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

‘M V5 SERARIS

MEKHU CANNON:

PAY 2: FIGHTER OR BOMBER
WINGS ATTACKED BY VF SERAPIS ‘
GET -2 MN, WHILE DCRUISERS |

GET -1 MN.

- VFE TAURET

AsSSAULT FIGHTER:

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

A VF SERARIS

: ‘,_//
MEKHU CANNON:
PAY 2: FIGHTER OR BOMBER
WINGS ATTACKED BY VF SERAPIS
GET -2 MN, WHILE CRUISERS
GET -1 MN.

A VF SERARIS

MEKHU CANNON:

PAY 2: FIGHTER OR BOMBER
WINGS ATTACKED BY VF SERAPIS
GET -2 MN, WHILE OCRUISERS
GET -1 MN.

- VFE TAURET

ASSAULT FIGHTER:

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

MEKHU CANNON:

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

- VFE SERARIS

MEKHU CANNON:
PAY 2: FIGHTER OR

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

\
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BOMBER i

\

GET -1 MN. ‘
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- VFE TAURET

ASSAULT FIGHTER:

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

___£

ASSAULT FIGHTER:

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

‘M VB SEKHMET

PAay 1: SwAaP VB SEKHMET’sS AD
AND AA FIREPOWER FOR THE TURN.

‘M VB SEKHMET

PAay 1: SwAarP VB SEKHMET’sS AD
AND AA FIREPOWER FOR THE TURN.
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- VFE TAURET

ASSAULT FIGHTER:

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

‘A VB SEKHMET

PAaYy 1: SwAarP VB SEKHMET’sS AD
AND AA FIREPOWER FOR THE TURN.
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- VB BAKHA

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

EVIMARTINIACO T 4" TOKARSKI

y

- VB SEKHMET

PAYy 1: SwAP VB SEKHMET’s AC
AND AA FIREPOWER FOR THE TURN.

R
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- VB SEKHMET

AND AA FIREPOWER FOR THE TURN.

|| ! PAYy 1: SwAP VB SEKHMET’s AC
’.
|
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- VB BAKHA

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

B MARTIN“CO 4" TOKARSK!




- VB BAKHA

. VB BAKHA
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HEAVY WEAPONS:
VB BAKHA GAINS + 3 AC WHEN-

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

OR JUGGERNAUTS. OR JUGGERNAUTS.
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‘M) VB OsiRis

COUNTERMEASURES:

PAY 3: PREVENT VB OsIrRIS
FROM TAKING ANY DAMAGE
CAUSED BY ONE UNIT OF YOUR
CHOICE FOR THIS TURN.

COUNTERMEASURES:

PAY 33 PREVENT VB OsIrRIS
FROM TAKING ANY DAMAGE
CAUSED BY ONE UNIT OF YOUR
CHOICE FOR THIS TURN.

- VB OsIRIS

COUNTERMEASURES:

PAY 3: PREVENT VB OsIRIS
FROM TAKING ANY DAMAGE
CAUSED BY ONE UNIT OF YOUR
CHOICE FOR THIS TURN.

/EDUNTERMEASLIREE:
PAY 3: PREVENT VB OsIRIS
FROM TAKING ANY DAMAGE
CAUSED BY ONE UNIT OF YOUR
CHOICE FOR THIS TURN.

COUNTERMEASURES:

PAY 33 PREVENT VB OsIrRIS
FROM TAKING ANY DAMAGE
CAUSED BY ONE UNIT OF YOUR
CHOICE FOR THIS TURN.

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

TOKARSKI




WHEN VC ATEN IS TARGET OF A t . WHEN VC ATEN IS TARGET OF A

SHIPS GET -1 MN.

WHEN VC ATEN IS TARGET OF A

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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CRUISER OR CORVETTE, BOTH ‘
SHIPS GET -1 MN.

CRUISER OR CORVETTE, BOTH ‘

CRUISER OR OCORVETTE, 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.

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.

CRUISER OR OCORVETTE, 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.

/

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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- VE MENTWU

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 AMOLINT.

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

5/ MARTIN“CO14” TaKARSK!

- V.E MENTU

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 AMOLINT.

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

‘M VEV SoBEK

PAY 3: VOV SOBEK GAINS 12
MN AND +1 HP UNTIL THE END
OF THE TURN. THIS ABILITY MAY
BE USED ONLY ONCE PER TURN.

- VE MENTU

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 AMOLINT.
THIS ABILITY CANNDT BE USED IF IT WOULD
DECREASE AN ATTRIBUTE BELOW O.
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- VE MENTU

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.

PAY 3: VOV SOBEK GAINS 12
MN AND +1 HP UNTIL THE END
OF THE TURN. THIS ABILITY MAY
BE USED ONLY ONCE PER TURN.
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POWER MOVEMENTS:

PAY 2: PiIck 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 GANNOT BE USED IF IT WOULD
DECREASE AN ATTRIBUTE BELOW O.

- VEV SoBEK

}
PAY 3: VOV SOBEK GAINS 12
MN AND +1 HP UNTIL THE END

OF THE TURN. THIS ABILITY MAY
BE USED ONLY ONCE PER TURN.

- VEV SaBEK

PAY 3: VOV SOBEK GAINS 12
MN AND +1 HP UNTIL THE END
OF THE TURN. THIS ABILITY MAY
BE USED ONLY ONCE PER TURN.
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- VBV SaBEK

PAY 3: VOV SOBEK GAINS 12
MN AND +1 HP UNTIL THE END
THIS ABILITY MAY
BE USED ONLY ONCE PER TURN.

OF THE TURN.

- VEV SEARAB

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

BV IMARTINIACES 147 TOKARSK)

- VD TYRPHGEN

2\ 17 FLIGHT CONTROL:
§ PaYy 2:
.
F’——/EDMEERE OR FIGHTERS. ALL OF YOUR
UNITS THAT HAVE THIS NAME GAIN +1
MN AND +1 HP UNTIL THE END OF ‘

THE TURN.

CHOOSE ONE TYPE OF ‘
|

HANGAR BAY: |
VD TYPHON CAN CARRY 6 WINGS OF

FIGHTERS AND BOMBERS.

BV IMARTINIAES 1147 TOKARSKI

- VEV SEARAB

IF VOV SCARAB IS ATTACKED BY A

CORVETTE OR DESTROYER, T
GAINS +2 HP. IFIT IS ATTACKED BY

A BOMBER WING, IT GAINS +1 HP.
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- VEV SEARAB

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

CORVETTE OR

A BOMBER WING, IT GAINS +1 HP.
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- VD TYPHBN

FLIGHT CONTROL:
e /' PAay 2:
-
g 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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CHOOSE ONE TYPE OF |

IF VOV SCARAB IS ATTACKED BY A
CORVETTE OR DESTROYER, T
GAINS +2 HP. IFIT IS ATTACKED BY

A BOMBER WING, IT GAINS +1 HP.

- VEV SEARAB

IF VOV SCARAB IS ATTACKED BY A
CORVETTE OR DESTROYER, T
GAINS +2 HP. IFIT IS ATTACKED BY

A BOMBER WING, IT GAINS +1 HP.
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- VD TYPHGN

FLIGHT CONTROL:
J Par z:
L 4
" BOMBERS OR FIGHTERS. ALL OF YOUR
UNITS THAT HAVE THIS NAME GAIN +1
MN AND +1 HP UNTIL THE END OF
THE TURN.

CHOOSE ONE TYPE OF

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

y

)

FLIGHT CONTROL:
) PAY 2: CHOOSE

-

g BOMBERS OR FIGHTERS. ALL OF YOUR

UNITS THAT HAVE THIS NAME GAIN +1

MN AND +1 HP UNTIL THE END OF

THE TURN. ‘

20\ 17

ONE TYPE OF ‘

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

BV IMARTINIACS 147 TOKARSKI

‘A VD HAnSHERSUT

/) FLAGSHIP: ‘
PAY 3: CHODSE 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

‘A VD HAnSHERSUT

/) FLAGSHIP: ‘
PAY 3: CHOOSE ONE TYPE OF UNIT. ALL OF |
YOUR UNITS THAT HAVE THIS NAME GAIN + 1
i ! HP UNTIL THE END OF THE TURN. ‘
’ ; HANGAR BAY: ‘
’ VD HATSHEPSUT CAN CARRY 6 WINGS OF
| FIGHTERS AND. BOMBERS

BV IMARTINIAES 1147 TOKARSK)

- VD TYFPHGN

2\ ]7 FLIGHT CONTROL:
B /" 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.

‘A VD HATSHERSUT

FLAGSHIP:
PAY 3: CHODOSE 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;j
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.

EYIMARTINIAE O 47 TaKARSKY

‘A VD HATSHEPSUT

A ™

/' FLAGSHIP:
PAY 3: CHODSE 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

A VD HATsSHEPSUT
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FLAGSHIP:
PAY 3: CHODSE 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;j
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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TRANSPORT SHIP:
} IF VT ISIS IS LOGATED IN BATTLE ZONE AT THE BE

GINNING OF A TURN, YOU CAN PUT AWAY ANY
EQUIPMENT CARD WHIGH YOU HAVE IN YOUR HAND. YOU
AN REPLAGE 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;j
OTHERWISE, IT LANDS IN THE USED GARDS POT.
VT ISIS CAN BE ATTACKED ONLY WHEN THE REST OF
YOUR UNITS SET THEIR TARGETS OR BECOME TARGETS
THEMSELVES.

VT SIS IS TREATED AS BOMBER WING UNIT.

YOU MAY PLACE VI KARNAK DIRECTLY INTO THE
BATTLE ZONE RATHER THAN THE FLEET ZONE.
KARNAK 1S

WHILE VI THE DOWNING

PLAYER GAINS +1 GP AT THE BEGINNING OF EACH

IN_ PLAY,
TURN. IF VI KARNAK IS PLAGED IN BATTLE ZONE,
THE OWNING PLAYER INSTEAD GAINS +2 CP AND
MAY REMOVE DAMAGE COUNTERS FROM ANY
UNITS, KARNAK,
THAN PAYING FOR REPAIRS.

VI KARNAK GAN ONLY BE ATTACKED WHEN THE

EXCEPT VI FOR FREE RATHER

REST OF YOUR UNITS ACHUIRE TARGETS OR
BECOME TARGETS THEMSELVES.

YOU MAY PLACE VI KARNAK DIRECTLY INTO THE
BATTLE ZONE RATHER THAN THE FLEET ZONE.

y

4" WHILE VI KARNAK IS IN PLAY, THE OWNING
=

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

VI KARNAK GAN ONLY BE ATTACKED WHEN THE

EXCEPT VI FOR FREE RATHER

REST OF YOUR UNITS ACHUIRE TARGETS OR

BECOME TARGETS THEMSELVES.
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TRANSPORT SHIP:
IF VT ISIS IS LOCATED IN BATTLE ZONE AT THE BE
GINNING OF A TURN, YOU CAN PUT AWAY ANY
EQUIFPMENT 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;j
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 SIS IS TREATED AS BOMBER WING UNIT.

s SRS 3 3 B
N;gg:l' %"I NISTALLATION

YOu MAY PLAGE VI KARNAK DIREGTLY INTO THE
BATTLE ZONE RATHER THAN THE FLEET ZONE.
KARNAK IS IN PLAY, THE OWNING
PLAYER GAINS +1 CP AT THE BEGINNING OF EAGH
TURN. IF VI KARNAK IS PLAGED 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 GAN ONLY BE ATTACKED WHEN THE
REST OF YOUR UNITS ACQUIRE TARGETS OR

BECOME TARGETS THEMSELVES.

A

EVIMARTINIACS 147 TOKARSKI

NI N INS TALLATION

YOU MAY PLACE VI KARNAK DIRECTLY INTO THE
BATTLE ZONE RATHER THAN THE FLEET ZONE.
/' 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 GP 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.
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TRANSPORT SHIP:
IF VT ISIS IS LOCATED IN BATTLE ZONE AT THE BE
GINNING OF A TURN, YOU CAN PUT AWAY ANY

EQUIFPMENT 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;j

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 SIS IS TREATED AS BOMBER WING UNIT.

YOU MAY PLACE VI KARNAK DIRECTLY INTO THE |
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 BAINS +2 GP AND
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.

- VSG ANKH

::‘%'S\ENT RY, GUN

YOu MUST PLAGE VSG ANKH DIRECTLY
INTO THE BATTLE ZONE.
CHODSE A UNIT. THIS UNIT GETS -3 MN
UNTIL THE END OF THE TURN. IF THIS
VSG ANKH CANNOT
THIS ABILITY CAN

ABILITY IS USED,
ATTACK IN THIS TURN.
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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i You MUST PLACE VSG ANKH DIRECTLY I You MUST PLACE VSG ANKH DIRECTLY . ! You MUST PLAGE VSG ANKH DIRECTLY
/ INTO THE BATTLE ZONE. Fo
S
| & CHOOSE A UNIT. THIS UNIT GETS -3 MN

UNTIL THE END OF THE TURN. IF THIS

INTO THE BATTLE ZONE. B v /' INTO THE BATTLE ZONE.
CHOOSE A UNIT. THIS UNIT GETS -3 MN | P CHOOSE A UNIT. THIS UNIT GETS -3 MN
UNTIL THE END OF THE TURN. IF THIS UNTIL THE END OF THE TURN. IF THIS
| ! ABILITY IS USED, VSG ANKH CANNOT ABILITY IS USED, VSG ANKH CANNOT ] ABILITY IS WUSED, VSG ANKH CANNOT
5 ATTACK IN THIS TURN. THIS ABILITY CAN ATTACK IN THIS TURN. THIS ABILITY CAN == ATTACK IN THIS TURN. THIS ABILITY CAN
I:" BE USED ONLY ONCE PER TURN. ‘ F ‘ BE USED ONLY ONCE PER TURN. : " BE USED ONLY ONGE PER TURN.
?

VSG ANKH CAN ONLY BE ATTACKED WHEN VSGE ANKH CAN ONLY BE ATTACKED WHEN )| VSGE ANKH CAN ONLY BE ATTACKED WHEN
THE REST OF YOUR UNITS ACRUIRE TAR- | | THE REST OF YOUR UNITS ACRUIRE TAR- i ‘Bl THE REST OF YOUR UNITS ACQUIRE TAR-
GETS OR BECOME TARGETS THEMSELVES. ! GETS OR BECOME TARGETS THEMSELVES. v GETS OR BECOME TARGETS THEMSELVES.
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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, VSG ANKH CANNOT
5| ATTACK IN THIS TURN. THIS ABILITY CAN

| | BE USED ONLY ONCE PER TURN.
’ VSGE ANKH CAN ONLY BE ATTACKED WHEN

N )

3

THE REST OF YOUR UNITS ACRUIRE TAR-
GETS OR BECOME TARGETS THEMSELVES.
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