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REGISTER

A player’s Register lists its Paragon, Combat Potential, SP, Agenda 
Progress, Strategic Assets, and units that are available to them when 
building an army for a Tours of Duty game. The Register also tracks the 
player’s progress in their current Story Arc and their army’s Reputation.

PARTS OF A REGISTER

Register Name: The Register’s Name.

Reputation: The Register’s Reputation tracker.

Combat Potential: The Register’s Combat Potential.

Combat Potential Spent: The sum of all Unit Cards and Upgrade Cards 
on that Register’s Dossiers. 

Supply Points (SP): The Register’s Supply Points.

Strategic Assets: The Register’s Strategic Assets.

Story Arc: The Register’s current Story Arc.

Agenda Progress: The Register’s Agenda Progress tracker.

DOSSIERS

Each time a player adds a unit to their Register, they fill out a Dossier 
for that unit. A Dossier lists a unit’s name, available upgrades, 
Commendations, and Setbacks, as well as tracks their Experience and 
Veteran Rank.

PARTS OF A DOSSIER

Dossier Name: Make a creative name for this specific unit. 

Unit Name: The unit's name as shown on its Unit Card.

Points Spent: The sum of the points costs of all Unit Cards and Upgrade 
Cards on this Dossier. 

Veteran Rank (VR): The unit's Veteran Rank.

Experience: The unit's Experience.

Setbacks: The unit’s Setbacks.

Commendations: The unit's Commendations.

Upgrades: Upgrade Cards purchased for the unit.

G A ME OVERVIE W
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COMBAT POTENTIAL

Each Register has a Combat Potential. The sum of the points costs of 
all the Unit Cards and Upgrade Cards on a Register cannot exceed its 
Combat Potential. All Registers begin with a Combat Potential of 600. 
A Register’s Combat Potential can be raised as players complete more 
games by making Aid Requests.

PARAGON

A player’s Paragon is the main character of their army. The first P unit 
that is added to a player’s Register becomes that player’s Paragon. Players 
must always include their Paragon in their Tours of Duty games.

Tours of Duty is a narrative campaign game mode for Star Wars™: Legion that lets players create their own sagas and story arc campaigns centered 
around the heroes, villains, and soldiers. Players will clash their armies across multiple campaigns and countless struggles. Creating their own stories as 
games play across the galaxy for their glorious victories and bewildering defeats. Tours of Duty follows the growth of a player’s forces from a group of 
skirmishers to an elite army capable of taking on any challenge.

Tours of Duty introduces several new concepts to Star Wars: Legion that are frequently referenced in its special rules. This section explains these key 
concepts.
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STORY ARCS

A Story Arc is a collection of special rules and narrative hooks that work 
as a framework to help players tell stories about their Paragon and their 
troops. Each Story Arc provides the player with 3 different Agendas that 
they can use to modify their games, unique Commendations, Setbacks, 
Defining Traits, and a climactic Turning Point Mission. After a player 
completes at least 2 of the 3 Agendas within their chosen Story Arc, they 
may attempt to complete its Turning Point Mission. The outcome of that 
fateful battle leads to the ultimate success or failure of their goals. When 
a Story Arc concludes, players may start the same Story Arc again, or 
may choose another to be their next war story. 

Each Story Arc consists of:

1.	 Theater of War Card: This card describes any special rules for the 
Story Arc, including unique Commendations, Setbacks, and Defining 
Traits to use in your games.

2.	 Turning Point Mission Card: This card provides the rules to play the 
Story Arc’s climactic Turning Point Mission.

3.	 Agenda Cards: These cards are used at the start of each Tours of 
Duty game to determine what Agenda each player is attempting to  
progress. When a player has completed at least 2 of their 3 Agendas, 
they may play their Turning Point Mission.

PARTS OF A THEATER OF WAR 
CARD 

1.	 Narrative Arc: A brief narrative to help players flesh out their Tours 
of Duty story.

2.	 Story Arc Commendation: A special Commendation available to 
players during that Story Arc.

3.	 Story Arc Setback: A special Setback that can be applied to units 
during that Story Arc.

4.	 Story Arc Defining Trait: A special Defining Trait that a player’s 
Paragon can gain during that Story Arc.

PARTS OF A TURNING POINT 
MISSION CARD

1.	 Name: The name of the Turning Point Mission.

2.	 Mission Map: An image of the mission map to assist Setup.

3.	 Briefing: A description that sets the scene for that Turning Point 
Mission. 

4.	 Special Rules: Any rules for Setup and Scoring as well as Secondary 
Objectives, Advantages, and Rewards.

5.	 Story Arc: The Story Arc this Turning Point Mission is a part of.

AGENDAS

Agendas are a new type of Battle Card in Tours of Duty. Agendas add 
an additional layer of objectives to each game and can span across 1 or 
multiple games. Each time a player progresses an Agenda, they mark 
that Agenda’s progress on their Register. Agendas will list how many 
points of progress are required to complete that Agenda. An Agenda 
cannot be progressed further once it has been completed. Agendas will 
also sometimes offer benefits at the end of games in which they are 
progressed, such as extra SP or Experience. A player may only progress a 
single Agenda during any 1 game.
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CAMPAIGN LENGTH
For satisfying campaigns that have a distinct beginning, middle, 
and end, we generally suggest players create their own epic 
Trilogy and maintain a Register over 3 Story Arcs. However, 
there is no minimum or maximum number of Story Arcs that a 
Register can complete and players should feel free to continue 

their Tours of Duty for as long as they are having fun!

If a unit loses Experience, it does not lose any VR it has earned.

PARTS OF AN AGENDA CARD 

1.	 Name: The Agenda’s name.

2.	 Effect: Special rules that describe how the Agenda is progressed 
and completed.

3.	 Reward: The rewards earned when the Agenda is progressed 
or completed.

4.	 Story Arc: The Story Arc this Agenda is a part of.

EXPERIENCE

Units gain Experience for each game they are played in and can use that 
Experience between battles to unlock Commendations. When a unit is 
first added to a Register, it has 0 Experience.

SETBACKS

Setbacks are various injuries, accidents, and other pitfalls that can affect 
a unit. Each time a unit is defeated in a battle, it is at risk of gaining 
a Setback. As a unit gains Setbacks, it is at greater risk of becoming 
a casualty.

DEFINING TRAITS

Defining Traits are narrative consequences that affect Paragons in Tours 
of Duty for suffering through the trials and tribulations of war. A player’s 
Paragon can never be removed from a Register. When a player’s Paragon 
would be removed from their Register as the result of a Casualty Check, 
that Paragon instead gains a Defining Trait. 

TURNING POINT MISSIONS

Turning Point Missions are special missions that are played at the end of 
a player’s chosen Story Arc. These missions replace the normal mission 
building rules found in the Core Rulebook, and provide narrative and 
sometimes asymmetrical scenarios meant to evoke the same climactic 
experiences as Star Wars films and media.

SUPPLY POINTS

Supply Points (SP) are a resource connected to a player and their 
Register. SP represent various ways that a commander advances 
their plots and plans, from government support to raw materials and 
everything in between. Players earn SP by playing games and other game 
effects. SP can be spent between battles on Aid Requests that provide 
various improvements and adjustments to a player’s Register.

VETERAN RANKED BY EXPERIENCE

MAXIMUM VETERAN RANKS BY 
UNIT RANK

VETERAN RANK

A unit’s Veteran Rank (VR) is directly linked to the amount of 
Experience it has. Each unit has a maximum VR based on its Rank. 
When a unit reaches its maximum VR, it no longer gains Experience. 
Some Aid Requests may increase an individual unit’s maximum VR 
above its initial value. A unit’s maximum VR can never exceed VR5. 
When a unit reaches VR1, if it does not have a Dossier name, its 
controlling player must give it one.

EXPERIENCE GAINED

UNIT RANK

VETERAN RANK (VR)

MAXIMUM VETERAN RANK
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COMMENDATIONS

Commendations are unit improvements that are awarded to units when 
they reach a new VR.
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STA RTING TOURS OF DUT Y
BUILDING A REGISTER

A player’s Register is the list of units that a player uses to build armies for 
games of Tours of Duty. When a player builds a Register, it starts with a 
Combat Potential of 600 points and 5 SP. When a player is building or 
editing a Register, the following restrictions apply:

EDITING A REGISTER

A player may edit their Register at any time outside of a Game, or during 
the Edit Register step of the Post-Game Sequence. When a player edits 
their Register, they may add any number of units to their Register 
provided their Register’s Combat Potential is large enough.

After building their starting Register, a player may spend any of their SP 
on Aid Requests. Then they choose their initial Story Arc. Some Story 
Arcs are intended for certain Factions or Affiliations, but players may 
always choose any Story Arc to play. For more information on Story 
Arcs, see pg. 3. Finally, they name their Register.  This name can vary 
widely, from a strict military designation, to a cheeky nickname for a 
particularly troublesome band of irregulars. Players are encouraged to 
have fun and be creative when naming their Registers. 

•	All units on a Register that have a Faction must have the 
same Faction.

•	A Register must always include at least 1 P unit, and at least 2 
M units. If a player’s Register is reduced to fewer than 2 M units, 
they must immediately add M to their Register with any remaining 
Combat Potential their Register has until their Register has at least 2 
M units.

•	A Register can never include unique units or unique Leader, 
Personnel, Heavy Weapon, Crew, Pilot, or Armament upgrades.

	»These iconic characters and units can still be used by Tours 
of Duty armies, but only when the appropriate Aid Request 
is made.

•	When a P or O unit is added to a Register, that unit may add 2 
upgrades to their Dossier and must be given a Dossier name by its 
controlling player.

	»Additional upgrades can be added to these unit’s Dossiers by 
awarding them the appropriate Commendation or by making 
an Aid Request.

	»Units that have compulsory upgrade choices through the 
Equip or Programmed keyword may purchase those 
upgrades for their Dossier to fulfill that requirement in 
addition to any upgrades allowed when they are added to 
your Register.

	»The first P unit that is added to a Register is that 
Register’s Paragon.

•	When a non-P non-O Trooper unit is added to a Register, that 
unit may add a single  upgrade and a single  upgrade to their 
Dossier, and no other upgrades.

	»Additional upgrades can be added to these unit’s Dossiers by 
awarding them the appropriate Commendation or by making 
an Aid Request.

	»Units that have compulsory upgrade choices through the 
Equip or Programmed keyword may purchase those 
upgrades for their Dossier to fulfill that requirement in 
addition to any upgrades allowed when they are added to 
your Register.

•	When a non-P non-O Vehicle unit is added to a Register, that unit 
may add a single  upgrade to their Dossier, if able, in addition to 
any other required upgrades.

	»Additional upgrades can be added to these unit’s Dossiers by 
awarding them the appropriate Commendation or by making 
an Aid Request.

	»Units that have compulsory upgrade choices through the 
Equip or Programmed keyword may purchase those upgrades 
for their Dossier to fulfill that requirement in addition to any 
upgrades allowed when they are added to your Register.
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PL AY ING TOURS OF DUT Y G A MES
DETERMINING GAME SIZE & TYPE

Before Army Building, players should decide how many points their 
armies will include. We suggest that games played at a value of 800 or 
fewer points should be played using the Star Wars: Legion Recon rules 
and that games played at 801 points or higher should use the standard 
Star Wars: Legion ruleset.

ARMY BUILDING

Once players have determined the size of their armies, one or more 
players may choose to build their armies using units from their Register. 
When a player builds an army from their Register, they may choose 
which Upgrade Cards from each unit’s Dossier that the unit will equip 
this game. 

A player that builds an army using units from their Tours of Duty 
Register must include their Paragon in their army. 

While building their armies, players choose any number of Strategic 
Assets from their Registers to use this game. During the Edit Register 
step of this game’s Post-Game Sequence, players remove any Strategic 
Assets used in this game from their Registers.

POST-BATTLE SEQUENCE

At the end of each Tours of Duty game, players must complete the 
following Post-Battle Sequence:

1. PROGRESS AGENDAS 
Players reference their chosen Agendas and progress them as 
appropriate, resolving any effects as instructed by each Agenda.

2. TURNING POINT REWARDS 
If the players played a Turning Point Mission, resolve its end of game 
effects and rewards. Each Turning Point Mission has separate rewards 
based on whether the mission was won or lost.

3. AWARD SUPPLY POINTS 
Players earn 2 SP for playing the game. Then each player rolls a red 
defense die. On a D result, that player earns 1 additional SP. On a E 
result, if that player won the game, that player earns 1 additional SP.

4. DETERMINE CASUALTIES AND SETBACKS 
Units that were defeated during the game have a chance of becoming 
a casualty. Make a Casualty Check for each defeated unit by rolling 1 
black attack die plus 1 additional black attack die for each Setback it has 
after the first. A unit always rolls a minimum of 1 black attack die when 
making a Casualty Check. Resolve the following effects in order:

1.	 If there are 1 or more C results, the unit becomes a casualty and is 
removed from their controlling player's Register. Do not resolve any 
additional effects.

2.	 If a Paragon unit would become a casualty, they instead gain a 
Defining Trait. Roll on the Defining Trait chart and apply the result 
rolled to the unit. A Defining Trait applies in all battles that Paragon 
takes part in until the Defining Trait has been resolved.

3.	 If there are only B results, the unit gains 2 Experience and 1 
Setback. Roll on the Setback chart and apply the Setback rolled to 
the unit. A Setback applies to a unit until that unit no longer has that 
Setback. Do not resolve any additional effects.

4.	 If there are 1 or more A results, the unit gains 1 Setback. Roll on 
the Setback chart and apply the Setback rolled to the unit. A Setback 
applies to a unit until that unit no longer has that Setback. Do not 
resolve any additional effects.

5.	 If no other effect was resolved, the unit has escaped long term 
consequences and gains 1 Experience. There is no additional effect.

For more information on Setbacks and the Setback Chart, see pg. 8.

5. AWARD EXPERIENCE 
Each unit that took part in the battle gains 1 Experience. Then each 
unit that was Contesting or holding 1 or more Objective tokens at the 
end of the game gains 1 Experience. Then each player chooses 1 of their 
opponent’s units that was not a casualty that they felt had a particularly 
meaningful impact on the battle, and names that unit their Most Feared 
Rival. Each unit chosen in this way gains 3 Experience.

6. AWARD COMMENDATIONS 
Each Unit that has reached a new VR is awarded a Commendation. For 
more information on Commendations, see pg. 9.

7. MAKE AID REQUESTS 
Each player may spend any number of SP to make Aid Requests. Players 
may make any number of Aid Requests but may only make a single 
request of each type per Post-Battle Sequence, unless otherwise specified. 
For more information on Aid Requests, see pg. 7. 

TURNING POINT MISSIONS

If either player has completed 2 of the 3 Agendas for their Story Arc, they 
may play their Turning Point Mission. If either player has completed all 3 
Agendas for their Story Arc, they must play their Turning Point Mission. 
If both players are eligible to play their Turning Point Missions, the 
players should decide which Turning Point Mission to play. If the players 
decide to play a Turning Point Mission, they do not complete the Build a 
Mission step of Setup as normal. Instead, follow the instructions on the 
Turning Point Mission Card to set up and play the game.

USING AGENDAS

Agendas are special Battle Cards that are used in addition to those found 
in standard Star Wars: Legion missions. Agendas are tied to a player’s 
Story Arc. At the end of the Build a Mission step of Setup, starting with 
the Blue Player, each player that built their army from their Register may 
choose 1 of their Agendas and add it to the game Mission Dashboard. 
The chosen Agendas will be in play during the game.

If a player is playing their Turning Point Mission, they cannot add an 
Agenda to the game.

REPUTATION & 
REINFORCEMENTS
Armies of immense renown, such as those who have completed 
a Tour of Duty, have a certain reputation for achieving results. 
In response to such threats, reinforcements are often sent where 
their forces are active. During a Tour of Duty game, if your 
opponent’s Register has a higher Reputation than your own, 
you may include up to an extra 50 points of units and upgrades 
during Army Building for each point of Reputation they have 

above your own.
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POST-BATTLE SEQUENCE (CONT.)

8. EDIT REGISTER 
Each player may edit their Register if they wish.

9. ADJUST REPUTATION 
If the players played a Turning Point Mission, adjust their Register’s 
Reputation as needed. At the end of a Story Arc, a player increases 
their Register’s Reputation by 1. Then, if they completed all 3 of their 
Agendas, they increase their Register’s Reputation by 1 and gain 3 SP.

10. CHOOSE NEW STORY ARC 
If a player has completed their current Story Arc, they must choose 
what new Story Arc they will begin. A player may choose a new Story 
Arc, or they may choose to begin the same Story Arc again. Players 
are encouraged to create their own narrative tying Story Arcs 
together into an epic saga.

AID REQUESTS

After each Tours of Duty battle, players may make Aid Requests to their superiors. Military resources come at a premium and armies that consistently 
produce positive results toward their objectives are more likely to receive additional support in their goals.

During the Post-Battle Sequence, during the Make Aid Requests step, players may spend any number of their available SP to make Aid Requests. Players 
may make any number of Aid Requests after each game but may only make a single request of each type per Post-Battle Sequence, unless otherwise 
specified. The chart below details the various types of Aid Requests.

Active 
Recruiting

(1 SP)
Increase your Register’s Combat Potential by 150.

Request Medical 
Supplies

(1 SP per VR of 
the chosen unit, 
minimum 1 SP)

Choose an allied unit and remove 1 Setback from it. Then roll 1 red defense die for each Setback it still has. For each D 
result in the roll, remove 1 Setback from the chosen unit. This Aid Request can be made multiple times per Post-Battle 
Sequence.

Request 
Strategic Asset

(X SP)

You may add 1 Strategic Asset from the Strategic Assets list to your Register, paying the required number of SP. Strategic 
Assets are used during Army Building. A player may only have 1 of each Strategic Asset on their Register at a time. This 
Aid Request can be made multiple times per Post-Battle Sequence, but each type of Strategic Asset may only be chosen 
once unless otherwise specified.

Request 
Reinforcements

(1 SP per VR of 
the chosen unit, 
minimum 1 SP)

Choose an allied unit from your Register that has a  or  upgrade slot on its Unit Card. Add a  or  upgrade 
that it is eligible to equip to the chosen unit’s Dossier. This Aid Request can be made multiple times per Post-Battle 
Sequence.

Special Training
(1 SP)

Choose an allied unit that has achieved its Maximum VR. Increase the chosen unit’s Maximum VR by 1 to a maximum 
of VR5.

Supplies and 
Provisions

(1 SP)
Choose 1 allied unit for each SP spent. Each chosen unit may add 1 non- or  upgrade that it is eligible to equip to 
its Dossier. This Aid Request can be made multiple times per Post-Battle Sequence.

Reassign Unit
(1 SP)

Choose an allied unit. Remove the chosen unit from your Register. This Aid Request can be made multiple times per 
Post-Battle Sequence.

CONCESSIONS
If a player decides to concede or end a game before its 
conclusion, that player skips steps 2, 3, and 5 of the Post-Game 

Sequence for their Register. 

REQUEST (SP COST) EFFECT
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SETBACKS

After each Tours of Duty battle, defeated units may gain a Setback. When a unit gains 
a Setback, roll 1 black attack die and consult the chart below. Setbacks are permanent 
modifications to units, but they can be removed by certain Aid Requests and Agendas.

DEFINING TRAITS

A player’s Paragon is the main character of their Tour of Duty and cannot become a casualty. When a Paragon would be removed from a player’s 
Register as the result of becoming a casualty, it instead gains a Defining Trait. Defining Traits are temporary effects that change how your character 
behaves in battle and are usually negative. Roll a black attack die and consult the Defining Trait Chart below.

A unit may only ever have 1 Defining Trait at a time. If it would gain a second, the new Defining Trait replaces the one it currently has.

Battle-Fatigue 1 A

When this unit attacks, after the Convert 
Attack Surges step, your opponent may 
remove up to X dice showing A results from 
this unit’s attack roll. 
     
A unit can have multiple instances of this 
Setback.

Battle-Shaken Blank

After this unit’s Rally step, if it has a number 
of Suppression tokens greater than its , 
it suffers 1 Wound. If this unit is a Vehicle 
or started the game as a single miniature, 
it suffers 1 Wound at the start of the first 
Activation Phase instead.

Downtrodden 1 C

When this unit is added to your army during 
army building, its point cost is increased by 
15 points for each instance of this setback this 
unit has. 

A unit can have multiple instances of this 
Setback.

Story Arc 
Setback B

The unit gains 1 Experience. Then reference 
your Theater of War Card and apply the listed 
Setback for your Story Arc. 

Captious 
Command A

At the end of the game, your opponent does not choose one of your units as a Most Feared Rival.

This Defining Trait is resolved after 2 games.

Unsure Blank

When this unit is nominated as your Commander during the Command Phase, roll 1 red defense die. 
On a D result, when an allied unit is issued an Order with a Command Card this round, it gains 1 
Suppression token.

This Defining Trait is resolved after 2 games.

Tunnel Vision C
You do not gain SP from Agendas and your units cannot gain Experience from the effects of an active 
Agenda. During the Post-Battle Sequence, if you did not progress your active Agenda that game, your 
Paragon must make a Casualty Check.

This Defining Trait is resolved after 2 games.

Story Arc 
Defining Trait B

This unit gains 1 Experience. Then reference your Theater of War Card and apply the listed Defining 
Trait.

SETBACK

DEFINING TRAIT

DIE ROLL

DIE ROLL

EFFECT

EFFECT
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COMMENDATIONS

After units gain Experience during the Post-Battle Sequence, any unit that has reached a new VR is awarded a Commendation. A unit cannot be 
awarded the same Commendation twice. Commendations are permanent additions to units that change how they behave in the game. The following 
Commendations are always available, but each Story Arc offers an additional narrative-specific Commendation. Players may choose to award a 
Commendation from this chart or from their current Story Arc’s Theater of War Card.

Some Commendations have certain requirements. To be awarded these Commendations, a unit must meet any listed requirements.

Resilient During the Post-Battle Sequence, if this unit would roll 2 or more black attack dice when making a 
Casualty Check, it may reroll 1 of those dice. –

Veteran 
Leader

This unit gains Inspire 2. –

Special 
Munitions

Once per Game, when this unit makes an attack during its Activation, choose 1 of its Attack Pools 
before rolling dice. The chosen Attack Pool gains Anti-Materiel 2 and Impact 1. –

Well-Stocked This unit may use the effect of its Special Munitions Commendation once per Round, instead of 
once per Game.

Special 
Munitions, 

VR 3

One in a 
Million

Once per Game, when this unit makes an attack during its Activation, choose 1 of its Attack Pools 
before rolling dice. Upgrade 2 dice in the chosen Attack Pool. –

Sterner Stuff
Once per game, when this unit would remove its last miniature from the battlefield after suffering 
Wounds from an attack, roll 1 black attack die. On a B or C result, do not remove that miniature. 
It survives with 1 Wound remaining. 

VR 3

Strongpoint 
Expertise

This unit gains Prepared Position. While this unit is completely within allied Territory, it rolls 
red defense dice instead of white defense dice when rolling its Cover Pool. –

Marksmanship 
Badge

This unit gains Precise 1. –

Harsh 
Environments 

Gear
This unit gains Unhindered. –

Advanced Drill This unit gains a  upgrade slot. Trooper Only

Forward 
Patrol This unit gains a  upgrade slot. Trooper Only

Extra 
Equipment This unit gains a  and  upgrade slot. Trooper Only

Field 
Modifications This unit increases its Wound Threshold by 1 and its  by 1, if it has . Vehicle Only

COMMENDATION REQUIREMENTSEFFECT
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Flexible 
Response

This unit gains a  upgrade slot and Flexible Response X, where X is the number of  
upgrade slots this unit has.

M Trooper Only,
VR 2

Recon Badge This unit gains Scout 1. VR 2

Assault Badge This unit gains Tactical 1.     VR 2

Personal 
Shields

This unit gains Recharge 1 and Shielded 1. VR 2

Feats of Valor This unit increases its  by 1. VR 2

Self-Sufficient This unit gains Independent: Aim 1 or Dodge 1. If this unit already had the Independent 
keyword, it may increase the X value of that keyword by 1 instead. VR 2

Fearsome This unit gains Demoralize 1.
Trooper Only,

VR 2

Urban Assault 
Experts

When this unit attacks an enemy unit that has Cover due to being Obscured by terrain, this unit has 
Sharpshooter 1 until the end of that attack. VR 2

Expert Pilot This unit gains Nimble and Outmaneuver.
Units with 

Speeder X 
only, VR 2

COMMENDATION

COMMENDATIONS (CONT.)

REQUIREMENTSEFFECT
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Dedicated to 
the Cause

During the Post-Game Sequence, when this unit would roll 2 or more black attack dice when 
making a Casualty Check, it rerolls up to 2 of those dice.

Resilient, 
VR 3

Lucky Shot This unit may use the effect of its One in a Million Commendation once per Round, instead of 
once per Game.

One in a 
Million, VR 3

Implacable This unit may use the effect of its Sterner Stuff Commendation once per Round, instead of 
once per Game.

Sterner 
Stuff, VR 3

Headhunters This unit gains Bounty. N Only, VR 2

Veteran 
Gunners

This unit gains Arsenal 1.
Vehicle Only, 

VR 3

Born to Lead This unit gains One Step Ahead.
Paragon Only, 

VR 4

COMMENDATION REQUIREMENTSEFFECT

Some units receive rewards and honors for particularly heroic accomplishments. These special Commendations are known as High Commendations. 
To be awarded a High Commendation, a unit must have already been awarded any listed Commendations, have reached any requisite VR, and must 
meet any other listed requirements. A unit may only ever be awarded a single High Commendation.

HIGH COMMENDATIONS
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STRATEGIC ASSETS

Each time a player makes a Request Strategic Asset Aid Request, they may choose 1 of the Strategic Assets below and add it to their Register, paying the 
corresponding SP. A player may have only 1 of each Strategic Asset on their Register at a time. During Army Building, players choose any number of 
Strategic Assets from their Registers to use that Game. During the Edit Register step of the Post-Game Sequence, players remove any Strategic Assets 
used in that game from their Registers.

Request 
Assistance

(1 SP)

You may include 1 unique non-p unit and any upgrades it could equip in your army this Game. This unit and its 
upgrades do not need to be on your Register, but its total points cost still counts towards the total points allowed in your 
army.

This Strategic Asset may be chosen up to 2 times during the Post-Battle Sequence, instead of the normal once. 

You may not use this Strategic Asset during your Turning Point Mission.

Heroic 
Intervention

(2 SP)

You may include 1 unique P unit in this game. This unit and its upgrades do not need to be on your Register, but its total 
points cost still counts towards the total points allowed in your army.

You may not use this Strategic Asset during your Turning Point Mission.

Requisition 
Special 

Equipment
(1 SP)

You may include 1 unique upgrade in your army in this Game. This upgrade does not need to be on your Register, but its 
total points cost still counts towards the total points allowed in your army.

This Strategic Asset may be chosen up to 2 times during the Post-Battle Sequence, instead of the normal once. 

You may not use this Strategic Asset during your Turning Point Mission.

Medevac
(1 SP)

During the Determine Casualties and Setbacks step of the Post-Game Sequence, choose 1 unit in your army that was 
defeated in this game. The chosen unit does not make a Casualty Check.

Orbital 
Bombardment

(1 SP)

Once this game, at the start of the Activation Phase, choose 1 POI on the battlefield and roll 5 black attack dice. Each unit 
within 1 of that POI gains 1 Suppression token for each A or B result rolled.

Combat Drop
(1 SP)

 In this game, choose 1 allied unit at the start of the first Activation Phase. The chosen unit gains Infiltrate this game.

Authorized 
Extraordinary 

Use
(1 SP)

In this game, choose 1 allied unit during Army Building. The chosen unit doesn’t count against the maximum number of 
units of its Rank that can be included in your army this game.

Contingency 
Plan
(1 SP)

Once this game, at the start of any End Phase, you may choose one of your Agendas that you did not use this game. Your 
Agenda in play is no longer in play, and the chosen Agenda is now your Agenda in play. 

At the end of the game, if you did not switch your Agendas that game, do not remove this Strategic Asset from your 
Register. 

ASSET (SP COST) EFFECT
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DISGRACED

Allied units may only use this unit’s  when checking for Panic if they 
are within 2 instead of the normal 3.

FAULTY EQUIPMENT

At the start of the first Command Phase, randomize the Order tokens 
used by your army this game and draw 2 Order tokens. For each Order 
token drawn in this way, choose an allied unit that matches that Order 
token's Rank. That unit gains a Faulty Equipment token. 

Units with Faulty Equipment tokens can only be issued Orders from 
a Command Card.

INSECURE

During the Command Phase, if this unit would issue an Order to itself, 
roll a red defense die. On a D result, this unit cannot issue an Order to 
itself and must issue that Order to another unit instead, if able.

10.22.25

•	 Adjusted Concessions callout.

•	 Adjusted The Hammer Falls Victory Reward.

09.29.25

•	 Clarified that all units on a Register that have a Faction must have 
the same Faction

•	 Clarified Maximum Veteran Ranks table

•	 Clarified Story Arcs can be played by any Faction or Affiliation

•	 Clarified timing for selecting Agendas

•	 Added Concessions callout

•	 Clarified Request Medical Supplies and Request Reinforcements Aid 
Requests 

•	 Adjusted Strategic Assistance Strategic Asset
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