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Once per furn, you may {

collect instead of malking
a placement.

Once per furn, when refrieving
one of your Workers from a
Building, you may activare

. any other Building on the
B same Player Board instead.
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At the end of your Worker
Placement furn, you may
spend @ to buy 1 Fighter
Squadron or Decoy from the
General Supply, or you may
sell 1 Fighter Squadron or

Decoy from your Personal

Supply for @

S

At the end of your Worker {
Placement turn, you may
convert o Sub or Bomber in
your Personal Supply info

Nukes, or refurn a Nuke from
your Personal Supply fo the 1
General Supply. If you fake

any of these acfions,
collect 1 VP.
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