY CAPITAL SHIPS

LECTED UNIT ATTEMPTS TO DEAL LECTED UNIT ATTEMPTS TO DEAL
DAMAGE IN THE FORTHCOMING | DAMAGE IN THE FORTHCOMING DAMAGE IN THE FORTHCOMING
BATTLE PHASE, THE WEAPONRY IT BATTLE PHASE, THE WEAPONRY IT | H | » BATTLE F'HASE, THE WEAPONRY IT
USED (AA OR AD) IS SET TO O IN I % | USED (AA OR AD) IS seT TO O IN | I #| UseD (AA OR AD) IS SET TO O IN
| i THE NEXT TURN. | i

THAT ARE IN THE BATTLE ZONE.
THE SELECTED SHIPS ARE EACH

LECTED UNIT ATTEMPTS TO DEAL

DEALT 3 DAMAGE.

THE NEXT TURN. THE NEXT TURN.

CHOOSE 2 ENEMY CAPITAL SHIPS CHOOSE 2 ENEMY CAPITAL SHIPS

| |

| | d CHOOSE 2 ENEMY CAPITAL SHIPS
| |

‘ I THAT ARE IN THE BATTLE ZONE. ‘ I THAT ARE

CHOOSE 2 ENEMY CAPITAL SHIPS
IN THE BATTLE ZONE.

THAT ARE IN THE BATTLE ZONE.
THE SELECTED SHIPS ARE EACH

THAT ARE IN THE BATTLE ZONE.

|
|
|
THE SELECTED SHIPS ARE EACH THE SELECTED SHIPS ARE EACH THE SELECTED SHIPS ARE EACH ‘
DEALT 3 DAMAGE. | l B DEALT 3 DAMAGE. DEALT 3 DAMAGE. DEALT 3 DAMAGE. |
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- ACTIVATE, GUARDIAN CANNGONS! - ACTIVATE GUARDIAN EANNGONS! .B

3y

e = = —me—
- AGTIVATE, GUARDIAN EANNGNS! .B |
A |

—m—
|

L L EVENT

PAY X CP IN ORDER TO DEAL X DAMAGE
TO A CHOSEN FIGHTER OR BOMBER
IN THIS CASE, X CAN BE ANY

PAY X CP IN ORDER TO DEAL X DAMAGE
TO A CHOSEN FIGHTER OR BOMBER

IN THIS CASE, X CAN BE ANY 8 WING-
NUMBER OF YOUR CHOICE.

PAY X CP IN ORDER TO DEAL X DAMAGE
TO A CHOSEN FIGHTER OR BOMBER

IN THIS CASE, X CAN BE ANY # WING-
NUMBER OF YOUR CHOICE.

PAY X CP IN ORDER TO DEAL X DAMAGE
TO A CHOSEN FIGHTER OR BOMBER
WING.. IN THIS CASE, X CAN BE ANY WING-

NUMBER OF YOUR CHOICE. NUMBER OF YOUR CHOICE.
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- CEMMUNICATION EUT-0FF .B

o

A

o

PAY X CP IN ORDER TO DEAL X DAMAGE
TO A CHOSEN FIGHTER OR BOMBER
WING.. IN THIS CASE, X CAN BE ANY

. ORDER CARDS CANNOT BE PLAYED | ’ ORDER CARDS CANNOT BE PLAYED

ON THE CHOSEN UNIT UNTIL THE | i ON THE CHOSEN UNIT UNTIL THE

ON THE CHOSEN UNIT UNTIL THE

|
/ |
|
|
END OF THE TURN. |

|

END OF THE TURN. END OF THE TURN.

|
. ORDER CARDS CANNOT BE PLAYED |
|

NUMBER OF YOUR CHOICE.

S MARTIN IO A TaRARSK!




|
ORDER CARDS CANNOT BE PLAYED . ORDER CARDS CANNOT BE PLAYED
ON THE CHOSEN UNIT UNTIL THE ‘

i ON THE CHOSEN UNIT UNTIL THE
|
END OF THE TURN.

| 4\ END OF THE TURN.
i |
|

- N
e - & N -
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- BATTLE ON THE! LOW, BRBIT

- BATTLEION THE LOW BRBIT} .B

SREEIAL (BARR)

THIS CARD MUST BE PLAYED AT THE BE-
GINNING OF THE BATTLE PHASE. ALL
FIGHTER AND BOMBER WINGS GET -3
MN UNTIL THE END OF THE TURN.

ATTACH TO A FIGHTER OR BOMBER
WING.
THE ATTACHED UNIT GAINS +1 MN,
+1 HP, AND IS ALLOWED TO USE
SINGLE USE EQUIPMENT
TWICE.

‘A ErvceRoR Khonsu) il

EREEAL (BARD)

THERE CAN BE ONLY ONE EMPEROR
KHONSU II'IN THE GAME.

IF EMPERDOR KHONSU 1l IS PLAGED IN THE |
FLEET ZONE, ALL OF YOUR ORDER CARDS
EOST -1 CP TO PLAY. IF IT IS ATTAGCHED TO
A UNIT, ALL SHIPS LOGATED IN THE SAME |
ZONE AS THE ATTAGCHED UNIT GAIN +1 HP.

CARDS |

SPECIALICARDS

THIS CARD MUST BE PLAYED AT THE BE-
GINNING OF THE BATTLE PHASE. ALL
FIGHTER AND BOMBER WINGS GET -3
MN UNTIL THE END OF THE TURN.

ATTACH TO A FIGHTER OR BOMBER
WING.

THE ATTACHED UNIT GAINS +1 MN,

+1 HP, AND IS ALLOWED TO USE |

SINGLE USE EQUIPMENT

TWICE.

THERE CAN BE ONLY ONE EMPEROR
KHONSU II'IN THE GAME.

IF EMPEROR KHONSU Il IS PLAGED IN THE |
FLEET ZONE, ALL OF YOUR ORDER CARDS

EOST -1 CP TO PLAY. IF IT IS ATTACHED TO |
A UNIT, ALL SHIFS LOGATED IN THE SAME |
ZONE AS THE ATTACHED UNIT GAIN +1 HP.

CARDS |

- BATTLE ON THE! LOW BRBII .B

- BATTLE/ ON THE/LOW B

ERERIAL (BARE)

SRECIALEARD S

THIS CARD MUST BE PLAYED AT THE BE-
GINNING OF THE BATTLE PHASE. ALL
FIGHTER AND BOMBER WINGS GET -3
MN UNTIL THE END OF THE TURN.

-~ oB)

THIS CARD MUST BE PLAYED AT THE BE-
GINNING OF THE BATTLE PHASE. ALL
FIGHTER AND BOMBER WINGS GET -3
MN UNTIL THE END OF THE TURN.

ATTACH TO A FIGHTER OR BOMBER
WING. |

THE ATTACHED UNIT GAINS +1 MN,
+1 HP, AND IS ALLOWED TO USE
SINGLE UsE

EQUIPMENT CARDS

TWICE.

THERE CAN BE ONLY ONE EMPEROR
KHONSU Il IN THE GAME. |

IF EMPEROR KHONSU Il IS PLAGED IN THE
FLEET ZONE, ALL OF YOUR ORDER CARDS
BOST -1 CP TO PLAY. IF IT IS ATTACHED TO
A UNIT, ALL SHIPS LOCATED IN THE SAME
ZONE AS THE ATTACHED UNIT GAIN +1 HP.

SREEIAL (BARP)

THIS CARD MUST BE PLAYED AT THE BE-
GINNING OF THE BATTLE PHASE. ALL
FIGHTER AND BOMBER WINGS GET -3
MN UNTIL THE END OF THE TURN.

RUABREN

ATTACH TO A FIGHTER OR BOMBER
WING.

THE ATTACHED UNIT GAINS +1

- BATTLEION THE LOW BRBIT} .B

MN,

+1 HP, AND IS ALLOWED TO USE |

SINGLE USE EQUIPMENT CARDS

TWICE.

‘A F- Kiesner

SREEIAL (BARR)

RLUABREN

ATTACH TO A FIGHTER OR BOMBER
WING.

THE ATTACHED UNIT GAINS +1 MN,

+1 HP, AND IS ALLOWED TO USE |

SINGLE USE EQUIPMENT CARDS

TWICE.

'A ErvceRoR Khonsu il

SREEVAL (BARD)

THERE CAN BE ONLY ONE EMPEROR
KHONSU II'IN THE GAME.

IF EMPEROR KHONSU Il IS PLAGED IN THE
FLEET ZONE, ALL OF YOUR ORDER CARDS
EOST -1 CP TO PLAY. IF IT IS ATTACHED TO |
A UNIT, ALL SHIPS LOGATED IN THE SAME |
ZONE AS THE ATTACHED UNIT GAIN +1 HP.




SRHEHAL BARR)

THERE CAN BE ONLY ONE EMPEROR
KHONSU II'IN THE GAME.

IF EMPERDOR KHONSU 1l IS PLAGED IN THE
FLEET ZONE, ALL OF YOUR ORDER CARDS
EOST -1 CP TO PLAY. IF IT IS ATTACHED TO |
A UNIT, ALL SHIPS LOGATED IN THE SAME |
ZONE AS THE ATTAGHED UNIT GAIN +1 HP.

‘A ReFaR TEAM
. &

2

EEEEAL BARR

ATTACH TO A CAPITAL SHIP.

AT THE BEGINNING OF THE TURN,
REPAIR TEAM AUTOMATICALLY RE-
MOVES A DAMAGE MARKER FROM |
THE ATTACHED SHIP WITHOUT ANY |
COSTS.

== = |
|

I- SENIOR GUNNER BEFIEER . 1

-

y ATTACH TO A CAPITAL SHIP.

i ‘ SENIOR GUNNER OFFICER GIVES
THE ATTACHED SHIP +1 AC AND
+1 AA.

NRAGTHER!

SREEAL BARR |

THERE CAN BE ONLY ONE APEH

|
VHAU IN THE GAME. ‘
|
|
WING. ‘

!—‘/V
t I’ : ATTACH TO A FIGHTER OR BOMBER
o

|
APEH VHAU GIVES THE ATTACHED UNIT

+2 AC AND +1 MN.

SEEEIAL BARD)

CREEVAL (BARD)

' RecaR TEAM

«

3

SEEHAL BARE)

' RecaR TEAM

D

«

3

SEEHAL BARE)

,.

ATTACH TO A CAPITAL SHIP. ‘
|

AT THE BEGINNING OF THE TURN,
REFPAIR TEAM AUTOMATICALLY RE-
MOVES A DAMAGE MARKER FROM |
THE ATTACHED SHIP WITHOUT ANY |
COSES. |

ATTACH TO A CAPITAL SHIP. ‘
|

AT THE BEGINNING OF THE TURN,
REPAIR TEAM AUTOMATICALLY RE-
MOVES A DAMAGE MARKER FROM |
THE ATTACHED SHIP WITHOUT ANY |
COSES. |

S MARTIN IO A TaRARSK!

ATTACH TO A CAPITAL SHIP.

SENIOR GUNNER OFFICER GIVES
THE ATTACHED SHIP +1
+1 AA.

AC AND

THERE CAN BE ONLY ONE APEH
VHAU IN THE GAME.

ATTACH TO A FIGHTER OR BOMBER
WING.

APEH VHAU GIVES THE ATTACHED UNIT
+2 AC AND +1 MN. |

SN ARTIN IO A TaRARSK!

‘A ReraR TEAM
. &

3

ATTACH TO A CAPITAL SHIP.

AT THE BEGINNING OF THE TURN,
REPAIR TEAM AUTOMATICALLY RE-
MOVES A DAMAGE MARKER FROM
THE ATTACHED SHIP WITHOUT ANY

COSTS.

GEFIEER .B

BREEAL BARR

ATTACH TO A CAPITAL SHIP.

SENIOR GUNNER OFFICER GIVES
THE ATTACHED SHIP +1
+1 AA.

AC AND

kf.

B

- SENIOR GUNNER BEFIEER .B

k
[
]

BREEAL BARR

ATTACH TO A CAPITAL SHIP.

SENIOR GUNNER OFFICER GIVES
THE ATTACHED SHIP +1
+1 AA.

AC AND

SPECIAMEARD |

I THERE CAN BE ONLY ONE APEH
4 VHAU IN THE GAME.
! ATTACH TO A FIGHTER OR BOMBER
‘ WING.
APEH VHAU GIVES THE ATTACHED UNIT
+2 AC AND +1 MN.

‘A ReFaR TEAM
. &

3

|
I
ATTACH TO A CAPITAL SHIP. ‘
|
|

AT THE _BEGINNING OF THE TURN,
REPAIR TEAM AUTOMATICALLY RE-
MOVES A DAMAGE MARKER FROM |
THE ATTACHED SHIP WITHOUT ANY |
COSTS. |

% |
- SENIOR GUNNER BFEFIEER .B 1
-

¥

|

ATTACH TO A CAPITAL SHIP.

|
|
|
SENIOR GUNNER OFFICER GIVES |
THE ATTACHED SHIP +1 AC AND ‘
+1 AA. i

THERE CAN BE ONLY ONE APEH
VHAU IN THE GAME.

|

|
ATTACH TO A FIGHTER DR BOMBER |
WING. ‘
APEH VHAU GIVES THE ATTACHED UNIT |
+2 AC AND +1 MN.

THERE CAN BE ONLY ONE APEH |
VHAU IN THE GAME. ‘
|
|

ATTACH TO A FIGHTER OR BOMBER
WING.

APEH VHAU GIVES THE ATTACHED UNIT ‘
+2 AC AND +1 MN.




EREEHIAL (BARD) !

A = THUKKAA

SREEIAL (BARR)

THERE CAN BE ONLY ONE IYAR THU'KAA
IN THE GAME.
ATTACH TO A FIGHTER OR BOMBER WING. |

IYAR THU'KAA GIVES THE ATTAGHED SHIP ‘
+2 MN AND ALLOWS IT TO PERFORM |

|
JUMPS FROM THE BATTLE ZONE TO THE

FLEET ZONE AT NO COSTS.

THERE CAN BE ONLY ONE IYAR THU'KAA
IN THE GAME.
\TTACH TO A FIGHTER OR BOMBER WING.

IYAR THU'KAA GIVES THE ATTAGHED SHIP
+2 MN AND ALLOWS IT TO PERFORM |
JUMPS FROM THE BATTLE ZONE TO THE
FLEET ZONE AT NO COSTS.

THERE CAN BE ONLY ONE HAKAR NEB
HUTU IN THE GAME.
ATTACH TO A CAPITAL SHIP.

THE ATTACHED UNIT GAINS +1 HP AND |
THE ABILITY: ‘
PAY 2: THE ATTAEHED GAINS +1 AG UNTIL

THE END OF THE TURN. THIS ABILITY CAN |

BE USED ONLY ONGE PER TURN.

SREEIAL (BARR)

- CEAPTIN  HAKAR INEBH LT LI ‘

SREEIAL (BARP)

- EAPTIN  HAKAR INEBH LT LI ‘

THERE CAN BE ONLY ONE IYAR THUKAA
IN THE GAME.
ATTACH TO A FIGHTER OR BOMBER WING.

IYAR THU'KAA GIVES THE ATTAGCHED SHIP

+2 MN AND ALLOWS IT TO PERFORM |

JUMPS FROM THE BATTLE ZONE TO THE
FLEET ZONE AT NO COSTS.

b

THERE CAN BE ONLY ONE HAKAR NEB
HUTU IN THE GAME.
ATTACH TO A CAPITAL SHIP.

THE ATTAGHED UNIT GAINS +1
THE ABILITY:

HP AND

PAY 2: THE ATTAEGHED GAINS +1 AG UNTIL |

THE END OF THE TURN. THIS ABILITY CAN
BE USED ONLY ONGE PER TURN.

7

L

|
i

THERE CAN BE ONLY ONE HAKAR NEB
HUTU IN THE GAME.
ATTACH TO A CAPITAL SHIP.

THE ATTAGHED UNIT GAINS +1
THE ABILITY:

HP AND

PAY 2: THE ATTAEGHED GAINS +1 AG UNTIL |

THE END OF THE TURN. THIS ABILITY CAN
BE USED ONLY ONGE PER TURN.

ERERIAL (BARE)

THERE CAN BE ONLY ONE IYAR THU'KAA
IN THE GAME.
ATTACH TO A FIGHTER OR BOMBER WING.

IYAR THUKAA GIVES THE ATTACHED SHIP
+2 MN AND ALLOWS IT TO PERFORM
JUMPS FROM THE BATTLE ZONE TO THE
FLEET ZONE AT NO COSTS.

NEBHUTLI

THERE CAN BE ONLY ONE HAKAR NEB

HUTU IN THE GAME.

ATTACH TO A CAPITAL SHIP.
THE ATTACHED UNIT GAINS +1 HP AND
THE ABILITY:

PAY 2: THE ATTAEHED GAINS +1 ADG UNTIL
THE END OF THE TURN. THIS ABILITY CAN
BE USED ONLY ONGCE PER TURN.

B

SREEIAL (BARR)

THERE CAN BE ONLY ONE IYAR THU'KAA
IN THE GAME.
ATTACH TO A FIGHTER OR BOMBER WING.

IYAR THU'KAA GIVES THE ATTAGHED SHIP
+2 MN AND ALLOWS IT TO PERFORM |
JUMPS FROM THE BATTLE ZONE TO THE
FLEET ZONE AT NO COSTS.

- EARTINIHAKAR INEBHUTL ‘B i

THERE CAN BE ONLY ONE HAKAR NEB
HUTU IN THE GAME.
ATTACH TO A CAPITAL SHIP.

THE ATTACHED UNIT GAINS +1 HP AND
THE ABILIT ‘
PAY 2: THE ATTACHED GAINS +1 AD UNTIL |
THE END OF THE TURN. THIS ABILITY CAN
BE USED ONLY ONGE PER TURN.




