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| Note: Your shipmusthaveamovement -
value of 1 or greater to enter a wormhole.
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" TECHNOLOGY

~ Note: Technology advancement scales with the'resources set in the Game Setup screen, but -
it can also be set individually from'this stat. ;

STRATEGIC ACTIONS

Double the capcity of an OCF this tum

Immediately move your fleet again for no fuel cost when engaginc
that system wil move as well.
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§
Please choose a supplementary action for Exploration up to level 2
Immediately gain the fuel of any planets when moving into that ¢

Use this strategic action whie moving onto a wormhole to enter

ic action whie moving onto a wormhole to block

If the planet of the system you are moving into is neutral
empty you wil conquer it immediately
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 POLITICAL AGENDAS

RESISTANCE

The inhabitants of Arkis Vir are giving the empires two
options: Diplomacy or all out war. If you choose to conquer
Arkis Vir this round, you wil need 4 ground forces to
overwhelm them.

For: Arkis Vir requires 4 ground forces to conquer it for the
- rest of the game

Against: No one may control Arkkis Vir this round

{ o/~ ) AGAINST




ETARS .

Flay after moving into
a system containing

1 rebel shipis) join
your fleet to
participate in battie




1
Gty B




; * =N | - AL S At T ; St




