‘A i Kiesner

EREEHAL (BARR)

ATTACH TO A FIGHTER OR BOMBER
WING.

THE ATTACHED UNIT GAINS +1
+1 HP, AND
SINGLE

MN,

USE EQUIPMENT CARDS

TWICE.

‘A - Kiesner

EREEHAL (BARR)

ATTACH TO A FIGHTER OR BOMBER
WING.

THE ATTACHED UNIT GAINS +1
+1 HP, AND
SINGLE

MN,

USE EQUIPMENT CARDS

TWICE.

'@ EvFeroR Khonsu i

SREHAL BARD)

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

IF EMPEROR KHONSU 1l IS PLAGED IN THE
FLEET ZONE, ALL OF YOUR ORDER CARDS

A UNIT, ALL SHIPS LOCATED IN THE SAME
ZONE AS THE ATTACHED UNIT GAIN +1 HP.

COST -1 BP TO FLAY. IF IT IS ATTAGHED TO |

IS ALLOWED TO USE

IS ALLOWED TO USE

A F- KiesneT

EREHAL BARD)

WING.

THE ATTACHED UNIT GAINS +1
+1 HP,
SINGLE

MN,
IS ALLOWED TO USE
EQUIPMENT

AND
Use CARDS

TWICE.

A F- KiesreT

EREHAL BARD)

ATTACH TO A FIGHTER OR BOMBER

WING.

THE ATTACHED UNIT GAINS +1
+1 HP,
SINGLE

MN,
IS ALLOWED TO USE
EQUIPMENT

AND
Use CARDS

TWICE.

‘A EvceRoR KboNsu) il

EREEIAL 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
cOST -1 BP 1O PLAY. IF IT IS ATTAGHED TO
A UNIT, ALL SHIPS LOGATED IN THE SAME
ZONE AS THE ATTACHED UNIT GAIN +1 HP.

ATTACH TO A FIGHTER OR BOMBER

‘A r- Kiesner

SHEHAL BARD)

ATTACH TO A FIGHTER OR BOMBER
WING.

N

THE ATTACHED UNIT GAINS +1
+1 HP,
SINGLE

IVINE

AND IS ALLOWED TO USE

USE EQRUIFMENT CARDS

TWICE.

' ErreroR Khonsu i

THERE CAN BE ONLY ONE EMPEROR

1
KHONSU II'IN THE GAME. ‘
|
IF EMPEROR KHONSU Il IS PLACED IN THE |
FLEET ZONE, ALL OF YOUR ORDER CARDS ‘
EOST -1 CP 7O PLAY. IF IT IS ATTACHED TO |
A UNIT, ALL SHIPS LOGATED IN THE SAME |

ZONE AS THE ATTACHED UNIT GAIN +1 HP. |

' EvrEroR Khonsu i

SREEIAL (BARER)

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

|

IF EMPEROR KHONSU Il IS PLACED IN THE |
FLEET ZONE, ALL OF YOUR ORDER CARDS ‘
EOST -1 CP 7O PLAY. IF IT IS ATTACHED TO |
A UNIT, ALL SHIPS LOGATED IN THE SAME |
ZONE AS THE ATTACHED UNIT GAIN +1 HP. |




'@ EvFerROR Khonsu i
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SREEIAL (BA

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

IF EMPEROR KHONSU 1l IS PLAGED IN THE
FLEET ZONE, ALL OF YOUR ORDER CARDS ‘
cosST -1 BP 7O PLAY. IF IT IS ATTAGHED TO |
A UNIT, ALL SHIPS LOCATED IN THE SAME |
ZONE AS THE ATTACHED UNIT GAIN +1 HP.

'@ RerAR TEAM

€l

ATTACH TO A CAPITAL SHIP.
AT THE BEGINNING OF THE TURN, |
REPAIR TEAM AUTOMATICALLY RE-
MDOVES A DAMAGE MARKER FROM |
THE ATTACHED SHIP WITHOUT ANY |

'@ ScioR GunNER BrRicER .B

‘A ReraR TEAM
J . 4

3

EREEIAL BARD

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.

SREHAL BARD)

ATTACH TO A CAPITAL SHIP. ‘

|
SENIOR GUNNER OFFICER GIVES

THE ATTAGCHED SHIP +1 AC AND ‘
+1 AA.

‘A ReraR TEAM
j . &

3

EREEIAL BARD

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.

‘M SchioR GUNNER GFFicER .B

EREEIAL BARD

ATTACH TO A CAPITAL SHIP.

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

A Recar TEAM
€6

3

SREEIAL (BARP)

ATTACH TO A CAPITAL SHIP.

REPAIR TEAM AUTOMATICALLY RE-
MOVES A DAMAGE MARKER FROM

I
|
|
AT THE BEGINNING OF THE TURN, |
THE ATTACHED SHIP WITHOUT ANY ‘

‘A RecAR TEAM
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3

SREEIAL (BARR)

ATTACH TO A CAPITAL SHIP.

AT THE BEGINNING OF THE TURN,

MOVES A DAMAGE MARKER FROM
THE ATTACHED SHIP WITHOUT ANY

I

I

|

|

REPAIR TEAM AUTOMATICALLY RE"

‘@D Scn iR GUuNNER OFFICER .B

SRECIALEARD

|

y ATTACH TO A CAPITAL SHIP.
A
! ! THE ATTACHED SHIP +1 AC AND
= +1 AA.

. SENIOR GUNNER OFFICER GIVES




'@ SR GunNER BrRicER .B
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i |
y ATTACH TG A CAPITAL SHIP. ‘
|

=

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

- APEH VHAL

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.

- APEH VHAL

"D |

SPRECIAL BA

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.

‘M SchioR GUNNER BFFICER

=

-

SREHIAL (BARR)

|
y ATTACH TO A CAPITAL SHIP.
o
5 . SENIOR 'GUNNER OFFICER GIVES
! THE ATTACHED SHIP +1 AC AND
+1 AA.

- APEH VHAU

a

SREEIAL [BARD)

- VHAU IN THE GAME.
I’ g ATTACH TO A FIGHTER OR BOMBER
‘ = WING.

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

‘A ' ~R THUKAA

EREEIAL BARD)

THERE CAN BE ONLY ONE IYAR THU'KAA |

IN THE GAME.

ATTACH TO A FIGHTER OR BOMBER WING.

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

"M Acer VEAD

SRERIAL (BARP)

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. |

THERE CAN BE ONLY ONE APEH

- APEH VHAW

SRERIAL (BARR

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. |

‘A A THlkaa

SREEIAL (BARE)

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

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




‘A AR THkAA

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

IYAR THU’KAA GIVES THE ATTACHED SHIP
+2 MN AND ALLOWS IT TO PERFORM |
JUMPS FROM THE BATTLE ZONE TO THE

FLEET ZONE AT NO COSTS.

SAMARTINI BN A TarARS

A c--iiN HAkAR NEBHUTUY Q

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 ATTACHED GAINS +1 AC UNTIL |
THE END OF THE TURN. THIS ABILITY CAN
BE USED ONLY ONCE PER TURN.

S MARTIN IO A TarARaK!

‘M c--iN AR NEBHUTU (@
: -

HARAGTER

o S

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 ATTACHED GAINS +1 AC UNTIL |
THE END OF THE TURN. THIS ABILITY CAN

BE USED ONLY ONGE PER TURN.

S MARTIN BN A TarARaK!

‘A ' ~R THUKAA

CRERIAL (BARER)

IN THE GAME.

ATTACH TO A FIGHTER OR BOMBER WING.

IYAR THU’KAA GIVES THE ATTACHED SHIP
+2 MN AND ALLOWS IT TO PERFORM
JUMPS FROM THE BATTLE ZONE TO THE
FLEET ZONE AT NO COSTS.
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THERE CAN BE ONLY ONE HAKAR NEB

ERERIAL (BA

HUTU IN THE GAME.

ATTACH TO A CAPITAL SHIP.

THE ATTAGCHED UNIT GAINS +1 HP AND
THE ABILITY:

PAY 2: THE ATTAEBHED GAINS +1 AG UNTIL
THE END OF THE TURN. THIS ABILITY CAN

BE USED ONLY ONCE PER TURN.

A '

| l{\ L=
| -,

7 (P GO P

‘M - - HARAR NEBHUTL

SRECIALEARD

THERE CAN BE ONLY ONE HAKAR NEB
HUTU IN THE GAME.

ATTACH TO A CAPITAL SHIP.

THE ATTAGCHED UNIT GAINS +1 HP AND
THE ABILITY:

PAY 2: THE ATTAEBHED GAINS +1 AG UNTIL
THE END OF THE TURN. THIS ABILITY CAN
BE USED ONLY ONCE PER TURN.
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THERE CAN BE ONLY ONE IYAR THU'KAA

‘A A THlkaa

ERERIAL (BARPR)

THERE CAN BE ONLY ONE IYAR THU’KAA
IN THE GAME.

ATTACH TO A FIGHTER OR BOMBER WING.

IYAR THU'KAA GIVES THE ATTACHED SHIP
+2 MN AND ALLOWS IT TO PERFORM
JUMPS FROM THE BATTLE ZONE TO THE |

FLEET ZONE AT NO COSTS.

A /=N HAKAR NEBHUTU

iy

w40

EREEHAL (BARD) |

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 ATTAEBHED GAINS +1 AG UNTIL
THE END OF THE TURN. THIS ABILITY CAN
BE USED ONLY ONGCE PER TURN.

BV MARTINI GO A7 TaRAR:




