PLAY
hen firing at an enemy ship.

TARGET

b One targeted enemy ship.

“The base Point Defence of this ship is reduced to o
until the end of this shooting action.

] ++WARNING. WARNING.++
++COUNTERMEASURES OFELINE. AEGIS—VJ‘
ATTERIES OFFLINE. BRACE FOR IMPACT.++

++REBOOTING++

e




DUNTERME)&"_-.!% r:- i
HACK i

PLAY
hen firing at an enemy ship.

TARGET
b One targeted enemy ship.

“The base Point Defence of this ship is reduced to o
until the end of this shooting action.

/ai system targeting enemy vessel/

/identified aegis pattern defence laser/
/reversing system network override/ ®
‘matching earth codes to old systems/

l&q@own complete/




ECM FIELD

GENERATOR

B One Cluster or Space Station.

EFFECT

Ignore all Spikes for all friendly ships withing 6"

P of this Cluster or Space Station for the purposes of
P: purp

B
I’ i (“Something down there is really screwing wztb‘
. k& our targeting systems!”

7 e



ECM FIELD

GENERATOR

B One Cluster or Space Station.

EFFECT
Ignore all Spikes for all friendly ships withing 6"

P of this Cluster or Space Station for the purposes of
Pip enemy shooting this turn.



ASSASSINATION

ATTEMPT

’ LAY
t the end of the Set Strategy Deck stage of the
lanning Phase.

Ui

)

TARGET
b One opponent’s Strategy Deck.

‘For the remainer of the turn, the opponent adds 8 to
their Strategy Rating when determining activation

g--‘-“‘h
-

®
-

“All vessels, this is the Flagship. We have
a security breach. Taskforce Command

ompromised. Act on your own initiative until
S further notice.”

>




B9
4 ﬁ: (W\'g
jo Afteran opponent allocates attack dice.

’A RGET
One enemy ship.

»() EFFECT

For each non-Close Action weapon system that the
ship has, roll 1 dice:

1-2: The weapon system must fire at a different
target from that chosen. If there are no other eligible

B() 3-4: The weapon system may not fire this turn.

D() 5-6: You may choose a target for this weapon system @4
Sy (which may be enemy or friendly ships), or choose q
&wt to fire instead. e ]

“Sir! Main battery redundant Al control
engaged! I'm locked out! It's targeting the
Dauntless, sir!”

aptain’s voice log, UCMS Vox Bellu



€ ﬁ: (W\'g
jo Afteran opponent allocates attack dice.

»() EFFECT

For each non-Close Action weapon system that the
ship has, roll 1 dice:

1-2: The weapon system must fire at a different
target from that chosen. If there are no other eligible

D() 5-6: You may choose a target for this weapon system @4
Sy (which may be enemy or friendly ships), or choose q
] &wt to fire instead. [

/chance of direct impact 67.09%/

/initiating system hack/ 08
/munitions redirected/

&/chance of direct impact 12.38%/



B This friendly battlegroup.

EFFECT
‘One weapon system on this ship with “broadside”
in its name may fire twice this turn. This counts as
Pi) firing one weapon system.

L 4
-

“One cleanly executed manoeuvre later and
they were breaking our formation, all while 9@
‘ ¥ & nleashing an unrelenting hall of death.”



B This friendly battlegroup.

113 EFFECT
i@~ One weapon system on this ship with “broadside”
1P in its name may fire twice this turn. This counts as
Pip firing one weapon system.



B This opponent.

113 EFFECT

i@~ This opponent may not play any further Command
(B Cards this turn. Note that Espionage may still

Pip counter the effect of this card.

(“Beit a subtle word or a crushing blow, we havg‘
\{ays of influencing all those who oppose us.”



B This opponent.

i) EFFECT

i@~ This opponent may not play any further Command
(B Cards this turn. Note that Espionage may still

Pip counter the effect of this card.

L 4
-

0 ‘Admiral, requesting back up! The Abandonist:
1 Kizave us surrounded. Admiral? What the hell is"®
NS happening to my comms?!”




S ’ LAY
1€ 'ét the end of the Launch Phase.

¥) TARGET
1 One friendly ship.

this ship. For each token that is removed you may
repair 1 Damage Point on this ship, up to a total of 4
Damage Points.

(-thrown up in desperation began repairing the
arget. Before we knew it, the Aristotle was bac



REPAIR DRONE |
SQUADRON e
R

$

’ LAY
1€ "\t the end of the Launch Phase.

W=

¥() TARGET
. One friendly ship.

.

Bip Remove any number of friendly fighter tokens from
& this ship. For each token that is removed you may
repair 1 Damage Point on this ship, up to a total of 4
Damage Points.

!--‘-“‘h
=R

e
-

/hull breach detected/
Jintegrity at 83.88%/ I8
/releasing repair drones/



REPAIR DRONE |
SQUADRON e
Do

$

3 ’ LAY
1€ "\t the end of the Launch Phase.

W=

¥() TARGET
. One friendly ship.

.

Bip Remove any number of friendly fighter tokens from
& this ship. For each token that is removed you may
repair 1 Damage Point on this ship, up to a total of 4
Damage Points.

!--‘-“‘h
=R

e
-

i ‘(g “Plato come in, do you read? Requesting assist:
LQur drives are suffering malfunction. Send ouP®

N the drones to assist.”

o



.
DRIVE HACK

B PLAY
pip When an enemy Battlegroup activates.

7

et

One enemy ship in that Battlegroup.

0y EFFECT
i)~ Roll1dice:
11-3: This ship reduces its base Thrust by 50%.
4-6: This ship reduces its base Thrust to o for the

remainer of the turn. It may still turn and go on
y(p special orders.

A

-

B and Secondary drive clusters’ gone cold sir!?

K( Bridge recording of Master Steersman Ennis, &
» (ONI enquiry #11231 on the loss of the UCMS

. S le"oyer Hill, 2671



P PLAY

i) When an enemy Battlegroup activates.
' *rarGET

One enemy ship in that Battlegroup.

0y EFFECT

i~ Roll1dice:

b /}?3: This ship reduces its base Thrust by 50%.
4-6: This ship reduces its base Thrust to o for the

remainer of the turn. It may still turn and go on
() special orders.

“Activate sub-routine.
Drop their anchors for them.”




ELEE:TREI@%@“
DEFLECTORS

. One friendly ship.

EFFECT
“This ship gains Passive Countermeasures (4+) until
the beginning of the next turn and gains a Minor

g ‘.l
“Sure, we could target the damn ship OK. 1
t what use is that when none of our weapons"@.
do any damage?”



ELEE:TREI@%@“
DEFLECTORS

. One friendly ship.

i EFFECT
i@~ This ship gains Passive Countermeasures (4+) until
the beginning of the next turn and gains a Minor

8

:g “Something’s stopping our shots getting
® _through! Double down on the generators - blast'@:
= that bastard out of the sky!”

d
)




ELITE GROUND
FORCES

1 TARGET
‘B One Cluster or Space Station.

EFFECT
‘All friendly Ground Assets in this Cluster or Space
Station gain a -1 modifier to their armour value for

“One must expect all PHR ground forces to
exhibit superior equipment, training and
urvivability to Colonial equivalents. A prudent'®:

< Commander must therefore rely on superior
R umbersto carry the issue.”



W=

.

‘B One Cluster or Space Station.

EFFECT
‘All friendly Ground Assets in this Cluster or Space
Station gain a -1 modifier to their armour value for

!--‘-“‘h
=R

e
-

) “Sarge, you've never seen nothin’like it!
LTheir bodies were all metal! Made these weirdg

kipikes - took out Khatri before we knew what
B was happening!”

N
S e



7

et

B One Cluster or Space Station.

EFFECT
‘All friendly Ground Assets in this Cluster or Space
Station gain a -1 modifier to their armour value for

A

-

/deploying immortals/
/anticipating 1.31% chance of J8
effective resistance/

7 e



B
¢ PLAY
Bl 'Q)uring the Cleanup Stage of the Planning Phase.

TARGET
b All friendly ships on the table.

“Any weapon system on these ships with “calibre” in
their name gain the Fusilade (2) special rule.

“Your opposition is noble, but ultimately,
misplaced. Death awaits you.”
Attributed to Grand Director Octavia Rhee,

Q 2671



NANOMACHINE "eg
COLONIES )

Bi)

g ©®

By

g PLAY

Bl 'Q)uring the Cleanup Stage of the Planning Phase.

TARGET
b One friendly ship.

bi) EFFECT
& The targeted ship gains the Regenerate (3) special
rule for the rest of the game.

T twisting and intricate web of pure technolog
§ s 3 3 )
3 Life through advancement.




NANDMAGF‘I?I.@.;AG
COLONIES )

B(b

g ©

B

g PLAY

Bl 'Q)uring the Cleanup Stage of the Planning Phase.
TARGET

b One friendly ship.

bip EFFECT

@ The targeted ship gains the Regenerate 3) special

8 P & g P!
rule for the rest of the game.




UNREAL T

TOUGHNESS

eﬂ
‘@

)
oS

U PLAY

Bi) When a ship would roll on the Catastrophic Damage’i
[ le.

Pi) One friendly ship.
EFFECT

Bip shipisnot destroyed. Instead in continues on 1 Hull
@ Point and is destroyed at the end of the Damage

kb Control Phase.

If this ship takes further damage this turn, itis

D) destroyed - roll on the Catastrophic Damage table @4
S asnormal. q

3

“We hammered the apparently crippled Code J‘.q

Eternal with volley after volley. She simply

refused to do the decent thing and die.” J8

- Gunner Lieutenant Singh,
Idier of Fortune, 2671



hen an Opponent plays a Command Card.

TARGET
One Enemy Command Card use.

bip EFFECT
'/?ou may negate the effects of this enemy Command
@ Card

(BC
@ ‘%“We know you better than you know yourselﬁ"b‘
O - High Director Gaius Chau



- S
ESPIONAGE

PLAY
hen an Opponent plays a Command Card.

TARGET
One Enemy Command Card use.

bi) EFFECT
N '/?ou may negate the effects of this enemy Command
@ Card




oI

TARGET
One Enemy Command Card use.

bi) EFFECT
'/?ou may negate the effects of this enemy Command
@ Card

T
i

i ‘(g “Madam President, if we wanted you dead, yow
would be so already.”

‘ ﬁqument of classified recording, Aurum, 2672




PLAY
hen an Opponent plays a Command Card.

TARGET
One Enemy Command Card use.

bip EFFECT

'/?ou may negate the effects of this enemy Command
@ Card

_“Every house, every street, every city. For the past
‘lhundred years they've been watching us alll” Y&
- Overheard on Promesia



TAKING THE

INITIATIVE

TARGET
One friendly group.

bip EFFECT
You may prematurely activate a single Group in any
friendly Battlegroup; The Group may only choose
P standard orders. This Group must complete its
actions before the enemy Battlegroup can continue
with its actions.

“And now, you die.”

e



TAKING ’I‘%ﬁ% 2

INITIATIVE

TARGET
One friendly group.

Ui

)

You may prematurely activate a single Group in any
friendly Battlegroup; The Group may only choose
P standard orders. This Group must complete its
actions before the enemy Battlegroup can continue

“
=R

b ‘1{ /chances of success estimated at 18.55%,/
/direct assault not recommended/ J8

 “Sometimes you have to take those odds.”
S
d



MASS TRANSIT.
SYSTEM

BO@

) TARGET
¢ Any two Sectors in two different Clusters within 24"
(B of each other (may not target Space Stations).

Ui

)

i EFFECT

i@~ These Sectors count as Linked for the rest of the
game: Ground Asset tokens may move between
these linked Sectors as if they were in the same

g--‘-“‘h
-

e
-

“Efficient use of enemy infrastructure.
Denial combined with gains. Excellent €
application, Vizier.”

o



MASS TRANSIT.
SYSTEM

BO@

\[ b TARGET
Any two Sectors in two different Clusters within 24"

] . of each other (may not target Space Stations).

Ui

)

i EFFECT

i@~ These Sectors count as Linked for the rest of the
game: Ground Asset tokens may move between
these linked Sectors as if they were in the same

g--‘-“‘h
-

®
-

)



RE-CALIB
TARGETING

B) PLAY
P er rolling to hit during a shooting action.

. EFFECT
Bip Choose one weapon system on this ship. This

(may not target close action weapons or Launch
Assets). If this card is played on a weapon with the
Burnthrough special rule, it only applies to the first

“Having a large number of guns does 08
not preclude accuracy.”

o



RE-CALIBRAT
TARGETING

b) PLAY
3 er rolling to hit during a shooting action.
Pi) One friendly ship.

(b
. EFFECT
Bip Choose one weapon system on this ship. This

‘(may not target close action weapons or Launch
Assets). If this card is played on a weapon with the
Burnthrough special rule, it only applies to the first

B
1L(ai systems assuming direct control ofordnancgé‘
18 /Jautomatic tracking enabled/



TARGET
¢ One friendly ship.

7

et

p EFFECT
All Crippling damage results on target ship are
‘repaired without rolling. Persistent effects that
cannot be repaired (e.g. from Corruptor weapons)
are not repaired. In addition, the ship regains 2 hull
§ points up to its starting Hull value.

A
A

pc

. “Nanomachines... As if they weren't tough

o i Il
C enough already!

7 e



TARGET
¢ One friendly ship.

All Crippling damage results on target ship are
‘repaired without rolling. Persistent effects that
cannot be repaired (e.g. from Corruptor weapons)
are not repaired. In addition, the ship regains 2 hull
§ points up to its starting Hull value.
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e
-

/Jautomated repair operational/ 08
/deploying nanomachines/



TARGET
¢ One friendly ship.

All Crippling damage results on target ship are
‘repaired without rolling. Persistent effects that
cannot be repaired (e.g. from Corruptor weapons)
are not repaired. In addition, the ship regains 2 hull
§ points up to its starting Hull value.
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/new weapon system encountered/
Japplying artificial learning protocols/ P&

& /Joptimal repair procedure acquired/
S
<



EXPERT REPA
CREWS

TARGET
¢ One friendly ship.

bip EFFECT

All Crippling damage results on target ship are
‘repaired without rolling. Persistent effects that
cannot be repaired (e.g. from Corruptor weapons)
are not repaired. In addition, the ship regains 2 hull
§ points up to its starting Hull value.

“The Republic pride themselves on having the
j \_best of the best in every position. One of their
Lk crew is worth ten of ours. And those smug J8
bastards know it.”

dmiral Keen




ADMIRAL'S
DIRECTIVE

O

P TARGET
Bip Yourrevealed Strategy Card.

¥ EFFecT
B(D The Strategy Rating of your revealed Battlegroup
i) gainsa-4modifier.

TI, @(“Plans change with circumstance. An inﬂexiblg‘
. k& leader perishes with the waning tide.”



ADMIRAL'S
DIRECTIVE

} TARGET
Bip Yourrevealed Strategy Card.

¥ EFFecT
B(D The Strategy Rating of your revealed Battlegroup
i) gainsa-4modifier.



INTENSIFY*POI N
DEFENCE

g PLAY
Bl '%efore rolling for Point Defence.

TARGET
b One Friendly ship.
bi) EFFECT
his ship gains a -1 modifier to the roll required for
its Point Defence for this roll.



. e |
|NTEN5IFY“’”#S‘ =
DEFENCE o8
Do
_1 |
g PLAY !
Bl '%efore rolling for Point Defence.

TARGET
b One Friendly ship.

“This ship gains a -1 modifier to the roll required for
its Point Defence for this roll.

rmour isn't just smooth panels. Barely a ﬁghtgﬁ‘
| can get close to one of those whales without




|NTEN5IFY”’#’E. )

DEFENCE
/.
Bi)
g ©®
By
g PLAY
Bl '%efore rolling for Point Defence.

TARGET

b One Friendly ship.

bi) EFFECT

his ship gains a -1 modifier to the roll required for
its Point Defence for this roll.

/recalibrate sub-surface laser grid/
/panels 300-790 direct fire/




} TARGET
Bip One Friendly ship.

¥ EFFecT
B(P Remove all Energy Spikes from this ship.

3¢ ‘Divert heat from starboard battery to internal
1© l:(\!ell, then absorb. We must not permit return
>« fire, however crippled the target might be.”

7 e



) P L
DISSIPATE ENE <

LAY
‘) TARGET
pip One Friendly ship.

¥ EFFecT
B(P Remove all Energy Spikes from this ship.

/sealing crewed cabins/
/venting excess heat/




hen an Opponent chooses orders for one Group.

TARGET
¢ This Enemy Group.

bi) EFFECT
& The targeted Group may not use Special Orders this
turn and must go on Standard Orders instead.

I

B()

“How does it feel Captain, to be alone in the €
3 void? Your fleet can no longer hear your pleas:
(K Do you wish to surrender now?” o
‘ ’. - Recorded offer of clemency before the

‘gjgiguctwn of the UCMS Starborn

L 4
-

j"




et

P One Friendly ship.

113 EFFECT

i@~ This ship counts as having a base signature of o for
BUP the duration of the Enemy activation. Energy Spikes
i) and other effects that alter Signature still apply.

Engage thermal damping systems and deplob‘
Warm Drones. Time to disappear.”



b
LAUNCH EHA3 "

‘B One Friendly ship.

|y EFFECT

i@~ This ship counts as having a base signature of o for
BUP the duration of the Enemy activation. Energy Spikes
i) and other effects that alter Signature still apply.

@
MW@,A\-‘A 2 O W
S C )



et

P One Friendly ship.

113 EFFECT

i@~ This ship counts as having a base signature of o for
BUP the duration of the Enemy activation. Energy Spikes
i) and other effects that alter Signature still apply.




EIRBITm‘:‘\D!?’gs

¥ One Friendly Group in this Battlegroup.

b
i EFFECT
i@~ For the remainder of the activation, this Group s

V=

k of manoeuvre.”
00m AV log used by Office of Morale and Medl
iplinary hearing of Captain Cano, 267.



S

(P One Friendly Group in this Battlegroup.

b

i) EFFECT

i@~ For the remainder of the activation, this Group’s
weapon systems do not suffer any penalties for firing

/calculating curvature of planet/
/reallocating system dump/

/Jealculation complete/

/weapons ready/

>



Bip One Enemy ship that has been Crippled.

¥ EFFecT

B(P This roll gains a +2 modifier when rolling on the
g g

Pip damage location table fora Crippled ship.

/Jaccessing target schematic/
/beijing class/

ey systems and known weak spots analysed

/plotting firing solution/



P TARGET
Bip One Enemy ship that has been Crippled.

¥ EFFecT

B(P This roll gains a +2 modifier when rolling on the
g g

Pip damage location table fora Crippled ship.

“Sure they're good shots, but half of that is thei
damn computers!” @
- Navigator Olsen, off-duty AV log



W=

.

¥() TARGET
. One friendly ship.

Bip This roll automatically counts as a 6 on the

Eip ‘Catastrophic Damage table. This may be modified

@ asusual (i.e. ships with a starting Hull value of 10 or
more will receive +1).

!--‘-“‘h
-

®
-

'Lus encircled, but this shall prove your last folly.*
- - Director Fabius, prior to the destruction of




7

¥() TARGET
. B One friendly ship.

et

P EFFECT
Bip This roll automatically counts as a 6 on the

Eip Catastrophic Damage table. This may be modified

@ asusual (i.e. ships with a starting Hull value of 10 or
more will receive +1).

A

B

-

“The Republic never reveals its secrets.”
/passcode accepted/
/awaiting confirmation/ J8
“Confirmed.”
gpheﬁdveg/rth protocol enabled/








