
play when an
adjacent enemy unit 

retreats or is 
eliminated

your attacking  
cyborg or laser 

runner may overrun

play after you 
roll an attack

reroll any of 
those dice

play when your 
cyborg or laser 

runner is attacked 
by an adjacent 

enemy

Make a 2-dice attack 
against that enemy 

before it rolls

this unit may attack 
an adjacent enemy 

with 4 dice

but it hits itself 
on rolls of 4

this unit may jump, 
then attack, then 

jump again

these units ignore 
minefields and

sentry guns

once of these units 
may sacrifice a 

figure to change its 
space to fortified 

or elevated terrain

play at the start 
of your turn

exchange this card 
with the one on top 
of the discard pile


