TACS ver 1.2

Tables 1, 2, 3, 4, 6

UNIT          CANNONS

    SIZ  ARM  V  L  M  H  MVMT  HP

 F   VS   L   0  1  0  0    3    1

DD    S   L   1  1  0  0    2    3

CA    M   M   0  1  1  0    2    6

DN    L   H   0  1  2  2    1   12

WS   VL   H   1  1  3  3    1   20

CV    L   M   0  2  1  0    2   10

ADT - 1 Very Light cannon

Hylar V Assault Laser - 1 Medium cannon

Assault Cannon - 1 Assault cannon

Table 8

ACCURACY

    --------UNIT--------

    F  DD  CA  DN/CV  WS

V   5

L   6   4   3    2     1

M   8   6   5    3     2

H   9   8   6    4     3

A  10   9   8    5     4

Table 10

PDS ACCURACY

     --------UNIT--------

     F  DD  CA  DN/CV  WS

D3   8   7   6    5     4

D2   8   7   6    5     4

D1   8   7   6    5     4

-0-  9   8   7    6     5

A1   9   8   7    6     5

A2   9   8   7    6     5

A3   9   8   7    6     5

DSC 10   9   8    7     6

Table 7

ATTRITION

     0   1   2   3   4   5   6   7   8

 F   0   1   -   -   -   -   -   -   -

DD   0   2   3   -   -   -   -   -   -

CA   0   3   6   -   -   -   -   -   -

DN   0   3   6   8  10  12   -   -   -

WS   0   3   6   9  12  14  16  18  20

CV   0   3   6  10   -   -   -   -   -

Table 9

POTENCY

    --ARMOR--    

    L   M   H

V   6

L   5   6   7

M   3   5   6

H   2   3   5

A   1   2   3

Table 11

PDS POTENCY

     --ARMOR--    

     L   M   H

D3   1   2   3

D2   2   3   4

D1   3   4   5

-0-  3   4   5

A1   4   5   6

A2   5   6   7

A3   6   7   8

DSC  6   7   8

Table 5

CANNON DAMAGE

V   1

L  1-3

M  2-6

H  4-10

A  7-15

New cards:

Battle Stations (4) - All ships in your fleet (including any PDS in range) receive +1 to accuracy combat rolls for one combat round.  Play: Immediately before any round of Space Combat.

Chain Reaction (4) - Double the amount of damage a ship receives.  Play: Immediately after a ship has been damaged in a Space Battle.

Emergency Propulsion (2) - Move to any empty zone in the system.  Play: During Movement step of any Space Battle round.

Minesweepers (2) - Discard 1 Space Mine.  Play: Immediately after activating a system containing a Space Mine.

Risky Attack (1) - Your ships may enter the system in any zone.  Play: Immediately after moving ships into a system containing an enemy fleet.

Strategic Redeployment (5) - You may freely rearrange your ships in one system.  Play: As an action.  Note: Each player starts with one of these Action Cards.

Revised cards (TACS):

Advanced Reinforcements - Assign two promotions to any Ground Force.  Play: As an action.

Courageous to the End - Fire all cannons that were functioning this combat round once more.  Play: Immediately after one of your ships is destroyed.

Direct Hit (2, instead of 4)
Emergency Repairs - Repair all ships in one system (restoring up to 1/2 of total hit points; e.g. 6 points for a DN).  Play: After a combat round.

Faulty Targeting Systems - Force one opponent to reroll one PDS roll.  Play: At any time.

Fighter Prototype (2, instead of 1) - Choose one Fighter.  That Fighter's Light cannon now does the same damage as a Medium cannon.  That Fighter also receives 2 hit points.  Play: As an action.

First Strike (4, instead of 2) - Choose two Ground Forces.  Each may roll one combat die.  The target may not return fire.  Play: Immediately before an Invasion Combat in which you are participating.

Flanking Tactic (3, instead of 2) - All enemy ships receive -1 to their accuracy combat rolls for one combat round.  Play: Immediately before any round of a Space Battle.

Friendly Fire - For one combat round, any time an enemy ship rolls 1-3 on accuracy combat rolls, the shot hits another enemy ship instead of one of yours, to be followed by subsequent potency roll.  Play: Immediately before any round of a Space Battle.

Into the Breach - Choose one Dreadnought.  All ships in fleet with that DN receive +1 on accuracy combat rolls for duration of battle, as long as DN is one of the fleet's ships that is closest to the planet.  Play: Immediately before any Space Battle.

Morale Boost (4, instead of 5) - All Ground Forces receive +1 to all combat rolls for one combat round.  Play: Immediately before any round of an Invasion Combat.

Privateers - Take 1 Trade Good from each opponent.  Play: As an action.

Recheck (8, instead of 4)

Transport (4, instead of 1)

Revised cards (Mindstorm):

Bribery - Add 1 vote to each agenda you vote for.  Play: Immediately before your votes are submitted.

Determine Policy - Replace your proposed agenda with any card from the Political Card deck.  This card must be selected.  Play: Immediately after Assembly has been activated.

Discredit - Choose one player's votes for one agenda.  Nullify those votes.  Play: Immediately after all votes have been revealed.

Fantastic Rhetoric - Gain 10 additional votes for one agenda.  Play: Immediately before your votes are submitted.

Thugs - Choose one player.  That player may not vote on any agendas this round.  Play: Immediately after agendas are chosen.

Removed cards:

Council Dissolved

Enhanced Armor

Rule by Terror

Sabotage

Target Their Flagship!

