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“This galexy ain't big enough for all of us..."

The flowrishing era of peace and unchecked expansion has come fo a close, and the skies
are geffing crowded. Fringe Planets have become border Planets, and vast asmadas of

wars hips now patrol the once-desolate expanses of space. Warmongers raise their flags
over the oshes of weaker Empires, while civilized s ocieties cons olidate their power behind
ironclod peace treafies. Dangerous new worlds pop up with each new scan, and researchers

desperately scramble for technological brealthroughs to swing advantage in favor of their
emperor, fo you. The slage is set; now brace yourself against the rising fensions in this nexi
chapter of Eminent Domain: Escalafion!

Escaldtion is an expansion fo Eminent Domain, and cannot be played without the base
game. We recommend that you play the base goame several fimes before incorporafing this

expansion.
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Imporiant Note: Ship and Res ource fokens are not infended to be piece-imiled. If you run out

of these tokens, use any suitable proxy. As in the base game, depleting the Influence Tokens
inthe supply will frigger game end, but additional Influence may be colleded through the

% final player's last turn,




Each of the different ship fokens now represents a distinct class of warship. Ships may only
be used as their specific type (ships can never be used as a different type of ship).

Fighter s : The most basic ship, the ., Battlecruiser {l‘ You may only have 'IL{rx
remains exaclly the same as in the base in plery at a fime. While in play, it is worth 2
game. All new Level 1 Technologies may be # and grants youa 1 4. discount (2 J%
purchased by spending 3 .. instead with Improved Fleet) on all Warfare costs.

@
gt -t Atacking a Civilzed Planet requires you to

Desiroyer LJPL, The defenses of Civiized and spend f:}, With Improved Fleet you may
Hosfile Planets can only be overcome witha  spend /7% fo safisfy any Warfare cost.
41k, All new Level 2 Technologies may be
pur:l'mmd by spending 2,/ . instead of 5%,

The Feet Tile

mE——— You begin the game with a Fleef file in play, which allows you fo upgrade
et your ships. You may play aclions printed on the Fleet tile instead of

. B A | playing a card during your Adion phase. When leading or following a
;m,.] : Research role, you may upgrade Fleet to Improved Fleet (flip the file over)

;m, % instead of buying a Tech card by paying 3® or3 it There is no Pland
"{M requirement for this upgrade.

All new Level 3 Technologies may be
purchased by spending l{“L'n instead of 7).
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Basic FAeet Abilities Improved Fleet Abiliﬁes

ACTION Y Discard 3 /i o (CACTION For every 2 i/,
N » Crﬁb gaina lﬁ}; You ;'r— ‘5 C{:L:‘]b you discard in this
L e "E b B ' action, gain 1%,
J ik per achon.
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Your £:% now has a Primary Weapon; you

B
I
mery spend 1 g_"- when attacking any Planet L
instead of the prinfed Warfare cost. F
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NEW TERMINOLOGY

Escaldlion infroduces a few new commeon
abilities that will appear on several of the
new Planets or Technology cards. These
include:

Peace Treaty :

)
All Givilized Planets J—.
and some Technology 7 i 2
cards provide an ability
known as a Peace Treaty.
Whenever you dissent a
Warfare role, in addition
to drawing a card, you
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will receive 13 from the supply for each |

Peace Treaty in your Empire. These benefits
stack, so with three Peace Treaties in play
you receive 3% each fime you dissenta '
Warfare role.

Recon

Recon is an ability which allows players

fo search one of the decks in the game

and its discard pile for a number of cards,
shuffle that deck, then put the chosen cards
ontop. It is wrtten “RECON [DECK] for X
cards,” where “X" is the number of chosen
cards, and [DECK] is the deck searched. For
example: “RECON the Planet deck for 1
card” means "Search the Planet deck and
discard pile for any 1 Planet card, shuffle
the Planet deck, and place the chosen Planet
card on fop.” And “"RECON your deck for

3 cords" means “Seardh your deck and
discard pile for any 3 cards, shuffle your
deck, and place the chosen cards on fop (in
any order).” In Escalation there are 2 cards
that uiilize Recon, and each allows you fo
search a deck for 1 card.

Reparations

Escalafion infroduces several new ways
for you o direcily impact your opponent’s
play area, induding ways for you fo
conguer their Planets or remove permanert
Technology cards. Any ability that

direcily fargets an opponert comes with

a “REPAR ATIONS: X" value. Whenever
you successfully use this ability against an
opponent, that opponent is compensaled
with whatever “X" is (printed on the

card). For all the cards with Reparations in
Escalafion, “X" is “2:%' from the supply™.

Replenishing Slots

Some Planets and

Technology cards provide

Replenishing ship slots. Place

a loken of the appropriate

fype on the slof when

the card comes info play.

You may spend that token at any fime.
These sloks aviomatically replenish af the
beginning of your furn.

NEW PLANETS

Escalafion alseo livens up the galaxy with
several new Planet styles. There are six new
Start Planets, giving players a wide range of
new achvantages and drawbacks, and eadh
of the familiar Planet types may now be
discovered in Civilized, Hostile, or Bustling

styles.




Expensive Start Planets

There is now one
“expensive’’ Start Planet
for each sionderd Planet
type (Advanced, Ferfile/
Metallic). These Planets
each cost 5@ or 58
fo flip, are each worth
23k, confain no

Res ource slots, but
provide you with hwe Role symbols.
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Prestige Start Planets

These Start Planets each &
cost 25 or 20, are :
worth 2% , contain one

“any Resource™ slof,

and provide one Role

symbeol. Unlike stondeard
Planet types, Prestige

Planets do not have an
associated Technology stack.

Civilized Planets

Civilized Planetfs represent independent
worlds that have established polfical
structure and Planetary defenses. These
Planets welcome Colonies from expanding
Empires, but will net lighily submit to
tyranny. All Civilized Planets can be
colonized for 4 | but can only be atacked
by discarding a ﬁ?‘- All Givilized Planets
provide the Peace Treaty abilitiy when
flipped.
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Hoshle Planets

E i
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Violent refuges for criminals and pirates

on the deep oulskirls of imperial cordrel,
Hostile Planets will never be settled, but will
fight for anyone sirong enough fo conquer
them. Hostile Planets can be aftacked by
discarding o dﬁﬁ;ihﬂ? cannot be eolonized.
Every Hostlile Planet provides a Replenishing
il slof.

Bustling Planets

ﬁﬂﬁ

The inhabitants of Bustling Planets have
mastered the local ecosystems fo unleash
the pure industrial potential of the Planet.
Bustling Planets can be colonized for4 & or
Attacked by discarding a /. Once flipped,
these Planets provide a new aclion that can
be used during the Adion phase, instead

of playing a card. Unlike icons on Planets,
aclions printed on Planets and permanernt
Technology cards may be used more than
once per furn if you have more than 1
action.




NEW TECH ICONS

Technology cards in Escalafion feature a

few new icons in addifion to the fradifional
role symbols.

Resource kcons

A technology card may

include a Resource iconin

the upper lefi-hand corner.

You may discard this card

from your hand fo spend

it as ¥ it was the printed Resource. Cards
discarded in this way are placed in your
discard pile. :

Example: You have a card with an lron in
the upper lef-hand corner. During a Trade
role, you may discard this card as if it were
alron Resource in one of your Resource
slots.

may discard this card from @/
your hand fo spend it as if it

Ship kons
was the printed ship. Cards discarded in this

A technology card may
include a Ship icon in the
way are placed in your discard pile.

upper lefi-hand corner. You

Example: You have a card with a Fighler in
the upper lefi-hand corner. When aftacking
a Planet, you may discard this card as if it
were a Fighter in your Empire.

—_—

The new fechnologies in Escalafion are

printed with different research costs.
-

3¢ Level 1: You may spend either
E";_g\ 3® or 3 il to leam this
3

technology.

Level 2: You may spend either
5@ or 2 Al o leam this
technology.

Level 3: You may spend either
7% or S_’}. to learn this
technology.

1£;

i
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7®

You may never combine Research I:@ )
icons and ships when researching a
technology; you either pay the full cost in
Research icons or discard the full cost in
ships. In eadh case, you must satisfy the
Planet requirements of the fechnology.

You may never spend ships fo research
technologies that do not have ships in their
printed cost (e.g. fechnologies from the base

There is a new stack of Diverse Technology
cards. Each technology in this slack requires
an Advanced, a Ferfile, ond a Meillic
Planet. You must have flipped of least one
Planet of each of these types in order fo
research these technologies.

e
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One new fechnology, Double Time, has a unigue Planet requirement. Each Double Time
requires one Planet of a specific type, and one Pland of any other type.

For example, a Double Time from the

Metallic Technology skack requires 1

Metallic Planet, and 1 non-Metallic

Planet. Lhopian Planets, due fo their

ability fo mimic other Planet types in

your Empire, do not safisfy this prerequisiie when researching Double Time
(if you have a Metallic Planet in play, Utopian Planets are not non-Metallic).

TECHNOLOGY CARD REFERENCE

DESTROYERICON 4 SOLDIERS OF FORTUME
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An opfional rule which replaces the standard sefup, Scenarios providea  KNIWLIEE IS POWER
great deal of variety to experienced players by providing unique stariing R T G @1 @ @
configurations. Endh Scenario card indicotes your starting deck, starting 21 9] 00T
Planet, and any Technology aards which you will have of the beginning T oo =
of the game. Each player will have a different starting configuration, }Im_ 1

greaily increasing play variety. g

Set up the game according fo the base Eminent Domain ruleboolk, then:

[F:l
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1) Give each player a Fleet Tile.

2) Deal each player one of the new Start Planet Tiles at random. Each player should now
have 2 Start Planet Tiles (one base, one new). Players will choose which of their two Start
Planets to use, and return the other to the box

3) Sort the new Technology cards by type (© /"8 /#% [Diverse) and place them into
4 FACE-UP piles near the ariginal Technology cards. You may consolidate new and old
technology cards info similar siacks, but be sure fo pay aftention fo the research costs when

acguiring them.

SETUP REFEREINCE

| puaves NUMBER OF ROLE CARDS END BAME TRIGGERS
2: GROEYI® & s

2| 16 14 |16 |12 |16 24
3| |20||16| (20| |16| (20| |24
3| 18 15 |18 |14 18 24
a
g

20 (16| 20| (16| (20| |24
24| 20 24| (20| 24 (32

* 3 Player Extended Variant
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Specific Setup Rules

For 2 Players: Remove the following Role
aards from the stacks: 4 #, 2@, 4@,
482, 4® . Retum these cards to the box;
they will not be used in this game.

For 5 Pleryers: Add the four blue-bordered

3 PLAYER ONLY" Role cards fo each stack.
Also add the eight blue Influence Tokens to
the siandard supply pile. In 5-player gomes,
the game end will frigger when any twe
role stadis are empty, or when the Influence
Token supply pile (including the blue tokens)

s empthy.

Scenarios

For added variability you may choose to
use Scenarios instead of the normal sei-up
rules. To use them, disinbule 1 Scenario
aard to each player using any method you
choose (choose them, deal them randomly,
deal Start Planets and let players choose

a Scenario that uses their Start Plonet, or
draft them), making sure not o use any
two mulvally exclusive Scenarios. Set up
each starting configuration according to the
Scenario Card, and then set up the rest of the
game and play as normal.

GAMEPLAY

Many of the gameplay mechanisms of
Escalation are idenfical fo the base game.
However, Escalation infroduces cerfain
concepls, such as multiple Adion or Role
phases in a given fum, which require a
slight modificafion fo the basic gameplay
struciure. These rules replace the base game
rules.
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Replenish Phase

At the very beginning of your fum,
replenish any emply Replenishing slots in
your Empire. If a card condains more than

oneé Replenishing slot, each empty slot
will refresh even if the other slots are full.

Any Replenishing slots that are full af the
beginning of your furn are unaffecied.

Action Phase

Duwring your Aclion phase, you are allowed
fo take one adion. This aclion may be from
a card in your hand, from your Fleetfile, or
from any face up Bustling Planets in your
Empire. Taking an adion is oplional; you
may choose fo lake no Acdions during your
Acfion phase.

Any cords played during your Action phase
are set aside from the play area. Cards set
aside in this way have no effect during
subsequent Role phases. Cards played
during your Aclion phase will not be placed
inte the Discard pile undil the beginning of
the Cleanup phase.

Actions prinfed on Planets and permanent
Technology cards are imited to once per
action, not once per fum.

Role Phase

The Role phase is mandatory. After your
Action phase, you must lead one of the &
roles. The Role phase works just like it does
inthe base game, excepl as follows:

In situations where a player is allowed to
toke an additional Role phase in a single
turn, each Role phase is resolved separately.
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Role Phase Continued...

Any cards played fo boost or follow a role
are set aside from the play area af the end
of the Role phase. Cards set aside in this
way have no effect during subsequent
Role phases. Cards played duning any Role
phase will not be placed info the Discard
pile unfil the beginning of the Leader's
Cleanup phase.

Role symbols on Planets and permanent
Technology cards may be used once per
Role phase.

Cleanup Phase

The Cleanup phose works just like it does in
the base game, except as follows:

At the beginning of the Cleanup phase,
before you reconcile your hand, place all -
cards that were set aside during your Aclion
and Role phases into your Discard pile.
Plryers who followed during your Role
phase(s) place any cards they set aside into
their Discard piles at the beginning of your
Cleanup phase.

With the expansion, it is even more
imporiant fo know whether you will have
one last turn at the end of the game. When
the game end friggers, complete the current
round as normal, and then play one
additional full reund. This way, all players
will know for sure whether any given furn is
their last furn.

Remember: if the Influence supply is
depleted, addiional Influence may siill be
collected. Use any suiable proxy io frad: the
additional Influence.

Cerlain cards and rules from the base
game have been correcled and updaled as
follows:

Leader Bonus on emply siacks: When
leading a Survey role from an emply stack,
add @ to your role in addition to the
normal “Look at one addifional Planet™
Leader Bonus. When leading a Warfare role
from an emply stack, add & to your role if

you are colledting Fighters.

Both of these changes can be noted on the
main Cenfral Card Display with the included -
sticker.

Terraforming: No change in card fext.
lgnore the note on the back of the base-
game rulebook. Terreforming can be used
in conjunction with Colonize symbeols on
Planets and permanent Technology :-:lmls in
your Empire.

Abundanece: Produce 4 Resources. When
you Sefile or Afinck a Pland, produce 2
Resources.

Logistics: Play the Action and Role phases
of your turn in any order. At the end of the
game, fake an addifional turn.

Bureaucracy: When following a role:
WEE S . You may use the Leader

Bonus when following Colonize or Warfare.
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TECHNOLOGY CARD APPENDIX

This appendix includes the com plete texd of all new technology eards, as well as any specific
notes or rules governing their usage.

€% FERTILE TECHNOLOGY

~

(¢ @ PRI ONE

f@. DBBLETHE _

Improved Colonize
Action: Seftle 1 Planet Settle
another Planet OR

+1 Colony.

Planet Prerequisite: #7
Cost: 3¥ or3 Ji

Peace Treaty

Permanent Technology:
Collect 1 % when dissenting
a Warfare role.

Planet Prerequisite: 3

Cost 3% or 3 'r.-

MNote: Mulliple Peace Treaty
abiities from Tech oards and
Planets stack.

Double Time

Actior: You may play 2
additional actions during this
Action phase.

Planet Prerequisite: £7 "
Cost: 3% or3 i :

Blusphere

Permanent Technology:
Biosphere provides you with
2 & slots.

Planet Prerequisite: 7

Cost: 3% or :31“

i

f r‘*i‘ D[IJELETIIE _

Double Time

Aclion: Yoy may play 2
addifional aclions durng this
Aclion phase.

Planet Prerequisite: #% "
Cost: 3% or 3 i,

fr‘ﬁ‘

IHFHWHI PI[I]lIL'TI]H )

Improved Produdion
Action: Produce 2 Resources. |
Planet Prerequisite: £3
Cost: 3® or 3 7
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¥ FERTILE TECHNOLOGY

Spu'ls uf War

Action: Produce 1 Resource
foreach /v in your Empire.
Planet Prerequisite: £% £3
Cost: 5@ or 2 1,

MNote: You rn-:l,r discard Tech

cards with
fenwaird ||'Ili

(¢ ﬁ“ mmuzﬁnmnmnnu

Specialized Produdion
Adion: Choose a Resource
type. Collect 1'% for each

Resource of thattype you
produce this furn.

Planet Prerequisite: #% £3
Cost: 5% or 2 -‘f}i

-~

icons on them

Black Market -
Permanent Technology:
You may discard Resources
from your Empire as if they
were symbols fo boost or
follow any role.

Planet Prerequisite: &% &1
Cost: 5% or 2 ﬂ:

'Cost: 58

Colony Ship
Permanent Technology:
Colony Ship holds Colonies.
Once per fum: +1 Colony.
When Seftling, you may
redistribute Colonies in your
Empire.

Planet Prerequisite: #% £7

nri,{b

Note: The +1 Colonyis
added as a “free action™

ot any point during

you fum. Adding a
Colony is optional. When
redistributing Colonies, you
mary move any Colony,
not just those on Colony
Ship. Colonies may be
redistributed regardless of

“whether you lead or follow

the role, but not when
dissenting the role.
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¥ FERTILE TECHNOLOGY

Fai ™ Natural Order

{:} NATURAL MEEH_ Actior: Remove one permanernt Technology card from the
o T game. lts owner receives REPAR ATIONS: 2 Influence from

the supply.

Planet Prerequisite: £% €% 3

Cost7 ® orl

Mote: Any Resources orfokens in slofs on the removed card
are lost. You may use Natural Order to revert an opponent’s
Improved Fleet back to a standard Fleet file. That player
receives Reparafions as normal and may not research Improved Fleet again in that game.
Any ships constructed with Improved Fleet remain in play, but the benefits of a Battlecruiser
revert fo those granted by the standard Fleet Tile. ¥ your Improved Reet is destroyed in this
wary, place the Influence Tokens you receive as r-apumhnns onto your Fleet file as a reminder
that you may not upgrade it again.

@ . ADVANCED TECHNOLOGY

’/Q IMPROYED RESEARCH ) : t N (¢ ) DWBLETME

Improved Research Double Time Double Time

Action: Draw 1 card. Then Action: You may play 2 Aclion: You may play 2
remove up fo 3 cards in hand  addifional actions during this  additfional adions during this
from the game (may include  Adion phase. Adlion phase.

this card). Planet Prerequisite: “&., "'  Planet Prerequisite: "8 "%
Planet Prerequisite: “#. Cost 3% or 3 5L Cost: 3@ or 3 i

Cost: 3% or3 i :
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“@ . ADVANCED TECHNOLOGY

Improved Trade Peace Treaty Freedom of Trade
Action: Collect 1% fromthe  Permanent Technology: Permanent Technology:
supply. ’ Collect 1 % when dissenfing  You may follow Produce
Plane Prerequisite: “# ., a Warfare role. roles as if they were Trade

Cost: 3(® or 3 i, Planet Prerequisite: "8
Cost: 3® or3 i Planet Prerequisite: “..
Note: Multiple Peace Treaty  Cost: 3 or 3 i,
abilities from Tech cards and
Planets stack.

N\ /A Scientific Method °

; _ Permanent Technology:
@ o | -. ' When LEADING a Research

role, you may purchase 1
additional Tech card. (Do not
reuse Planets in preregs)
Planet Prerequisite: "8 "8
Cost: 5@ or 2 Jf1,

roles and vice versa.

<

DEFENSE GONTRALT

Defense Contrad Note: Each Planet may only be used as a prerequisite once
Permanert Technology: per Research role. Therefore, if you were fo purchase two
S My Jrt ey Level 2 Advanced Technology cards, you would need FOUR
di“_ad N Sy Advanced Planets. Each Research symbel may only be used
1./ to collect 1% from the  gpcq per Role phase, so # may not be used to pay for both of
oo i) . your purchases. .
Planet Prerequisite: “& &

W, Cost: 5® or2 J
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{F INDUKTRIAL ESPIBNAGE

Scientific Discovery Soldiers of Fortune Industrial Espionage |
Actior: Take any Tech card Action: Discard I:flj'.j}.-' If you Actior: Each opponent must
costing3® orlessandput  do, collect 35 from the return 1 32 to the supply.

it info your hand. You do not  supply. Collect 1 & from the supply.

need the prerequisite Planets.  pionet Prerequisite: "8 "8,  Planet Prerequisite: 8 '@ ,
jfos tnery plery anaddsionat > Cog: S8 o2 Ji) Cost: 7% orl Ty

acfion during this Acdlion R ks Yo vitary silie tsicaned Note: You will only collect 1

phase. : . .

& LA, 1. eadh fime you play this & from the supply each fime
Planet Prerequisite: “# ", " you play this card, regardless
Cost 5% or 2 |ﬂ of the number returned by your

opponents.
METALLIC TECHNOLOGY

"'m"'m"“ﬁFFE _ \ @ DOUBLE TIME — (,ra""“i [I[IJELETHE — )

(@
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'
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Action: Collect 2 5\ or Attack  Action: You mary play 2 Achion: You may play 2 t

1 Planet. addifional octions during this oddifional adions during this

Planet Prerequisite: © Action phase. Aclion phase.

Cost: 3% or3 . Planet Prerequisite: © "8 Planet Prerequisite: © "%
Cost 3® or 3% Cost: 3® or 3,4

Improved Wurfure Double Time Double Time

S
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© * METALLIC TECHNOLOGY

./F @?‘* IMPROSED SURVE )

Rl

Improved Survey Peace Treaty Thorough Survey
Action: Draw 3 cards. Permanert Tedhnology: Permanent Technology:
Planet Prerequisite: * - Collect 1 ﬂ‘ when disserfing Duwring a Survey role, you
Cost: 3% or3 40 a Warfare role. mary draw 2 fewer Planet
: s : cards. If you do, you may
Planet Prerequisite: < &
Cost: 3@ or 3 /i1 keep 1 addifional Planet.

Mole: Multiple Peace Treaty Planet Prerequisite:
abilities from Techcardsand ~ Cost: 3! or3 5.

Planets stack. 'Mote: You mary use this ability

when leading or following.

@ DEEP SPACE PROBES ’f@?‘ DESTROYER TECHHOLOGY
= e 3 _
f"::""l o L @‘. : i.___"r:-_-':.!"'

/N

|I .. 0"
1 e

Deep Space Probes Destroyer Technology
Action: RECON the Planet Action: Collect id__% from the
deck for 1 card. You may play supply.

ancther aclion dunng this
Adlion phase.

Planet Prerequisite: ©° ¢
Cost: 5% or2 ,:v"';?ﬁ

Planet Prerequisile: © &
Cost: 5% or i_ﬁ
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Warfare Technology
Permanent Technology:

You may discard v\ asif
they were ®' when boosting
or following Research roles.
Planet Prerequisite: =~ #°
Cost: 5® or 2 4,

Mote: Since 5! are being
treated as if they were ¥ |
you may freely mix and
maich 5! and W during
Research roles while this card
is in plery.

o S e R

l‘\?ﬂ  bocubri Tt argiren

(;".T TOUR DE FORCE

)&
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Wealth of I(nuwledge Tour De Force

Permanent Technology:
You may use standard
Survey cards fo boost (not
follow) any role.

Planet Prerequisite: © ¢

Cost: 5® or2 2N

MNote: This benefit applies
only fo standard Survey
cards. 7% icons on
Technology cards and
Planets de not benefit from
Wedlth of Knowledge.

Action: Collect fijl, /% i
from the supply. You may
Aftack a Planet after any Role
phase this fum.

Planet P!erpquisiie: r T
Cost: 7® or 1.4
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: fﬁ FLEVATED INCEMTIVES \‘1

Hevated Incentive
Adion: Take an addifional
Role phase this fum. -
Opponents may follow or

y, dissent as nomal.

| Planet Prerequisite:
g,
Cost: 3 or 3 il

——
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'f“: i IVERSKHT COATTEL

Oversight Committee
Permanert Tedhnology:

+1 Hand Size.

Adtion: Draw 2 cards then
remove upfo,

2 cords from the game.

Planet Prerequis ite:
o,

Cost: 5® or 2 4

Annex
Action: Afack a face-down

Planet in an opponents

Empire. That pleryer
receives REPARATIONS:

28 from the supply.

Planet Fremqusrh
N N

Cost: 5% or 2 ﬂﬁ

Note: You must pay the Warfare cost as normal, modified

by any benefifs you may have. You may never look atthe
front of aface down Planet card in an opponent’s Empire.

Afier Atincking, place the Planet face up in your Empire.
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Permanent Tﬂ:hmln-g'f

You may pay 'I[:fu\ yand i
equal fo the Planet’s Influence
o Allack opponents’ face up
Planets.

REPAR ATIONS: 2% from the

supply.

.Planet Prerequisite:

0w,
Cost: 5% or2 M

Mote: You receive the Plonet in
the same condition as it was
before the Atack: Resources
remain in Resource slofs,

and Scorched Earth penalfies
remain. This is not a Worfare

cost, so discounts from
Scorched Earth Policy and

"Reet/Improved Fleet do not

apply.
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Synthesize Eite Squadron Well Oiled Machine

Action: RECON your ded« Permanent Technology: Permanert Technology:
for any 1 card. Draw 1 card.  Fhas replenishing 5 AT You may take an addifional

(L]

You may play another action v, slofs. Role phase each turn. If you
during this Adion phase. Planet Brmracuising do, opponents may follow or

: : dissent.
Planet Prerequisite: Lo T i

;e ¢ Cost: 7® or1
Cost 5@ or 2 /%,

Planet Prerequisite:
R, £

Cost: 7® or 14
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