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6C
O

M
B

A
T

C
O

S
T

2 ✦
 

✦
 S

U
S

T
A

IN
 D

A
M

A
G

E
S

U
S

T
A

IN
 D

A
M

A
G

E

O
ther players cannot use A

N
T
I-F

IG
H

T
E

R
 B

A
R

R
A

G
E 

against your units in this system
.

N
A

A
LU

 M
E

C
H

IC
O

N
O

C
L
A

S
T
 

This card satisfies a green 
technology prerequisite.

W
hen you research a tech 

ow
ned by another player, you 

m
ay return 1 of your infantry 

to reinforcem
ents 

to ignore its 
prerequisites.

B
R

O
T
H

E
R

 O
M

A
R

 
S

P
IN

N
E

R
 D

E
V

O
T

E
E

A
t any tim

e:

You m
ay look at your 

neighbors’ hands of 
prom

issory notes and the 
top and bottom

 card of the 
agenda deck.

M
’A

B
A

N
 

C
R

Y
S

TA
LLIN

E
 S

O
R

C
E

R
E

S
S

ACTIO
N

: Com
m

it up to 3 infantry 
from

 your reinforcem
ents to any non-

hom
e planets and resolve invasions 

on those planets; players cannot use 
S

P
A

C
E

 C
A

N
N

O
N against these units. 

Then, purge this card.

B
LE

S
S

IN
G

 O
F

 T
H

E
 Y

IN

Q
U

A
N

T
U

M
 D

IS
S

E
M

IN
A

T
IO

N
 

W
hen you exhaust planets, com

bine 
the values of their resources and 
influence. Treat the com

bined value as 
if it w

ere both resources and influence.

V
O

IC
E

 O
F

 T
H

E
 C

O
U

N
C

IL

P
O

LIT
IC

A
L D

A
TA

 N
E

X
U

S
 

A
fter a player’s unit is 

destroyed: 

You m
ay exhaust this card to 

allow
 that player to place  

2 fighters in the destroyed 
unit’s system

 if it w
as a ship, 

or 2 infantry on its planet if it 
w

as a ground force.

P
U

R
IF

IE
D

 B
Y
 F

IR
E

B
R

O
T
H

E
R

 M
ILO

R
 

ACTIO
N

: Exhaust this 
card and choose a player; 
that player m

ay perform
 

a tactical action in a 
non-hom

e system
 w

ithout 
placing a com

m
and token; 

that system
 still counts as 

being activated.

A
G

E
N

T
 O

F
 T

H
E

 N
E

F
IS

H
H

Z
’E

U
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It 
is

 sa
id

 th
at

 O
m

ar
’s 

cr
ea

tio
n 

of
 

th
e 

ge
ne

tic
 sp

in
ne

r l
oo

m
 is

 th
e 

gr
ea

te
st

 b
re

ak
th

ro
ug

h 
fo

r t
he

 
Br

ot
he

rh
oo

d 
si

nc
e 

D
ar

ie
n’

s fi
rs

t 
fo

rb
id

de
n 

re
se

ar
ch

 ce
nt

ur
ie

s a
go

.

U
N

LO
CK

: U
se

 o
ne

 o
f y

ou
r 

fa
ct

io
n 

ab
ili

tie
s.

S
P

IN
N

E
R

 D
E

V
O

T
E

E

B
R

O
T
H

E
R

 O
M

A
R

 

Fi
rs

t a
m

on
gs

t Q
’u

es
h’

s s
or

ce
re

ss
es

, 
M

’a
ba

n 
ha

s b
ee

n 
gi

ft
ed

 w
ith

 
ra

di
um

 c
ry

st
al

 e
nh

an
ce

m
en

ts
, 

al
lo

w
in

g 
he

r m
in

d 
to

 si
ng

 to
 

th
ou

sa
nd

s o
f N

aa
lu

 a
t o

nc
e.

U
N

LO
CK

: H
av

e 
gr

ou
nd

 
fo

rc
es

 in
 o

r a
dj

ac
en

t t
o 

th
e 

M
ec

at
ol

 R
ex

 s
ys

te
m

.

C
R

Y
S

TA
LL

IN
E

 S
O

R
C

E
R

E
S

S

M
’A

B
A

N
 

At
 D

an
ne

l’s
 co

m
m

an
d,

 th
ey

 b
ur

nt
 

ou
t t

he
ir 

sp
in

ne
rs

, w
el

co
m

in
g 

th
ou

sa
nd

s o
f n

ew
 b

ro
th

er
s i

nt
o 

th
ei

r r
an

ks
 in

 m
er

e 
w

ee
ks

. S
uc

h 
is

 
th

e 
po

te
nt

ia
l o

f t
he

 Y
in

.

U
N

LO
CK

: H
av

e 
3 

sc
or

ed
 

ob
je

ct
iv

es
.

H
IG

H
 P

R
IE

S
T
 O

F
 Y

IN

D
A

N
N

E
L 

O
F

 T
H

E
 T

E
N

T
H

 

W
he

n 
th

e 
m

ot
io

n 
of

 a
nn

ex
at

io
n 

fa
ile

d 
in

 th
e 

G
al

ac
tic

 C
ou

nc
il,

 
no

bo
dy

 w
as

 su
rp

ris
ed

. G
ro

m
 

ha
d 

pe
rs

on
al

ly
 g

ua
ra

nt
ee

d 
th

e 
m

ea
su

re
’s 

de
fe

at
, a

nd
 it

 tu
rn

ed
 o

ut
 

ev
er

yo
ne

 o
w

ed
 th

e 
Xx

ch
a 

a 
fa

vo
r.

U
N

LO
CK

: H
av

e 
3 

sc
or

ed
 

ob
je

ct
iv

es
.

T
H

E
 C

O
U

N
C

IL
’S

 H
E

A
R

T

X
X

E
K

IR
 G

R
O

M
 

"B
ro

th
er

s.
.."

 M
ilo

r s
ai

d,
 o

pe
nl

y 
w

ee
pi

ng
 a

s h
e 

w
at

ch
ed

 th
e 

sh
ip

s 
br

ea
k 

ap
ar

t i
n 

th
e 

sk
y 

ab
ov

e.
 

“T
he

y 
m

us
t n

ot
 b

e 
fo

rg
ot

te
n!

 In
 

D
ar

ie
n’

s n
am

e,
 w

e 
fig

ht
 to

 th
e 

la
st

!" 
Th

e 
cr

ow
d 

ro
ar

ed
 in

 su
pp

or
t.

B
R

O
T
H

E
R

 M
IL

O
R

 
P

U
R

IF
IE

D
 B

Y
 F

IR
E

"…
an

d 
th

at
’s 

w
hy

 th
e 

Le
tn

ev
 

w
ill

 n
ev

er
 co

op
er

at
e 

w
ith

 th
e 

Sh
ik

ra
i z

ea
lo

ts
 a

nd
 e

xt
re

m
is

ts
!" 

Am
ba

ss
ad

or
 B

eu
m

os
ile

 
th

un
de

re
d.

 T
he

 G
al

ac
tic

 C
ou

nc
il 

ex
pl

od
ed

 in
 a

ng
ry

 sh
ou

ts
 a

s h
e 

sa
t d

ow
n.

 "V
er

y 
go

od
, m

y 
pe

t,"
 th

e 
ve

lv
et

 v
oi

ce
 h

is
se

d 
in

 h
is

 m
in

d,
 

an
d 

he
 b

as
ke

d 
in

 th
e 

w
ar

m
th

 o
f 

its
 p

ra
is

e.

A
G

E
N

T
 O

F
 T

H
E

 N
E

F
IS

H
H

Z
’E

U
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6C
O

M
B

A
T

C
O

S
T

2 ✦
 

✦
 S

U
S

T
A

IN
 D

A
M

A
G

E
S

U
S

T
A

IN
 D

A
M

A
G

E

O
ther players m

ust spend 1 influence to com
m

it 
ground forces to the planet that contains this unit.

K
E

LE
R

E
S

 M
E

C
H

O
M

N
IO

P
IA

R
E

S

ACTIO
N

: Reveal cards from
 the action 

card deck until you reveal 3 action 
cards that have com

ponent actions. 
D

raw
 those cards and shuffl

e the rest 
back into the action card deck.

Then, purge this card.

E
R

W
A

N
’S

 C
O

V
E

N
A

N
T

T
H

E
 W

IN
D

S
 O

F
 C

H
A

N
G

E

A
fter you perform

 a 
com

ponent action: 

You m
ay perform

 an 
additional action.

S
U

F
F

I A
N

W
O

R
K

IN
G

 M
U

LT
IP

LE
 A

N
G

LE
S

W
henever you resolve one of your 

P
R

O
D

U
C

T
IO

N abilities, you m
ay resolve an 

additional one of your P
R

O
D

U
C

T
IO

N abilities 
in any system

; the additional use does not 
trigger this ability.

T
H

E
 C

O
U

N
C

IL K
E

LE
R

E
S

A
G

E
N

C
Y
 S

U
P

P
LY

 N
E

T
W

O
R

K

You are neighbors w
ith all players that have 

units or control planets in or adjacent to the 
M

ecatol Rex system
.

G
ain the Custodia Vigilia planet card and  

its legendary planet ability card. You cannot 
lose these cards, and this card cannot  
have an X or Y assim

ilator token  
placed on it.

 I.I.H
.Q

. M
O

D
E

R
N

IZ
A

T
IO

N
T

H
E

 C
O

U
N

C
IL K

E
LE

R
E

S

A
t the start of a round of space 

com
bat in a system

 that contains a 
planet you control:

Place your flagship and up to a total of 
2 cruisers and/or destroyers from

 your 
reinforcem

ents in the active system
.

Then, purge this card.

O
V

E
R

W
IN

G
 Z

E
TA

A
R

T
E

M
IR

IS
 A

S
C

E
N

D
A

N
T

A
fter an agenda is revealed: 

You m
ay cast up to 6 additional 

votes on this agenda. Predict aloud 
an outcom

e of this agenda. For 
each player that votes for another 
outcom

e, gain 1 trade good and  
1 com

m
and token.

Then, purge this card.

O
P

E
R

A
T
IO

N
 A

R
C

H
O

N
W

IT
C

H
IN

G
 H

O
U

R A
t any tim

e:

You m
ay exhaust this card 

to allow
 any player to spend 

com
m

odities as if they w
ere 

trade goods.

X
A

N
D

E
R

 A
LE

X
IN

 V
IC

T
O

R
I III

M
IR

A
C

LE
 W

O
R

K
E

R
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Au
th

or
ity

. S
tr

en
gt

h.
 E

ffi
ca

cy
.

U
N

LO
CK

: H
av

e 
3 

sc
or

ed
 

ob
je

ct
iv

es
.

Av
ai

la
bl

e 
if 

yo
u 

ch
os

e 
th

e 
M

en
ta

k 
du

ri
ng

 s
et

up
.

K
E

LE
R

E
S

 T
R

IB
U

N
II

H
A

R
K

A
 L

E
E

D
SU
N

LO
CK

: S
pe

nd
 1

 tr
ad

e 
go

od
 a

ft
er

 y
ou

 p
la

y 
an

 
ac

tio
n 

ca
rd

 th
at

 h
as

 a
 

co
m

po
ne

nt
 a

ct
io

n.

Su
ffi

 lo
ok

ed
 o

ve
r t

he
 co

nt
ra

ct
s.

 “S
o 

I g
et

 p
ai

d 
tw

ic
e.

..o
nc

e 
ea

ch
 b

y 
tw

o 
di

ffe
re

nt
 co

nt
ra

ct
or

s.
..f

or
 d

oi
ng

 
th

e 
sa

m
e 

jo
b?

 W
ha

t’s
 th

e 
ca

tc
h?

"

W
O

R
K

IN
G

 M
U

LT
IP

LE
 A

N
G

LE
S

S
U

F
F

I 
A

N

Va
lo

r. 
G

ra
ce

. W
is

do
m

.

U
N

LO
CK

: H
av

e 
3 

sc
or

ed
 

ob
je

ct
iv

es
.

Av
ai

la
bl

e 
if 

yo
u 

ch
os

e 
th

e 
A

rg
en

t F
lig

ht
 d

ur
in

g 
se

tu
p.

K
E

LE
R

E
S

 T
R

IB
U

N
II

K
U

U
A

S
I 
A

U
N

 J
A

L
A

TA
I

Pe
ac

e.
 C

om
m

un
ity

. D
et

er
re

nc
e.

U
N

LO
CK

: H
av

e 
3 

sc
or

ed
 

ob
je

ct
iv

es
.

Av
ai

la
bl

e 
if 

yo
u 

ch
os

e 
th

e 
Xx

ch
a 

du
ri

ng
 s

et
up

.

K
E

LE
R

E
S

 T
R

IB
U

N
II

O
D

LY
N

N
 M

Y
R

R

"It
’s 

ho
ne

st
ly

 in
cr

ed
ib

le
, t

he
 w

ay
 

he
 m

an
ag

es
 to

 st
re

tc
h 

a 
co

up
le

 
au

re
i. 

To
 fi

nd
 m

on
ey

 w
he

re
 th

er
e 

is
 

no
ne

. T
he

 m
an

 co
ul

d 
fu

nd
 a

n 
ar

m
y 

at
 th

e 
sa

m
e 

co
st

 y
ou

 o
r I

 m
ig

ht
 g

et
 

lu
nc

h.
 T

er
rif

yi
ng

, r
ea

lly
."

–S
uffi

 A
n

M
IR

A
C

LE
 W

O
R

K
E

R

X
A

N
D

E
R

 A
LE

X
IN

 V
IC

T
O

R
I 
II
I
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Pax m
agnifica,  

bellum
 gloriosum

.

W
hile you control M

ecatol 
Rex, it gains S

P
A

C
E

 C
A

N
N

O
N 5 

and P
R

O
D

U
C

T
IO

N
 3.

G
ain 2 com

m
and tokens 

w
hen another player gains 

VP using Im
perial.

C
U

S
T

O
D

IA
 V

IG
ILIA

LE
G

E
N

D
A

R
Y—

K
E

LE
R

E
S

3
2

Custodia Vigilia. The fully realized 
seat of the Keleres. A veritable fortress 

in the heart of Mecatol City. Ten 
thousand people come and go daily, 

and the Keleres see them all.

CUSTODIA VIGILIA

After an agenda is 
revealed: 

You cannot vote on this 
agenda. Predict aloud an 
outcome of this agenda. If 
your prediction is correct, 
draw 1 action card and gain  
2 trade goods. 

Then, return this card to the 
Keleres player.

KELERES RIDER

A
fter you perform

 a 
com

ponent action: 

You m
ay perform

 an 
additional action.

A
G

E
N

C
Y
 LIA

IS
O

N

K
E

LE
R

E
S

 A
LLIA

N
C

E

C
O

U
R

T
 S

O
R

C
E

R
E

S
S

N
A

A
LU

 A
LLIA

N
C

E

A
t any tim

e:

You m
ay look at your 

neighbors’ hands of 
prom

issory notes and the 
top and bottom

 card of the 
agenda deck.

S
P

IN
N

E
R

 T
R

A
N

S
M

IS
S

IO
N

Y
IN

 A
LLIA

N
C

E

This card satisfies a green 
technology prerequisite.

W
hen you research a tech 

ow
ned by another player, you 

m
ay return 1 of your infantry 

to reinforcem
ents 

to ignore its 
prerequisites.
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C
U

S
T

O
D

IA
 V

IG
IL

IA
3

2

CUSTODIA VIGILIA
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C
O

M
P

LE
X

IT
Y

2

S
TA

R
T

IN
G

 U
N

IT
S

2 infantry
2 carriers 
2 fighters 

1 cruiser
1 space dock

S
TA

R
T

IN
G

 T
E

C
H

C
an start w

ith tw
o tech that 

others started w
ith

F
A

C
T

IO
N

 T
E

C
H

• C
an produce in 

m
ultiple locations 

at once
• H

as a planet that 
nobody can take  
from

 them

F
A

C
T

IO
N

 LE
A

D
E

R
S

• C
an spend com

m
odities as if 

they w
ere trade goods

• C
an perform

 extra com
ponent 

actions
• H

as three pow
erful hero options

F
A

C
T

IO
N

 A
B

ILIT
IE

S
• H

as a variable hom
e system

 
and hero

• C
an ignore effects of law

s
• A

utom
atically replenishes 

com
m

odities every round

P
R

O
M

IS
S

O
R

Y
Lets another 
player benefit from

 
predicting agendas

F
L
A

G
S

H
IP

O
thers m

ust spend 
influence to fight

M
E

C
H

O
thers m

ust spend 
influence to fight

H
O

M
E

 S
Y

S
T

E
M

V
ariable (A

rgent, 
X

xcha, or M
entak 

hom
e system

)

G
A

LA
C

T
IC

 P
E

A
C

E
K

E
E

P
E

R
S

T
H

E
 C

O
U

N
C

IL K
E

LE
R

E
S

C
O

M
P

LE
X

IT
Y

H
E

A
R

T
 O

F
 T

H
E

 C
O

U
N

C
IL

F
A

C
T

IO
N

 T
E

C
H

• C
ancels a player's turn 

w
hen they activate 

your system
• C

ancels a player's 
action card w

hen it 
is played

F
A

C
T

IO
N

 LE
A

D
E

R
S

• Refreshes a planet and rem
oves 

an infantry from
 it

• Provides extra votes for each 
planet

• C
om

bines resource and 
influence values of planets

M
E

C
H

C
an use the space 

cannon ability

F
L
A

G
S

H
IP

C
an use the space 

cannon ability

P
R

O
M

IS
S

O
R

Y
A

llow
s another player 

to quash an agenda

H
O

M
E

 S
Y

S
T

E
M

A
rchon Ren:

A
rchon Tau:

3
2

1
1

S
TA

R
T

IN
G

 U
N

IT
S

1 carrier
2 cruisers 
3 fighters 

4 infantry
1 space dock
1 PD

S

S
TA

R
T

IN
G

 T
E

C
H

     G
raviton Laser System

F
A

C
T

IO
N

 A
B

ILIT
IE

S
• C

an annex adjacent, em
pty 

planets w
ith the diplom

acy 
strategy card

• C
an spend com

m
and tokens 

to quash an agenda and draw
 

a new
 one

4

T
H

E
 X

X
C

H
A

 K
IN

G
D

O
M

C
O

M
P

LE
X

IT
Y

T
E

LE
P

A
T
H

IC
 M

A
N

IP
U

LA
T
O

R
S

 

P
R

O
M

IS
S

O
R

Y
A

llow
s another player 

to be first in initiative 
order

F
A

C
T

IO
N

 T
E

C
H

• Your fighters only 
count as half of a ship 
against your lim

it
• Players lose a token 

from
 fleet pool w

hen 
they attack you

F
A

C
T

IO
N

 LE
A

D
E

R
S

• Lets a player take a free tactical 
action

• A
llow

s you to spy on agendas 
and prom

issory notes
• Forces each other player to give 

you a prom
issory note

F
L
A

G
S

H
IP

A
ccom

panying 
fighters can fight in 
ground com

bat

M
E

C
H

Protects fighters from
 

anti-fighter barrage

F
A

C
T

IO
N

 A
B

ILIT
IE

S
• You are alw

ays first in 
initiative order

• W
hen others m

ove ships into 
your system

s, you can m
ove 

your ships out in response
• Your fighters are stronger

H
O

M
E

 S
Y

S
T

E
M

M
aaluuk:

D
ruua:

2
01

3

S
TA

R
T

IN
G

 T
E

C
H

     N
eural M

otivator
     Sarw

een Tools

S
TA

R
T

IN
G

 U
N

IT
S

1 carrier
1 cruiser 
1 destroyer
3 fighters 

4 infantry
1 space dock
1 PD

S
3

T
H

E
 N

A
A

LU
 C

O
LLE

C
T
IV

E

C
O

M
P

LE
X

IT
Y

C
H

ILD
R
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• C
an sacrifice ships to 

produce hits before 
com

bat begins
• Produces extra 

infantry w
hen you use 

production
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• C
an turn destroyed units into 

fighters and infantry
• C

ounts as a green technology 
and m

akes researching easier
• Initiates several invasions across 

the galaxy
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Explodes w
hen 

destroyed, destroying 
all nearby ships
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• You can indoctrinate an 

enem
y infantry, causing them

 
to sw

itch sides
• You can sacrifice cruisers and 

destroyers to hit enem
y ships 

after each com
bat round
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2 carriers
1 destroyer 
4 fighters 

4 infantry
1 space dock
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U
P

G
R

A
D

E
U

P
G

R
A

D
E

U
P

G
R

A
D

E

U
P

G
R

A
D

E

U
P

G
R

A
D

E

U
P

G
R

A
D

E

You cannot produce this unit unless  You cannot produce this unit unless  
you own its unit upgrade technology.you own its unit upgrade technology.

WAR SUN

COST COMBAT

1
MOVE CAPACITY

✦✦  SUSTAIN DAMAGESUSTAIN DAMAGE

4
COST

5
COMBAT

1
MOVE

1
CAPACITY

✦✦  SUSTAIN DAMAGE   SUSTAIN DAMAGE   ✦✦  BOMBARDMENT 5BOMBARDMENT 5

DREADNOUGHT I

3
COST

9
COMBAT

1
MOVE

4
CAPACITY

CARRIER I

2
COST

7
COMBAT

2
MOVE

CRUISER I

1
COST

9
COMBAT

2
MOVE

✦✦  ANTI-FIGHTER BARRAGE 9 (X2)ANTI-FIGHTER BARRAGE 9 (X2)

DESTROYER I

✦✦  PLANETARY SHIELD   PLANETARY SHIELD   ✦✦  SPACE CANNON 6SPACE CANNON 6

PDS I

COST

9
COMBAT

-
MOVE

FIGHTER I

COST

8
COMBAT

INFANTRY I

✦✦  PRODUCTION XPRODUCTION X

This unit’s PRODUCTION value is equal to 2 
more than the resource value of this planet. 

Up to 3 fighters in this system do not count 
against your ships’ capacity.

SPACE DOCK I
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KELERES FLAGSHIP

ARTEMIRIS

Other players must spend 2 influence to 
activate the system that contains this ship.

THE TRIBUNII
During setup, choose an unplayed faction 
from among the Mentak, the Xxcha, and 
The Argent Flight; take that faction’s home 
system, command tokens, and control markers. 
Additionally, take the Keleres Hero that 
corresponds to that faction.

COUNCIL PATRONAGE
Replenish your commodities at the start of the 
strategy phase, then gain 1 trade good.

LAW’S ORDER
You may spend 1 influence at the start of your 
turn to treat all laws as blank until the end of 
your turn.

“Our duty is to protect the billions 
of people in our galaxy, not the 

few hundred in these Council 
Chambers.” –Tribunii Harka Leeds

THE COUNCIL KELERES
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The old Imperial Intelligence HQ 
in Mecatol City serves as both a 
temporary base for the Keleres as 
well as the site of its future home—
the Custodia Vigilia—which is 
currently undergoing a lengthy and 
expensive construction process.

Across the galaxy, planetary governors compete for trade opportu-
nities, the Great Civilizations joust for superiority on the battlefront, 
and still other, more insidious factions play at shaping galactic history 
for their own ends. In a galaxy fraught with so many agendas, it’s no 
surprise that the Galactic Council took it upon itself to assemble a 
force of its own to manage its affairs. The Keleres of the Council are 
that force, but they are also something more. They are a ragtag army of 
bureaucrats, soldiers, and spies, often at odds with themselves and not 
always appreciated by the galaxy they serve. 

Though the Keleres are born of the Galactic Council, they are often 
left to their own devices, traveling the galaxy brokering peace, inter-
vening in conflicts, and tackling threats to galactic civilization as a 
whole. They even act without the consent of the Tribunii or the Ga-
lactic Council when timeliness is a factor, only to be censured by the 
Galactic Council after the fact.  

The member states of the Council send recruits, who are selected 
according to the traditions of each individual planet or system, to 
serve in the Keleres. The Great Powers have learned, since the Keleres’s 
founding, that the Keleres are a useful tool for furthering their own 
designs. Rather than sending their best operatives away to the Keleres, 
many send political opponents, incompetents, dangerous prisoners, 
and other individuals who are difficult to do away with and undesir-
able to have around. On the other hand, a few Great Powers find it 
prudent to send highly competent personnel, sometimes out of respect 
for the Galactic Council but more often than not to clandestinely ad-
vance their own goals. The Keleres, then, are a strange and difficult 
order to manage.

The Galactic Council elects three of its own to be the Tribunii of the 
Keleres. Members of the Council treat the responsibility with mixed 
sentiment: as both an honor and a burden. The Tribunii have the 
power to command the Keleres and to implement the designs of the 
Galactic Council in a concrete way. However, the mixed quality of the 
Keleres means having to accept no small number of failures, which, in 
turn, can hurt the Tribunii when members of the Galactic Council seek 
accountability. Canny Tribunii, such as Tribunii Kuuasi Aun Jalatai, 
learn when best to use the Keleres, when to set them aside, and who 
among the ranks are right for the job.  

The fraught political environment means that most Councilors 
don’t serve as Tribunii long. In the five years since the Keleres’ found-
ing, there have been seven Tribunii, including the current holders of 
the office. Two were forced to resign in disgrace, one was killed on a 
mission, and one was assassinated in an intra-agency power struggle. 
For those Tribunii who meet and overcome the challenge of utilizing 
the force of the Keleres, however, the fruits are significant indeed. It 

requires much talent for this to happen, but when it does, it can tip the 
balance of the Galactic Council itself. 

The three Tribunii who currently serve are in delicate balance, and 
therefore the future of the Keleres and the Imperium itself may be at 
a tipping point. Kuuasi is oldest and wisest among them. Harka Leeds 
is as ambitious and cunning as she is ruthless in her schemes. Odlynn 
Myrr, though new to the role, brings a fresh perspective and hope for 
unity and stability in the Imperium.

Despite the delicate balance of power between the Tribunii, the 
Keleres represent the Galactic Council and, as such, must embody the 
unity of the galaxy, not just the whims of its leaders. The Great Civili-
zations, however, frequently compete with one another in trade, war, 
and politics. Though some conflict can cement the bonds of a society, 
too much can just as easily rip it apart. Thus, the diverse skills of the 
Keleres are brought to bear on missions of peace and negotiation. 

At times, the Keleres act as a neutral party or temporary ally among 
factions at war. Negotiation, knowledge of history, and familiarity with 
alien species pave the way to peace and prosperity for the galaxy. They 
broker peace on the one hand, but join battles on the other, especially 
when violence seems to be the only means to stability.

STARTING UNITS
	✧ 2 Infantry
	✧ 2 Carriers
	✧ 2 Fighters

	✧ 1 Cruiser
	✧ 1 Space Dock

IMPERIAL INTELLIGENCE HQ
	✧ Location Mecatol City
	✧ Leadership The Tribunii
	✧ Agents Classified
	✧ Support Staff ~5000
	✧ Ongoing Ops Classified

THE COUNCIL KELERES

STARTING TECHNOLOGY
Choose 2 non-faction 
technologies owned by  
other players.


