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Overview 
 

Space Infantry (SI) is a solitaire game of squad-level 

combat in the future. In Space Infantry you control a 

team of 8/10 soldiers on a series of missions that can 

be played individually or as a campaign.  Each mission 

takes about 20 minutes to complete. 

 

Rules version 0.9.0b (27/02/2010) – BASIC RULES 
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1 Game components 
 

• This rules booklet 

• 6 Mission Sheets 

• One Troop Roster 

• 5 Enemy sheets 

• About 60 counters to be printed and cut 

 

2 Key Elements and Concepts 

2.1 Nodes 

 

The mission map is composed of a set of linked nodes. 

A standard node is described by two sets of 

information: 

 - Node Requirements 

 - Events 

Special nodes are marked with icons or labels: the 

starting node in each mission is marked with the label 

Start 

 

 

The node requirements define the Skill used to 

resolve the node and the number of Success Levels 

required. 

 

Example: the requirement "Climb �" for a node 

means that you need to activate a Unit with 

the Climb skill and accumulate 2 Success 

Levels. 

 

The Event string describes the events that can 

possibly occur while your team is located on the node. 

The most common event is an Enemy Check, while 

some nodes can include some special events.   

 

Enemy Checks are described in the format: 

<range>/<encounter class>, where  

Range:  the result on a dice roll that triggers the 

event. A range of “Auto” means that the 

event is always triggered when you reach 

the node. See below for the range format. 

Encounter class: is a letter from A (casual event) 

to C (hive/enemy camp) defining the 

expected enemy presence. 

 

Example: the event string “6/A” means that with a 

result of 6 a class A encounter will occur. An 

event string of 4+/B means that with a result 

of 4,5 or 6 a class event B will occur. 

 

2.2 Units 

 

Units are described by the following attributes: 

� Unit Name 

� Unit cost (used in the Team Selection phase) 

� Wounds 

� Available skills: each skill name is associated with 

a skill level (a number from 2 to 6: lower skill 

levers are better). Some units have more than 

one skill level for the same skill. 

 

Skill Name

Unit Cost

UnitName

Wounds

Skill Level

 
Basic Unit example 

There are two type of units: 

� Basic units 

� Special Unit 

 

Skill Name

Success Levels

Event (Enemy Check)
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Basic units have a blue background, while Special 

units are have a brown rectangle. 

 

 
Specialist Unit example 

 

Basic units will provide the core combat and 

movement capabilities to your team, while Special 

units will add some specific skills (like Demolitions). 

Special units have some limitations during combat. 

 

Enemy units are described with 

� Unit Name 

� Wounds 

� Attack skills: each skill name is associated with a 

skill level (a number from 2 to 6). If more than a 

skill level is present, then the enemy is capable of 

multiple attacks. 

� Special Attributes 

 

Enemy
Name

Wounds
Skill Name

Skill Level

Armor

Multiple
Attacks

 
Special attributes are described in detail in the Enemy 

Sheet. 

 

 

2.3 Random Number Generation 

 

Put all the counters marked with 0..6 

and the marker labeled with “+”(20 

counter total) in an opaque cup. 

  

To generate a Random # pick one of the chits in the 

pool: if the chit is marked with the "+" character pick 

two additional chits and sum the values, otherwise 

use the value marked on the chit.  

 

2.4 Range of values 

 

A Range of values is specified with the following 

formats: 

Z (example 6): the range check is successful if the 

random # is equal to Z 

X+ (example 2+): the range check is successful if the 

random # is greater or equal to the value X.  

X- (example 1-): the range check is successful if the 

random # is less or equal to the value X.  

X-Y (example 1-2): the range check is successful if the 

random # is greater or equal to the value X and less 

or equal to the value Y. 

Auto: the range check is always successful.  

 

3 Game Overview 
 

To start a new game: 

 

� select a Mission 

� select the Team 

� select the Resources 

� start the Operations phase 

� execute the End Mission procedure 

when the Mission is completed or is 

aborted 

 

3.1 Mission Selection 

 

Simply select one of the available missions: the 

mission’s objective is described in the Mission 
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Briefing panel. In the Mission Briefing you will also 

find the special rules for the mission. 

Select one random Enemy Sheet: this represents the 

expected enemy forces during the mission. 

 

3.2 Team Selection 

 

On the basis of the selected Mission (and on the 

expected enemy forces) you must choose the team 

members:  you have a budget of 110 points to create 

your team. The Team Leader is the only mandatory 

unit (at no cost): the mission sheet could include 

some recommended units. 

 You can select any combination of Basic and Special 

units, provided that the sum of the 

unit costs is less or equal to 110 

points; exception: the Medic 

specialist can be selected only when 

using the Advanced Rules (see 9.0). 

Place the selected unit cards near to 

the Mission sheet. 

 

Once you’ve selected your Team, mark the position 

of your units on the map using the Team A counter. 

 

3.3 Resources selection 

 

On the basis of the selected Mission and on your 

team capabilities you can now select up to 8 

resources: see chapter 6.0 for more details about the 

type and usage of the resources. Put the selected 

resource counters in the Resource area of the Turn 

Track Sheet. 

 

3.4 Operations phase 

 

During the Operations Phase you will activate your 

Team Members to advance in the mission map; to 

move to a new (unexplored) node you must satisfy its 

requirements (accumulate Success Levels on the Skill 

specified in the node description).  

When the activation of your team is concluded, you 

check for any event on the node. 

This phase will continue until the Mission is 

concluded (the objectives have been met) or is 

aborted (you reach the last box in the Turn track): the 

Operations Phase is described on Chapter 4.0. 

 

3.5 End Mission procedure 

 

Allocate Experience Points to the units that survived 

the mission. Use Experience Points to increase the 

units attributes. See Chapter 6.0 for the details. 

 

4 Operations Phase 
 

Repeat the following sequence until the mission is 

completed (all the mission objectives have been met) 

or aborted (you reach the last box in the Turn track): 

 

- Advance Turn  (4.1) 

- Actions sub phase (4.2) 

- End Turn  (4.3) 

 

4.1 Advance Turn 

 

If this is the first turn, put the Time marker 

in the mark the box with the labeled ‘30’ in 

the Turn Track (unless specified otherwise 

by the Mission Sheet). 

If this is not the first turn, move the Time Marker to 

the next box in track: if you’ve already reached the 

Turn marked ‘1’ the mission is aborted. 

 

4.2 Actions sub phase 

 

The first step of the Action Phase is the generation of 

Command Points (Advanced Rules only, see 9.1). 

 

You then have two options 

 

� Attempt to resolve a new node (4.2.A) 

� Move to an explored node (4.2.B) 
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If for any reason you want to stay in the current  

node without attempting to resolve a new node, use 

the sequence for 4.2.A. 

4.2.A Attempt to Resolve a new 

Node  

 

Proceed following the sequence: 

 

4.2.A.1  Node resolution 

4.2.A.2  Success Level Determination 

4.2.A.3  Event Check  

4.2.A.1 Node Resolution  

 

1) Activate your units: place a random chit on 

every unit you want to activate; the random 

# placed on a unit represents the Actions 

Points (AP) available in this turn for the unit. 

2) Determine how many Success Levels have 

been generated with the AP allocation 

3) If the accumulated Success Levels are 

greater or equal to the Node Requirements 

you can move your team to the node (mark 

your new position on the map accordingly), 

otherwise mark on the targeted node the 

accumulated Success Levels. 

 

4.2.A.2 Success Level Determination 

(Skill Check) 

 

When you put a Random # Chit on a unit you 

determine how many Action Points (AP) are available 

this turn to the unit; AP must be allocated to a single 

Skill: divide the AP value by the unit’s Skill Level to 

determine the number of Success Levels gained by 

the Unit, discarding any fraction. If a unit has more 

than one Skill Level, place a number of chits equal to 

the number of Skill Levels and proceed as usual: add 

the total of Success Levels gained for each Skill Level 

 

Example (I): A Unit with a Demolitions � Skill is 

activated. A Random # Chit is drawn, obtaining a 

result of 4 AP. The Success Levels gained are: 

4/3=1. 

 

Unskilled check: if the node requirements refer to a 

skill that is not available (no unit in the team has such 

a skill) you can try gain one Success Level with a 

result of 6+: Command Points (see below) cannot be 

used to modify this roll while Intelligence Resources 

can be spent. Only a single attempt can be made per 

turn. 

 

Command 

The Team Leader can influence the operation of its 

squad members using his Command Skill (this 

represents coordination, support and control during 

the members' action): during each combat turn you 

can allocate AP to the Team Leader and determine 

how many Success Levels have been gained for its 

Command Skill. Every Success Level gained with the 

Command Skill check can be used to increase the AP 

of a single Skill Check, with the exception of skills 

marked with an asterisks that cannot be influenced 

by the Team Leader. 

 

Example (I): A Leader with a Command (3) Skill is 

activated. A Random # Chit is drawn, 

obtaining a result of 5 AP. The Success Levels 

gained are: 5/3=1. The Leader can add one 

Command Points to any Skill Check in this 

turn. A Unit with a Fire � Skill has been 

activated in this turn. A Random # Chit is 

drawn, obtaining a result of 2 AP. The 

Success Levels gained are: 2/3=0. Using the 

Command Point generated previously, the 

Success Levels gained are: [2 (unit AP) +1 

(Leader CP)] / 3 (skill value)=1 
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4.2.A.3 Event Check 

 

If your team is located on a node where an event is 

not yet occurred you must check for an 

Event/Encounter occurrence: if an event/encounter 

already occurred in the current  node skip this phase. 

 

Every node normally includes one of the following 

pieces of information: 

o Event occurrence: an event occurrence is 

marked with the string (E); pick a random #: 

if the value is in the range specified in the 

event occurrence resolve the event using the 

special rules found in the Mission Briefing. 

o Enemy Check: enemy checks are described 

in the format: <range>/<encounter class>, 

where encounter class is a letter from A 

(casual event) to C (hive/enemy camp) 

defining the expected enemy presence.  

 

Events (including encounters) are unique, i.e. they 

can occur only once during the game: as already 

stated, if your team is located on a node where the 

event/encounter is already occurred you don’t’ have 

to make any additional check (simply skip this phase). 

At the same time, if your team is still on a node 

where an event/encounter did not occur, you must 

check every turn. 

 

Events occur always in the current node: this means 

that if you weren’t able to complete the node 

requirements you have to check using the event string 

of the node were you started the Operation Phase: 

once you complete the node requirements you move 

to the target node and hence you will execute the 

check using the Event string of the new node. 

 

Enemy Checks 
 

Enemy checks are described in the format: 

<range>/<encounter class>. To resolve an Enemy 

Check pick a random chit: if the value is in the range 

specified in the event description an encounter 

occurs, otherwise the turn is completed 

 

When an encounter occurs you must 

o determine the composition of the enemy 

forces 

o start the Combat phase 

 

To determine the composition of the enemy forces 

pick a random chit: use this value in the Enemy 

Presence Table (in the Enemy Sheet), cross-

referencing the # in the column specified by the 

encounter class. 

The encounter class S refers to a special enemy, 

whose attributes are described on the Mission sheet. 

 

Example. The current node contains the string 

“5+/A”: this is a standard Enemy Check; a 

random chit  is placed on the node with a 

result of 6; since 6 is in the range (5+) of the 

event, en enemy encounter occurred: the 

Column A is selected in the Enemy Presence 

Table to determine the enemy force 

composition; pick another random chit to 

define the enemy forces and then initiate 

the Combat. 

 

If a number is present after the class of the event, 

modify the random # to determine the enemy forces 

accordingly. 

 

4.2.B Movement to an explored 

node 

 

If you want to move your team to a previously 

explored node, pick a random #:  

- on a result of 0 a class A encounter occurs: 

resolve the encounter normally. 

- on a result of 1-5 you can move your team to 

the node without any hostile encounter 

- on a result of 6+ the move is very easy (you're 

using a shortcut or the area is strongly 

secured): move the Time marker to the 

previous box in the Turn Track. 

 

Regardless the result, move your team to the 

explored node (mark your new position on the map 

accordingly).  This ends the Action sub phase. 

 



Space Infantry – basic Rules 

 

7 

4.3 End Turn 

 

If your team is located on a node that includes a 

Resource Cache you can check for the # of resources 

available here (see 6.3 for more details) . 

 

 

5 Combat Phase 
 

During combat you must repeat the following 

sequence until the enemy is eliminated or you team 

is defeated: 

 

� Determine Command Points (Advanced 

Rules only, see 9.1) 

� Determine combat range 

� Allocate Action Points to your units and to 

the enemies 

� Resolve attacks 

 

This sequence constitutes a Combat Round. 

5.1 Combat Range 

 

During combat, friendly and enemy units move on the 

terrain trying to get the best location to attack: the overall 

result of this tactical movement is determined with a roll on 

the Range Table on the Enemy Sheet. “Melee” distance 

represents here a short range combat while “Fire” distance 

stands for long range combat. 

 

The first step of a Combat turn is the determination 

of the combat range: pick a random # and consult the 

Range Table on the Enemy Sheet, using the column 

relative to the current range. If this is the first combat 

turn, use the special column “Set” to determine the 

range. The possible results are: 

 

� ‘M’:  Melee range 

� ‘F’: Fire range 

 

The random # can be modified by some special 

attributes of the enemy; you can also influence this 

roll by using your Team Leader command capabilities: 

allocate AP to the Team Leader normally: the CP 

gained can be used as a positive or negative modifier 

to the random # used to determine the range. 

 

5.2 Action Points allocation 

 

After determining the range, you must allocate AP to 

every unit involved in the Combat:  

� Put a random chit on every friendly 

Basic Unit: Special Units can 

participate in the combat only if (1) 

there are more than four enemies or 

(2) less than three Basic Units are 

present (excluding the Team Leader). 

For each unit with multiple Skill Levels place 

a number of chits equal to the number of 

the skill levels present. 

� Put a random Chit for every enemy unit still 

active: place the chit inside the box of the 

active enemy unit type. Some Enemies have 

multiple attacks available (multiple Skill 

Levels for the Melee or Fire skill): in this case 

place a number of chits equal to the number 

of the attacks available to the enemy. 

 

Example (I): A Flesh Eater Queen has a ‘3’ and ‘4’ 

Melee Skill Levels; when activated in Melee, 

this enemy will receive two random chits. 

 

 

5.3 Attack Resolution 

 

Unless specified otherwise, attack resolution is 

simultaneous (exception: Ambush, see 5.4).  

 

Every unit involved in the combat will use the Melee 

or Fire skill depending on the current combat range: 

determine the Success Levels gained on the Melee or 

Fire skill (considering any special attack for the 

current unit). Every Success Level gained represents a 

potential wound to an adversary: allocate wounds 

using the following schema 

 

� Wounds to enemy units: you can allocate a 

maximum of half (rounded down) of the 

Special Units can 
participate to the 
combat only if there 
are 4+ enemies or 
two or less Basic 

Units. 
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total number of wounds to a single enemy 

unit; the rest of the wounds must be 

allocated equally among the other enemies. 

� Wounds to friendly units: you can freely 

allocate the wounds to your units. 

 

 

Mark a wound on the enemy or friendly unit box: if 

the last wound is marked on a unit, then the unit is 

out of combat. 

 

Example (I): Combat Range is Melee, and the only 

enemy left is a Flash Eater Queen with ‘3’ 

and ‘4’ as Melee Skill Levels; the Queen 

received two chits in the Action Points 

allocation phase, getting ‘2’ and ‘5’ AP: the 

first attack caused no damage (2 AP vs 3 skill 

level), while the second attack is successful 

(5 AP vs 4). 

 

Armor: some units have one or more Armor Icons on 

their box to represent both special physical defenses 

and/or the difficulty in targeting the unit (speed, 

camouflage, invisibility). When you allocate a wound 

on a unit equipped with Armor, pick a random #: on a 

result of 4+ the wound is denied (absorbed by the 

armor): a unit can use its Armor bonus on a number 

of wounds equal to the number of Armor icons. 

Armor cannot be used against a weapon with the 

Armor Piercing trait. 

 

Example:  An Alien Queen with 2 Armor icons 

suffers 3 wounds: one wound is 

automatically inflicted (3 wounds-2 Armor 

icons=1 wound); for the two remaining 

wounds (corresponding to the two Armor 

icons) you pick a random #: the results are 

‘2’ and ‘5’, so one additional wound (the ‘2’ 

result) is inflicted to the Queen. 

 

5.4 Ambush 

 

If one side has gained the Ambush tactical advantage, 

in the First round of combat this side will resolve the 

attacks before the adversary (i.e. only the surviving 

units will be able to fight back). 

 

6 Resources 
 

Resources represent special equipment, intelligence 

and/or support available during the mission: 

resources are selected at the beginning of a new 

mission and then are “spent” during the game. Some 

nodes make it possible to get additional resources 

during the game. Up to eight resources can be 

assigned to your team: put the corresponding 

counters on the Turn Track to keep track of the 

available resources. 

 

Resources can be utilized in any moment during the 

game: as an example a MediKit can be used to negate 

one fatal wound. 

 

 

6.1 Resource description 

 

The following resource types are available: 

 

- Grenades [G]: during a round of Combat, if the 

range is Melee you can spend one Grenade to 

cause additional damage to your opponents. 

Pick a random #: the random value represents 

the amount of additional wounds inflicted to 

the enemy group. The grenade effect can be 

freely distributed using the standard rules: 

Armor effect is determined using the usual 

procedure. 

 

- MediKits [M]: you can spend one MediKit 

to negate a wound on a team member; 

during a Mission, each team member can 

utilize a number of MediKits equal to the 

number of wounds: each time you spend a 

MediKit put a  Treated Wound counter on the 

character. 

 

- Intelligence [I]: this represents additional 

information about the mission areas. You can 

spend one Intelligence point during the Node 

Resolution Phase to gain two automatic 
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Success Levels, regardless of the standard skill 

check. Alternatively, in the first round of 

Combat only, you can spend one Intelligence 

point to gain an Ambush tactical advantage 

(see 5.4). 

 

- Stymo-Packs [S]: at any time during Combat, 

you can spend one StymoPack to increase the 

melee skill of one Team Member. When you 

spend a StymoPack, the target unit receives a 

+2AP in Melee for the rest of the current 

combat (place the StymoPack counter on the 

unit as a reminder); at the same time every 

Success Level while on Melee will cause 2 

wounds. 

 

- Demo Charges [D]: a Demo Charge can be 

used only by an Engineer, Technician or 

Demolition specialist on a node with 

“Demolition X” requirements. Once you use a 

Demo Charge pick a random #: on any result of 

2+ the Demo Charge detonates successfully 

and completes the node requirements (i.e. 

you can move your team on the target node). 

 

6.2 Initial Resources Selection 

 

After the selection of the Team, you can pick eight 

initial resources available to your team: any 

combination of the available resources is permitted; 

place the counters of the selected Resources on the 

Turn Track. 

6.3 Resource Caches 

 

Some nodes include a special icon to mark the 

presence of a Resource Cache: Resource Caches 

represents locations where you can “refill” your 

resources (ammunition crates, useful files on a 

computer…) up to the maximum of 8 resources: a 

letter in the icon defines the type of Resource 

available in the Cache 

 

After the Events phase, if your team is located on a 

node that includes a Resource Cache, pick one 

random # and subtract 1 from the resulting #: this is 

the amount of resources of the type specified in the 

Resource Cache icon that can be found in this node; 

mark these resources in the Mission Sheet (you can 

obviously swap owned resources with the new ones). 

Each Cache can be used only once: mark the Cache 

icon to represent its “depleted” status. 

 

Example:  the team is on a node with a [G] 

Resource Cache (Grenades); after the events 

phase you pick a random chit, getting a 

result of 4: you must subtract 1 from this 

value so you’ve found 4-1=3 additional 

Grenades. The Cache is then marked (put a 

cross on it) to represent its “depletion”. 

 

 

7 End Mission 
 

If the mission was successfully completed, allocate 

three Experience Points (EP) to every unit that 

survived: if the mission was aborted allocate one EP 

to every unit. Freely allocate one additional EP to a 

single unit as a special bonus. 

 

EP can be used to increase the unit attributes using 

the following table: 

 

8 Vehicles 
Some missions will allow your squad the use of the 

All-Terrain Rhino, the standard vehicle of the Space 

Infantry regiments. 

 

Resource Cache Example: 

Intelligence 

Current Skill Level Next Skill Level EP required 

6 5 3 

5 4 5 

4 3 9 

3 2 15 
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Each Rhino is managed by two intrinsic team 

members, a Pilot and a Gunner whose skills are 

included in the Rhino description. 

On every node marked as an “outside node” in the 

Map, you can decide if your team is inside or outside 

the Rhino. If a Team is inside the Rhino, its members 

cannot use any of their skills except Command and 

Communications. Any damage inflicted during the 

Combat while inside a Rhino is always allocated to 

the Rhino. Ignore any excess damage if the Rhino is 

destroyed. If your team is outside the Rhino, consider 

the Rhino as an additional team member: when 

allocating wounds while outside the Rhino,  at  least 

half of the wounds (rounded up) must be allocated to 

the team members (this is an exception to the 

standard procedure). You can embark/disembark  

from the Rhino during combat by spending 1CP: the 

Leader can only use its Command Points for this 

maneuver regardless of the result. 

 

Special Rules applying to the Rhino: 

o The +1 Communications attribute means 

that every Communications skill executed 

while your team is inside the Rhino benefits 

of a +1 AP (due to the Rhino equipment) 

o Gunnery skill: this represents the attributes 

of the Rhino Gunner. During the Combat 

Phase, you can allocate AP to this skill as for 

the standard rules. The damage inflicted by 

the Rhino machineguns is classified as Armor 

Piercing, hence the target enemy cannot use 

its Armor to reduce the damage. 

 

When you move from indoor to an outside node you 

can immediately use the Rhino regardless of the node 

where you left it (the communication about the new 

coordinates of the team occurs automatically). This 

means also that if you move from indoor to an 

external location, you will be able to execute the 

Event check (if any) while Inside the Rhino. 

9 Optional Rules 

9.1 Hard fight 

Instead of checking for the enemy presence after the 

Operations Phase, you can execute this check before 

this Phase: only if there was no enemy contact you 

can proceed with the Operation Phase (in other 

words, you cannot proceed with the node resolution 

if involved on a combat in the current turn). 

 

9.2 No Intelligence 

Instead of determining the enemy type in the Mission 

Select ion Phase, you can pick a random Enemy Sheet 

only at the very first contact with the enemy; this 

obviously will make harder your mission since you 

must select your team members without intelligence 

on the enemy nature. 

 

9.3 Using Dice 

Instead of using the chits provided with the game you 

can use a standard die to generate random rolls: this 

will slightly change the probability curve (you can 

only generate a number from 1 to 6) but without a 

significant impact on the game. If you need to 

differentiate between the 0 and 1 results use the 

following procedure: when you roll a natural 1, roll a 

die a second time; on a result of 1-2 consider the 

result as a 0, otherwise consider the result as 1. 
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9.4 Random Resources 

With this optional rule, the Resource Cache type is 

not known: when you reach a node with a Resource 

Cache, ignore the resource type in the icon and 

instead pick a random # and consult the following 

table: 

 

0-2 Grenades [G] 

3-4 Intelligence [I] 

5 MediKits [M] 

6 Stymo-Packs [S] 

9.5 Difficulty Levels 

 

Level Initial Pts for 

the Team 

Selection 

Phase (3.2) 

Max 

Resources 

EPT 

modifier 

Easy 130 10 -1 

Normal 110 8 0 

Hard 90 6 +1 

Nightmare 80 4 +2 

 

Unless you’re already at Hard level, every three 

successful Missions you should move to the 

successive difficulty level. 

 

The EPT modifier is used when picking a random # 

and consulting the Enemy Presence Table to 

determine the enemy forces. 

 

When playing at Hard or Nightmare level  two 

additional restrictions apply: 

• Wounds can only be allocated to units that 

were involved in combat (i.e. you cannot 

sacrifice a Specialist that didn’t participate to 

the combat) 

• Max 3 units can fight against a single enemy  
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10 Counters Description 
 

 

Team A Marker 

 

Wound 

 

Treated Wound (can’t be negated 

using a MediKit) 

 

Accumulated Success Levels 

 

Resource (MediKit) 

 

Random Chit 

 

Ammo counter, used t o keep 

track of the current Ammo level 

(Optional rules) 

 

Multi-purpose counter: as an 

example you can use it to mark 

depleted resource caches, or 

explored nodes 

 

10.1 Special Counters 

 

Some missions (ex. Mission 007) require to place some 

Special Counters on the map on the nodes marked with a ?. 

 

Special counters are two-sided markers with a common 

front  image: 

 

 
Front 

 
Back 

 

 

The back side contains a Letter and some additional info. 

 

The Mission Sheet will specify which counters must be 

placed and the effect corresponding the letter. 

 

Place the special counters on the map so that the front 

image is visible: until you move to the node you consider 

the node as a normal one with “Advance 3” as requirement. 

 

Once you move on the mode you flip the counter revealing 

the letter: the Mission Sheet will describe the effect 

corresponding to the counter. 

 

 


