
NEURAL�MOTIVATOR


You may draw one additional Action Card every Draw Action Cards Segment.








REQUIRES:


Stasis Capsules ( OR ( Micro Technology





X-89 BACTERIAL WEAPON


A Dreadnought may use this option before bombarding. Immediately destroy all enemy Ground Forces on a planet. Then discard all of your Action Cards.


REQUIRES:


Neural Motivator ( AND ( Assault Cannon





DEEP SPACE CANNON


During your Space Combat Segment, each of your P.D.S. may fire once at an enemy fleet in an adjacent system.


REQUIRES:


Hylar V Assault Laser





MAGEN�DEFENSE GRID


All your P.D.S. gain +1 on all rolls, and all defending Ground Forces on a system with a P.D.S. grain +1 during Invasion Combat.


REQUIRES:


Deep Space Cannon





ASSAULT CANNON


Before any combat begins, your participating Dreadnoughts may each fire one shot. Your opponent must remove these casualties immediately with no defense.


REQUIRES:


Deep Space Cannon�( AND ( Cybernetics





GRAVITON NEGATOR


Your Dreadnoughts may bombard planets that contain P.D.S. Fighters may participate in Invasion Combat like Ground Forces. Surviving Fighters are returned to space after Combat. Fighters cannot establish control over a conquered planet.


REQUIRES:


Assault Cannon ( OR ( Dacxive Animators





HYLAR V�ASSAULT LASER


All of your Cruisers now receive +1 in battle.











REQUIRES:


[No Technology Required]





TYPE IV DRIVE


All of your Cruisers and Dreadnoughts now receive +1 movement.











REQUIRES:


XRD Transporter ( AND ( Neural Motivator





DACXIVE ANIMATORS


If you win an Invasion Combat, roll once for every Ground Force killed (yours and your opponent’s). For every roll of 9 or 10, place one new Ground Force Unit on the planet.


REQUIRES:


Neural Motivator








INTEGRATED ECONOMY


You may place your newly purchased units directly on the board during the Buy New Units Segment.





REQUIRES:


Micro Technology ( AND ( Cybernetics





LIGHT / WAVE DEFLECTOR


All of your ships may move through systems containing enemy ships.








REQUIRES:


XRD Transporter ( AND ( Magen Defense Grid





TRANSIT DIODES


Immediately before your Movement Segment, you may move up to three Ground Forces from any one of your planets to another.





REQUIRES:


Light / Wave Deflector�( OR ( Dacxive Animators





XRD�TRANSPORTER


All of your Carriers now receive +1 movement.











REQUIRES:


Anti-mass Deflectors





SPATIAL JUMP


Before your Movement Segment, you may nominate one fleet to go anywhere in the galaxy. After the Jump, roll for every ship. On a 8, 9, or 10, the ship is lost and destroyed.


REQUIRES:


Type IV Drive





SARWEEN TOOLS


Each of your planets receives +1 Resources.














REQUIRES:


Enviro Compensator





CYBERNETICS


All of your Fighters now receive +1 during Space Battles.














REQUIRES:


Stasis Capsules ( OR ( Anti-mass Deflectors





MICRO TECHNOLOGY


All of your Trade Agreements generate 3 additional credits for you.








REQUIRES:


Stasis Capsules ( OR ( Sarween Tools





STASIS CAPSULES


Your Cruisers and Dreadnoughts may now carry one Ground Force each.











REQUIRES:


Enviro Compensator





ANTI-MASS DEFLECTORS


All of your ships may move through Asteroid Fields, but may never end their move in an Asteroid Field.





REQUIRES:


[No Technology Required]





ENVIRO COMPENSATOR


Gain one Influence for every Space Dock your own.











REQUIRES:


[No Technology Required]





STRATEGIC�MATHEMATICS


Immediately after winning a Space Combat, half (round down) of your participating Cruisers may immediately move into an adjacent unoccupied system


REQUIRES:


Assault Cannon�( AND ( XDR Transporter





GRAVITON�LASER SYSTEM


Your cost for P.D.S. is now 5 credits per P.D.S.











REQUIRES:


Deep Space Cannon





GEN SYNTHESIS


During the Place New Units Phase, you may purchase and place one Ground Force unit on each of your planets that does not contain a spacedock. No more than one Ground Force per planet may be produced in this manner per turn.


REQUIRES:


Cybernetics





SHUTTLE LOGISTICS


Immediately before your Space Battles Segment, unless there are enemy ships present in any of the Systems involved, each of your Ground Forces may move once from a friendly planet to another friendly planet in the same or an adjacent system.


REQUIRES:


Cybernetics –AND –


Graviton Negator














