
 
Economy 

Free Trade Agreement (Players can trade 
one resource unit with a willing player 
(or ‘bank’ if solo) 

Industrialization (Each base provides a +2 
bonus during the production phase) 

Stockpile (When taking an action that 
costs resources that you have,    . 
on a 5+ you save 1 unit of   . 
 resource of your choice)    . 
 

 

 
 

Nanite Research 
Insidious (Able to attack other   . 
nanites or military units) 

Self-replicating (On a 5+ you save 1 unit 
of resource of your choice when creating 
or moving nanites (Benefit stacks with 
‘Stockpile’) 

Resilient (They gain a +1 bonus on 
defense. Also, on defeat, on a 5+ they 
remain present on the tile) 

Military Research 
Nano-Shield (+2 to defence rolls against 
Nanite attacks) 

Heavy Weapons (Able to attack from 
adjacent tile at -1 to attack) 

        Jump Jets (Military units able to 
     move two consecutive tiles in one 
         turn at the cost of a single 
             movement. 
 
 
 
 

 
Inhumanity 

            Optimization (AI is able to move a 
single nanite or unit one space each turn 
without charge) 

Relentless (AI attacks at +1 power) 

Resistance is Futile (Bases that are in 
direct contact with the AI’s bases 
through enemy nanites suffer 1d6 
humanity power each round of contact) 
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