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APPENDIX PURPOSE

This appendix serves as a reference for rules and cards in Suriya.
If you are new to the game, please start with the Suriya Rulebook

before using this guide.
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Cqrd Clgrijications

Starting & Central Cards

The Troops The Weapon

Starting Cards Starting Cards

The Weapon
Summon 1 EU (Elite unit)

A3
The Troops
Summon 1 BU (Basic unit)

at your base. ’ P at your base.
= TACTIC - .@ =P~ TACTIC -~
It w2

- Summons the leftmost BU - Summons the leftmost EU
from your Player Tray. from your Player Tray.
- No effect if no BU remain in your - No effect if no EU remain in your
- Cannot be placed if all eligible - Cannot be placed if all eligible
locations have 6 units. locations have 6 units.

Great Troops  GGreat Weapaon

Central Cards Central Cards

Great 'Troops
Summon 1/2/3 BU at your base.

“~ TACTIC @

Great YWeapon
Summon 1/2 EU at your base.

"““'~- TACTIC ,@

9+1,51+2 w2
- Summons the leftmost BU - Summons the leftmost EU
from your Player Tray. from your Player Tray.
- No effect if no BU remain in your - No effect if no EU remain in your
- Cannot be placed if all eligible - Cannot be placed if all eligible

locations have 6 units. locations have 6 units.

The General

Starting Cards

Summon a first GU (General unit) at your base
< —. [ Activate a GU's Active skill ——_
| without paying its cost.

- Cannot summon if a GU is already
- Does not replace or remove any GU.

- Cannot be placed if all eligible
locations have 6 units.

Great General

at General

Summon a GU at your base
—~» { Activate a GLI's Active skill -~
| without paying its cost.

- Does not replace or remove any GU.
- Cannot be placed if all eligible
locations have 6 units.

First Base The Troops

Starting Cards Central Cards

irst Base

Build a first base Burn 1 card from your hand to draw 1 card,
—2>.  onyour squad’s terrain. = < — { Burn 2 from your discard pile. -~ —
| @f Discard an enemy [C] card. |
Be TACTIC ~T=2/ 25~ “FACTIC 3=
LB w1

and draw 2 cards.

- Build only your first Base.
- Cannot build on a location
with an existing base.

Settle Down Mining

Central Cards Central Cards

Seule Down Minipe
: Build a base on your squad’s terrain. Gain X @

e — < —2 (X =the number of your bases -~ —_-
| @' : \ on the map). @
b e g e T ACTIC.

v w2 5141
and draw 2 cards.

- Cannot build on a location - Your Headquarter counts as 1 base.
with an existing base.



Humaqn

Kingston Kingston

The High Commander ??

The High Eommandar

’(inqsion

b

(BASSIVE) Kingston may use a Command token
to activate his Active skill.

@ABTWE) Kingston's squad must have 2+ BU:
Roll 1 [A] and deal 3% to an enemy
squad within 2 spaces.

If his squad has 4+ BU: +2 If .

- Even if Kingston's Squad already
has a Command or Exhaust Token,
you may still activate his Active skill
by using The General card.

Nicolas Nicolas

The Wolf General ??

A TheMatt General \
: St

"< Nicoles *

()

(BASSI® nicolas's squad +1 W per 1 EU
and +1 £t per 2 BU.

@AGTHE) Place 1 Barricade token on Nicolas's
squad and place 1 Landmine token
on an adjacent terrain.

Clqrification
General Units / Bases

HEI: Claire

The Hawk General ??

-an Genaral

Cloire

(BASSIVE)  After Claire's squad finishes combat,
you may move her squad.

- Search for 1 card from your deck
and add it to your hand.
Then, shuffle your deck.

- This move does not require

a Command token.

- It still follows game rules,
including discarding a card when
moving into specified terrain.

W‘tmgnur squsd ig the aftacker: - Your squad my move with Barricade to
After wmbat if any of your and every 2 Landmine tokens grant +1 }:{
units survive, draw 1 card.

Medical Center

- The total damage is calculated after
the roll, based on the number of
Landmine tokens in that terrain.

@'-Barricade
& =

- Each Barricade can absorb

1 damage before being

destroyed.

- It can absorb any type of damage.
- If an enemy moves into an
unoccupied terrain containing

a Barricade, the Barricade is
immediately destroyed.

© ELLE

- When an enemy moves into

a Landmine's terrain, you roll

1 [A] die per Landmine to
determine the damage dealt.

- Landmines only trigger when an
enemy enters a terrain containing
a Landmine Token.

- Human Faction units are
unaffected by Landmines.

Engineering Depot Planet Fortress

- Wild terrain means that if a Tactic
card grants a bonus when on

a specific terrain (e.g., Mine), you
will receive the bonus even if your
squad is on a different terrain

(e.g., Forest), as long as your base
is there.



Ship Upgrades

Faction Eards

Shjp Upgrades ™

Squads with an EU ignore terrain restrictions.

S TACTIC s
If you are on a Lagoon; W+3
and ignore terrain effects.

If your enemy is on a Desert; ®+1, 1 +3.

- Ignore card discard when moving
to any Terrain.

- Tactic conditions trigger as stated
on the card (no need to meet both
conditions).

Barricade

Faction Cards

=
Bayricade
Choose any squad, then

)
-

@ ~ TACTIC -~ A

If you are on a Mine: ®+1, 5% +1
and cancel an enemy tactic.
If your enemy is on a Forest: W+1, £1+3.

- Ex. Pay 2 Minerals to place

3 Barricade Tokens.

- If there are not enough Barricade
tokens, you may move existing
ones from other terrains.

o During combat, you may reroll - )
i any number of [E] once. | @
01 A3

lace X+1 Barricade tokens. —
place X+1 Barricade tokens @'.
i .’

Humqp ClgyiJications

Reinforcement

Faction Cards

Reinjorcement

Summon 2 BU on the same

£ipd = terrain as your squad. : 2r)
=0 STACTICE PSR

If you are on a Lagoon: W +3
and ignore terrain effects.
If your enemy is on a Desert: W +1, 11 +3.

- Can be summoned without a Base.

- Limited to 6 units per terrain,

no more can be summoned if full.

\LVERIER

Faction Cards

/
Nova Blast

Choose an enemy within 2 spaces of your

squad. Roll [A] foreach EU . ~— .
N

2 . in your squad to deal 3f .
If you are on a Desert: £ +3.

=P~ TACTIC
If your enemy is on a Desert: W+1, £1+3.

Faction Cards

Wolf Battalion

Faction Cards

s St &
Sl th\' ) -~ ,“_::"p-u ‘aﬁh‘i\ : \"'x
&::;__ = = " | o e |
| ' 7y

£ - :
T \d
olf Baualion >
‘When in combat at your base: you may
s summon 2 BU before combat. =
: M]‘é . Then, discard this card. Y

\— T
5

i

>

=

b
¥

TACTIC AN

Draw 3 cards, choose 1 to play as a tactic,
then discard the rest.

I

- Limited to 6 units per terrain;
no more can be summoned if full.

Llandmine

Faction Cards

AT =Lap(mine
Choose any adjacent terrain,
"o~ then place X-1 Landmine tokens '- s
O emo ®
. =~ NTAGTE —S=

If you are on a Forest: W +1, 1+1

and reduce the enemy's ¥ to 0.
If your enemy is on a Mine: W+1, ££+3.

5

- Ex. Pay 2 Minerals to place

1 Landmine Token.

- If there are not enough Landmine
tokens, you may move existing
ones from other terrains.

Sentinel Turret

Faction Cards

<Sentjpel Turre

When in combat at your base: 5t +2.

R\ ;
LS TACTIG =S

If you are on a Mine: W+1,3% +1
and cancel an enemy tactic.
If your enemy is on a Forest: W+1, LE+3.

- Cancel 1 enemy tactic card after
it is revealed.

Fusillade

Faction Cards

Choose an enemy adjacent fo your squad.
Roll [B] for each your unit in your squad.

[ i the result is at least 21, Push - —._.
@ the enemy squad 1 space away. . .
~— > - ]ACIIC . ‘_ -
If you are on a Desert: £f+3.
If your enemy is on a Desert: W+1, £1+3.

- Push: Control enemy squad to move
1 space away in any direction.

- If the pushed squad merges with
another squad that exceeds the unit
limit (6), the enemy must immediately
choose which units to destroy.

Hawk Brigade

Faction Cards

. / s
Hawlk Brigade -
Move any squad up to 2 spaces,

{ -~ ignoring terrain restrictions, '. S
@ then G . @
o<, TACTIE 5=

If you are on a Forest; W+1, 1t +1
and reduce the enemy's W to 0.
If your enemy is on a Mine: +1, $1+3.

- This can be used even if this squad
has already placed a Command token.
- You may select how many units
move.

- Units cannot be dropped off along
the way.

[EH R EREL

Faction Cards

Fackipg Napa

Destroy 1 EU adjaua@ﬁu your squad.

g A
=SB~ TACTIE 3=

Draw 3 cards, choose 1 to play as a tactic,
then discard the rest.




o

Arachnia

The Hive Queen

\
/:'/“, % \ e
V49 F. *3\
¥ \p\ >0\ AN
‘ The HiveOdean i\ AN

Aroc.hnio R

- After combat, if Arachnia's squad
destroys an enemy unit, place
2 Egg tokens on her squad.

m Summon 2 BU and Evolve all

Egg tokens on Arachnia’s terrain
and adjacent terrains

- Passive: This effect only triggers if
Arachnia remains alive after combat.
- If there are not enough Egg tokens,
you may move existing ones
(side A) from other terrains.

U GE

The Evolutionist

Iz \ \ —
N .

a :

E

< y

a7

The Evalutionist

Vexikro

@#SSW® wnen Vexikra's squad enters combat,
every 2 W grants +1 5% and
each [T rolled grants +1 3%,

Transform up to 2 BU in

Vexikra's squad Into EU.

- Passive effect is applied at the end
of combat. All ¥ are counted from
dice rolls, Terrain bonuses,

Tactic cards and Base effects.

- Transforming units does not count
as being destroyed. You do not

gain Cover Tray bonuses.

Scqrap

Arachnia

?7?

Vexikra

??

Clqrijfication

General Units / Bases

Buzzarax Euzzarax

The Doombrmger

Yg\ \\@

==

The Doombringer

Buzzorox
Buzzarax has 2 HP. When his squad

enters combat, reduce the HP of all
enemy units by 1 (but not below 1 HP).

Choose 1 adjacent enemy Squad
Roll [A], then Push enemy units
equal to the number of £ rolled

- Push: Control enemy squad to move
1 space away in any direction,
ignoring terrain restrictions.

- If the pushed squad merges with
another squad that exceeds the unit
limit (6), the enemy must immediately
choose which units to destroy.

g,
ARy T
! i e Sl

&)t

- When placing an Egg token,

start with side A face up.

- Evolve: During each Upkeep,

flip all Egg tokens on the map from
side A to B.If already on B, remove
the token and summon 1 BU.

- Egg tokens can take damage,
including excess. When hit,

they are destroyed.

N
\&22 Tunnel
- Terrains with Tunnels are always
adjacent to each other for Scarab
(can Move and Attack through them)
and ignore terrain restrictions.
- If a Scarab eliminates all enemies
on a terrain with a tunnel, they may
immediately move onto that tunnel
via the Melee Attack ability.
- Tunnel Tokens cannot be
destroyed. If all 4 are placed,
you may move an existing one.
- Limited to 1 Tunnel per terrain.
- A Tunnel cannot be placed on
an enemy Headquarter.

/ - 2 we=alle 23, a 'nym?”elntnthattermng‘
é Q -ﬁis-the Defender: uad cannot counterattack @
N IS 5
N e *‘i‘ 7 /4 'S o .,
T 0T S e 3 o, > i@
. / i % ',—\ L
E_vnl.utinn Daome The Hatl:herq Wormhole

When your squad is defending in combat,
every 1L grants +19 . to 8 Units.

Increase your squad size limit

Your Squads can move into Forest and Lagoon,
ignoring terrain restrictions.
Lagoon's effect is changed to +1 % instead.

M B | BB A‘t t dC k: As the Attacker: This movement still requires a discard if the terrain has restrictions.
As the Defender: Your squad cannot counterattack but can still defend.

Evolution Dome

- Since Scarab cannot
counterattack as a Defender,
1t value still applies to

this base’s ability.

The Hatchery

- This effect increases the
maximum size of all your

squads from 6 to 8 Units.

Wormhole

- Moving into Forest and Lagoon
does not require discarding a card.
- Forest still provides terrain
bonuses and Lagoon no longer
reduces ¥ ; instead, it grants +1£%.



Queen's Instinct

Faction Cards

\ fITff\ ’ U

.o’j/_l_/o\l" L% *w.

-
-

Queens Instjjpcet
For each squad, remove all Command tokens
or 1 Exhaust token if no

TT 2/* Command tokens are present. t?:g)“
\ A
= TACTIE =S

It+1,

For every 2 units: @ +1, £ +1.

\

- After removing Command tokens
from those squads, they can be used
again for issuing commands.

- If a squad has both a Command
token and an Exhaust token,

the Command token must be
removed first.

Feast

Faction Cards

M
\ e

IFeast
Discard any number of Egg tokens on the map,
then gain that many @ +1.

L) &y
N—F TACTIC %X

1t+2,

If you have more units; W+1, LE+1.

- Ex: Discard 3 Egg tokens to
gain 4 Minerals.

Scqqp Clgrijfications

Nesting

Faction Cards

==
o~ gE—
=

T » 2
= Nestipge
Place 1 Egg token on each Base,
then place 1 additional Egg token
) on the Headquarter. \

(D) overomone gy
= TACTIE R

After combat, summon 1 BU
for each of your units destroyed

- Place 2 Egg tokens on the HQ and
1 on each other Base on the map.

- Count all units destroyed in
combat, regardless of type.

Ambush

Faction Cards

Ampush

Place 1 Tunnel token on a Forest or

Lagoon adjacent to an enemy squad,
Then, summeon 3 BU to

e

‘. = 74

et TACTIE gt
9+1,311+2,
If you have no cards in hand: % +1, %% +1.

- You may place the Tunnel token
on an unoccupied terrain or one
with your Squad.

- You may also place it on a terrain
with an enemy squad, but no
summon or attack will occur.

- After summoning, the attack is
mandatory and this attack does not
require a Command token.

"i“' ignoring terrain restrictions.
\ [1

e ) immediately attack, then G, &\:’\(zi?

Faction Cards

Titan Leaper

Faction Cards

litgp Leaper
During the Preparing and Income phase,
you may move each EU once, X
(o
&ay )

. S b iy
=T THNETIC
After combat, summon 1 BU

for each of your units destroyed

- This effect allows each EU to move
twice per turn for free: once at the
start of your turn and once at the end.

Scales

Faction Cards

Scales
EU gains +1 HP and always takes 1t
first in combat.

. Ay

TACTIE

It+3

- While this card is active, EU must
always take damage first before

any other units.

- If the damage does not destroy
the EU, nothing else happens.

- This card can stack. Ex: If 2 Scales

cards are active, each EU gains +2 HP.

Predominate

Faction Cards

Predomjnate
Draw 3 cards, then discard 1.
u i TACTIC
3t+2,
If you have more units: ®+1, 3 +1

Rampage

Faction Cards

. '_X"Ir':\l__.———'_'_—---.__ L

Raqmpage
Choose any squad, destroy up to X of your units,
then deal £f equal to their total HP
TACTIC

l(‘
LE+1,

For every 2 units: @ +1, £ +1
- Deals damage equal to the total HP

of your destroyed Units,
including any HP bonuses they had.

to an adjacent enemy squad. @T

Moltation

Faction Cards

Choose any squad, then transform
up to 3 BU into EU.

\I\_/.)‘ - TACTIC - "\‘_y
W+1,3%+2,

If you have no cards in hand: @ +1, 5% +1

- Transforming units does not count
as being destroyed. You do not gain
Cover Tray bonuses.

Tunnel

Faction Cards

Place 1 Tunnel token within 2 spaces of your :
~5quad. Then, you may immediately \
| . move that squad there, thenC,. | (Nmemt !
\EA ALY

et A CIR]C

1E+3.

- You may place the Tunnel token on
an unoccupied terrain or one with
your Squad. After placement, you may
move there without using a Command
token, or choose not to move.

- You may also place it on

a terrain with an enemy Squad,

but no movement will occur.



Synuon Clgrification
General Units / Bases

Themaa Themaa leathus [eathus

The Overseer ?? The Conqueror

(BASSH® During combat, all of your squads

on the map may reroll any number (BASSIV® Zeathus's squad gains W+1, 1 +1.
R U @GTE) Choose an enemy squad adjacent to

- Move Themaa's squad to any terrain, Zeathus's squad. Roll [A] to deal 1,
ignoring terrain restrictions, then G . to that squad.

- You may move to any unoccupied
terrain or one of your squads, limited
to 6 units per terrain. Cannot move
into a squad with another GU.

- Themaa must move but may choose
how many units move with him.

Clydra Clydra

The Creator

—— -“..____‘
Electrical Plant

*After combat, return all used During the Preparing Phase,
Tw&c cards Eyour.hin instead. sum up the cost of all active [C] cards,
— - —

i | | \_II I:" )
g combat, if you have fewer units,

The Ciustar

) ~ I d \ r — may force your enemy to m y .
s )l rc ¢ any number of dice once (except [A]). | _ - then pay only [1? the total cost (rotnded up).

F (®) d : y N

(PASSWE Clydra has 2 HP.

@& Pay 1 @ to summon 1 EU . .

Shield Generator Command Center  Electrical Plant

- You cannot pay multiple Minerals - You may force your enemy to
to summon more than one EU reroll after they finish rolling
in a single activation. their dice, but before either

player uses any Tactic cards.



Sustain Module

Faction Cards

EU and GU gain +1 HP.

R &
=S PACTEC o=

W1, 1542,
If you have fewer units in combat: W+2,3F+1.

- This card can stack.
Ex: If 2 Sustain Module cards are
active, each EU and GU gain +2 HP.

Over Clock

Faction Cards
pE——— —

(i\'cl‘ Cl.'()('_x‘k

Destroy your base, then deal 1%% to each

AN C ELC
w2,
All excess W is converted into 13 .

- You must destroy your base first
for this effect to occur.

- Also deal damage to this squad
and all adjacent squads, including
your own Syntron squads.

ki e "IJ
ABustgjn Modulex

/. — adjacent terrain. Summon3BU ——_.
e \ there and gain 51, @ L
®. g -©

Synuron Clqrifications

Reinforcement

Faction Cards

~ When

{ = immediately summon1BU ~— .
4 ETE ] in that squad. @_’
s TACTI®,. 755

w2,
Change the face of up to 2 dice (except [A]).

- This card can stack.

Ex: If 2 Recycle cards are active,
when 1 EU is destroyed,
immediately summon 2 BU.

- If you change a die face to [T],
you can use additional Tactic cards.

Last Stand

Faction Cards

Last Stqpd

During combat, if you have equal or fewer units:

G W15t —)

WA @

Mk cme AL
92,

For each 7 on your dice, gain +1%f.

- Ex. If you roll 2 (7], gain +2 damage.

Faction Cards

Combine

Faction Cards

Hex Gate

Faction Cards

ol

F.
Compijne
Can be used X+1 times:
Choose any squad, transform 2 BU into 1 EU,

‘- — thendeal 1 3% to anadjacent
® enemy squad.

— TACTIE =
91, 5542,

If you have fewer units in combat: W+2, 3t +1.

Move any squad up to
oring terrain restrictions.

% passing through an enemy P )
. squad, deal 13£, then G @
= TACTIC JRPSE:

Gain +1 L per W you have (Max 5).

- This can be used even if this squad - Ex. If you pay 1 Mineral, use this

has already placed a Command token. ability twice: Transform 4 BU into
2 EU, then deal 2 damage to

an adjacent enemy squad.

- You may select how many units
move.

- Units cannot be dropped off along - Transforming units does not count

the way. as being destroyed. You do not gain
Cover Tray bonuses.
Offensive Mode Overload
Faction Cards

Faction Cards

A

werload
estroy 1 of your squads (also desimy’
the base), then deal 2 1% to each

< Oltensive Mode

During combat: ¥ +1.
ISR TACTIC R

Gain +1 3£ per W you have (Max 5).

TACTIC
w2
Change the face of up to 2 dice (except [A]).

- This card can stack. - Deal 2 damage if there is no EU.
- If there is an EU, deal 3 damage
instead.

- Also deal damage to all adjacent
squads, including your own

Syntron squads.

(@)
(®

2 adjacent terrain, or 3 1% if —)
‘the destroyed squad had an EU. ..
; PR

Defensive Mode

Faction Cards

TACTIC

w2,
All excess W is converted into f .

- This card can stack.

- Ex. In combat, if you have 5 defend
and your enemy deals 3 damage,

the remaining 2 defend is converted
into 2 damage instead.

Execution Ray

Faction Cards

Execution Ray >
Choose any terrain and deal 2 1.

‘@ o)

TACTIC 2 o
w2,
For each [T] on your dice, gain +1Ef.



Cryvtaas Clgrijication

General Units / Bases

! 1
De' Eramus De' Eramus Haranek Haranek
The Prophet ?? The Archranger ??
s N &)
- r I e i‘, : ~ -
::\ = — .'_' | .
P i
{‘H ) :\5%‘?/ | I / &
Wt i
il , & = i -
=\ ' -
- " - ~ "
VKT N2
0 A o\ Z0nd AN
{ \ \‘__:.‘\ SN 3
| NG — \“,
7 =~ WS A
I
Tha Piophat \ b
I 1 TheAichranges
- De tromus
v . piab | Horonek
o HO)E -
- During the Action phase, if the total )
cost of cards you play is 8 or more, (BASSWE) Haranek's squad takes damage
draw 1 card and gain 3 8 immediately. only from combat.
WETHEY Gain X @ (X = the number of ACTIVEY Roll [A] to deal 31 to each adjacent
your bases on the map). terrain next to Haranek's squad.

- Only the printed Cost on the card is
counted. The effect still triggers if the
total is 8, even if you paid less due to
cost reductions.

- Your Headquarter counts as 1 base.

- Although Haranek's squad takes
damage only from combat,

it can still be targeted by other
control effects, such as Push.

- Also deals damage to all adjacent

squads, including your own Cystaas
squads (except Haranek's squad).

Yedu

The Incarnation

i
:\ \ -
i = ‘_-': \\\“\.r'
- WY X
L= Extraction MiLl ﬂmegac ucible Farbidden Templ.e

The Incainstian
Y € dU Each base gains +1 HP. You may r base When you gain a card,
together with E'—"-; sg_qgg._ you may place it on top

— () - —

1‘_.,,_ P —— of the draw pile instead.

(BASSI®) 1f Yedu's squad is adjacent to any
terrain with your base, both the
base and Yedu gain +1 HP.

AGTIVEY Pay 2 il to build a base on x 1 1 X
Extraction Mill  Omega Crucible Forbidden Temple
- Including a base on Yedu's squad - The Headquarter is also - When you move a squad, if a Base - Whenever you gain a card,
or multiple bases adjacent to him, considered a base. is on the same terrain as that squad, you may choose to place it in
each base and Yedu gain +1 HP. you may move the Base along with it. the discard pile or on top of

Ex. A base normally has 3 HP, - You cannot move the Base to a terrain the draw pile.

it will increase to 4 HP instead. that already has a Base or to an HQ.
- The Headquarter is also - The HQ cannot be moved.

considered a Base.



Cryvtaas Clgrifications

Faction Cards

Foreseen

Faction Cards

Solarium Trade

Faction Cards

Strategic Gain

Faction Cards

—

Mothership Zone

Faction Cards

FForeseen

Once per turn, draw 3 cards.

Solqpium liade

Discard 1 card, then gain il equal to its cost.

\ ) /
Suatedic Gyjn

Gain 1 card.

lothershjp Zonge

During combat on a terrain with your base:

o : L B2 o i » iw o 3 - “ o > < i j by
@, @ @ @ © @ ® @
=P TACTIC ~3 —5 TACTIC <%= N=/F~ | TACTIC ~2 N—LPx  TACTIC 2=
91,5541, Draw 3 cards from your Faction deck. L SN v+,

If adjacent to a terrain with your base: W+2. cancel all enemy Tactic card effects

and return them to their hand.

Use 1 as a Tactic card, then place Burn 1 card from your hand, then gain +2 5%,

the other 2 under the Faction deck.

- This card can stack. - You may choose to gain a card from - You cannot discard a card with - During the Action phase, you can

Ex: If 2 Mothership Zone cards are either the Central or Faction cards. an X cost symbol. use only one Foreseen card.

active, during combat on a terrain Place it in the discard pile. - If you discard a card with - However, you may use any number

with your Base, you gain +2 defend - After using this as a Tactic, place it  a Continue cost, gain minerals of Foreseen cards as Tactic cards.

and +4 damage. into your discard pile, following the based on its active cost (left side).

Tactic card rules.

Plasma Beam

Faction Cards

Atomic Radiation

Faction Cards

Plasma Shower

Faction Cards

Magnetic Field

Faction Cards

=

g g i
Plasma Begm
Choose a direction from your base,
then roll 2 [A] to deal £¥to

‘@ each terrain along the path. .’
=P TACTIC "=

= /
Magnetic Field

when an enemy squad moves into a terram

/ adjacent to your base, that player
: \ must discard 1 card. [ l
e e \-w

Choose an ensmy wit
base, then roll 2 [A] to deal i;i

H®“ TACTIC f‘@,

TACTIC TFTACTIC
W1, 1141 W1, 1141, L FS =SSN L ISR
Burn 1 card from your hand, then gain +2 3. then gain 1/, then gain 10 cancel all enemy Tactic card effects

and return them to their hand

- This card can stack. - The HQ is also considered a base. - Damage starts from the first terrain

Ex: If 2 Magnetic Field cards are adjacent to your base. Then, continue
active, an enemy must discard dealing damage in a straight line to all
2 cards per move instead. terrains in that direction until the path
- The HQ is also considered a base. ends. Also, deal damage to all squads
in those terrains, including your own
Crytaas squads.

- The HQ is also considered a base.

Royal Decree

Faction Cards

' Xf)‘rfﬁ

rw x

Once per turn, a Faction card you play

fere : during the Action phase z .
.‘@. costs 2 less. | :
BSE TACTIC ~22

Draw 3 cards from your Faction deck.
Use 1 as a Tactic card, then place
the other 2 under the Faction deck.

- During the Action phase, you can
use only one Royal Decree card.

- This effect cannot reduce the cost

of Starting or Central cards.

- However, you may use any number
of Royal Decree cards as Tactic cards.

Relocation

Faction Cards

.’"lf -
Relocation

Move any squad to any terrain,
and you may include the base.

(@) e

PACTIC
If adjacent to a terrain with your base: W+2.

/ %‘ i

¥+, 3141,

- This can be used even if this squad
has already placed a Command token.
- You may select how many units
move.

- You cannot move the Base to a terrain
that already has a Base or to an HQ.

- The HQ cannot be moved.
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