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9440 TIA

During your activation, instead of attacking,
you may choose 1 friendly squadron at
distance 1-2. That squadron may perform an
attack (even if it has already activated).

Heavy.

% RELAY 2. (When a friendly ship resolves
a @ command, if you are in range to be
activated, up to 2 of the squadrons it
activates can be at distance 1-3 of you.)

Heavy.

% RELAY 2. (When a friendly ship resolves
a @ command, if you are in range to be
activated, up to 2 of the squadrons it
activates can be at distance 1-3 of you.)

&3 STRATEGIC. (When you end your movement
at distance 1 of 1 or more objective tokens,
you may move 1 of those tokens so that it is at
distance 1 of you.)
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Friendly squadrons at distance 1 can attack
enemy ships at close range using all dice in
their battery armament.

5x BOMBER. (While attacking a ship, each of
your 3% icons adds 1 damage to the damage
total and you can resolve a critical effect.)

HEeAvy. (You do not prevent engaged
squadrons from attacking ships or moving.)
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This station cannot suffer critical effects.

% RELAY 1. (When a friendly ship resolves
command, if you are in range to be

activated, up to 1 of the squadrons it

activates can be at distance 1-3 of you.)

Ll € STRATEGIC. (When you end your movement
J | at distance 1 of 1 or more objective tokens,
| you may move 1 of those tokens so that it is at
distance 1 of you.)

To determine line of sight to or from this
station, trace to the point of its token that is
closest to the squadron or hull zone that is
attacking or defending.
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JammING BARRIER

SETUP: Place obstacles as normal,
excluding the station and replacing the
2 debris fields with the 2 dust fields.

After deploying fleets, the second player
places 2 objective tokens in the setup area
at distance 1-5 of each other.

SpeciAL RuLE: While attacking, if neither
the attacker or defender are overlapping
an objective token and line of sight is
traced across an objective token or the
line between the two objective tokens,
the attacker must choose and remove half
of the dice from the attack pool, rounded
down, before rolling.

9

SETUP: After deploying fleets, the second
player chooses 1 of his ships and 1 of the
first player’s ships to be objective ships.

SPECIAL RuLE: While a ship is attacking

an objective ship, it may add 1 die of any
color that is already in its attack pool to its
attack pool.

ENp oF GAME: The fleet point cost of a
destroyed objective ship is doubled. Do
not double the cost of its upgrade cards.

HyPErsPACE MIGRATION

SETUP: Place obstacles as normal, excluding
the station. Then the second player places

1 objective token in the play area at distance
1 of a 3' edge and another objective token at
distance 1 of the opposite 3" edge.

SpeciAL RULE: At the start of the Ship Phase

of the first and third rounds, the second player
places 1 purrgil not in the play area at distance
1 of 1 objective token (the objective token must
be the same during both rounds).

When a purrgil moves, it must move toward the
objective token at the opposite 3' edge. When a
purrgil touches that objective token, that purrgil
is removed from the play area.

ENbp oF Rounb: For each ship, if it has an an
objective token on it, remove that token and
that ship's owner gains 1 victory token; if it has
no objective token on it and is at distance 1 of
a purrgil, place 1 objective token on that ship.
Then players move each purrgil.

VERSION 5.1.1 [03/09/2020]

SETUP: The 3’ edges of the play area become
the player edges. The second player places all
obstacles. Obstacles must be placed beyond

2 range ruler lengths of both player edges, and
beyond distance 1 of other obstacles.

SPECIAL RULE: The second player assigns a total
of 4 objective tokens to his ships or squadrons.
He must assign them to ships, if able, and no
ship or squadron can have more than 1. The first
player gains 1 victory token for each objective
token that cannot be assigned.

When a ship or squadron with an objective token
is destroyed, the first player gains 1 victory token.

END oF GAME: The second player gains 1 victory
token for each ship (not squadron) with an
objective token within 2 range ruler lengths of
the first player’s edge. The first player’s team gains
20 resource points per victory token he gained.
The winner’s team also gains 40 resource points.
If scores are equal, the first player wins.

SETUP: Place obstacles as normal,
replacing the 3 asteroid fields with 2 dust
fields.

SpEeCIAL RuLE: The total number of
command dials that must be assigned to
each of the first player’s ships during each
Command Phase is increased by 1.

The total number of command dials that
must be assigned to each of the second
player’s ships during each Command
Phase is decreased by 1 to a minimum
of 1.
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