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When a player's personnel begin a mission attempt with five or less
personnel, the player to the left of that player may draw six extra
dilemmas and spend six exira on dilemmas.

Transport unusual castaway fo nearby colony.

When a player’s personnel begin a mission atiempt with five or less
personnel, the player to the left of that player may draw six extra
dilemmas and spend six exira on dilemmas.

Transport unusual castaway fo nearby colony.

When you play this event, it is cost—1 for each dilemma

beneath your @ missions. Plays in your core. When any

number of your @ personnel are about to be stopped by a

dilemma, you may destroy this event to prevent tﬁut. |
“Qur transdimensional friend, the one we found in the pod? | had
quite a few hours o study his physiology. Let's hape my memory
seives me well.”
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Any affiliation may attempt this mission.
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To play this interrupt, you must command three @ personnel.
When a personnel you command but do not own is facing a
dilemma, lose 5 points fo prevent and overcome that dilemma.
Remove this interrupt from the game.

“We're no longer just fighting the Borg, we're fighting the life

experience they ve stolen from Captain Picard. Now, Zow the

ell do we defeat an enemy that knows us befter than we

- know ourselves?” 3

To play this interrupt, you must command three @ personnel.
When a personnel you command but do not own is facing a
dilemma, lose 5 poinis fo prevent and overcome that dilemma.
Remove this interrupt from the game.

“We’re no longer just fighting the Borg, we're fighting the life

experience they ve stolen from Captain Picard. Now, iow the

Hell o we defea an enemy that knows us befter tan we (4
-~ know ourselves?” B

To play this interrupt, you must command a completed

@ space mission and three & personnel. You may only

play one copy of this interrupt each furn. When you play this

interrupt, if you command a planet mission, lose 5 points.

Order — Unstop each of your stopped personnel at a

@ space mission. Remove this interrupt from the game.
“Somewhere, along this journey, well find a way back.” =%
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@Engineer @Exobiology @ Programming

@Transporters

Order — Stop this personnel fo beam any number of your
% stopped personnel at this mission. Discard a card from the

top of your deck for each personnel beamed this way.

“That's Law 36: You gotta go with what works. . .. Every time | leam
something essential, | make up a law about it so | never forget.”
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Order — Place this personnel on the botiom of her owner’s

deck and discard four cards from the top of your deck fo take E

up to four cards from your discard pile and shuffle them into
your deck.
Tist: Auxiliary prazessor of Unimatrix Zemﬂne

| @Anthropology @Biology @ Medical

@Programming @Treachery
When you play this personnel, he is cost +2 for each planet

% mission you command. While this personnel is facing a

dilemma, you may lose 5 points to download an inferrupt.
You may do this only once each turn.
“I always had this alorm in my head. ..”
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