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MIRACLE WORKER

WITCHING HOUR

LILH
THE COUNCIL KELERES

WORKING MULTIPLE ANGLES

THE WINDS OF CHANGE

KELERES MECH

ARTEMIRIS ASCENDANT

AGE

THE COUNCIL KELERES
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" .KELERES RIDER

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.
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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.
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STARTING TECH STARTING UNITS

Neural Motivator 1 carrier 4 infantry
Sarween Tools 1 cruiser 1 space dock
1 destroyer 1PDS
3 fighters
FACTION ABILITIES FACTION LEADERS FACTION TECH

« You are always first in « Lets a player take a free tactical ~ « Your fighters only

initiative order action count as half of a ship
« When others move shipsinto « Allows you to spy on agendas against your limit

your systems, you can move and promissory notes « Players lose a token

your ships out in response « Forces each other player to give from fleet pool when
« Your fighters are stronger you a promissory note they attack you
PROMISSORY FLAGSHIP MECH HOME SYSTEM

Allows another player Accompanying Protects fighters from Maaluuk:
to be firstin initiative fighters can fightin  anti-fighter barrage  Druua:

order ground combat ?
ay
STARTING TECH STARTING UNITS
Can start with two tech that | 2 infantry 1 cruiser
others started with 2 carriers 1 space dock
2 fighters
FACTION ABILITIES FACTION LEADERS FACTION TECH
« Has a variable home system  « Can spend commodities as if « Can produce in
and hero they were trade goods multiple locations
« Can ignore effects of laws « Can perform extra component at once
« Automatically replenishes actions « Has a planet that
commodities every round « Has three powerful hero options  nobody can take
from them
PROMISSORY FLAGSHIP MECH HOME SYSTEM
Lets another Others must spend Others must spend Variable (Argent,
player benefit from influence to fight influence to fight Xxcha, or Mentak
predicting agendas home system) ?

STARTING TECH
Sarween Tools 2 carriers

1 destroyer

4 fighters

FACTION ABILITIES FACTION LEADERS

« You can indoctrinate an « Can turn destroyed units into
enemy infantry, causing them  fighters and infantry
to switch sides « Counts as a green technology

« You can sacrifice cruisersand  and makes researching easier

destroyers to hit enemy ships o Initiates several invasions across

after each combat round the galaxy

PROMISSORY FLAGSHIP MECH
Allows you to lend Explodes when
your indoctrination  destroyed, destroying to place when

ability to others all nearby ships indoctrinating

STARTING TECH
Graviton Laser System 1 carrier

2 cruisers

3 fighters

FACTION ABILITIES FACTION LEADERS

« Canannex adjacent, empty ~ « Refreshes a planet and removes
planets with the diplomacy an infantry from it
strategy card « Provides extra votes for each

« Can spend command tokens planet
to quash an agenda and draw « Combines resource and

anew one influence values of planets
PROMISSORY FLAGSHIP MECH
Allows another player Can use the space Can use the space
to quash an agenda cannon ability cannon ability

Can spend influence

STARTING UNITS

4 infantry
1 space dock

FACTION TECH

« Can sacrifice ships to
produce hits before
combat begins

« Produces extra
infantry when you use
production

HOME SYSTEM
Darien:

STARTING UNITS

4 infantry
1 space dock
1PDS

FACTION TECH

« Cancelsa player's turn
when they activate
your system

« Cancels a player's
action card when it
is played

HOME SYSTEM
Archon Ren:
Archon Tau:

?
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ARTEMIRIS

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

4+ SUSTAIN DAMAGE

8 7. 1 6

COosT COMBAT Move CAPACITY

WAR SUN

UPGRADE

>

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

A A A A
COSsT COMBAT Move CAPACITY

DREADNOUGHT I

UPGRADE

>

4+ SUSTAIN DAMAGE + BOMBARDMENT 5

4 5 1, 1

COSsT COMBAT Move CAPACITY

CARRIER |

UPGRADE

>

3 9 1,4,

COSsT COMBAT Move CAPACITY

THE COUNCIL KELERES

CRUISER |

UPGRADE

»

2 7A EA = A

COSsT COMBAT Move CAPACITY

DESTROYER |

UPGRADE

4+ ANTI-FIGHTER BARRAGE 9 (X2)

1 9.2

COSsT COMBAT Move

>

FIGHTER |

UPGRADE

>

9A oA

COMBAT Move

UPGRADE

>

4+ PLANETARY SHIELD 4 SPACE CANNON 6

INFANTRY |

UPGRADE

>

by
b 8A

COoSsT COMBAT

“Our duty is to protect the billions
of people in our galaxy, not the
few hundred in these Council
Chambers.” -Tribunii Harka Leeds

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.

COMMODITIES

SPACE DOCK |

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.

4+ PRODUCTION X
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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.

Permission to print support items for individual use only. Not for commercial use, not for retail sale.

TM/® & © 2022 Fantasy Flight Games.



