AT START: Starting spice: 10 - adadfad

REVIVAL: Revival rules text.

ADVANTAGES

TECHNOLOGY: At the start of each turn, you may take
one Treachery Card from the discard pile and place it
face-down next to a stronghold of your choice. Place 2-
12 spice from the Spice Bank on top of the card to
denote it's price. Each Stronghold can only hold one
Treachery Card in this way.

At the end of each turn, other players who occupy a
Stronghold with technology may look at the facedown
card and purchase it by paying the Ixian player its price
in Spice. The Treachery Card is sent to their hand, the
Spice denoting it's price is returned to the Spice Bank.

PURCHASING TECHNOLOGY: During the end of turn,
if you control a Stronghold with technology, you may
purchase the technology by paying half it's denoted
price to the Spice Bank.

THAYDEAN-IXIANS

THINKING MACHINES: You control all Strongholds
which have technology, but are not occupied by any
player's Forces.

ALTERNATE LOSS CONDITION: Thinking Machines
are very dangerous. During the Mentat Pause phase, if 3
Stronghodls are controlled through your Thinking
Machines ability, then the game ends and all player's
lose.

ALLIANCE

Alliance rules text.

FATE

FATEFate rules text.
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