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GUSTOMIZABLE CARD GAME™

EXPANSION SET
@ A New Hope
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Dagobah
Cloud City
Jabba'’s Palace
Special Edition
Endor

Death Star Il
Reflections I
Tatooine
Coruscant
Reflections Ill
Theed Palace

Premium

00200900000 O0

Virtual Set 1: A New Hope

@ Virtual Set 2: The Empire Strikes Back
€ Virtual Set 3: Return 0f The Jedi
@ Virtual Set 4: Expanded Universe
€ Virtual Set 5: The Old Republic

@ Virtual Set 6: Reflections IV
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Admiral’s Order
Character - Alien
Character - Sith
Character - Droid
Character - Imperial
Character - Dark Jedi Master
Character - Jedi Master
Character - Rebel
Character - Republic
Character - New Republic
Creature

Defensive Shield

Device

Effect
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Interrupt

Jedi Test
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Maintenance

Nav Computer
Permanent Weapon
Pilot (Dark)

Pilot (Light)
Presence

Warrior

GATION FEATURES

Creature Site
Exterior Site
Force (Dark)
Force (Light)
Interior Site
Mobile Site
Planet
Space
Starship Site
Vehicle Site
Underground Site

Underwater Site

OTHER FEATURES

Grabber

@ Clone Army

&P Virtual Set 7: Darkness Rising
€ Virtual Set 8: Scoundrels
€ Virtual Set 9: Republic At War
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@ Vehicle
@ Weapon

Starship e

Episode | @

Independent Starship O
Republic

Scomp Link E

Selective Creature @

Seperatist

Sidious Effect

A Setup Card

Trade Federation
Vader Effect
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Virtual Gards: Master List

AOMIRAL'S ORDERS

*Nothing Can Get Through Our Shield (V)

At each system a player controls with a capital
starship, non-@ characters (and vehicles) deploy -1
to related sites and sectors. If you occupy a system
with a capital starship (or three unique starships) and

have no Objective on table, may add 1 to each of your
Force drains at related battleground sites (opponent
loses no more than 2 Force from those drains).

*Nothing Can Get Through Our Shield (V)

GHARAGTERS

+383-10 (V)

POWER 3| ARMOR 3|  BATTLE DROID

While at an interior Naboo site, your & droids
here are immune to We'll Handle This and (if at
opponent’s site) cannot be placed in Used Pile
during battle. If with a unique (*) battle droid,
draws one battle destiny if not able to otherwise.

«Admiral Motti, Battlestation Goordinator 4

Considered an overrated leader by many subordinatt
Has a disturbing lack of faith. Became a member of the Death
Star's command triumvirate despite his failings.

POWER 3 | ABILTV 3 | | FORCE-ATTUNED

I 2. Death Star is hyperspeed = 2, and your
total power there (and at system it orbits) is +1
¢ for each Death Star site on table. While with
B Tarkin, Tarkin Doctrine ignores parsec limit and is
5 X). Immune to attrition < 3.

“Motti (V)

+«Admiral Motti (V)

POWER 3| ABILITY 3| FORCE-ATTUNED |

[[21 2. Chiraneau may not modify your Force drains.
Kuat Drive Yards is (X). Unless your Senate on

and immunity to attrition +1. Once per game, may
'V non- € Kuat Drive Yards.

H table, unique (¢) Star Destroyers are power +2
5L

«Admiral Motti (V)

Not endorsed or sponsored by LucasFilm Ltd.

DARK S1DF

+4-LOM With Concussion Rifle (V)

POWER 2| ARMOR 3|  PROTOCOL DROID |

Permanent weapon is *4-LOM’s Concussion Rifle
(may target a character for free; target is power

-1). Once per turn, may place a card from hand
on hottom of Used Pile to draw top card from
Reserve Deck.

+4-LOM With Concussion Rifle v)

*Admiral Pellaeon

*Admiral Pellagon

Corellian leader. Lied about his age to enﬂzr the \ ~
Academy. Took command of Chimaera when its captain was =
killed at the Battle of Endor. Admires Grand Admiral Thrawn.

POWER 3 | ABILTY 3 |  FORCE-ATTUNED

[[212. May be revealed from hand to A Justifier
and deploy both simultaneously (for -1 Force each).
Opponent’s passengers here are forfeit = 0. Once per
game, if aboard Justifier, may lose 1 Force to move
away from battle as a ‘react’ (at hyperspeed +2).

«Captain Gilad Pellaeon (V)

*Admiral Ozzel (V)

POWER 3|  ABILITY 2|

[E21 2. While piloting a capital starship at a
battleground system, in each battle a player's
first battle destiny draw may not be canceled or
reduced and if opponent canceled a just drawn
battle destiny, they lose 1 Force.

«Admiral Ozzel (V)

*5D6-RA-7 (Fivedesix) (V)

POWER = SERVANT DROID

Power +1 while with your leader. If at a Scomp
link when opponent draws destiny of: 1-3, you may
u activate 1 Force; 4-6, you may draw top card of your
&4 Reserve Deck; 0 or 7, you may retrieve 1 Force.
]

+5D6-RA-7 (Fivedesix) (V)

*AT-AT Commander
;@ <AT-AT Commanden

Leader.

POWER 2|  ABILITY 2 |

[[212. May place AT-AT Commander on bottom of
Used Pile to cancel an attempt to target a vehicle L—‘
¢ he is aboard with Under Attack. Once during each of
B your turns, may peek at the top card of your Force
1 Pile. Projection Of A Skywalker here is suspended.

L sy N
- Ungmal concept.by.Matthew,Harrison=Trainor,.Ontario, Provincials:2011==
«»sSnowtrooper Officer (V)

*Admiral Piett (V)

POWER 3| ABILITY 3| FORCE-ATTUNED |

[ 3. Deploys -2 to Executor (while aboard, it is
immune to attrition <5 and hyperspeed +1).
During battle, if Flagship Operations on table,
may place a card from hand in Used Pile; your
total power is +3.

~—.... Original_concept by, Travis,Cooper, Florida.States, 2006
«Admiral Piett (V)

SWCCG Players Committee 2014



Virtual Cards: Master List

«Arica (V)

POWER 4|  ABILITY 5| FORCE-SENSITIVE |

Power +1 on Tatooine. Once per game, during U
your move phase, may relocate Arica to Luke’s 7
location. During your control phase, if present at

a battleground (and Luke is not), may retrieve 1

Force. Immue to Undercover and attrition < 4.

+Arica (V)
AT-AT Driver (V)

@j ATAT Driver 3"

R N
Piloting walkers high above the battlefield, AT-AT \ —

drivers are protected by 15 centimeters of reinforced armor. L

Accordingly, they are regarded with contempt by the infantry.

POWER O | ABILITY 2 |

[ 2: any combat vehicle. While piloting an AT-AT: U
draws one battle destiny if not able to otherwise, 2
you may use 1 Force to ' a vehicle site on this

AT-AT, and, if just lost, may use 1 Force to place

this character in Used Pile.

AT-AT Driver (V)
*Bib Fortuna (V)

POWER 3| ABILITY 1 |

Opponent’s non-Jedi characters are deploy +1
to @ sites. Once during your control phase, may
¢ place three cards from hand in Used Pile to reveal
B top card of Reserve Deck; if it is an alien, take it
1 into hand.

3
~_..Original concept by, Steven Lewis, Yavin 4 Regionals 2006 e
*Bib Fortuna (Jabba’s Palace)(V)

*Bane Malar, Spice Addict

- - *Bane Malar, Spice Addict p

N
Black Sun agent, assassin and bounty hunter. \ Q“

POWER 2| ABILITY 4| FORCE-SENSITIVE |

[[21 2. Once per turn, may ‘mindscan’ by placing a m

card from hand on your Used Pile; choose: Until end L_,_.

of turn Malar is power +2 and may fire a weapon

twice per battle. OR Peek at the top X cards of your

Force Pile where X = number of characters here.
(_W_Ufig’irﬁl concept by Caleb Foth, South Carolina States 2011 DL
Kessel Operative (V)

Not endorsed or sponsored by LucasFilm Ltd.

+Aurra Sing (V)

POWER 4|  ABILITY 4| FORCE-SENSITIVE

Once during opponent’s activate phase, may Lj

relocate Aurra to same site as a Jedi. Once per
u game, during your move phase, may fire her
£l

weapon at a Jedi; hit target is lost. Inmune to

attrition < 4.
5

- rrrTJr[ginal concept,by.Sam.Tashima,,North,Dakota SIZTESVZUUEX
*Aurra Sing (V)

+Aurra Sing, Deadly Assassin

@ <Aurra Sing, Deadly Assassin 1)

On her assignment to kill Sharad Hett, Aurra used her\, .
patience and cunning to help track down the Jedi Master.

POWER 4| ABILITY 4| FORCE-SENSITIVE |

Once per game may 'V a device on Aurra. While L_’]
armed with a € rifle: it may not be retargeted or

stolen, her total weapon destiny is +1, and characters

she hits may not be used to satisfy attrition. Inmune

to attrition <3 (< 4 while armed with a rifle).

Euiéﬂy Observing (V)
*Boba Fett (Cloud City) (V)

POWER 4| ABILTY 3| ARMOR 5

[[21 3. May ‘fly’ (landspeed = 3). Draws one battle
destiny if unable to otherwise. Your cards with
“Bounty” in title are immune to Aim High. During
your control phase, may A a card with “Bounty”
in title. Immune to attrition < 4.

+Boba Fett (V)
«Battle Droid Squad

«Battle Draid Squad 3

In situations of confrontation, a command high on a \, S)
battle droid’s priority queue is to neutralize any kind of N
armament an opponent has. @

POWER 3 | ARMOR 3 | BATILE DROID

Lost if Droid Racks on table. While a Blockade
Flagship site on table, draws two battle destiny if
E‘ unable to otherwise.

TDrc;b Your Weapons (V)

DARK SIDE

+Bane Malar (V)

POWER 2|  ABILITY 4| FORCE-SENSITIVE

Blaster Rifle is a matching weapon for Bane. While Lj
at a battleground planet site, your Force drains

and Force drain bonuses here and at same site

as Ree-Yees may not be canceled. Immune to

attrition < 3.

g

Artwork not affiliated or endorsed by Lucasfilm Ltd.

-

POWER 4| ARMOR 4| BATTLE DROID

Deploys +1 if In Complete Control on table. Draws Lz,!
one battle destiny if unable to otherwise. Adds 1 to |
attrition against opponent here (2 if with another [&] L._A
card). May fire any @ weapon for free. |

Lift Tube (Dark) (V)
+Boba Fett (Special Edition) (V)

POWER 4| ABILTY 3| ARMOR 5

[[21 3. May ‘fly’ (landspeed = 3). Permanent
weapon is Projectile Grappling Hook (may target a
character for free; draw destiny; target captured if
destiny +1 > defense value). Immune to attrition
<3 (< 5 while with Jabba).

+Boba Fett (Special Edition) (V)
*Boba Fett, Bounty Hunter (V)

- - oBoba Feft, Bounty Hunter 1

N
The most feared bounty hunter in the galaxy. \ X
Justifiably, his fee is as large as his reputation. >

POWER 4| ABILTY 3| ARMOR 5

[(213. May ‘fly’ (landspeed = 3). Adds one battle lr ,']
destiny if with your alien or Imperial. Inmune 7
to attrition <3 (< § if with Vader or a bounty |
hunter).

Boba Fett, Bounty Hunter (V)

SWCCG Players Committee 2014




Virtual Cards: Master List

*Boba Fett, Prepared Hunter

-

= « <Boha Fett, Prepared Hunter 2

Boba Fett's Mandalorian armor was so versatile that \, 2

o

his opponents never knew what to expect. Bounty hunter. )

Assassin.

EWER4' ABILITY 3| ARMOR 5

IF13. May be revealed from hand to A Slave /and D

deploy both simultaneously. While piloting Slave |,
it is maneuver +3 and hyperspeed +1. Draws one
battle destiny if unable to otherwise (if present at a
site, may add a destiny to total power instead).

:ﬁidaen Weapons (V)

POWER 4| ABILITY 2|

[[21 2. While at same site as a smuggler, power
+3. While with opponent’s smuggler or Wookiee,
opponent may not draw more than one battle
destiny here. Inmune to attrition < number of
opponent’s smugglers on table.

-
= « <Cad Bane

Bounty hunter.

POWER 4| ABILTY 2 |

[[212. Ponda Baba's Hold-out Blaster deploys and

fires for free on Bane. Once per turn, if Bane just
u used a weapon to hit a character, may ‘annihilate’
[

target (target is placed out of play when forfeited
this battle).

(_Uﬁﬁnal concept by, Brad, Eier, Coruscant, Regionals, Weekend. 2006

Baniss Keeg (V) Image courtesy of Victor Gamez @ Flickr

+Captain Piett (V)

POWER 2| ABILTY 3| FORCE-ATTUNED |

[F21 3. Twice per game during opponent’s turn, may ‘ U

place three cards from hand on your Force Pile to
H' draw top two cards from Reserve Deck.

«Captain Piett (V)
Not endorsed or sponsored by LucasFilm Ltd.

Artwork not affiliated or endorsed by Lucasfilm Ltd.

*Boba Fett, Relentless Bounty Hunter

-~ Boba Fetf, Relentlss Bourty Hunter 4

Boba Fett's helmet has infrared capabilities, a mutiun\, )

tracking system, a macrobinocular viewer, an internal comlink | &
and a broadband antenna. He doesn’t miss a thing.

POWER 4 | ABILTY 3| ARMOR 5

[[21 3. May ‘fly’ (landspeed = 3). While armed
with a blaster, may add one destiny to total power
or attrition. During your move phase, if escorting
a captive, may use 2 Force to relocate both to a
docking bay. Immune to attrition < 3.

auiék Reflexes (V)
Brangus Glee (V)

POWER 2|  ABILITY 4| FORCE-SENSITIVE

[[21 2. Deploys -1 and forfeit +1 at a docking bay or m

aboard a starship. During your control phase, if at L,]

a battleground, may use 1 Force (free if at Casino)

to exchange a card in hand with a random card in

Lost Pile. Immune to attrition < 3. .
~..Original concept by, Bill Kafer, L eague, Cube, Tournament, 20097
Brangus Glee (V)

+Captain Khurgee (V)

POWER 2|  ABILITY 2|

[[212. While at a battleground system, once during U
your turn may peek at top card of opponent’s Reserve L_,]
Deck; if it is a Rebel, may lose 1 Force to make it lost.

Forfeit +2 (to a maximum of 7) aboard Thunderflare

or with a leader.

~.__ Original.concept.by, John Anderson, US Nationals, 2011
+Captain Khurgee (V)

o

+Captain Lennox (V)

POWER 2|  ABILITY 2|

[ 3: any Star Destroyer. Deploys free aboard
Tyrant, and, while aboard, draws one battle destiny
if not able to otherwise and your total power here
is +1 for each of opponent’s starfighters here.

:Eabiéin Lennox (V)

+Captain Yorr (V)

POWER 2|  ABILITY 2|

[[21 2, 3: any starfighter. If your starship
participating in battle is about to be excluded
(even if that starship may not participate in battle)
or made lost by opponent, you may choose for it to
be ‘hit’ instead.

:aabiéin Yorr (V)

&i) «Gaptain Mod Terrik

Rpé}ial Squad Leader (V)

DARK SIDE

*Bossk With Mortar Gun (V)

-

- « *Bossk With Martar Gun

Trandoshan assassin and slaver.

POWER 4| ABILTY 2| ARMOR 4

[t21 2. May not be targeted by weapons unless your
other slavers present are each ‘hit. Permanent
weapon is *Bossk's Mortar Gun (may target a
character for free; draw destiny; target hit, and its
forfeit = 0, if destiny = target’s destiny number).

+Captain Bewil (V)

POWER 2| ABILITY 2|  INFLUENCE 1

Agenda: logistics. While at Conference Room,
opponent must lose 3 Force to ‘react’ away from
a battle, and, if your total influence here is > 3,
during your turn you may take an Interrupt into
hand from Force Pile; reshuffle.

N

Leader. Captain Mod Terrik, a typical officer of the \ =
Desert Sands sandtrooper unit. Fearless and highly motivated. | =
Willing to sacrifice as many troops as necessary.

POWER 2 | ABILTY 2 | ARMOR 4

Other sandtroopers are deploy -1. Your ability-1 L’]
troopers may not have their forfeit reduced and

(unless they have another forfeit bonus) are forfeit

+2. At sites where you have two troopers, they may

draw one battle destiny if not able to otherwise.

POWER 2| ABILITY 1 |

When deployed, may use 1 Force to A a non-unique Lj
Trandoshan. Power +1 while your other slaver

present. While in battle at a site with two other

slavers, may place this character out of play to satisfy

all remaining attrition against you.

aeg{n (V)
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«Chokk (V)

POWER 4| | ABILITY 1 |

ARMOR 4

Deploys -1 to Tatooine. While with your non-droid ‘ Lj

character, if a battle was just initiated here, may
use 1 Force to place Chokk in Used Pile; Interrupts
may not be played until the weapons segment ends.

5
Original concept by, Greg, Shaw,, Coruscant, Regionals, 2004, A

«Chokk (V)
Carnor Jax, Royal Guard

@) «Garnor Jax, Royal Guard

_POWER 5 | ABILTY 2 | ARMOR 3

Imperials may not have their deploy costs
increased (or be excluded from battle) by
opponent here. When using a Force Pike, may
draw two weapon destiny and choose one (may
take the other into hand). Immune to attrition < 3.

—Original.concept by Ryan,R., PC Volunteer Award. 2009,

-~ o

Force Pike (V)
+Corporal Derdram (V)

POWER 3| ABILITY 1|

[ 2. While at an Executor site, may use 1 Force
to place a just lost non-unique smuggler (and all
copies of that card in opponent’s Lost Pile) out of
play. At same non-docking bay site, opponent may
not deploy Jar Jar or spies.

:Ebfbbral Derdram (V)
«Count Dooku

l «CGount Dooku

Serennoian leader. Trade Federation.

POWER 5| ABILITY 7 | DARK JEDI MASTER |

Artwork not affiliated or endorsed by Lucasfilm Ltd.

Deploys -1 if Sidious (or Insidious Prisoner) on table. ‘ D

Power +1 for each Jedi here. May be targeted by

initiated battle here, may A Force Lightning or Force @

+Colonel Wullf Yularen (V)

POWER 1 | ABILITY 2|  INFLUENCE 2

Imperial Council Member. Agenda: logistics. ISB
Agents are forfeit +1. While at Conference Room
with Sim Aloo, may use 1 Force to subtract 1 from
an oponent’s just drawn non-Epic Event destiny.

«Colonel Wullf Yularen (V)
«Commander Daine Jir

@) «Commander Daine Jir

\
Typical Imperial leader. Uses constant training and \

crisis simulations to help maintain high performance levels.
Commander Daine Jir is known to be bold and outspoken.

POWER 3 | ABILTY 3| FORCE-ATTUNED

While at a mobile site, your Imperials here are
immune to Demotion, and, once per turn, may
use 1 Force to ' a unique (*) Imperial warrior
(except a pilot). While No One To Stop Us This
Time on table, it may not flip.

Rpé?ial Commander (V)

+Corporal Vandolay (V)

POWER 2|  ABILITY 2|

[[21 2. Opponent’s smugglers are forfeit -2. During
any control phase, may A one Spice Mines 0f
Kessel. Once per game, may A an Immediate
Effect and/or a prison.

:anr'broral Vandolay (V)
«Dannik Jerriko (V)

POWER 1| ABILITY 3| FORCE-ATTUNED |

If present where you just won a battle, may use
1 Force to place a card from opponent’s Lost Pile
n‘ out of play.

«Dannik Jerriko (V)

eDarth Maul With Lightsaber (V)

POWER 7 | ABILTY & | | DARK JEDI

Permanent weapon is *Maul’s Lightsaber (may
target a character or creature for free; draw two
destiny; target hit, and its forfeit = 0, if total
destiny > defense value). Adds one battle destiny

2

o

e(‘

DARK SIDE

«Commander lgar (V)

POWER 3| ABILTY 3| FORCE-ATTUNED |

I 2, 3: any combat vehicle. Once per turn, if
piloting a combat vehicle, may use 1 Force to
cancel a ‘react’ from a related site to this site or
cancel an opponent’s just drawn battle destiny at
same site (except their first this battle).

«Commander Nemet (V)

POWER 1 | | ABILITY 2|

I21 1. While piloting at a battleground system,
your Force drains here may not be canceled. While
piloting at a system with a ‘probe’ card, during
your deploy phase (or if just forfeited), may be
placed as a ‘probe’ card at any system.

«Commander Nemet (V)
sCommander Praji (V)

POWER 1 | ABILITY 2|

I1 2. During your control phase (twice if aboard
Devastator), may use 1 force to A an Imperial
pilot of ability < 3.

«Commander Praji (V)
Coruscant Guard (V)

POWER 3|  ABILITY 2|

Heroic. Deploys -1 to Senate. While at Senate,
Sidious is cumulatively politics +2, and, during
your control phase, may place this character in
Used Pile to A <> Expand The Empire, or take
any one card into hand from Force Pile; reshuffle.

:Ebfﬁgcant Guard (V
+Danz Borin (V)

POWER 2|  ABILITY 2|

[[213. May add 1 to Force drains at same Nal Hutta

location. Danz is a matching pilot for any [] starship
E’ and, while piloting one, may not draw more than one
| battle destiny here (your battle destinies here may not
1 be canceled or modified by opponent).

~. Original.concept,by, Tyler Vastag, Twin,Cities,V-Lite, 2006
*Danz Borin (V)

«Darth Vader (V)

POWER 6| ABILITY 6| DARK JEDI

[E21 3. While aboard a starship, it is immune to
attrition < 5. During battle at same system (twice
if with a Black Squadron pilot), may cumulatively
subtract 2 from a just drawn destiny. Immune to
attrition <.

«Darth Vader (V)

«Daultay Dofine (V)

POWER 2| ABILTY 3| FORCE-ATTUNED |

[[21 3. Blockade Flagship is immune to attrition

< 9. While piloting Blockade Flagship, if your &
Admiral’s Order on table, Blockade Flagship may not
be targeted by weapons or have its power reduced.

L
E

B’ Force Lightning. Once per game, if opponent just L.]
LIpS

Push. Immune to attrition < 6 (< 8 if with a Jedi).

Once per game, may A Gunray or Haako.
—— N

+Daultay Dofine (V)

SWCCG Players Committee 2014
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«Darth Vader, Betrayer Of The Jedi

oDarth Vader, Befrayer O The Jedi ~~4°

“I will deal with them myself.’

POWER & | ABILITY & | DARKJEDI

[213. The Circle Is Now Complete is canceled.

While present with € Obi-Wan or a Jedi Council
Member, may add one battle destiny, lightsabers here
may not be ‘swung’ twice, and their immunity to
attrition is canceled. Immune to attrition <5.

TLeé;)e Them To Me (Death Star Il) (V)
+«sDeath Star Gunner (V)

POWER 1 | ABILITY 1 |

While on Death Star: cancels Force drain bonuses
from Death Star sites’ game text, your & Epic
Event total is cumulatively +2, and during your
deploy phase, may place this character in Used

| | Pile to A Superlaser.

Veﬁath Star Gunner (V

ARMOR 3 |  SPIDER DROID

While with a [E card or another spider droid, draws
one battle destiny if unable to otherwise. Permanent
weapon is Self-Destruct (may target a character

present; draw destiny; if destiny +2 > defense value,
target hit and forfeit -4, and this character also hit).

S Background image,courtesy, Gosse Zeilstra
R1-G4 (Arone-Geefour) (V)

«Djas Puhr (V)

POWER 1 | ABILITY 4| | FORCE-SENSITIVE |

Power +3 under ‘nighttime conditions. Blaster
Rifle deploys and fires for free on (and is a
u‘ matching weapon for) Djas Puhr. Immune to
kd  attrition <3 (< 5 while armed with a weapon).
[

+Djas Puhr (V)

=

«Darth Vader, More Machine Than Man

N
Dark Lord of the Sith. Servant of Emperor. Encased \

in armor with cybernetic life support. Student of Obi-Wan

Kenobi. Was the best starpilot in the galaxy. Cunning warrior.

POWER € | ABILTY & | DARK JEDI

[F213. € cards never deploy unless Rise Of The
, Dark Lord on table. Once per turn, if at a site you
u ¢ control, may apply his ability to draw battle destiny
elsewhere. May not be Disarmed. Immune to Clash
0f Sabers and attrition < 5.

«Dengar (V)

POWER 2| ABILITY 2|

[t21 2. Deploys free aboard Punishing One, and
while piloting it, draws one battle destiny if unable
to otherwise. At same site, Han’s game text is
canceled. May not be attacked. Immune to Fallen
Portal.

g

Artwork not affiliated or endorsed by Lucasfilm Ltd.

POWER 2| ABILITY 2 |

‘ Lﬂ [212, 3: Black 5. While piloting Black 5, it is

N | maneuver +1 and he draws one battle destiny if not
> ¢ able to otherwise. If at opponent’s system, instead
@ | of Force draining here, may take any one card into
: | hand from Force Pile; reshuffle.
N

-Lieutenant Endicott V]

*E-3PO (V)

POWER 1 | PROTOCOL DROID

While with C-3P0, C-3P0’s game text (and game
text of cards on him) is canceled. E Chu Ta is
destiny +3 when drawn for weapon or battle
destiny. During any control phase, may A

E Chu Ta.

Not endorsed or sponsored by LucasFilm L

@ <Darth Vader, More Machine Than Man 4

DARK SIDE

sssDathomir Witch

@ o [Jathomir Witch

Female.

POWER 2| ABILITY 4 | FORCE-SENSITIVE

Landspeed = 2. If present with exactly one
ferocious creature (even if excluded; except Bubo
or Sarlacc), your power here is +X (where X =
double creature’s defense value). Once per turn,
may W Rancor Mount here. Cannot be attacked.

“Rystall (V)

POWER 3| ABILITY 2 |

While opponent's @ objective on table, adds U
one battle destiny. Permanent weapon is *Blaster L,]
Carbine (twice per battle, may target a character

or vehicle for free; draw destiny; target ‘hit,’ and its l\_1
forfeit = 0, if destiny +1> defense value). N

N\

. .‘;1.(,

g
= N

ooy -
gy -

POWER 4| ABILTY 3| FORCE-ATTUNED |

Artwork not affiliated or endorsed by Lucasfilm Ltd.

[E212. Power +1 for each oppanent’s character m
present with ability > 3. While present on Muunilinst, L,]
adds one battle destiny. If Durge was just lost, may

use 2 Force to ‘regenerate’ (take him into hand). @

9
| S— Image.via Star,Wars,FIivkrl
Tusken Raider (Premiere) (V)

POWER 3| ABILTY 2| ARMOR 4

Clone. Heroic. Deploys -1 if a Dark Jedi at Senate. Lj
Power +2 if with Order 66. Jedi here are Heroic. N |
Permanent weapon is blaster rifle (may target a >
character or vehicle for free; draw destiny; target @
hit if destiny > defense value).

O

wElite Squadron Stormtrooper (V)
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*Fozec (V)

POWER 1 | ABILITY 1 |

[ 2. While Undercover, opponent’s Force drains
at related locations are -1. Once during battle, if
with an ISB agent, may cause opponent to draw
destiny; may retrieve 2 Force if destiny > 2.

Artwork not affiliated or endorsed by Lucasfilm Ltd.

POWER €| ABILITY 5|  FORCE-SENSITIVE|

Galen’s forfeit may not be reduced. Power and Lj
defense value +2 while with Maris Brood. If
defending a battle alone (or defending with Juno
| Eclipse), may be targeted by Force Lightning.
Immune to Clash Of Sabers and attrition < 4.

4
Image,courtesy,of, Hayley,Sargentl

*All Too Easy (V) Al

*Gela Yeens (V)

POWER 2|  ABILITY 2|

[[21 3. Opponent may not target Gela Yeens (or a U
starship he pilots) with weapons. While in battle l_j.
with Jabba, opponent’s characters at same site are

power and forfeit -2.

«Gela Yeens (V)
*Grand Admiral Thrawn (V)

POWER 2| ABILITY 4| | FORCE-SENSITIVE |

It21 3. Your [E] starships are lost. During your ;
turn, if at a system, may W a Dreadnaught here l_:!
[ or retrieve a Dreadnaught. Once per turn, if
ﬂ opponent’s alien at same or related location, may
peek at opponent’s hand.

4
— “Original concept by Nick Kolnik, PC Volunteer Award 2006 R

«Grand Admiral Thrawn (V) E

+Grand Moff Tarkin (V)

POWER 4| ABILITY 3| FORCE-ATTUNED

It212. Destiny +2 when drawn for destiny. Draws U
one battle destiny if unable to otherwise (if with l_:!
¢ Vader or an Imperial leader, may add one instead).
ﬂ During battle, if you just drew a destiny < number of
ﬁ' Imperials here, may cancel and redraw that destiny.

«Grand Moff Tarkin (V)
Not endorsed or sponsored by LucasFilm Ltd.

«Gardulla The Hutt (V)

POWER 3| ABILITY 3| FORCE-ATTUNED |

During battle, if €>No Bargain on table, may lose 2
Force to cancel a non- (S) Interrupt. Once per game,
during your move phase, may relocate any of your
characters here to a site you occupy as a regular
move (or vice versa). Immune to attrition < 3.

~—.... Original,concept by, Jarad Konsker, Online, League, 2011
Gardulla The Hutt (V)

*Galen Marek, Starkiller

ik

POWER €| ABILITY 5|  FORCE-SENSITIVE|

Galen’s forfeit may not be reduced. Power and
defense value +2 while with Maris Brood. If
defending a battle alone (or defending with Juno
Eclipse), may be targeted by Force Lightning.
Immune to Clash Of Sabers and attrition < 4.

*All Too Easy (V)
*General Tagge (V)

POWER 3| ABILTY 3| FORCE-ATTUNED |

During your control phase, may use 1 Force to A Lj

an Imperial trooper without armor. Once per game,
B’ may place all your nonA) Effects in Used Pile.

-

- « ebireedn With Blaster Pistol

Rodian assassin and bounty hunter.

POWER 3 | ABILITY 1 |

Your other assassins at same site are power +1. Lj
Permanent weapon is *Greedo’s Blaster Pistol (if a N |
battle was just initiated here, may target a character )
for free; draw destiny; target hit if destiny +1>

defense value). Immune to Disarmed.

~_Original concept,by,Brad, Eier, Michigan,States, 2009,
«Jabba’s Through With You (V)

DARK SIDE

*Garindan (V)
LUWER 1) ABILTY 2]

[211. May deploy -1 as a ‘react’; shuffle any
Reserve Deck. Ignores Objective deployment
¢ restrictions. Unless alone, may place Garindan in
EI Used Pile to cancel a just drawn weapon destiny

& here. <@ Imperial Domination ignores Garindan. -

b S5 N
~=0riginal.concept;by.Cole.Lepine.& Alex0:Shea,,Ontario. Provincials:2009=
+Garindan (V)

*General Nevar

@ «Beneral Nevar

Leader.

POWER 3| ABILITY 2|

[[21 2, 3: Blizzard 2. Deploys -1 on Hoth. Once per ‘ D
game, may 'V a marker site with <2 [ ora

B’ battleground (except Endor system or a war room).

|

Once per game, if piloting at a site where no
characters present, may peek at opponent's hand.

.. Originalconcept by, James Barnes, Dantooine Regionals 2010, RA
«Commander Gherant (V)

*General Veers (V)

POWER 3| ABILTY 3| FORCE-ATTUNED |

[ 3. While piloting an AT-AT, draws two battle
destiny if unable to otherwise. While piloting a
El' combat vehicle, its immunity to attrition is +2.

!\%«) o[irievous, Hunter OF Jedi

Commander. Leader.

\ /!

POWER 7 | | ABILITY 5 | | FORCE-SENSITIVE |

9 Dark Jedi Lightsaber may deploy on Grievous.
Jedi present are power -1 (-2 if a Jedi Council
Member). While armed with a lightsaber, your battle
destiny draws here are +1 and his forfeit may not
be reduced. Immune to attrition < 4.

.. Hand“made_costume image_=. www.mywickedarmor.com.
*Twi'lek Advisor (V)
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+Greedo (V)

POWER 2| | ABILITY 1 |

During battle, may cancel the game text of a
smuggler present with Greedo for remainder of
turn. During your control phase, may A one Oo-ta
Goo-ta, Solo?.

«Greedo (V)
*Hem Dazon (V)

POWER 2|  ABILITY 2|

During your deploy phase, may stack ‘salt’ (a card

from hand) face down under Hem. Your total battle
E’ destiny here is +1 for each ‘salt’ card. During your
B control phase (or if Hem lost), may place all ‘salt
1 cards in your Used Pile.

*Hem Dazon (V)

_POWER 3 | ARMOR 4| GUARD DROID

Shockstaff deploys and fires for free on this droid.
While on Blockade Flagship or Coruscant (or with
Grievous), this droid is Heroic and power +2. Your
characters here are immune to Ambush, Clash Of
Sabers, and attrition < 4.

<1G-88 (V)
Imperial Pilot (V)
_POWERO | ABILITY 2|

[ 2. Matching pilot for TIE Avenger. While
piloting a TIE: it is maneuver +2, it moves for
free, and, when this character is just lost, may use
1 Force to place her in Used Pile. Corvettes are
deploy +1 here.

Imperial Pilot (V)

+IT-0 (Eyetee-Oh) (V)

POWER 4| | INTERROGATOR DROID

Wherever you have a captive, your Force drains
are +2. Once per game, may 'V Hypo. Immune to
Restraining Bolt and attrition < 3.

:ﬁ'-oﬂ(rEyetee-Oh) V)

Not endorsed or sponsored by LucasFilm Ltd.

Grotto Werribee (V)

POWER 2|  ABILITY 4| FORCE-SENSITIVE

[[21 2. If opponent’s <> card just added a destiny
to total power or attrition here, draw two destiny,
choose one, and subtract it from their attrition and
total power. Your characters here are immune to

| Clash Of Sabers and attrition < 3.

-Grotto Werribee (\')]
*Hermi Odle (V)

POWER 3| ABILITY 2|

Aliens at same and related sites may not have
their weapons stolen or be Disarmed, and, while
armed with a non-lightsaber, non-1~.] weapon:
their weapon destiny draws are +1 and opponent’s
[ characters are power -1 there.

*Hermi Odle (V)
*IG-88, Renegade Droid

@ 1688, Reneyare Droid

S

- Ny
Bounty hunter droid equipped with proprietary steal?h\, 2

technology. Archived several of its enhancement subroutines N
in favor of sophisticated tracking and capture programming.

_POWER 4| MRMORS | ASSASSIN DROID |

212, 3: 16-2000. Deploys -3 aboard 16-2000. Adds | |[*]
one battle destiny if alone or with a smuggler. Lj
¢ During battle, if piloting a starship, may draw a

ﬂ destiny. Starship is immune to attrition <X, or its
5 immunity is +X (limit +2), where X = destiny. 6
Al SR N
s=0riginal.concept,by.Jarad. Konsker,.Online.V=Card.Tournament:2009~—
+IG-88 With Riot Gun (V)

+|SB Central Commander

@ +IS8 Central Commander

Imperial council member. ISB leader.

POWER 3| ABILITY 3| INFLUENCE 1

Agenda: intelligence. While with an ISB agent or

Imperial Council Member, may not be targeted by

weapons. During your deploy phase, may exchange
an Imperial in hand with an Imperial of ability <5
in Lost Pile. Immune to attrition < 3.

«Lieutenant Suba (\)]

@ «ISB Sector Commander

DARK SIDE

Guri (V)
 POWER 6| ARMOR S| | ASSASSIN DROID |

If1 2. At Coruscant sites where you have a Black
Sun agent, your Force drains are +1. While with
Xizor in battle, she may be forfeited to satisfy all
remaining battle damage against you. Immune to
Restraining Bolt, purchase, and attrition < 5.

«Guri (V)

POWER 4| ARMOR 5| ASSASSIN DROID |

[21 2. May use two weapons. Once per turn, if
escorting a captive, may take any one card from
Force Pile into hand; reshuffle. May lose 1 Force
to cancel a just drawn weapon destiny targeting
1G-88. Immune to attrition < 5.

+IG-88 (V)

Imperial Stormtrooper (V)

@ Imperial Stormtrooper )

'w\
One of countless elite shock troops totally loyal to the\,
Emperor. Unquestioningly follow orders. Willing to sacrifice
their lives to accomplish a mission. First-strike forces.

POWER 2| ABILITY 2| ARMOR 4

Clone. Blaster Rifle deploys (and fires) for free

on this trooper. When this trooper fires Blaster

Rifle, may draw two weapon destiny and choose
one (may take the other into hand). Immune to

Rebel Barrier.

ISB leader.

POWER 2| ABILITY 2 |

[t 2. Once per game, when deployed, may retrieve 2
up to two Imperials (or one into hand). While present l_j
at a site you control, Effects with “Celebration” in

title at related system are suspended and, once per

turn, may use 1 Force to 'V a trooper.

«Lieutenant Tanbris (V)
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Virtual Cards: Master List DARK SI10F

«Jabba The Hutt (V) «Jango Fett «Jango Fett, The Assassin

LUWEH 3! mimval FUREE-SENSITIVE; ‘Ilﬂll_[]ll Fett 'IIHII!]I] FH“, The Assassin

While with your alien leader, Jabba is immune to ; — "

attrition and may not be targeted by Interrupts or Trade Federation. N Trade Federation. Scout.
weapons. May W one Scum And Villainy. During

battle, may use 1 Force to double the power of one

other non-[&] alien present.

Y

«Jabba The Hutt (V)

Artwork not affiliated or endorsed by Lucasfilm Ltd.
Artwork not affiliated or endorsed by Lucasfilm Ltd.

«Janus Greejatus (V)

POWER 2| ABILTY 4|  INFLUENCE 2 | POWER 3 | ABILTY 3| ARMOR S | POWER 4| ABILTY 3| ARMOR 5

Agendas: logistics, rule. Once per turn, if at [[212. May W Jet Pack on him for free; he moves m [[213. Adds one battle destiny. SD-17 Homing Missile
Conference Room and you just drew a non-Epic using it for -1 Force. Permanent weapon is Dual may deploy on (and is a matching weapon for) him,
E‘ Event destiny < your total influence here, may use ¢ Blasters (may lose 1 Force to target a Jedi; until ¢ fires for free, and when fired may go to Lost Pile
K1 2 Force to cancel and redraw that destiny or use 4 &4 end of turn, choose: target may not fire weapons \ | instead. While piloted by two Fetts (unless your €
5 Force to add 2 to that destiny. OR target loses immunity to attrition). | objective on table), Slave /is immune to attrition < 9.

8
| B ~..Original cancept by, Chris Clarke, Australia Nationals 2007 ~—.._ Image courtesy of Photographer Andrew,Kolstad N
+Janus Greejatus (V) *Jodo Kast (V) Image courtesy of gbrummett @ Flickr Lando System? (V)

«J'Quille (V) +Jodo Kast (V) *Keder The Black (V)

POWER 5| | ABILITY 1 | | POWER 3| ABILTY 3| ARMOR 5 | POWER 4| ABILITY 3| FORCE-ATTUNED |

May deploy to a shielded site, and, for remainder Once per game, if a character was just ‘transported’ Lj While at Senate: Sidious is politics +3; “senators” Lj
of that turn, suspends “Hoth Energy Shield Rules” here by Nabrun Leids, may capture that character. on Squabbling Delegates is treated as “Coruscant

at his site. Once per game, when deployed to a ¢ At same site, opponent must first use 1 Force to ¢ Guards;” and may lose 1 Force to place Keder and

site, opponent loses 1 Force for each Light Side | fire a weapon. May be targeted by Hidden Weapons. | an opponent’s @ Political Effect (or @ senator
character present. || May fly’ (landspeed = 3). || here) in owner’s Lost Pile.

e 6
.. Original.concept,by, Steve, Jones, Volunteer,of.the.Year, 2008, 4 e
+Jodo Kast (V) *Keder The Black (V)

+Juno Eclipse, Black Leader (Al) *Ket Maliss, Shadow Killer

@ «duno Eclipse, Black Leader @ «Juno Eclipse, Black Leader -~ oKt Maliss, Shadow Killer 3)

\

Highly valued by Jabba the Hutt and other gangsters.\\,
Ket Maliss, Prince Xizor's “shadow killer,” has unknown but
undoubtedly lethal business in Mos Eisley. Assassin.

POWER 3| ABILTY 3| FORCE-ATTUNED | POWER 3| ABILTY 3| FORCE-ATTUNED | POWER 4| | ABILITY 2| | SHADOW 3

[[21 3. Deploys -1 to starships. Naboo Blaster is a u [[21 3. Deploys -1 to starships. Naboo Blaster is a ( I21 2. While with opponent’s character of ability > 2,
matching weapon for her. While with Galen at a 7| matching weapon for her. While with Galen at a 7| Ket Maliss is power +1, defense value +2, and draws L_,_;
site, adds one battle destiny. During your control l___, ¢ site, adds one battle destiny. During your control l___‘ ¢ one battle destiny if unable to otherwise. Whenever

phase, may use 2 Force to retrieve a card with &1 phase, may use 2 Force to retrieve a card with LJ an opponent’s character is lost from same site,

“back” in title. Inmune to attrition < 3. “back” in title. Inmune to attrition < 3. opponent loses 1 Force.

—— 4 4
| . Image, caurtesy,uﬁJulial R . Image, murtesy,af,JuIial
*Human Shield (V) *Human Shield (V) Al

«Kitik Keed'kak (V) sLabria (V)

POWER 8| | ABILITY 1 | | POWER 1 | | ABILITY 1 |

During battle, may add 1 to your total attrition Once per game, may W Undercover on Labria. [ 3. Once per turn, while present at a

against opponent for each opponent’s character During your control phase, may reveal top card of battleground site, may use 1 Force to add or
present. May not deploy to or board starfighters or ( Reserve Deck. Place revealed card on top of Force ¢ subtract 1 from a just drawn weapon or battle
enclosed vehicles. B Pile, Reserve Deck, or Used Pile. B destiny (or from opponent’s just drawn destiny).

Kitik Keed'kak (V) «Labria (V) «Lando Calrissian (V)

Not endorsed or sponsored by LucasFilm L SWCCG Players Committee 2014
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«Kir Kanos With Force Pike

@ «Kir Kanos With Force Pike 3

n — N
Fiercely devoted Royal Guard. Feels deeply indebted \ =
to those who risk their life for him. Unaware of the extent of | ~~
Palpatine’s atrocities and cruelty.

POWER 4| ABILTY 2 |

Heroic. Permanent weapon is Force Pike (may

target a character for free; draw destiny; target hit, N |
and its power = 0, if destiny +1 > defense value). \
Your characters here are immune to Cantina Brawl,

Fallen Portal, and Rebel Barrier.

&
concept by, Kevin Shannon, World Champion, 2008.
«Kir Kanos (V)

eLieutenant Cecius (V)

POWER 2|  ABILITY 2|

Opponent’s characters are deploy +1 to same
mobile site. At battlegrounds where you have a
unique (*) and non-unique Imperial present (and
no other Force drain bonus), your Force drains
are +1. Tactical Support is a Used Interrupt.

«Lieutenant Cecius v)

«Lord Vader (V)

POWER & | ABILTY & | DARKJEDI

[[1 3. May steal (and then use) an opponent’s
lightsaber just lost from same site; may then use
H two weapons. While The Quick And Easy Path on
L table, Jedi Escape and What Was It? may not
] cancel duels. Immune to attrition < 5.

S E)
~..Original concept by Jerry, Jensen, PC Volunteer. Award. 2005 N
sLord Vader (V) E

sLieutenant Watts (V)

POWER 2|  ABILITY 2|

[ 2. Once per turn, if at a battleground site, may |
take a weapon from Lost Pile into hand to cancel a l_j
E’ Force drain at a related site.

«Lieutenant Watts \)]

Mercenary Pilot (V)

POWER 2|  ABILITY 1 |

[E212. Adds 2 to power of anything he drives. When
driving a transport vehicle, adds one battle destiny.
Once per turn, while piloting at a cloud sector, adds one
battle destiny during battle at a related exterior site. €
Another Pathetic Lifeform ignores your non-unique aliens.

~

Mercenary Pilot (V

Not endorsed or sponsored by LucasFilm Ltd.

sLady Valarian

«liady Valarian

Whiphid female gangster and leader. N

POWER 3| ABILTY 3| FORCE-ATTUNED |

Your total battle destiny here is +1. Unless Jabba on
table, “Jabba” in the game text of your cards (except
Hutt Bounty and Jabba’s Prize) may be treated as
“Lady Valarian.’ Once per turn, may target a Mistryl
of ability > 2 here; target is Heroic until end of turn.

Whiphid (V)
«Lieutenant Grond (V)

POWER 2|  ABILITY 2|

[C21 2. Adds one battle destiny with Colonel Dyer m
or if driving a swoop. May place Lieutenant Grond = |

in Used Pile to cancel a Force drain at a related

location.

sLieutenant Grond \)]

*Major Hewex (V)

POWER 2|  ABILITY 2 |

Your unique (¢) Stormtroopers are deploy -1 to
same site and are forfeit +1 at same and related
E’ locations.

olake

Assassin and clone.

POWER 5| ABILITY 5| FORCE-SENSITIVE|

[E21 2. May use any stolen lightsaber. During battle, U
may steal a lightsaber from opponent’s Lost Pile Lj
(return weapon to opponent’s Lost Pile if it is about

to leave table or at end of battle). May use 2 Force to

cancel Luke’s game text here for remainder of turn.

= Original,.concept. by, Darren, Pilbeam, UK.Champion, 2009
*Release Your Anger (V)

DARK SIDE

«Lord Sidious

l *Lord Sidious

Leader. Trade Federation.

POWER S| ABILITY 7. DARK JEDI MASTEI{

two Dark Jedi on table, retrieve 2 Force. While
at your Senate and you have no senators here,
Sidious is politics +4 and his game text may not
be canceled. Immune to € Leia and attrition.

:Embéror’s Power (V)
sLieutenant Renz (V)

POWER 2|  ABILITY 2|

Once per game, if at a battleground site, may
initiate a Force drain that cannot be canceled;
Force drain is +X (this bonus may not be canceled;
ignore other modifiers) where X = the number of
unigue () Stormtroopers at battleground sites.

«Lieutenant Renz V)

“Malakili (V)

POWER 2|  ABILITY 1 |

Deploys -4 on Tatooine. Rancors may deploy here
(even if Malakili is not the only character, habitat
permitting), are defense value +4 here, and may
not attack Malakili. During your deploy phase, may
'V one Rancor here.

+Malakili (V)

Leader.

POWER 3 | ABILTY 3 |  FORCE-ATTUNED

[EZ1 3. Once per game may A a TIE Defender. 1

While piloting, opponent may not cancel or L,_‘
substitute battle destiny draws here. While piloting

an Imperial starfighter, it is maneuver +2 and he

draws one battle destiny if unable to otherwise. ©

.,,_UrEinal concept, by, Brian, Herold,, Minnesota.States. Weekend. 2007
*Major Turr Phennir (V)
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*Mara Jade With Lightsaber

-~ @ oMara Jade With Lightsaber 4"

Ordered to kill Luke Skywalker. Assumed the idrenmy ofa
dancer named ‘Arica’ in order to sneak into Jabba's palace.

POWER4 | ABILTY 5| FORCE-SENSITIVE

While Luke or Emperor on table, power +1 and Lj
she moves for free. Permanent weapon is *Mara | )=
Jade’s Lightsaber (may target a character or .
creature for free; draw two destiny; target hit, and

its forfeit = 0, if total destiny > defense value).

L " Original concept by Justin Roth, New York States 2005 ¢
*Mara Jade, The Emperor’s Hand (V)

oMaff Tarkin, Death Star Commandant 4"

E——— N
Ne

Leader.

POWER 4| ABILTY 3 |  FORCE-ATTUNED |

[E211. Deploys -2 to Death Star. Your Force U
generation at Eriadu is +2. Superlaser fires at =
starships for free, and targets it hits are forfeit -4. l__]
Wherever you have an Imperial, you may initiate

battles for free. Immune to attrition < 3.

:Bufl\ll Sections On Alert (V)
*Myn Kyneugh (V)

POWER 4| ABILITY 3| FORCE-ATTUNED |

Heroic. When deployed, may play a Defensive

Shield from under your Starting Effect (as if from
E’ hand). Force Pike is a matching weapon for Myn,
LX ' and, when using it, it fires for free and his total
5| weapon destiny is +1. Immune to attrition < 4.

:I\kllyrirkyneugh V)]
«OOM-9 (V)

POWER 2| ARMOR 4| BATTLE DROID

[(Z] 2. Draws one battle destiny if unable to 7
otherwise. While at a battleground, you lose no m
¢ Force to Amidala and your Force generation is +1
E for each of opponent’s non-battlegrounds on table
4' (and cards stacked on their Epic Events).

-00M-9 (V)
Not endorsed or sponsored by LucasFilm Ltd.

Massassi Warrior

Massassi Warrior

POWER 3 | ABILTY 1 |

Deploys -1 to same site as a Dark Jedi. While with Lj
another Sith, draws one battle destiny if unable to

otherwise and opponent’s characters here are

power -1, When lost from the same site as a Jedi,

opponent loses 1 Force.

ki Sk . &
~ ... Original concept by Nick Reisch, Texas States 2005,
Makurth (V)

*Moruth Doole, Kessel Administrator

-: Moruth Doole, Kessel Administrator < 3"

POWER 3 | ABILTY 2 |

Deploys -1 to Kessel. While at a Kessel battleground
site, your Force drains are +1 at X related locations,
where X = number of ‘spice’ cards on Spice Mine
Operations, and once per turn, may use 3 Force to
take a ‘spice’ card you own into hand.

*Nizuc Bek (V)

POWER 2|  ABILITY 1 |

Whenever opponent Force drains at a non-
battleground, may retrieve 1 Force. During your
deploy phase, may ¥ an Effect with “matching”
in game text. Once per turn, may place Juri Juice
from hand on Force Pile to cancel a Force drain.

«Nizuc Bek (V)
*Officer Evax (V)

POWER 2| ABILITY 22|  INFLUENCE 1

Imperial Council Member. Agenda: logistics. Once
per turn, if at Conference Room, may target an
opponent’s starship on table with power < total
influence here. Opponent must use +2 Force to
move target (or initiate battle there) this turn.

«Officer Evax V)

DARK SIDE

Mercenary Shadow Pirate

oo Mercenary Shadow Pirate

ISB. Female.

POWER 2 | ABILTY 2 |

[[21 2. Opponent may not add destiny draws to
power or attrition here. Sandwhirl and Ice Storm
E’ are canceled at same and related locations.

3 N\
.. Original.concept by, Peter. Nordstrom, Northern, CA.Local. 2009
Nal Hutta Operative (V)

Commander. Leader.

POWER O | ARMOR 3| BATTLE DROID

[F212: any vehicle. While piloting a & vehicle at a m
battleground site, adds one [#] and may add 1 to »
your Force drains here. Once per game, may A a m
card with “fire” in title.
Ll S N
e Original.concept, by, Aaron, Nelson, Endor. Regionals. 20102
««<Battle Droid Officer (V)

*Nute Gunray (V)

POWER 3| ABILITY 4| FORCE-SENSITIVE|

Deploys -1 to Council Room. Adds 1 to any attempt to | |
‘align’ a system. If an ‘aligned’ system on table, once

per turn during any battle, may lose 1 Force to add 1

to your total power for each unique (+) [ character

on table.

*Ponda Baba (V)

POWER 2|  ABILITY 2|

[12. Game text of non-Jedi Luke (or a lightsaber U
he is using) may not target aliens here. During l_j
battle, if with a smuggler, may add a destiny to
attrition (+2 if with your smuggler) or make that
smuggler forfeit = 0. 4
e > e N
wOriginal concept, by, Mike,Raveling,, Minnesota Superweekend.2008__

*Ponda Baba (V)
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Virtual Gards: Master List

«Prince Xizor (V)

POWER 5| ABILITY 3| FORCE-ATTUNED |

IC21 2. Other Black Sun agents are forfeit +1. Your U
unique () gamblers, gangsters, smugglers, and Lj
thieves are Black Sun agents. Once per turn,

may A Unexpected Interruption. Immune to

attrition < 4.

*P-13 & *P-14
P13 & -0 1)

Shields protect destroyer droids from incoming or \, S)
deflected blaster fire. Starfighter cannons, on the other hand, N
can cause some problems.

POWER 5| ARMOR 5| DESTROYER DROID |

May move as a ‘react. Permanent weapon is Twin

Cannon (may target a character or vehicle for free;
E draw destiny; if destiny +1 > defense value, target
(SPL

hit (opponent loses 1 Force); may lose 2 Force to
fire once more in battle). Immune to attrition < 4.

:ina;fer, Destroyers! (V)

*R2-A5 (Artoo-Ayfive) (V)

POWER 1 | ASTROMECH DROID

Heroic. When deployed, may play a Defensive
Shield from under your Starting Effect (as if from
¢ hand). If at a converted site, may use 1 Force to
E raise your site to the top.
3

~

*R2-A5 (Artoo-Ayfive) (V)
+««Reserve Pilot (V)

POWER 2|  ABILITY 2|

[[21 2. While piloting at a system, your total battle
destiny here is cumulatively +1. If a battle at a
system just ended, may deploy (for free) aboard a
starship from which you forfeited a pilot character.

«Salacious Crumb (V)

POWER O | | ABILITY 1 |

Unless R2-D2 present, while with Jabba at Audience
Chamber and opponent just drew weapon or battle
¢ destiny, may say “AH-hahahahaha!” and place this
m character in Used Pile to cancel and redraw that
3' destiny (canceled destiny card is lost).

-Salacious Crumb (\')]

Not endorsed or sponsored by LucasFilm Ltd.

Probe Droid (V)

POWER 2| ARMOR 3| PROBE DROID

When drawn for destiny, you may peek at
opponent’s hand. Provides presence. Thrice per
turn, your Imperial may deploy -1 to same site.
Your total battle destiny here is +1 for each
Imperial here.

Probe Droid (V)
*Probot

«Probot

Spy.

POWER 3 | ARMOR 3| PROBE DROID

Draws one battle destiny if not able to otherwise.
Power +2 if with opponent’s smuggler or Wookiee.
¢ During your move phase, may use 1 Force to
ﬂ ‘break cover’ of opponent’s Undercover spy at
5' same site. Immune to attrition < 3.

Probe Telemetry (V)
*Reegesk (V)

POWER 1 | ABILITY 1 |

During opponent’s turn, if present at a
battleground site, may steal a device, droid,
starfighter, vehicle, or weapon in opponent’s Lost
Pile into your hand.

+=sRodian (V)

POWER 2|  ABILITY 2|

Once per game, may ¥ a bounty hunter (except
Greedo) to same site. Unless another *s<Rodian is

at same or related site, your Force drain bonuses at

same planet site may not be canceled.

Sandtrooper (V)

POWER 2|  ABILITY 1 |

Deploys only to Tatooine or any desert. Immune to Lj

Sandwhirl. Your desert locations are destiny = 4.
While ‘riding’ a dewback, power +3 and may not
be targeted by lightsabers.

DARK S10F

«Prophetess (V)

POWER 1 | | ABILITY 4| FORCE-SENSITIVE

Deploys -1 and forfeit +3 at a site. Once per turn,
may peek at top card of opponent’s Reserve Deck
or Used Pile; may then shuffle that Reserve Deck
or Used Pile. Immune to attrition < 3.

*R'tic H'weei
Rtic H'weei

Jawa.

POWER 2|  ABILITY 2|

Once per game, may A Jawa Blaster or a card
with “sandcrawler” in title or gametext. Once per
turn, if present at a Tatooine battleground and there
is more than 1 Force in opponent’s Force Pile, you
may use 1 Force in opponent’s Force Pile.

W In.memory of Eric White, 1983 - 2011
+Daroe (V)

POWER 2| ABILTY 3| FORCE-ATTUNED

[E311. Once during your turm, may place a card from | |[ £,
hand of the same card type as the top card of your
¢ lost pile out of play to retrieve 1 Force (may be taken
—H, into hand).
]

I— 9
. Original_concept by, Matthew, Harrison-Trainor, Online, MEG,ZUIZX

+Sebulba (V)

POWER 3| ABILITY 2 |

[[21 2: any combat vehicle. Brisky Morning Munchen U
is canceled. Once per turn, if any podrace total > 0, Lj
H’ may take your just drawn destiny into hand to
u cancel and redraw that destiny. Draws one battle
5 destiny if unable to otherwise. :
N2

s Oﬁ’gina/ concept by, Garrett Larson, Minnesota States, Sealed. 2005

*Sebulba (V)
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Virtual Gards: Master List

+s«Saber Squadron Pilot

—
€3 ©e<Saher Squadron Pilot

8

POWER 2| ABILITY 2 |

[ 2. Matching pilot for Saber Squadron TIE and
while piloting it: it may relocate using € Combat
Response, adds one destiny to total power only, and
may add 1 to Force drains here (opponent loses no
more than 2 Force to that Force drain).

«Sergeant Torent (V)

POWER 2|  ABILITY 2|

Power +2 when defending a battle at a mobile
site or prison. Once per turn, if you use We Have
A Prisoner to capture a character, reduce battle
damage and attrition against you by that captive’s
forfeit.

POWER 3| ABILTY 4|  INFLUENCE 3 |

Agendas: law, rule. While at Conference Room,
adds one []. While with another Imperial Council
Member, adds one battle destiny. Immune to
attrition < 4.

+Sim Aloo (V)
Stormtrooper (V)

POWER 1 | | ABILITY 1 |

When drawn for weapon or battle destiny, destiny
+2, While present at a site and armed with a
blaster rifle, forfeit +2 and draws one battle
destiny if unable to otherwise.

«Tarkin (V)

POWER 4| ABILTY 3| FORCE-ATTUNED |

Adds one battle destiny if with Vader (or a Rebel
at a mobile site). Jar Jar and opponent’s spies
may not deploy to Death Star. Once per game,
may A Hyperwave Scan, Put All Sections On
Alert, or an ISB agent.

3

—
(‘\

Not endorsed or sponsored by LucasFilm Ltd.

Scout Mercenary

- - Souut Mercenary 3

'v\
— S
Opportunists work with corrupt governments and \ O

Raithal casino operators. Keep the Empire informed of local
Alliance activity, for a price.

POWER =2 | ABILITY 2 |

[ 2, 3: speeder bikes. During battle, unless Gall
on table, may use 1 Force to fire a DH-17 blaster
twice (for free), separately or combined. While

piloting a vehicle, she may use its defense value
and may not go missing (except from your card).

Raithal Operative (V)
+Sergeant Wallen (V)

POWER 2|  ABILITY 2|

During battle here, your Imperial leaders may not
be targeted by weapons. Your Imperials of ability
<4 at same site (except Galactic Senate) may not
have their game text canceled or their forfeit value
modified or reset.

:gérééant Wallen (V)
Sith Probe Droid (V)

POWER 1 | MANEUVER 3| RECON DROID |

When drawn for destiny during a battle or duel
involving a Dark Jedi, destiny +2. During your
move phase, may use 2 Force to relocate a Dark
Jedi (with any captives they are escorting) to
same site; place this droid in Used Pile.

I 5
—uOriginal concept by, Lee, Clarke, ACT. L‘hampiunship,20057\/
Sith Probe Droid (V)

+Sy Snootles (V)

POWER 1 | | ABILITY 1 |

Once per turn, may use 1 Force to ‘court’ a male
present. That character is power -3 and requires +2
Force to use landspeed for remainder of turn. Once
per game, may A Set For Stun, They're Still Coming
Through!, or You Want This, Don’t You?.

. Original concept by, Michael Richards, Dantooine, Regionals, 200
+Sy Snootles (V)

7
N
8,

*The Emperor (V)

POWER 4| ABILTY 7| POLITICS 4

Never deploys or moves (even if carried) to a non-
Senate site opponent occupies. Each turn, may lose
1 Force (free in battle) to target a character present
with him. Draw destiny. Target lost if destiny +1 >
defense value. Gains @ at opponent’s Senate.

" Original concept by, Mike Gemme, Origins Winner. 2002, g

“The Emperor (V)

DARK S10F

Security Battle Droid (V)

POWER 4| ARMOR 3| BATTLE DROID

At this site, all characters lose Heroic. Unless
alone, draws one battle destiny if not able to

u’ otherwise.
L
Security Battle Droid (V)
«Sergeant Irol (V)

POWER 2| ABILITY 2 |

[F21 2, 3: any speeder bike. Once per turn, while
piloting at a battleground site, may lose 1 Force to
E’ cancel a Force drain at opponent’s interior site.

:gérééant Irol (V)
+Sergeant Major Bursk (V)

POWER 3| | ABILITY 2 |

cards may not participate in battle the turn
they are deployed and are placed out of play when
E’ they leave the table.

- - *Bliada

Female spy and thief.

POWER 4 | ABILITY 4| FORCE-SENSITIVE|

May deploy Shada and ~&- No Bargain instead of
Xizor with your @) objective. While that Effect on
table, Force loss from your @ objective is +1 and,
once per turn, may lose 1 Force to add a battle
destiny anywhere. Immune to attrition < 4.

+Tonnika Sisters v)

+Trooper Davin Felth (V)

POWER 2|  ABILITY 2|

During your control phase, may A (or lose 1
Force to retrieve) one Local Trouble or Look Sir,
Droids. Opponent may not fire weapons during
Local Trouble battles.
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«Thok & *Thug (V)

-~ oThok & Thig

Jabba the Hutt knew that having a big, st}ﬁng, dumb N
guard was good, but having lots of them is better.

POWER & | ABILTY 1 | ARMOR 4

Deploys -1 to Jabba’s Palace sites. While with
your alien leader, Heroic. Once per turn, if
defending a battle, may use 1 Force to add 2 to
your total power.

Thok & Thug (V)
Vizam (V)

POWER 2| | ABILITY 1 |

Whenever opponent deploys a starship, vehicle,
or weapon (including a [%J] weapon) to same or
n' related location, you may activate 2 Force.
3 | Sm—

+Vizam (V)

POWER 2|  ABILITY 2|

[ 3. Wooof may deploy with any cruiser using
Combat Response. When deployed, may draw top
card from Reserve Deck. During your deploy phase,
if piloting Jabba’s Space Cruiser, may ¥ Jabba
aboard (for free).

“Wooof (V)

Not endorsed or sponsored by LucasFilm Ltd.

| -

+Vader (V)

UrRUT (V)

POWER 2| | ABILITY 1 |

Deploys only on Tatooine. During your deploy
phase, if with URoRRUR'R'R, may ¥ a weapon

with “Tusken” in lore here; your weapon destiny
draws for such weapons are +2. During your
deploy phase, UrRu’r may make a regular move.

Vader (V)

POWER & | ABILTY & | DARKJEDI

[t 3. Jedi are defense value -1 and forfeit -2 at

same and related sites. During battle, if you are
about to draw a card for weapon or battle destiny,
may instead use an Interrupt of destiny < 4 from
hand. Immune to attrition <5.

*Velken Tezeri (V)

POWER 2|  ABILITY 2|

[[21 2. Smuggler. May not be attacked. Velken may
not target Luke with weapons. Once per game,
when deployed to a battleground, opponent must
use or lose 2 Force. While present at a pit, may add
1 to Force drains here, and Sarlacc is ferocity +1.

. Original_concept by, Kevin, Reitze, Georgia.States, 2009

«Velken Tezeri (V)

§;vili; Corey (V)

*Warrant Officer M'Kae (V)

POWER 2|  ABILITY 2|

[E21 2. If your starship is about to be lost, may
place devices aboard in owner’s Used Pile. Once
per turn, may 'V a device that deploys on a
starship. Once per game, if just forfeited, may take
the bottom card of your Lost Pile into hand.

;g) «Ysanne Isard

Female ISB leader. Spy.

B
E
%
8
g
S
3
>
3
3
5
i
5
5
3
=
]
5
s
H
<

POWER 2| ABILITY 4 | FORCE-SENSITIVE

Power +3 while defending a battle with a spy. L_‘
While with a non-frozen captive, attrition against

opponent everywhere is +2. During your move

phase, may use 1 Force to ‘break cover’ of an

Undercover spy here. Immune to attrition < 3.

N2
Original Image, courtesy, of www.hydraworx.net____

DARK SIDE

“URORRURRR (V)

POWER 2| | ABILITY 1 |

Deploys only on Tatooine. While with another
Tusken Raider: opponent’s weapon destiny draws
here are -2; once per turn, may place a card from
hand on Force Pile to draw top card of Reserve
Deck; and other Tusken Raiders here are forfeit +4.

Veers (V)

POWER 3 | ABILTY 3| FORCE-ATTUNED |

It 3. Deploys -2 to Hoth. Your combat vehicles

are defense value +1 at same and related
locations. While on Hoth, your AT-ATs and
Imperials are deploy -1 and forfeit +1 at related
locations.

) E

+ssVigo (V)
| POWER 3 | aBILTY 2]

Deploys -1 to Coruscant. While present with Xizor,
forfeit +2 and opponents spies may not deploy to
same non-battleground site. Once per game, may
use 1 Force to ¥ a non-war room battleground
planet site (or system) not already on table.

s Original. concept, by, Jake,Nelson,, North,Dakota States,Zﬂlliv

| -

+++Vigo (V)

*Watto (V)

POWER 3|  ABILITY 2|

Once per turn, if at Watto’s Junkyard, may
randomly reveal a card from Force Pile: if destiny
odd, Force drain +1 here this turn (if even, draw
a card from Reserve Deck); place revealed card
in Used Pile.

5
. Original concept,by, Blake, Huffman, Justin, Warren, Memorial. 2005, L
*Watto (V) E

«Zuckuss (V)

POWER 2|  ABILITY 4| | FORCE-SENSITIVE |

It21 2. Mist Hunter is maneuver +1. Your Black Sun U
agents at same and related sites may not have l_j
their forfeit reduced. Once per game, may W
non-[ 4-LOM here. Immune to attrition < 3.

+Zuckuss (V)
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CREATURES

Dianoga (V)

SWAMP CREATURE

FEROCITY  * {§ TENTACLES 4

* Ferocity = 2 + destiny. Habitat: swamps, jungles,
Trash Compactor, and Dark Waters. Whenever this
creature eats an opponent’s card, opponent loses

2 Force.

Dianoga (V)
*Thrawn’s Ysalamir

’ Thrawn's Ysalamir

CREATURE - FORCE EATER

|

Habitat: sites. Parasite: Imperials. While attached
and present, at same site: all Force generation is
canceled, Dark Jedi and Jedi are defense value -1

and their weapon destinies are -1, and no attacks.

Not endorsed or sponsored by LucasFilm Ltd.

*One-Arm (V)

SNUW CREATURE

Habitat: Hoth sites. Deploys only to a marker site.
Wampas are 2. Other wampas are ferocity and
defense value +2. Once per game, may ' Wampa

Wampa (V)

% Ferocity = 3 + destiny. Habitat: Hoth sites.
Deploys only to marker sites. Characters defeated

by this Wampa may be relocated to Wampa Cave
instead of being eaten (opponent of victim chooses).

Wampa (V)

DARK SIDE

«Sarlacc (V)

ANCIENT DESERT CREATURE %

#Ferocity = 4 + destiny. Habitat: Great Pit Of
Carkoon. X = number of your aliens here. Captives
here are power -X. Anything eaten by Sarlacc is
placed out of play (if a captive, retrieve up to X Force).
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Virtual Cards: Master List DARK SI10F
DEFENSIVF SHIELDS

Abyss (V) «After Her! (V) A Useless Gesture (V)
«Q‘ *Ahyss () T often Herl DEFENSIVE SHIELD

N
N

Plays on table. In order to play an Interrupt from Lost >
Pile, opponent must first stack it here (if possible) and

Careless abuse of the Force by a young Jedi trainee “This one’s a decoy!”

can have dire consequences. When hanging from the weather
vane of Cloud City, Luke’s balance was his only hope.

use +1 Force for each card here, even if Interrupt is
normally free.

eless Gesture (V)

Do They Have A Code Clearance? (V)

DEFENSIVE SHIELD DEFENSIVE SHIELD DEFENSIVE SHIELD

Plays on table. Qutrider does not place Utinni Effects £l
out of play. If opponent just retrieved Force using an

Interrupt or Utinni Effect, you may stack that card

here. Opponent's Force retrieval is reduced by X,

where X = number of cards here.

Plays on table. Substituted battle destinies do not count Plays on table. Unless present at a site,

against battle destiny limits. If all your battle destinies & Leia’s game text is canceled. Each Amidala
were canceled (and not redrawn) use 1 for your total stacked on a Political Effect is a senator. Once per
battle destiny instead. Once per game, may play a game, may A <1 Astromech Shortage.
Defensive Shield from under your Starting Effect. ~

-Abyss (V) -After Her! (V)

They Have A Code Clearance? (Ref lll) (V

+Death Star Sentry (V) Do They Have A Code Clearance? (V) *Fanfare (V)
A <Death Star Sentry 4 b They Have A Code Clearance? 0 A Farfare

L
Death Star troopers on sentry duty observe and direct\ ) E Imperial officers are always on the lookout for Rebel \\, ) E The Boonta Eve crowds are always looking for new N \
incoming starships and monitor other critical sites. They espionage. and exciting developments at every Podrace.
perform sensor scans for life forms and weapons.

DEFENSIVE SHIELD DEFENSIVE SHIELD DEFENSIVE SHIELD

Plays on table. Colo Claw Fish is canceled. Opponent Plays on table. Qutrider does not place Utinni Effects £l Plays on table. Cancels Order To Engage and Scramble.

must first use X Force to deploy a non-unique card out of play. If opponent just retrieved Force using an Once per game, may A an Immediate Effect. While

(except a Jawa) to a location, where X = the number Interrupt or Utinni Effect, you may stack that card opponent occupies no battleground systems, Staging

of copies of that card at that location. here. Opponent’s Force retrieval is reduced by X, Areas is suspended. “Missing” on Lost In The Wilderness
where X = number of cards here. is treated as “landspeed = 0 for remainder of turn.’

:Beé{h Star Sentry (V) :60 ﬂey Have A Code Clearance? (Cor) (V) :Farim:are (V)

*Fanfare (V)
DEFENSIVE SHIELD

Plays on table. Cancels Order To Engage and Scramble.
Once per game, may A an Immediate Effect. While

opponent occupies no battleground systems, Staging
Areas is suspended. “Missing” on Lost In The Wilderness
is treated as “landspeed = 0 for remainder of turn”’

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2014
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sFirepower (V)

@ eFirepower o

N

; S
‘About twenty guns. Some on the surface, some on N
the towers”

DEFENSIVE SHIELD

Plays on table. If opponent moves from a location you
occupy during your turn, they lose 2 Force. At end of
opponent’s turn, if you control two battlegrounds (a site
and system) and opponent deployed a card with ability
and did not initiate a battle, may retrieve 1 Force.

—

-Firebower (V)

Leave Them To Me (V)

A leave Them To Me
N

“| will deal with them myself.’

DEFENSIVE SHIELD

Plays on table. At opponent’s Dantooine and
Subjugated planet sites, your Imperials are deploy -2
and your Force drains may not be modified or
canceled by opponent. Your game text at opponent’s
& Swamp and QJungle is canceled. Your characters
present at opponent’s QForest are immune to attrition.

:I:ea{\-/-e Them To Me (Death Star Il) (V

sLeave Them To Me (V)

DEFENSIVE SHIELD

Plays on table. At opponent’s Dantooine and
Subjugated planet sites, your Imperials are deploy -2
and your Force drains may not be modified or
canceled by opponent. Your game text at opponent’s
¢ Swamp and {Jungle is canceled. Your characters
present at opponent’s QForest are immune to attrition.

Them To Me (Ref Ill) (V)

N7

Not endorsed or sponsored by LucasFilm Ltd.

o[ Find Your Lack Of Faith Disturbing (V)
@ oI Find Your Lack OF Fath Disturbing  ©

N
Darth Vader ruthlessly used the Force to strike down N
enemies and soldiers who displeased him. He could choke
victims from afar without touching them.

DEFENSIVE SHIELD

Plays on table. Unless Deep Hatred on table, opponent
may use only one combat card per turn. While opponent
has two Jedi on Naboo, you lose no more than 2 Force
to Force drains at opponent’s Naboo sites. We'll Handle
This may target only droids and spies.

I Find Your Lack Of Faith Disturbing (V)

*No Escape (V)

4 Escape
L

Jabba's influence is not easily ignored. Neither arer N
his voracious and vile appetites. Even Jedi soon learn this
lesson.

DEFENSIVE SHIELD

Plays on table. While you occupy a Subjugated planet
location, operatives are forfeit = 0, operatives do not

add to Force drains, and your Force drains may not be
reduced. Nudjs do not cancel Force icons.

-No Escape (Premium) (V)
*No Escape (V)
DEFENSIVE SHIELD

Plays on table. While you occupy a Subjugated planet
location, operatives are forfeit = 0, operatives do not

add to Force drains, and your Force drains may not be
reduced. Nudjs do not cancel Force icons.

«No Escape (Ref Ill) (V)

DARK SIDE

eImperial Detention

'3" eImperial Detention

In an effort to direct Luke toward Vader, Céplain )
Bewil used his control of hatchways and lift tubes to cut off
Luke’s support, limiting his options and resources.

DEFENSIVE SHIELD

Play on table. I'd Just As Soon Kiss A Wookiee may not
be played. For opponent to deploy a card with ability for
free, they must first use X Force, where X = 1/2 that
card’s printed deploy cost (round up). For opponent to
deploy a card with ability for 0 Force, they must first
use 1 Force.

__Originallconceptby,MichaelPistone)= KashyyykiRegionals;2004
*Restricted Access (V)

*Reactor Terminal (V)

@ Beactor Terminal

The Death Star has many terminals coupled to the N
main reactor for power distribution throughout the immense
space station.

DEFENSIVE SHIELD

Plays on table. “Three” on Fear Is My Ally is treated

as “Four”. You lose no Force to Boonta Eve Podrace.
Opponent’s retrieval from Boonta Eve Podrace may not
be canceled. While you occupy more battlegrounds than
opponent, | Did It! is suspended.

-Reactor Terminal (V)

*We'll Let Fate-a Decide, Huh? (V)
DEFENSIVE SHIELD

Plays on table. Cancels Beggar, Don’t Underestimate
Our Chances, and Frozen Assets. Maneuvering Flaps and
S-foils are suspended where you have either a weapon
present or a starship (or vehicle) with maneuver > 3
present.

-We'll Let Fate-a Decide, Huh? (V
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*You Cannot Hide Forever (V)

3\ «You Gannot Hide Forever

“Give yourself to the dark side. It is the dﬁly way ] \\
you can save your friends.”

DEFENSIVE SHIELD

Plays on table. If an ‘insert’ card was just inserted
or revealed, it is canceled. You lose no Force to
Boonta Eve Podrace, and opponent’s retrieval from
Boonta Eve Podrace may not be canceled. While you
occupy more battlegrounds than opponent, | Did It!
is suspended.

:%Li“Cannot Hide Forever (V

*You Cannot Hide Forever (V)

Plays on table. If an ‘insert’ card was just inserted
or revealed, it is canceled. You lose no Force to
Boonta Eve Podrace, and opponent’s retrieval from
Boonta Eve Podrace may not be canceled. While you
occupy more battlegrounds than opponent, | Did It!

Y is suspended.

| S

Qo
*You Cannot Hide Forever (V)

DARK SIDE

These V Slips are for the original Reflections N Defensive Shields. They are placed on the Fifect versian of the named card

+Allegations Of Corruption

DEFENSIVE SHIELD
£

Plays on table. Once per game, may use 1 Force to
stack one Interrupt just played here. To play any new
Interrupt of the same name, player must first stack
it here and use +1 Force for each Interrupt in stack,
even if Interrupt is normally free.

1‘
:Klléﬁaiions Of Corruption
«Crossfire
DEFENSIVE SHIELD

Plays on table. S-foils and Maneuvering Flaps are
suspended where you have either a weapon present or
a starship (or vehicle) with maneuver > 3 present.

| —
«Crossfire
eLeave Them To Me

DEFENSIVE SHIELD

Plays on table. While you occupy a Subjugated planet
location, operatives are forfeit = 0, operatives do not

add to Force drains, and your Force drains may not be
reduced. (Subjugated planet is defined on the Objective card
Local Uprising.,)

| - .

«Leave Them To Me

Not endorsed or sponsored by LucasFilm Ltd.

Battle Order

DEFENSIVE SHIELD

Plays on table. Unless Battle Plan on table, for either
player to initiate a Force drain, that player must first
use 3 Force unless that player occupies a battleground
site and a battleground system.

1‘
:—B'at.t‘lle Order
Do They Have A Code Clearance?

DEFENSIVE SHIELD

Plays on table. If opponent just retrieved Force using an £l
Interrupt or Utinni Effect, you may place that card here.
Opponent’s Force retrieval is reduced by X, where X =
number of cards here.

| -

Do They Have A Code Clearance?

No Escape
DEFENSIVE SHIELD

Plays on table. At opponent’s ) site where opponent’s
creature present, you may deploy without presence or
Force icons, and your Force generation there is +1.

-No“E‘séape

*Come Here You Big Coward
DEFENSIVE SHIELD

Plays on table. While you occupy a battleground and
opponent occupies less than two battlegrounds, cancel:
Asteroid Sanctuary, opponent’s Force drains at non-
battleground locations, and opponent’s Force retrieval.

[ —

~Come Here You Big Coward

eFanfare
DEFENSIVE SHIELD

Plays on table. Cancels Order To Engage and
Scramble. Once per game, you may A an Immediate
Effect. While opponent occupies no battleground
systems, Staging Areas is suspended.

(g —

*Fanfare

*Oppressive Enforcement
DEFENSIVE SHIELD

Plays on table. Your Immediate Effects may play for
free. Whenever opponent cancels your card with Sense
or Alter, place that canceled card in Used Pile.

(g —

:B'pﬁe'ssive Enforcement
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Virtual Set- Defensive Shields

*Resistance

DEFENSIVE SHIELD

Plays on table. While you occupy at least three
battlegrounds or opponent occupies no battlegrounds,

you lose no more than 2 Force from each Force drain or
‘insert’ card.

e

:ﬁes_isténce
*Wipe Them Out, All Of Them

DEFENSIVE SHIELD

Plays on table. While opponent has a non-unique alien |
or non-unique starfighter in battle, opponent may not
draw more than two battle destiny.

<Wipe Them Out, All Of Them

Not endorsed or sponsored by LucasFilm Ltd.

«Secret Plans

DEFENSIVE SHIELD

Plays on table. If opponent is about to retrieve X Force,

opponent must first use X Force or that retrieval is
canceled. (X is equal to the full amount of Force allowed to
be retrigved, regardless of the number of cards in opponent's
Lost Pile)

:§ec_ret'PIans
*You Cannot Hide Forever
DEFENSIVE SHIELD

Plays on table. If an ‘insert’ card was just inserted or
revealed, it is canceled.

e

“You Cannot Hide Forever

DARK SIDE

There Is No Try
DEFENSIVE SHIELD

Plays on table. Sense and Alter are now Lost Interrupts.
When any player makes a destiny draw for Sense or
Alter, and that destiny draw is successful, that player
loses 2 Force.

———

<There Is No Try
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Virtual Cards: Master List
DFEVICES

+Carbonite Chamber Console (V)

DEVICE

=

Deploy on Carbonite Chamber. Once per game may use
3 Force to A <> @ Boba Fett. While Jabba's Prize
on Tatooine, you may add 1 to your destiny draws in
battle anywhere, and once per game may A Audience
Chamber. Immune to Sabotage and Uutkik.

:Carbonite Chamber Console (V

Fusion Generator Supply Tanks (V)

DEVICE

=

Deploy on a docking bay or your capital starship.
Star Destroyers and unique (*) TIEs are immune to
attrition < 3. May place this device in Lost Pile to
cancel Hyper Escape or Power Pivot. If opponent
controls this location, place this device in Used Pile.

Fusion Generator Supply Tanks (V)
+Kessel Surveillance System

}; +Kessel Surveillance System

Remote surveillance viewers with droid controllers Y
supplement security. Can activate alarms and automated
weapons when needed, bringing help to endangered locations.

DEVICE

.

Deploy on a Kessel site. Opponent’s Force drains are -1
here. Once per turn, if you are about to lose Force from
Reserve Deck, may place a ‘spice’ card in owner’s Lost
Pile to make that Force satisfy 1 additional Force loss.

Once per game may W Moruth Doole here.

Observation Holocam (\)]

Not endorsed or sponsored by LucasFilm Ltd.

Comlink (V)

| DEVICE

Deploy on an Imperial warrior. Your characters may
deploy as a ‘react’ to same or adjacent site. If at an
opponent’s site, when opponent is losing Force from
Force drains here, lost Force must come from Life
Force (if possible).

Comlink (V)

eeeJet Pack (V)
B DEVICE

Use 2 Force to deploy on your alien warrior (free on
Jodo Kast or any Fett). Character ‘flies’ (landspeed =
3 and maneuver = 6), may fire weapons for free, and
may move as a ‘react’ for +1 Force.

e Jet Pack (V
*Mandalorian Armor (V)

| DEVICE

Deploy on your alien of ability < 4. Character gains
bounty hunter skill and immunity to attrition < 4. If
character just hit, may place this device in Lost Pile
(Used Pile if on Jango) to restore it to normal.

“Mandalorian Armor (\)]

*Tibanna Floating Refinery
}; Tikanna Floating Refinery

Refines Tibanna gas at mines like those at Cloud Ci
Aiso used for moisture collection on dry planets.

| DEVICE

Deploy on a cloud sector. Your Force generation is +1
at cloud sectors you occupy. Once during your control
phase, if you occupy this sector and a battleground site,
may draw destiny. If destiny > 2, retrieve 1 Force. If
lost from table, place this device in Used Pile.

7
' Driginal concept. by Mitch Nieland, Rosemount Championship. ZUIUY
«+Floating Refinery (V) E

DARK SIDE

Deflector Shield Generators (V)

DEVICE

=

Deploy on a Star Destroyer. It is power and armor +2
and immune to attrition < 5. During battle, Power Pivot
is canceled and S-Foils is suspended. May be forfeited
(forfeit = 3) to Used Pile. Once per turn, may W a TIE
or non-unique Imperial here.

Deflector Shield Generators (V)
«sLaser Gate (V)

DEVICE

=

Deploy between two non-exterior Death Star sites.
Unless aboard a Lift Tube, for opponent’s character to
pass opponent must first lose 1 Force. At adjacent sites:
weapon destiny draws are -1, your Force generation may
not be limited, and opponent’s characters are deploy +2.

‘wlaser Gate \)]
*The Modal Nodes’ Ommni Box

}; oThe Modal Nodes' Ommni Box

Difficult-to-play instrument which'enhances music. “
Tech Mo'r plays one for Figrin D’an and the Modal Nodes in
the Mos Eisley Cantina.

DEVICE

.

Deploy on Tech Mo'r or use 2 Force to deploy on your
musician (or a site). Your musicians here not carrying
this device are Heroic. “At same site” on your musicians
may be treated as “at battleground sites.” “Cover
charges” only apply to opponent and are limited to 3.

6mmni Box (V)

J

DEVICE

.

Deploy on Galen, Grievous or your female of ability > 3.
Character is immunity to attrition +2 (and power +2 if
female). May add 1 to Force drain where present. This
device lost if character Disarmed.

Mara Jade’s Lightsaber (V)
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DARK SIDE

+A Day Long Remembered (V)

Virtual Cards: Master List
FFFECTS

3,720 To 1 (V) + A Bright Center To The Universe (V)

EFFECT

EFFECT EFFECT

Deploy on table. All immunity to attrition is -3. You may
not fire [\ weapons. If opponent just lost a Jedi or a

Deploy on table. Once per turn, if you control more
battlegrounds than opponent, when you lose Force
to a Force drain, may retrieve X Force (may not be
canceled), where X = all bonuses to that Force drain.

Deploy on table. Droids are destiny +1. Once per tun,
may place the bottom two cards in Lost Pile out of play
to deploy from Lost Pile: Forced Servitude, a character
weapon, a location, or an Effect that deploys on a
location (without “lose” in game text). (A

R 2
o Original concept; by, Garrett, Larson, North, Dakota States)20050 0
+3,720 To 1 (V)

+ A Disturbance In The Force (V)

battle, they lose 1 Force. During your draw phase, lose
1 Force or place this Effect in Used Pile. (A

.-X'D»;y 'Long Remembered (V)
*A Sith's Weapon

:;Brlght Center To The Universe (V)
*A Sith’s Plans

~

EFFECT *A Bith's Plans +A Sith's Weapon 4

. . TN
Lightsaber confrontations are a complex dance of
feints, strikes, parries, and footwork. Mistakes are rarely forgiven.

—— N
The Imperial fleet keeps a tight grip on the systems \ b
under its control. Abuses and excesses by local citizens are
not tolerated.

Deploy on table. Whenever you verify opponent’s
Reserve Deck, may place a card there with “podracer”

Y
in game text out of play or retrieve 1 Force. @

isturbance In The Force (V]

Alert My Star Destroyer! (V)
EFFECT

Deploy on table. During your deploy phase, you

may reveal a capital starship from hand to A its
matching pilot character (or vice versa) and deploy
both simultaneously. While piloted by an Imperial, Star
Destroyers may not have their power reduced. (A

“Alert My Star Destroyer! (V)

EFFECT
EFFECT

Deploy on a site. Sunsdown is canceled. While you

«Abilty, Ability, Ability (V)

EFFECT

have 8 or fewer cards in hand, non-unique characters
(except clones), vehicles, starships, weapons, and
devices are immune to Grimtaash. Once per turn, may
use 2 Force to W a non-war room battleground planet
location (except a sector) not on table. (A

Deploy on table. Once per turn, if your character of
ability > 4 just failed to ‘hit’ an @ Jedi (or € Luke)
with a non-[&J lightsaber, may lose 1 Force to ‘swing’
at target again. May place this Effect in Used Pile to
cancel Obi-Wan’s Journal.

The Ebb Of Battle

F.pp essive Enforcement v)

+Altering The Deal

Deploy on table. You may not play Imperial Barrier.
Senators are deploy +2. Whenever you

may retrieve your topmost non-J, no

May place the top card of your Reserve Deck in Lost
Pile to place a combat card in owner’s Lost Pile. (A

-~

1% oAltering The Deal 3

e

Gamblers are vulnerable to bribery, extortion and N 2D
other forms of manipulation. Their notorious dealings can be =
easily taken advantage of.

“+Ability, Ability, Ability (V)
*All Wrapped Up (V)

EFFECT

Deploy on table. Double Back is a Used Interrupt. Once
per turn, may A Bounty. If present, your bounty hunter
may capture a character opponent just forfeited at same
site. Whenever you collect a bounty, may place that
Effect out of play to take a retrieved card into hand. (A

Al Wrapped Up (V)
+Aratech Corporation (V)

EFFECT

Deploy on table. AT-STs and speeder bikes are power
and forfeit +1. During your deploy phase, may reveal an
AT-ST or Speeder Bike from hand to A a unique (*) @
Imperial pilot of ability < 3 (or vice versa) and deploy
both simultaneously. (A

+Aratech Corporation (V)

Not endorsed or sponsored by LucasFilm Ltd.

EFFECT

Deploy on Dining Room. Dark Deal may deploy here

if you control three Bespin sites, and is canceled if
opponent controls this site. While Dark Deal on table
and you occupy Bespin, This Deal Is Getting Worse All
The Time flips and may not flip back. (A

o Haﬁ No Choice (V

EFFECT

Deploy on Sidious. While at Senate, if battle was just
initiated anywhere, opponent must relocate this card to
their participating character; during battle here, your
destiny draws may not be canceled. If character about
to be lost, relocate to Sidious; may A a card.

:Bead Jawa (V)
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DARK SIDE

At Last We Are Getting Results (V)

Virtual Cards: Master List

+Arena Pillars +Astromech Shortage (V)

~
p‘{% oArena Pillars ' EFFECT ' EFFECT
NS - "

N If Invasion on table, deploy on table. Maul ignores

Objective deployment restrictions. Your [ droids
are defense value +2. Your starships are deploy -1.
Opponent’s cards are immunity to attrition -3. (A

Deploy on table. During the power segment of a battle,
may use X Force to reduce a starship’s immunity to
attrition by X for remainder of turn. Once per turn, may
use 2 Force to cancel the game text of a [&] character
or a non-& senator for remainder of turn. ;
_— =\ | “Driginallconcept by Michael Richards, Oklahoma! States 2004 X

+Astromech Shortage (V) At Last We Are Getting Results (V)
Awwww, Cannot Get Your Ship Out (V) «Baktoid Armor Workshop

~
IMMEDIATE EFFECT <% «Baktoid Armor Warkshop 5

AN W ’
3 Once begun, the occupation of Naboo was swift, and \

If opponent just drew a starship or vehicle for destiny,
devastatingly effective.

deploy on table, and stack that card here. Opponent
may place a card (your choice) from your Lost Pile into
your hand to place this Effect (and stacked cards) into
owner’s Used Pile.
EFFECT e ——
Awwww, Cannot Get Your Ship Out (V)
Deploy on Petranaki Arena. During your control phase, i
may target an imprisoned captive here: each player BeSIeged (V)
draws destiny and adds 1 for each of their cards with
power present (2 for [& cards). If your total higher, EFFECT
target ‘executed’ (lost) and opponent loses 2 Force. -

e

:Kbn‘-ss'in Ornament (V

+«Bantha Herd (V)

Deploy on table. If opponent just forfeited a character
or unpiloted starship at same system or sector as your
Imperial capital starship, you may draw destiny.
Character or starship is captured if destiny > its

destiny number. (A
EFFECT S . EFFECT

Besieged (V) - .
Deploy on table. Your & vehicles are defense value and

immunity to attrition +1. May 'W Deployment Orders.

Once per game, if Deployment Orders on table, may

'V an exterior battleground site not on table. Once per

game, may retrieve a @ vehicle into hand. (A

Deploy on a Tatooine site. Once per turn, may place
up to 3 cards from hand face down here. If a battle
was just initiated against your lone Tusken Raider, may
‘react’ by deploying (for free) any Tusken Raider(s) EFFECT
and/or Bantha(s) here. (A L
_— - f ~— Originallconcept by,Chris,Schoenthal ,SoCal League 2011
\

Blaster Rack(V)

N3
Deploy on table. During your deploy phase, if you just

deployed a unique () character, may W a matching
weapon on that character. (A

‘wBantha Herd (\')] *Begin Landing

+Begin Landing Your Troops & The Dark Path

+Begin Landing Your Troops & The Dark Path 4" L == IMMEDIATE EFFECT
m N, Blaster Rack (V)
~.@ *Blown Clear (V)

\

Deploy on a just captured character without a bounty.

EFFECT

Deploy on table. Your [&] droids are power +1 and may

shuttle from battleground systems for free. During battle,
may place this Effect out of play to cancel and redraw
your just-drawn destiny. Once per tur, each player may
ignore any deploy cost on €> Watch Your Step and once
per game, while that Objective on table, you may A

a starfighter (or draw two cards from Reserve Deck).
Jedi Tests may not modify your battle or weapon destiny
draws. Lost if your <> objective on table. (A

~Beri;1 Landin Your Troops (V
+Broken Concentration (V)

EFFECT

Deploy on table. Cancels game text of &€ Naboo sites.

Training destiny draws are -X, where X = apprentice’s
ability - Jedi Test number. Once per game, may place

this Effect out of play to reduce your battle damage by
4. Immune to NO00000000000!. (A

=

+Broken Concentration (V)

Not endorsed or sponsored by LucasFilm Ltd.

POLITICAL EFFECT

Deploy on table. May place an Imperial Council Member
here from hand. Once per turn, if a logistics agenda
or admiral here, may subtract X from a starship’s
forfeit and immunity to attrition for remainder of turn,
where X = total influence at Conference Room.

S—

Blown Clear (V)

EFFECT

Deploy on table. Tallon Roll is canceled. Once per turn,
may reveal an unpiloted starfighter from hand to A its
matching pilot character (or vice versa) and deploy both
simultaneously. Your unique () TIEs (except Scythe
Squadron TIEs) at systems may use 1 Force to relocate
(as a regular move) to system within 3 parsecs. (A

:Eoﬁ:ﬁét Response (V

*Crush The Rebellion (V)

POLITICAL EFFECT

Deploy on table. May place an Imperial Council Member

here from hand. Once per turn, if a logistics agenda or
general here, may subtract X from forfeit and immunity

to attrition of a character at a site for remainder of turn,
where X = total influence at Conference Room.

S—

«Crush The Rebellion (V)

During your control phase, may transfer captive to a
related prison (take this card into hand) to retrieve 4
Force. If released, place captive (and cards on them) in
owner’s Used Pile. Your Force drains are +1 here. (€

~___Originaliconcept by, Steven Lews, Tennessee,States) 2006~

Bounty (V)
Come With Me (V)

EFFECT

Deploy on Vader or your admiral. During your deploy
phase, may ¥ an Imperial pilot here. During any
control phase, may place this Effect in Used Pile to
take an Imperial pilot on table into hand (place all
cards on that character in owner’s Used Pile).

Come With Me (V)
«Crossfire (V)

EFFECT

Deploy on table. Your AT-STs are immune to attrition
<4, Once per game, may use 3 Force to A an Effect
that deploys on a location (except Expand The Empire).
During battle, may place this Effect out of play to draw
one battle destiny if unable to otherwise; your next
battle destiny draw may not be canceled. (A

“Crossfire (V)

N2
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Virtual Cards: Master List

«Breached Defenses & «Molator

EFFECT

Deploy on table. Once per game, unless <¥- Crossfire

on table (or out of play), may use 3 Force to A an
Effect that deploys on a location (except Expand The
Empire). If your character or non- [E] starship in
battle is about to be lost before the damage segment,
it is instead lost at end of battle (if forfeited, forfeit
for 0). Your non-Dark Jedi characters without [ or
are immune to Goo Nee Tay. May not be
canceled. (A

=

:a'ealzhed Defenses (V)

~

P*{"é% o[ark Waters & <Krayt Dragon Bones

NOS

EFFECT

Deploy on Rancor Pit. During your battle phase, if you
have no presence here, may relocate a captive from
Audience Chamber to here. If opponent’s character here
was just eaten, retrieve 3 Force. If a creature here is
lost, owner loses Force equal to half its printed deploy
cost (round up). Once per turn, if a creature here is
about to draw destiny for ferocity, may instead use its
destiny number. May W a non-[ZZ] ferocious creature
here. (X

Dark Waters (V)
*Dark Forces (V)

EFFECT

Deploy on table. Once per turn, if opponent just drew
weapon destiny targeting your Dark Jedi, may lose

1 Force to cancel and redraw that destiny. Once per
game, may exchange a card in opponent’s Lost Pile
with a card on their Colo Claw Fish. (&

+Dark Forces (\)]

*Despair (V)
EFFECT

Deploy on table. During your battle phase, while you
have a frozen captive, opponent’s cards may not move.
At same site as Jabba'’s Prize, opponent’s cards are
deploy +1 and your Force drains are +2. My Favorite
Decoration may not be placed out of play. CA

——

.-Bééﬁair (V)

Not endorsed or sponsored by LucasFilm Ltd.

-

O Cane Adiss (V)
P‘{é\% OBane Adiss a4

Adventurous pilot. Boasts to Jabba that h—e has ] \
traveled to every uncharted planet in the galaxy. Has been
hired by the Empire to keep an eye out for Rebel activity.

IMMEDIATE EFFECT

If opponent just Force drained at their non-battleground
site (or anywhere for more than 2 Force), deploy on
that location. Your characters and vehicles may deploy
(for -1 Force each) here regardless of location
deployment restrictions. If you control this location,

place this card in Used Pile; opponent loses 2 Force. (€ o

Cane Adiss (V)

UTINNI EFFECT

If On The Hunt on table, deploy on a ‘mark’ (opponent’s
non-droid character at a battleground site). Target an
assassin at another site. During any move phase, when
reached by target, draw destiny and add target's power;
opponent draws two destiny (choosing one) and adds
‘mark’s defense value. If your total is higher, ‘mark’ is
‘assassinated:” opponent loses 2 Force (4 if a Jedi), ‘mark’
is lost, and relocate Death Mark to your side of table.
Otherwise, place Death Mark (and may place assassin it
targets) in Used Pile. May not be canceled. (A

“Death Mark (V)
+Den Of Thieves (V)

EFFECT

Deploy on table. Your aliens of ability < 3 may not have
their forfeit values reduced. Your battle destiny draws
are +1 where you have a character with “plotting

to kill Jabba” in lore. May lose 1 Force to raise your
converted @ site to the top.

«Den Of Thieves V)
*Desperate Counter (V)

IMMEDIATE EFFECT

Unless Imperial Propaganda on table, if you are about
to lose Force during opponent’s control phase, deploy
on table to reduce loss by 4 (ignore other modifiers);
opponent may A any one card. (5) OR Use 2 Force to
deploy on table and stack a just-played Interrupt here.

——

.-Bre;be'rate Counter (V)

()]
4

DARK SIDE

*Dark Reconnaissance

oDark Reconnaissance a4

On her assignment to kill Sharad Hett, Aurra used hér\, &
patience and cunning to help track down the Jedi Master.

EFFECT

Deploy on opponent’s location. Wherever you have two
Mistryl, your Force drains are +1. “Stolen” on Swilla
Corey is treated as “placed in owner’s Used Pile” and

it may target a weapon instead of a device. Your Force
drains here cannot be modified or canceled by opponent.

:aui;tly Observing (V)
*Den Of Thieves & *Special Delivery

:{%ﬂ «[en OF Thieves & «Special Delivery a

EFFECT

Deploy on table. Once per turn, if Skyhook Platform on
table and opponent just forfeited a character present with
your slaver, may ‘enslave’ that character (stack character
face down under Skyhook Platform). May place an
‘enslaved’ character in owner’s Lost Pile to activate up to
3 Force. Once per turn, while Indentured To The Empire
on table, may cancel a Force drain by placing here from
hand any non-unique slaver. Slavers may deploy from
here as if from hand. May not be canceled. (A

Den Of Thieves (V
*Desilijic Tattoo (V)

EFFECT

Deploy on table. Bounty hunters and your [:] starships
are defense value +1 and forfeit +2. Once per turn,
when a bounty hunter uses a non- [\ weapon to hit a
character, target is forfeit -2 and opponent places top
card of Reserve Deck in Lost Pile. (A

:Béé}]ijic Tattoo (V)
*Dreaded Imperial Starfleet (V)

EFFECT

Deploy on table. While you have more systems on table
than opponent, your capital starships may deploy at -2
(to a maximum of -3) to battlegrounds. When you deploy
an Imperial-class Star Destroyer, may 'V (for free) a @
or @ squadron there (no replacement necessary). (A

——

‘«Dreaded Imperial Starfleet (V)
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Virtual Cards: Master List

*Deployment Orders

e -
> .
& {% +Deployment Drders a
NN - "
The amount of time it takes for a sub-command to \ S)
transfer to an officer battle droid, and then to the rest of his | \&
regiment, is .396 of a second.

EFFECT

Deploy on table. If your Landing Craft just landed, may
use 1 Force to 'V a [ droid or Neimoidian aboard.
Once per turn, may use 1 Force: reveal a @ vehicle (or
Landing Craft) from hand to A a[& droid pilot (or
vice versa), and deploy both simultaneously. (A

Endor Shield (V)
EFFECT

Deploy on table. Unless Rebel Strike Team on table,
cancel opponent’s Force generation at Endor system.
Twice per game, may A an admiral (except Piett) or
general. Whenever opponent’s Endor on table, raise your
converted Endor system to the top (if possible). (A

3
«__ Originaliconcept by David Lankton, Wi State Champion/2004= N
*Endor Shield (V

*Expand The Empire (V)
EFFECT

Deploy on Senate. May raise your converted Senate

to the top. Jedi here are politics +4. While your total
politics here is > 5, at battlegrounds where you have an
Imperial, your Force drains and battle destiny draws are
+1. Your Maul, aliens (except Mara), (] starships, and
senators are lost. (A

— =9
*Expand The Empire (V)

S

*Flagship (V)
EFFECT

Deploy on your Star Destroyer. It draws one battle
destiny if unable to otherwise (two if Executor).
Counter Assault is canceled. During your move phase,
Landing Claw is canceled here. Once per turn, may A
an admiral or Executor site.

*Flagship (V)
*Forced Landing (V)

EFFECT

Deploy on table. After starting hands are drawn, players
may only A or 'V (except as a ‘react’ or response)
during their deploy phase (if another phase specified, it
becomes “during your deploy phase”). (A

S—

Forced Landing (V)
Not endorsed or sponsored hy LucasFilm Ltd.

*Droid Racks (V)

EFFECT

Deploy on Invasion. Where Are Those Droidekas?!
ignores Neimoidians. If your destroyer droid was just
lost, may stack it here. During your control phase, may
use 2 Force to place any destroyer droid here in Used
Pile. If your vehicle or character (except a Neimoidian
or destroyer droid) at a site, this Effect lost. (A

+Droid Racks (V)

*Emperor’s Power (V)
EFFECT

Deploy on Emperor. Jedi are power -1 and deploy +1.
During your control phase, if Emperor present at a
battleground site with Vader (or two Imperial Council
Members), opponent loses 1 Force.

S—

:Ehi;-ezfor’s Power (V)

Establish Control (V)
EFFECT

Deploy on table. Your Force generation is +1 at docking
bays you occupy. Your docking bays controlled by
opponent are battlegrounds. Once per game, may 'V
Corulag or Fondor. If Mobilization Points on table, this
Effect lost. (A

| “Original'concept by Garrett Larson, Bespin Regionals/20051

Establish Control (V)
Field Promotion (V)

EFFECT

Deploy on your captain or commander. This character
is an admiral and a leader. Imperials are immune

to Demotion. Once per game, may A a card with
“Imperial” in title. (A

S—

‘Field Promotion (V)

*Flagship Operations (V)
EFFECT

Deploy on a system. Your TIEs may relocate (as a
regular move) to a system from 0 to 3 parsecs away.
For each battleground system you control with two TIEs
piloted by Imperials, may add 3 to your total power in
battles. Opponent’s Force drain is +3 here. (A

S—

:ﬁéééhip Operations (V)
*Forced Servitude (V)

EFFECT

Deploy on table. Your troopers are Heroic. Opponent’s
total weapon destiny targeting your Heroic card is +2.
When opponent is about to remove their last card from
Life Force, you may first place all your troopers in Used
Pile (last card must still be removed). (A

S—

*Forced Servitude (V)

Originallconcept by Brian Hunter, Western Nationals 2007

2

N3
E

DARK SIDE

*Drop! (V)
EFFECT

Deploy on table. 5] and [&] cards do not add battle
destiny draws. During battle, neither player may add
more than two destiny to power (or total power) or one
destiny to total attrition. Once per turn, may place a
card from hand in Used Pile. (A

=

*Drop! (V)

*Empire’s New Order (V)
EFFECT

Deploy on table. Whenever an opponent’s alien is just
lost, they lose 1 Force. While all of your ability on table
is provided by Imperials and Imperial starship pilots,
Emperor, your admirals, generals, and moffs are deploy
-1 and are forfeit +1. Aliens are deploy +1 and forfeit -1.
s SSN\V4
*Empire’s New Order (V)
*Establish Secret Base (V)

EFFECT

If you control Bunker, deploy on Endor system. At each
Endor site you control with an AT-ST or Biker Scout,
opponent’s Force generation is canceled. During your
deploy phase, may 'V one Aratech Corporation or an
Effect with “Endor” in the lore or game text. (A

“Establish Secret Base (V)
*Fleet Security Protocols

w‘{‘% «Fleet Security Profocals

W\

X Since the debacle at Yavin, the Emperur—places a
premium on the security of his costly war machine.

EFFECT

Deploy on table. During battle involving your starship (or
vehicle), it is power +2 for each of your characters at
its related sites (they may be forfeited to reduce battle
damage and attrition). Once per turn, may W a non-
unique starship (or vehicle) site (if such sites leave table,
place them and all your cards there in Used Pile). (A

:F’Teb;réd Defenses (V)
Frozen Dinner (V)

EFFECT

Deploy on table. Let’s Pass On That is destiny +2. Once
per game, may '¥ one Krayt Dragon Bones. You may
play Yaggle Gakkle as follows: “USED: During battle,
place a ferocious creature there (even if excluded) in
Lost Pile to reduce your battle damage by 5." (A

Frozen Dinner (V
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«Gift Of The Master

-~

p‘{ﬂ% «Gift Of The Master

NN

“Give yourself to the dark side. It is the only way
you can save your friends.”

EFFECT

Unless Deep Hatred on table, deploy on table. Once per
turn, may 'V Blaster Rack or The Force Unleashed. Once
per turn, may lose 1 Force to deploy a character weapon
(except Thermal Detonator) from Lost Pile. “Vader” on
The Empire’s Back may be treated as “Galen.’ (A

e

-~

*You ahnotHide Forever (V

IMMEDIATE EFFECT

Deploy on opponent’s just deployed €[] card;
opponent loses 1 Force, and you may retrieve 1 Force
and/or play a Defensive Shield from under your Starting
Effect. That I€2] card is power -3, may not apply its
ability towards drawing battle destiny, and, during
opponent’s draw phase, opponent must lose 1 Force or
place that card in Lost Pile. If just lost, place this card
in Used Pile. Immune to Honor Of The Jedi. (€) OR If
you are about to lose Force during opponent’s control

L phase, deploy on table to reduce loss by 2.

He Is Not Ready (V)
*Hutt Bounty (V)

EFFECT

Deploy on Jabba. Your battle destiny draws are +1. At
related sites you control, your Force generation is +1.
During battle here, may make a non-Jedi character
present with Jabba power = 0.

‘Hutt Bounty (V)
*/ Am Your Father (V)

IMMEDIATE EFFECT

If Vader just won a battle or duel against Luke, deploy
on table; opponent loses 1 Force. During your control
phase, if Vader present at a battleground site, opponent
loses 1 Force. If Vader just lost, place this Immediate
Effect in Used Pile.

——

o[ Am Your Father (V)
Not endorsed or sponsored by LucasFilm L

- 3 4‘
ol

=@
E

*Guild Of Assassins

-~
& (% «Guild Of Assassins
AN .
E Greedo cheskopokuta klees ruya Solo. Hoko yanee ] \ ™y
hoopa gush Cantina. Cheeco wa Solo’s anye nyuma Greedo &
vakee. Jabba kul steeka et en anpaw.

EFFECT

Deploy on table. Maul is lost. Once per character, when

you deploy Aurra, Galen, Guri, or Mara to a Coruscant

or Tatooine site, may take any one card from Used Pile

into hand; reshuffle. At locations you occupy, your Force
generation may not be prevented or canceled. (A ‘
. Original concept by, Aaron, Nelson, West Nationals;20095 A
Oo-ta Goo-ta, Solo? (V)

*He’s No Jedi

P‘{é\% <He's No Jedi

AN

“He’s no Jedi”

STARTING EFFECT

Deploy on table with 5 cards from outside your deck
face down under here. Twice per game, may play a
Defensive Shield from here (as if from hand). If This
Deal Is Getting Worse All The Time on table, for
remainder of game lightsabers may not add to Force
drains. Cloud City Occupation is canceled.

“Twi'lek Advisor (V)
*Hutt Influence (V)

EFFECT

Deploy on a pit. “Imperial” on Human Shield may be
treated as “bounty hunter.” While | Shall Enjoy
Watching You Die on table, bounty hunters are forfeit
+2 and immune to Goo Nee Tay. Once per game, if Nal
Hutta on table, may A All Wrapped Up. (A

6
. Original cancept by Praofing Team, PC Vollinteer Award/20085
*Hutt Influence (V)

*'m Sorry (V)
EFFECT

Deploy on table. Floating Refinery is suspended during
opponent’s turn. During your deploy phase, may W'

a Floating Refinery, a cloud sector (to Bespin), or an
Obsidian squadron TIE. During your turn, if you control
two cloud sectors with TIEs, opponent loses 1 Force. (A

~—__ Originaliconcept. by, Tyler, Vastag, Bespin, Regionals 20065 N
'm Sorry (V) E

DARK SIDE

*He Always Wins!

p‘{%ﬂ «He Always Wins! 5

maintain his lead position. Mars Guo learned this lesson the @

Sebulba is willing to utilize a variety of ‘tactics’ to ] \ &
hard way.

EFFECT

Deploy on a junkyard. If a Podrace was just initiated,
you may draw two cards from Reserve Deck. May W
Sebulba or Tatooine system. If you have won a Podrace,
your total power during battle is +3 and “free” on You're
A Slave? may be treated as “2 Force.” (A).

:mt Ea(rzer \
*Hoth Blockade

e -~
.

1% «Hoth Blockade )

k “Make ready to land our troops beyond their energy' \ C
field and deploy the fleet so that nothing gets off the system” | %

EFFECT

Deploy on Hoth. Haven here is suspended. Executor is
deploy -4 here (to a maximum of -6). For each marker
site you control with an AT-AT and an Imperial, your
total power here is +1. If opponent controls Hoth, place
this Effect in Used Pile. (A

«Death Squadron (V)
Hyperwave Scan (V)

EFFECT

Deploy on table. During opponent’s move phase, may
use 3 force to peek at opponent’s hand or place a
Political Effect (and all cards on it) in owner's Used
Pile. Unless you have 13 or more cards in hand,
opponent may not place those cards in Used Pile. (X

ﬁ;bé‘l:wéve Scan (V)

*| Want That Ship (V)
EFFECT

Deploy on your battleground. Once per battle, if
opponent’s card is hit by a non-.] weapon, may make
opponent’s total power -4 (-2 if hit by a lightsaber).

— o
+| Want That Ship (V) E
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ol Want Every Part Of This Ship Checked

-~

P‘f‘% o| Want Every Part OF This Ship Checked 3"

NN HNCERT
E Imperials use sensitive equipment to search capturéd \
ships for shielded compartments. Scanning crew BT-445
planned to search the Millennium Falcon.

EFFECT [A

Deploy on table. Once per game, if Obi-Wan on table,
may 'V Vader. May place this Effect in Used Pile to A
a . If you just attempted to W or A a card, and
the card was not found, may place this Effect in Lost
Pile to search your Force Pile for that card; reshuffle.

Imperial Decree (V)

EFFECT

Deploy on table. At start of your turn, may lose 1 Force

to activate this turn using [ instead of [#]. Whenever
you lose Force (except from Force drains, battle
damage, or your card), may reduce loss (to a minimum
of 1) by the number of battlegrounds you occupy. (A

.Iabenél Decree (V)
«Imperial Detainment

oImperial Detainment

“There'll be no escape for the princess this time.” )

EFFECT

Deploy on table. We Have A Prisoner is a Used Interrupt.

TIEs are deploy +1 to Launch Bay. During your deploy
phase, may W (or retrieve) one Besieged or a Launch
Bay. Once per turn, when your Imperial captures
(seizes) a character, opponent loses 1 Force. (A

+First Strike (V)
*Information Exchange (V)

EFFECT

Deploy on Imperial City. While your (@) objective on
table, Scum And Villainy may deploy here and, if a
Black Sun agent present, may not be canceled. Once
per turn, may use 1 Force to W a non-weapon card
with “Black Sun” or “Xizor” in lore (except Emperor).

——

«Information Exchange (V)

Not endorsed or sponsored by LucasFilm Ltd.

o['ll Take Them Myself

-~
& f‘% oI'll Take Them Myself 3
NN » "
E “Several fighters have broken off from the main gmﬁp\,
Come with me?” Darth Viader targets his TIE fighter’s fire-
linked blaster cannons at the Rebel pilots in the trench.

EFFECT

Deploy on table. Once per game, may A a [ card.
May place this Effect in Used Pile to A an Immediate
Effect. May place this Effect in Lost Pile to cancel a
Force drain. (A

e

ma;é You Now (V/

EFFECT

Deploy on table. If your non-Imperial character (or [E]
starship) on table, this Effect lost. Unless you occupy
fewer locations than opponent: if you initiate or win a
battle, retrieve an Imperial; and, during battle, may
take an Imperial just drawn for destiny into hand to
cancel and redraw that destiny. (A

Tlmp rial Domination (\]

Imperial Propaganda (V)
IMMEDIATE EFFECT

If you are about to lose Force during opponent’s control
phase, deploy on table to reduce loss by 2. Whenever you
lose force during opponent’s control phase (except from
a Force drain at a battleground or your card), that loss is
cumulatively -1 (to a minimum of 1). Non-€> Imperial
Propaganda is canceled.

~Iap_é-ri'a'l Propaganda (V)
*Inconsequential Losses (V)
EFFECT

Deploy on table. You may forfeit non-lightsaber weapons
(using forfeit value = 3); place your just forfeited
weapon in Used Pile. During your deploy phase, if you
just deployed a vehicle or starship, may W a weapon
(for free) on that vehicle or starship. (A

——

Eé&\éequential Losses (V)

*Insignificant Rebellion (V)
EFFECT

If Ralltiir Operations on table, deploy on table. Ounee
Ta is canceled. Your troopers are power = 2. Your Force
generation at Ralltiir system is +1. Whenever you draw
battle destiny, may exchange a card in hand with a
card of the same card type in Lost Pile. (A

——

«Insignificant Rebellion (V)

DARK SIDE

I've Lost Artoo! (V)
EFFECT

Deploy on table. If A Sith’s Plans not on table, may W
it. Once per game, may A a device that deploys on
a character and/or an Effect with “skill” in game text.
Whenever your character leaves table, may place all your
devices and Effects on them in Used Pile. (A
I've Lost Artoo! (V)
*Image Of The Dark Lord (V)

EFFECT

Deploy on a planet site. Opponent’s Force drains are -1
here (-2 if Vader controls an adjacent site).

——

‘Image Of The Dark Lord (V)
*Imperial Academy Training (V)

EFFECT

Deploy on table. Imperials armed with a blaster or rifle
at hattleground sites are forfeit +2 and their weapon
destiny draws are +1. Once per battle, if you have a
non-lightsaber weapon there, may use 2 Force to add 4
to your total power. (X

‘imperial Academy Training (V)
Imperial Justice (V)

EFFECT

Deploy on table; shuffle your Reserve Deck, peek at top
three cards, and stack them face-up here. During battle,
may take a card here into hand to prevent all battle
destiny draws from being modified or canceled (each
player may draw no more than one battle destiny). (A

——

ﬁﬁiéﬁai Justice (V)

;{é% oImperial Security Bureau

W\

EFFECT

Deploy on table. Sunsdown is canceled. ISB agents
who are leaders are deploy -2 to sites with “ISB” in
title. Once per game, may A a [ Mission. Look Sir,
Droids and your Interrupts with “advisor” in title may
be played as follows: “USED: Use 1 Force to A an
1SB agent’ (X

-T:It-)ad'City Sabacc (Dark) (V)
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eImperial Stockpile

~

o|mperial Stockpile a

The Empire’s efficient, fear-driven Iugistic_al syslemé \ ~
can quickly divert weapons and equipment from one conflict -
to another, focusing on regions of highest strategic priority.

EFFECT

Deploy on table; A and stack a non-lightsaber weapon
(without “lost” in game text) here. If a battle was just
initiated, may deploy weapon here on a participating
card. Return weapon here at end of weapons segment (if
possible), at end of battle, or if it is about to leave table,
be stolen, or become inactive. (A

7
& Originallconcept by, Kevin Shannon, Player, of the)Year/2008. D
Imperial Supply (V) E

«Jabba’s Influence (V)
EFFECT

Deploy on table. Your gangsters are information
brokers. Your bounty hunters (except Boba Fett) are
power +1. While Xizor on table, Scum And Villainy
ignores Emperor. Once per game, if Jabba at Audience
Chamber, may ¥ a non-bounty hunter alien. CA

+Jabba’s Influence (V]

Ket Maliss (V)
EFFECT

Deploy on table. Unless Emperor Palpatine on table,
Black Sun agents are defense value +1 and forfeit
+2. Once per turn, may use 1 Force to W one Beedo,
Dannik Jerriko, Greedo, Hem Dazon, Reegesk, or a
docking bay. (&

——

Ket Maliss (V)

EFFECT

Deploy on table. Womp Rats are not EX. Once per turn,
may 'V a creature (except a parasite) or a dewback.
Your ferocious creatures are deploy -2 and ferocity +1.
Whenever you retrieve Force because a creature has
eaten a card, you need only use X-2 Force for Aim

High (to a minimum of 1). (&

-T(ra-;tﬂl-)ragon Bones (V)
sLocation, Location, Location (V)

EFFECT

Deploy on table. Your locations are destiny +1. During
their deploy phase, players may use 2 Force to ¥ a

battleground planet site (except a War Room) not on
table. (A

——

:fdéétibn, Location, Location (V)

Not endorsed or sponsored by LucasFilm Ltd.

*Imperial War Machine

-~
& (% o|mperial War Machine
AN .
k Absolute control wielded by the Emperor enables ]
Imperial forces to dominate planetary systems before the
Rebel Alliance can gain a foothold.

EFFECT

Deploy on table. Imperial pilots are not restricted (e**).

Once per turn, may reveal a non-unique Imperial pilot
from hand to A a non-unique AT-AT (of armor > 6),
Victory-class Star Destroyer, or Dreadnaught (or vice
versa), and deploy both simultaneously. (A

"+A Dark Time For The Rebellion (V)
«Jawa Pack (V)

EFFECT

Deploy on table. Your unique (¢) Jawas are defense
value +1. During battles at exterior Tatooine sites
where your unique () Jawa is participating, may add
one destiny to your total power.

«Jawa Pack (V)
*Knowledge And Defense (V)

STARTING EFFECT

Deploy on table with up to 15 cards from outside your
deck face-down under here. Four times per game, may
play a Defensive Shield from here (as if from hand).
Unless canceling your Interrupt, opponent may not play
Recoil In Fear until the end of your first turn.

?ha\}vlédge And Defense (V)
+Kuat Drive Yards (V)

EFFECT

Deploy on table. Unigue (*) Imperial-class Star
Destroyers draw one battle destiny if not able to
otherwise and are immune to attrition < 4. During your
deploy phase, may use 2 Force to ¥ a battleground
system. We're In Attack Position Now is canceled. (A

——

«Kuat Drive Yards (V)

+Luke? Luuuuke! (V)
UTINNI EFFECT

Deploy on your non-droid character present at a
battleground site; character may not be carried from
here or move. Target a Jedi at a site. You lose no more
than 1 Force to Force drains at target’s location. This
Utinni Effect canceled when reached by target.

——

«Luke? Luuuuke! (V)

DARK SIDE

«Jabba’s Haven

;ﬁ% «Jahbia’s Haven 7 : a

X Jahba has won the service of many of hi; guards ] \ \
and other henchbeings through games of chance. =4

EFFECT

Deploy on table. May W' Nal Hutta. Once per game, may
retrieve an alien or [ ] starship into hand. While Fearless
And Inventive on table, once per battle, may lose 1 Force;
your battle destiny modifiers affect your total battle
destiny instead. (A

I =7
___Original/concept by, Jarad Konsker, Online. League, MRC'2010; g
Jabba’s Palace Sabacc (Dark) (V|

+Join Us Or Die

«Jnin Us Or Die a

Vader had to show Luke that giving in to the dark ) \ &
side of the Force was his only destiny. 4

EFFECT

Deploy on your Throne Room. While Emperor and Vader

here, Take Your Father’s Place does not deplete Life

Force or cause Force loss. Once per turn, may ¥ So

Be It, Jedi or a docking bay. “Battle” on Insignificant

Rebellion is treated as “battle or duel” (A

2

| 5 “Driginal concept by UK players, C ity.of the:Year:2010
sLightsaber Parry (V'
*Maneuver Check (V)

EFFECT

Deploy on table. Starships may not move the turn they
are deployed (or carried) to Death Star. Once per game,
if Alderaan ‘blown away,” may target a system. Unless
opponent has a capital (or @) starship there,
Objectives treat target as a Subjugated planet. (A
| ‘— ~ Driginal.concept by. Tim Simon, New. Jersey States'2005)
*Maneuver Check (V)

*Molator (V)
EFFECT

Deploy on table. If your character in battle is about to
be lost before the damage segment, it is instead lost at
end of battle (if forfeited, forfeit for 0). Characters of
ability < 5 are immune to Goo Nee Tay. (A

*Molator (V)
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*Maul's Cape

-~
# (% oMaul's Cape 5
A . "

X A Sith Lord can use the Force to reach out and find \
what he seeks.

EFFECT

Deploy on your character of ability > 3. Character gains
scout skill, their weapon destiny draws are +1, and
character is immune to Clash Of Sabers and attrition < 5.

S \ 9
. Originallconcept by Darren Pilbeam, UK(Championship 20105

Sense (Coruscant) (V

*Much Anger In Him (V)
EFFECT

Use 4 Force to deploy on opponent’s non-droid, non-Jedi
Master character (or 2 Force on a Rebel). Character's
game text is canceled and they draw one battle destiny
if unable to otherwise. Opponent may lose three cards
from hand (may not be reduced) to cancel this Effect.

:Muc Angerln Him (V)
*Occupied Territory

-~
v-‘f‘% «Occupied Territory
AN .
; “| advise everyone to leave before more Imperial
troops arrive.”

EFFECT &

Deploy on a battleground. If you occupy, during battle here
or at a related location, may place this Effect in Used Pile
and choose: Draw up to two cards from Reserve Deck OR
Prevent opponent from drawing any destinies during the
power segment of that battle (except battle destiny).

:aoad Cit Occupation (V
+Pride Of The Empire (V)

IMMEDIATE EFFECT

If you just deployed a TIE/sa, deploy on a unique (*)
TIE/sa. Bombing Run is (C). May place this card in Used
Pile to A (or, once per game, retrieve) Bombing Run
or ComScan Detection; opponent loses 1 Force. (€
—_ =2
s Original'concept by, Dennis, Hes, PC Volunteer; Award,2007. ~
*Pride Of The Empire (V)

Not endorsed or sponsored by LucasFilm Ltd.

Mercenary Slavers

~

sMercenary Slavers a

e Ny

Hunters who track down escaped Wookiee slaves \ &
and report on their location. The Empire and Trandoshans pay @
a high price for that kind of information.

EFFECT

Unless your @ objective on table, deploy on a site. Your
smugglers and gangsters are slavers. Slavers are forfeit
+2 and weapon destinies targeting them (or starships
they pilot) are -1. “Trandoshan” on your sites may be
treated as “slaver” (A

7
'~ Original_concept by, James Barnes, Dantooine, Regianals]ﬂﬂ:

*Ni Chuba Na?? (V)
EFFECT

Deploy on table. Your Force generation is +1. Once per
game, may relocate this Effect to a site. At same and
related locations, Revolution is canceled and your cards
may not have their deploy costs modified by Goo Nee
Tay. Security Precautions is canceled. (A

e

| e Original concept by, Jonathan,Chu,
*Ni Chuba Na?? (V)

+*On The Hunt

EFFECT

Deploy on Contract Killers. Assassins are defense value
+1. Once per game may retrieve <€ Death Mark. At
end of opponent’s turn, if their character targeted by
€ Death Mark is at a non-battleground or aboard
their starship, opponent loses 3 Force. (A

e

Precision Targeting (V)
EFFECT

Deploy on table. Your capital starship weapon destiny
draws are +1. During your deploy phase, may use
1 Force to ' a starship weapon (for free) on your
capital starship. If a starship was just hit, may place
this Effect in Lost Pile to make that starship forfeit = 0.
—_ =\
Precision Targeting (V)

DARK SIDE

*Nute Gunray’s Bounty

-~

p‘{ﬁ% +Nute Gunray's Bounty

>
A

Palpatine suggested to the Queen that she acquiescﬁ
to the Trade Federation, just for the time being.

&

EFFECT

Deploy on Amidala or opponent’s senator. During your
move phase, unless a Jedi here, your alien bounty
hunter present may capture and seize that character.
During your control phase, if that character is escorted
by an alien, opponent loses 1 Force.

e

:Kcaépiing Trade Federation Control (V)

EFFECT

Deploy on your @) objective; “Xizor” on it (and on Guri)
is treated as “Shada”” Non- [ alien females are Mistryl
and Black Sun agents. You may not deploy cards with
ability except Mistryl and [&] starships. Mistryl (except
Kitik) are power +1 (+2 if unique (*)) and, while Scum
And Villainy on table, deploy +1. (A

*Ominous Rumors (V)
EFFECT

Deploy on Bunker. Your scouts aboard speeder bikes are
defense value = 5 and immune to Clash Of Sabers. Once
per turn, if you control Bunker, may W an @ Imperial
here (except Fenson or Grond) or a forest. Canceled if

opponent controls three Endor sites. (A 9
~—. Original concept by, Matt Sherrington, 2011, Michigan,League. vl

*Ominous Rumors (V)
*Organa’s Ceremonial Necklace (V)

EFFECT

Deploy on table. While you have < 13 cards in hand,
opponent may not peek at or remove those cards
(except with Grimtaash). May lose 2 Force to target
two @ Political Effects; opponent may not place cards
on either until the next time you use this text. (A

-ngéha"s Ceremonial Necklace (V)

*Pinned Down (V)
EFFECT

Deploy on table. X = 4 on € Tusken Breath Mask. May
place this Effect in your Used Pile to cancel a ‘react!

——

+Pinned Down (V]
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+Order 66 *Power Of The Sith Protocol Failure

~

Protocol Failure a

«Order 66 7% Power Of The Sith

Hologram. Many have experienced the awesome power of the PN
Dark Lord in battle. Few have lived to tell about it. =

N
—_— SN
“Oh my! Oh, uh, I'm, 'm terribly sorry. I. .. | didn’t \ ~

mean to intrude. No, no, no, please don’t get up. No!” e

IMMEDIATE EFFECT
EFFECT IMMEDIATE EFFECT

Deploy on a site to cancel a Force drain there. Vader is
deploy -1 here. At end of your turn, place this Effect in
Lost Pile. OR At any time, target a unique (*) @ droid.
Opponent chooses: deploy on droid (its game text is
canceled), or place this Effect in Lost Pile (you may
A any one card). (€

Deploy on Sidious. If with € Expand The Empire If your character just won an epic duel, deploy on that
during your control phase: relocate this card to an @ character. Character may not be Disarmed, and is immune
Jedi at a battleground or Senate (otherwise, retrieve 1 to Clash Of Sabers, and Sorry About The Mess. During your
Force). If on a Jedi, add one battle destiny here, and if control phase, if at a battleground, opponent loses 1 Force.
that Jedi just lost, relocate this card to Sidious. If this card just lost, place it in Used Pile. (8

+Blasted Droid (V)

“Kill Them Immediately (V) «Dark Strike (V)
*Program Trap (V) *Quietly Observing (V)

EFFECT ’ EFFECT EFFEBT

Deploy on opponent's capital or [& starship. Starship is Deploy on table. Once per game, may 'V Bluffs. Bluffs

power -2 and its gametext (except related to capacity, gains one [#] and one [Z]. Once per battle, may deploy

immunity, and identity and ability of permanent pilots) a bluff card (if it is a character or vehicle) as a ‘react!

is canceled. To reveal a bluff card, opponent must first use X Force,
where X = 4 - number of bluff cards. (A

Deploy on table unless your @ objective on table.
Unique () @ Coruscant sites gain one (. “Emperor”
on Royal Guards may be treated as “Sidious.” Attrition
against opponent is +1 for each battleground site
occupied by two Royal Guards. May use 1 Force to W
a Force Pike. (A

2

*Program Trap (V) *Quietly Observing (V) inalconcept by Noah Franke, Washington States 20065

«Revenge Of The Sith EFFECT

E— +Shadows OF The Empire
A symbol of the Dark Lord of the Sith, and of the .

. , (3
seductive power of the dark side. Hologram. Deploy on a site you occupy. Opponent's non- (&

Effects deployed on this site are suspended. While your
weapon here, for opponent to deploy or move a
character here requires +1 Force, and, during battle,
may place your trooper here (unless alone) in Used Pile
to cancel the firing of opponent’s weapon here.

Imposing. Ominous. Intimidating. Instrument for the
evil Emperor’s sinister reach across the galaxy. Used on a
secret frequency of the Imperial HoloNet.

s 5 — 3
L Originallconcept by, Jonathan Chu, DragonCon| Winneri 20026
*Security Precautions (V) E

+Send A Detachment Down (V)

EFFECT UTINNI EFFECT

y EFFECT
Deploy on opponent’s card (a device, droid, or weapon)
that may be stolen by a character. Target your trooper

at another location. When reached by target, place

this Utinni Effect on target; target is power +2, steals
opponent’s card, and you may retrieve 3 Force.

+Send A Detachment Down (V)
+Special Delivery (V)

Deploy on Vader. @ holograms are lost. Opponent may
not add destiny draws to total power or attrition here.
While with a Skywalker or Jedi, Vader’s defense value is
+2 (maximum of 8) and his immunity to attrition is +2.
When Vader leaves table, place Effect in Used Pile. (A

. Original.concept by, Stephen Kim, PC Volunteer Award 20095 4
«Vader’s Cape (V]

*Something Special Planned For Them (V)
EFFECT

Deploy on table. Once per game, if opponent just

played an Interrupt, may stack it here. To play any new
Interrupt of same name, players must first stack it here.
May place this Effect in Lost Pile (place cards here in
owners’ Used Pile) to retrieve a starship. (A

Deploy on Agents Of Black Sun. Mistryl are lost. Once

per game, may A Secret Plans. May use 3 Force to W'
Imperial Square, and once per turn, if Emperor Palpatine
there, may draw a card from Force Pile (and if you occupy
three battlegrounds, opponent loses 1 Force). (A

e =X
e Original concept, by, Morten, Iversen, Danish, Nationals. 2011,

ge Of The Emperor (V

EFFECT

Deploy on table. During your deploy phase, if Carbonite
Chamber Console on table, may use 1 Force to W an
Effect. If opponent’s just lost character is about to be
removed from Lost Pile, may lose 1 Force to capture
(imprison or let escape) that character instead. (A

«Something Special Planned For Them (V) ‘«Special Delivery (V)

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2014




Virtual Cards: Master List

+Spice Mines Of Kessel (V)
EFFECT

Deploy on Kessel. While your Star Destroyer here,
opponent may not play Interrupts from their Lost Pile.
If opponent just forfeited a character here, may place
this Effect in Lost Pile to retrieve Force equal to that
character’s forfeit. (&
-"s}é’é Mines Of Kessel v)
Sunsdown (V)

EFFECT

Deploy on table. Dark Hours is canceled. Once per
game, may target a system. At related sites, ‘nighttime
conditions’ are in effect and spies are deploy -2. (A

Sunsdown (V)
*T’doshok Hunting Vow

-~

“‘{"% *T'doshok Hunting Vow

Rek guza kias n'ek kriesuk zief. Rek res fesruk
T'doshok kulesuk luk g'razzurg koref selukra fes k'nel.
Kren'ef, T'doshok res luk rek grien forek res fel luraken.

EFFECT

Deploy on table. Where you have two non-unique aliens

present, draw one battle destiny if unable to otherwise

and opponent’s total power is -3. While Bossk at a site

(except Audience Chamber), Trandoshans are power +1

and forfeit +2. May 'V non- € Molator. (A 5
| “Driginal concept by Tom Frafjord, North Dakota States/2008~ M

*Res Luk Ra’auf (V)
Tentacle (V)

IMMEDIATE EFFECT

If opponent just played an Interrupt, unless three
Tentacles on table, use 1 Force to deploy on table
and stack that Interrupt here. Other copies of stacked
Interrupt are destiny -3. (G

Tentacle (V)
*The Emperor’s Prize (V)
UTINNI EFFECT

Unless your 2‘ objective on table, deploy on Vader.
Target Luke (even at Dagobah). During opponent’s move
phase, if Vader present at a battleground site, opponent
loses 1 Force. Utinni Effect canceled when reached

by target.

——

“The ~Er'nperor’s Prize (V)

Not endorsed or sponsored by LucasFilm Ltd.

«Strategic Reserves (V)
EFFECT

Deploy on table. Your clones and Coruscant guards are
destiny +1 when drawn for weapon or battle destiny.

Once per turn, may cancel a Force drain by placing here

from hand a clone or Coruscant guard. Characters may @
deploy from here as if from hand.

Er;iegic Reserves (V)
*So Be It, Jedi

1% oS0 Be I, de 5

“Now, young Skywalker . . . you will die””

EFFECT

Deploy on table. When Luke deploys using your
Objective, he deploys to Vader’s site (if possible). Duels
initiated with your Objective may not be canceled.
Once per game, may A Rise, My Friend. If this Effect
canceled by opponent, stack it on Insignificant Rebellion.

R N\

“Young Fool (V)
*Tactical Re-Call (V)

UTINNI EFFECT

Use 2 Force to deploy on opponent’s site. Target
opponent’s leader at a site or character at the Galactic
Senate. Target's game text is canceled. Utinni Effect
canceled when reached by target.

*Tactical Re-Call (V)
The Dark Path (V)

EFFECT

Deploy on table. During battle, if you just drew a
destiny, may lose that card to cancel and redraw that
destiny. When you draw battle destiny, may lose X
Force (limit 3) to make attrition against opponent +X.

— =2
"The Dark Path (V) E
*There Is No Try & *Oppressive Enforcement (V)

EFFECT

Deploy on Conference Room. Revolution is canceled.
You may not deploy aliens (except bounty hunters and
Mara Jade) or €& cards. Emperor and your admirals,
generals, and moffs are Imperial Council Members and
influence +1. While present here, each Imperial Council
Member adds one [#]. Once per turn, may use 1 Force
to ' one Laser Gate or a Political Effect. Your cards
may deploy to table from Political Effects. May place
your canceled Political Effect in Used Pile. (A

=

“There Is No Try & «Oppressive Enforcement (V)

DARK SIDE

Sudden Impact (V)
STARTING EFFECT

Deploy on table with 5 cards from outside your deck
face-down under here. Three times per game, may play
a Defensive Shield from here (as if from hand). &
weapons may not reset forfeit to 0. Characters hit by
[*.] weapons are forfeit = (printed forfeit -3).

——

‘Sudden Impact (V)

sTarkin Doctrine

-~
& (% *Tarkin Doctrine
AN
E “The regional governors now have direct control ovér \
their territories. Fear will keep the local systems in line. Fear
of this battle station”

EFFECT

Deploy on Death Star. During your control phase, for
each battleground system controlled by your Star
Destroyer within 2 parsecs of Death Star, opponent
loses 1 Force. Canceled if opponent controls this system.

Fear Will Keep Them In Line (V)
«Tarkin’s Bounty (V)

EFFECT

Deploy on table. Each Amidala stacked on a Political

Effect is a senator. While you have < 13 cards in hand,

opponent may not peek at or remove them (except

with Grimtaash). Once per turn, may A <& Astromech

Shortage or lose 2 Force to cancel a Political Effect. (X
—— =N

~Tarkin’s Bounty (V)
*The Emperor Is Coming Here?

P‘{"% «The Emperor Is Goming Here? 3

NOS

k Though reluctant to leave Coruscant, Emperor \
Palpatine occasionally finds it necessary to personally put
lagging Imperial operations back on schedule.

Z",

EFFECT

Deploy on table. Once per game, if Emperor on table,
may 'V a Royal Guard. You may play Force Lightning as
follows: “USED: During battle, target a character present
with Emperor. Draw destiny. If destiny + 3 > ability,
target loses immunity to attrition and is power -2 (X ;
~___ Original.concept by, Cole,Lepine, Canada Nationals: 20095 M

«Overseeing
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+The Inner Circle

«The Inner Gircle 6

Imperial officers aboard the Death Star considered the\\
Rebellion a minor threat.

EFFECT L,g

Deploy on Conference Room (only at start of game); W
Sim Aloo here and €> There is No Try. Players initiate
battles here for free. Once per game may ¥ Ord
Mantell. May not be canceled (except by opponent) or
placed in Used Pile. Immune to Ineffective Maneuver.

e

:;Ugeléss Gesture (V
*TIE Fighter Construction Facility

-~

w‘{‘% *TIE Fighter Gonstruction Facility

NS Rt—

EFFECT

Deploy on table. TIE/ads and restricted (e*) TIEs
are deploy = 2, forfeit = 4, and immune to attrition
< 4. Ignore “unique ()" in Watch Your Back’s game
text. Attrition against opponent is +3 where your
capital starship present with a non-squadron TIE. (X

:MOB}]iiation Points (V)
Undercover (V)

EFFECT

Deploy on your spy at a site. Spy is now Undercover.
During your control phase, may A one Informant. At
same and related sites, opponent’s (5 weapon destiny
draws are -1 (-2 if targeting this character). (A

Undercover V)

*Weather Vane (V)
EFFECT

Deploy on table. Character here lost if new character
arrives. During owner’s move phase, they must relocate
character here to a Cloud City site (if a bounty hunter
on Cloud City, character captured instead). (&

——

Weather Vane V)

~

=\

Not endorsed or sponsored by LucasFilm Ltd.

*The Quick And Easy Path
oThe Quick And Easy Path

“Ready are you? What know you of ready?”

EFFECT

Deploy on table. Sith Fury and your non-epic duels are
canceled. Once per turn, may use 1 Force to A a non-
@ Interrupt (or Immediate Effect) with “duel” in its
game text. If <> Epic Duel on table, Force retrieved (or
lost) during a duel cannot be reduced or canceled. (A

. Ofiginaliconcept by, Steve Marshall DeckTech ClassiciDeck 200300

*Bad Feeling Have | (V) E
*Trained In The Jedi Arts

oTrained In The Jedi Arts

While Qui-Gon spent years maintaining peace, Maulr \ i
was sharpening his combat skills. Those years of training 4
came to fruition in one fateful moment.

EFFECT

Deploy on table. Your %] and [&] cards are lost.
“Vader” on your Interrupts may be treated as “Maul or
Mara Jade.” Wherever you have an Effect with “skill”
in its game text, your Force drains and battle destiny
draws are +1. (X

«Qui-Gon’s End (V)
Vader’s Bounty (V)

EFFECT

Deploy on table. Save [is destiny +2 when drawn for

weapon or battle destiny. During battle: while non- €

Boba Fett with Vader, neither may be excluded or lost

until the damage segment, and may place this Effect in

Lost Pile to make Boba Fett’s total weapon destiny +3.
— =G

‘Wader's Bounty (V) E
*We're The Bait (V)

EFFECT

Deploy on table. It's A Trap! may not be played. Once
per game, may use 1 Force to ¥ an Effect with
“Bespin” or “Cloud City” in lore or game text. If Chewie,
Han, Leia, or Luke wins a battle on Cloud City, place
this Effect in Used Pile.

——

‘We're The Bait (V)

DARK SIDE

Trophy Of A Bounty Hunter

-~

i
U\

N

«Traphy Of A Bounty Hunfer 3
The Abyssins are known for their regenerative ahilitieg\, ~

Jabba keeps several statue heads of Abyssin creatures on =
his repulsorsled.

EFFECT

Deploy on table. Whenever opponent’s card hit by your
bounty hunter leaves table, stack it here face down. Your
bounty hunters are power and defense value +X, where
X = number of cards stacked here. Once per game, may
'V Desilijic Tattoo or Jabba's Influence. (A
N2

+Vader's Bionic Limhs ')

Darth Vader often used physical means of ‘persuasinh’\,
to get information. Captain Antilles of Tantive IV chose to die
rather than reveal the location of the stolen Death Star plans.

EFFECT

é‘?\‘ Deploy on &) Vader. Vader is landspeed +1. If Vader
about to be lost before the damage segment, he is
instead ‘hit’ During battle, may target one opponent’s
character present. Draw destiny. Target ‘choked’ (lost)
if destiny > ability. (A

e

Physical Choke (V

EFFECT

5:‘ Deploy on & Vader. \Vader moves (using landspeed) for
free. While with a Jedi or Skywalker, Vader is defense
value and immunity to attrition +2, and his weapon
destiny draws are +1. During a duel (or lightsaber
combat) opponent initiates, Vader's destiny draws
are +1. (X

Vader’s Cape (V)
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+Vader’s Cybernetic Enhancements

~

:(«"5% «Vlader's Cybernetic Enhancements (')

DN R

Users of the Force can mysteriously manipulate 1hein \
own physiology and psychology. Control allows rapid healing
and provides some immunity to pain, poison and disease.

o)
=

EFFECT

é,:) Deploy on & Vader. Vader may move as a ‘react’ Your

battle destiny draws here are +1. Opponent's cards

deployed on Vader are canceled. If Vader about to be

placed in Lost Pile, may lose 4 Force to take him (and a

lightsaber he was armed with, if possible) into hand. (A

— - ]
«Control (Dagobah) (V)
*War Has Begun

-~

1% +War Has Begun
NS —

=
R

EFFECT

If Separatist Uprising on table, deploy on table. Your
Separatist Council Room gains one [#]. Your Force
generation is +1 at each of your battlegrounds you
control with a [& card. Once per turn, may A a [&
Mission. (X

Naboo Occupation (V)
*Well-earned Command (V)

EFFECT

Deploy on a battleground site. At sites where you have a
vehicle with armor and an Imperial general (or Imperial
commander), your total battle destiny is +3 and
opponent may not draw more than two battle destiny. If
opponent controls this site, this Effect lost.

‘Well-earned Command \')]

*Wipe Them Out, All Of Them (V)
EFFECT

Deploy on a site. Unless a player controls a battleground
site, that player’s [5.] weapon destiny draws are -2.
During opponent’s draw phase, if opponent’s non-
battleground site (with no related locations) on table,

may activate or retrieve 1 Force. (A

S 5
... Original.concept by, Michael,Raveling, Minnesota States 20045 L
*Wipe Them Out, All Of Them (V)

Not endorsed or sponsored by LucasFilm Ltd.

«\/ader’s Helmet

;{% oVater’s Helmet o

“If once you start down the dark path, forever will it \\
dominate your destiny. Consume you it will, as it did Obi-
Wan'’s apprentice.”

EFFECT

5‘ Deploy on & Vader. When Vader moves to same site
as a Jedi or Skywalker, opponent loses 1 Force. If
Obi-Wan’s Journal here, may place it on bottom of
opponent’s Lost Pile. While with opponent’s character
of ability > 4, Vader is power +1 and draws two battle
destiny if not able to otherwise. (A

“The Dark Path (V)

«Where Are You Taking Them?

“Coruscant?”

EFFECT

Deploy on table. At non-@ sites, immunity to attrition of
@ Jedi is limited to < 5. Your gametext on @ systems
is canceled. During your control phase, may say
“Coruscant?” and lose 1 Force to place a just-resolved
Interrupt in owner’s Lost Pile. (A

~__ Originallconcept by, Kevin,Shannan, MPC,Champion 2010
*Well Guarded (V)
EFFECT

Deploy on table. Your non-unigue aliens are immune to
Grimtaash (while you have < 13 cards in hand), The
Camp, and deployment costs on Watch Your Step. During
battle with two non-unique aliens of your Rep’s species,
your aliens there may not have their forfeit reduced. (A

| “Original concept.by Tom Hollingworth, MPC.Champion'2011-
*Well Guarded (V

*You May Start Your Landing (V)
EFFECT

If 5th Marker on table, deploy on table. During your
control phase, opponent loses 1 Force for each marker
site you control with an AT-AT (limit 1 unless €
Imperial Control on table). Once per game, may A
Walker Garrison and/or 3rd Marker. (A

~

)
=

N

&

DARK SIDE

\ader's Mask
P‘{é\% oVader's Mask +)

Darth Vader's armored mask and Iife-supﬁnn systerh \
provide him with extraordinary physical protection in duels
and battles, in addition to his Dark Jedi combat skill.

EFFECT

5,1‘ Deploy on &) Vader. During your battle phase, may
cancel this Effect to allow Vader to make a regular
move. In order for opponent’s character to move away
from here using landspeed, opponent must first lose 1
Force. While defending a battle at opponent’s site, Vader
is power +2 and immune to attrition. (A

“Vader's Eye (V)

«Where Are You Taking This ... Thing? 5"

\\
m—
T ®

IMMEDIATE EFFECT

If opponent just drew destiny for Nabrun Leids (or

removed a just-lost character from Lost Pile), deploy on

table and stack that card here face down. Elis Helrot

and Nabrun Leids are canceled. Opponent may use 2

Force to place card stacked here in Used Pile. (8 »
. Uriginallconcept by, Reid,Smith, MPC, Consolation 0TI .
«Lt. Shann Childsen (V

*Where Are Those Droidekas?! (V)
EFFECT

Deploy on table. Scum And Villainy is canceled.

Non-unique destroyer droids are deploy -1 and forfeit

+1. While all your characters at sites are destroyer

droids, opponent’s characters are defense value -1 for

each destroyer droid present. (A "
. Originallconcept by, Alden, Peterson, GenCon}20051 X
*Where Are Those Droidekas?! (V)

*You Want This, Don’t You? (V)
IMMEDIATE EFFECT

If opponent just drew a card for destiny, deploy on table
and stack that card face up here. Opponent may lose

3 Force to take card stacked here into hand; place this
card in Used Pile. (C

*You Want This, Don’t You? (V)
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*With Thunderous Applause

~

«With Thunderous Applause 6

With enough political support, any number of devio[ls\,
plans can be put into motion.

EFFECT

Deploy on Sidious. At start of your turn, if at Senate,
may draw 2 cards from Reserve Deck. During your
move phase, relocate this Effect to a Rebel or Jedi at
a battleground; that character loses any immunity to
attrition. If this Effect just lost, relocate it to Sidious.

‘Wote Now! (Dark) (V)

EPIG EVENTS

«Commence Primary Ignition (V)

/f:) «CGommence Primary Ignition

If Death Star orbits Alderaan (and € Central Core on
table), deploy on Death Star and fire Superlaser at
Alderaan; it is ‘blown away. Once during your control
phase, if Death Star orbiting a planet (except a Rebel
Base) without related sites, may fire Superlaser at planet
(regardless of Objective restrictions) as follows: Draw
destiny. Add 2 if you control that system. If destiny +

Y - 2> 8, target is ‘blown away’ and opponent loses 4
Force from Life Force. Y = total Death Star sites where
opponent has no presence. Z = total sites at Yavin 4.

“Commence Primary Ignition (V)

+Deep Hatred (V)

Unless your &Y objective on table, deploy on table.
Vader's Obsession may be played to initiate an epic duel
as follows: If Mara is present with Luke, each player
draws two destiny (if armed with a lightsaber, each
destiny is +1). Add character’s ability. If Karrde on table,
your total is -1. Higher total wins. If Luke loses, place him

out of play and you may retrieve 5 Force. If Mara loses,
cross her to the Light Side (she is now Mara Skywalker).
After the duel (unless it was canceled or tied) Mara is
ability = 6, adds one battle destiny, and once per battle
involving her, may cancel one just drawn destiny.

Original concept by Logan Suriano
<4> 2004 New Year's Resolution Contest

“Deep Hatred (V)

Not endorsed or sponsored by LucasFilm Ltd.

You'll Be Dead!

You'll Be Dead!

EFFECT

Deploy on table. Non-lightsaber weapons carried by your
non-Dark Jedi characters may not be stolen. During
your control phase, opponent loses 1 Force for each
battleground site you control with a non-[> blaster
present. Imperial Artillery is a Lost Interrupt. (A

TDT Evézan (V)

If Bring Him Before Me on table, play instead of a Starting
Interrupt. W an Endor site and two always- (X) Effects.
Deploy on table; may A and stack Son Of Vader here.

A Powerful Ally: While Son Of Vader on table, Jedi,
Rebels, and Rebel starships lose all immunity to attrition
and opponent loses 1 Force at the end of each turn. When
Son Of Vader leaves table, stack him here. If Luke crossed
over, Your Destiny is lost and may deploy (or persona
replace) Son Of Vader from here as if from hand.

<There Is No Conflict (V

*Epic Duel (V)

Deploy on table. A Jedi’s Resilience may not be played
during move phases. The Circle Is Now Complete or
Vader's Obsession may be played during any move phase
to initiate an epic duel as follows: If Vader present with
specified target, each player draws two destiny (if
armed with a lightsaber, each destiny is +1); add ability.

Loser (lower total) is lost, losing player loses 2 Force,
and winning player may retrieve 2 Force.

DARK SIDE

*If The Trace Was Correct

rf:) *If The Trace Was Gorrect

Deploy on table. Instead of firing Galen’s Lightsaber,
may ‘throw’ it to Used Pile: draw destiny; choose up to
half that number (round up) of opponent’s ability < 3
characters present to be hit. Rogue Shadow may deploy
to sites, moves for free (unless relocating), is immune
to attrition < 4, and you may use 3 Force to relocate

it to a battleground site (as a regular move during

your move phase). If it just moved to a site opponent
occupies, may take top card of Used Pile into hand (or
if it just landed, any one card in Used Pile; reshuffle).

«If The Trace Was Correct (V)
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e|nsidious Prisoner

-

4:3 *Insidious Prisoner

If A Stunning Move on table, deploy on Palpatine’s Quarters
(if € We Have A Plan on table, this card always
relocates to Palpatine if possible (even if a captive));
before drawing a starting hand opponent may ¥ a Jedi
and/or a lightsaber here.

Evil Is Everywhere: Opponent may not Force drain here.
Adds one [#] at same site. If just lost, relocate to Blockade
Flagship: Prison. Once per turn, if a player controls this
site, they may have this card (unless on Palpatine) follow
their first character to move from here using landspeed or
docking bay transit to a non-shielded site.

INTERRUPTS

+A Dark Time For The Rebellion (V)
USED INTERRUPT

If opponent went first this game, retrieve 1 Force when
you play this Interrupt. Add or subtract 1 from opponent's
just drawn destiny. OR Activate up to 2 Force. OR A
Control. OR Until end of turn, battle destiny draws may
not be modified or canceled (unless being redrawn).

S—

A Dark Time For The Rebellion (V
*According To My Design

«According To My Design a
~

“Your fleet is lost. And your friends on the Endor . BB
&

moon will not survive. There is no escape, my young apprentice.”

LOST OR STARTING INTERRUPT

LOST: Use 3 Force to ' Emperor. STARTING: Unless

your 1st marker, Death Star, starship, or starship site on
table, W Emperor to your site (even if converted), and
'V up to three Effects that deploy on table for free and
are CA). Light side goes first. Place Interrupt in Lost Pile.

e

+Insignificant Rebellion (V)

Not endorsed or sponsored by LucasFilm Ltd.

«Rise Of The Dark Lord

{3 «Rise OF The Dark Lord

-

Deploy on table (only at start of game) with three
different &%) Effects from Reserve Deck face down under
here. Once per turn, may deploy a & Effect from here
(never from elsewhere). Limit one &) Effect on table
and, when lost, stack it under here. You may cancel

your £ Effect at any time. Twisted And Evil: Dark Jedi
Presence, Jedi Presence, Revenge Of The Sith and Sith
Tests are canceled. When using The Empire’s Back to W
Vader, it is a Used Interrupt. If you just drew a & card
for destiny, may take it into hand.

+Abyssin Ornament (V)
USED OR LOST INTERRUPT

USED: Cancel an attempt to target your non-droid
assassin (or a starship piloted by a non-droid assassin)
with a weapon.

LOST: Use 1 Force to take a just-lost non-droid assassin
into hand.

.Kbyssm Ornament (V)
Alter (Premiere or Coruscant) (V)

USED OR LOST INTERRUPT

USED: Cancel Sense. LOST: Target an Effect, Political
Effect, or Utinni Effect, and one of your characters on
table. Draw destiny. If destiny < character’s ability,
target Effect is canceled (you lose no Force to Do, Or
Do Not). (Immune to opponent'’s Objective.)
“Alter (V)
*Brief Loss Of Control (V)
USED OR LOST INTERRUPT

USED: Once per game, during opponent’s activate
phase, target a location. Opponent is prevented from
controlling that location (and loses senate majority if
targeting Galactic Senate) for remainder of turn.
LOST: Cancel Control.

+Brief Loss Of Control (V)
*Close Call (V)

USED OR LOST INTERRUPT

USED: During battle, cancel and redraw a just drawn
destiny.
LOST: A just drawn battle or weapon destiny is -3.

S—

“Close Call (V)

g

DARK SIDE

*The Force Unleashed

f:) «The Force Unleashed

Deploy on table. During battle, you may play Lightsaber
Parry, Tarkin’s Orders, and There Is No Conflict as
follows: “If Vader or Galen present: USED: Target a
vehicle or starship present. Draw destiny. If destiny

> 2, target ‘thrown’ (hit and adds its printed defense
value to your total power). LOST: Target opponent’s
character present and choose (then draw destiny): If
destiny > ability, target ‘choked’ (lost). OR If destiny
+1 > ability, target ‘drained of life’ (hit and opponent
loses 2 Force).”

““Epic Duel (V)

+Abyssin Ornament & *Wounded Wookiee (V)

USED OR STARTING INTERRUPT

USED: Creature attacks at pits are immune to At

Peace and Yarna d’al’ Gargan until end of your next

turn. (8) OR Cancel an attempt to target a rancor with

a character weapon. OR Use 1 Force (2 if a rancor on

table) to W Nal Hutta.

STARTING: If Great Pit Of Carkoon on table, ¥ an

Effect that is always (X) and choose: W Rancor Pit

and a rancor there, OR W Power Of The Hutt and

Sarlacc. Place this Interrupt in hand.

3

. Original.concept by, Proofing, Team, PC Volunteer, Award 20076
+*Abyssin Ornament & *Wounded Wookiee (V)

*Atmospheric Assault (V)
USED INTERRUPT

If your TIE is defending a battle alone at a cloud sector,
add two destiny to power only. OR During battle, if you
have a TIE present piloted by a character, opponent’s
starship present without a pilot character aboard is
power -3.

:Kfrﬁbspheric Assault (V)

Cold Feet (V)
USED INTERRUPT

A a ‘grabber.! (8) OR Play a Defensive Shield from
under your Starting Effect. OR Cancel Don't Forget The
Droids, It Can Wait, or Surprise Assault. OR Suspend
Bacta Tank (‘patient’ remains on Effect), Bo Shuda, Goo
Nee Tay, or Mantellian Savrip for remainder of turn.

S—

“Cold Feet (V)
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Collateral Damage (V)
USED INTERRUPT

If you just initiated battle where you have at least two
characters (one a trooper and the other a leader), add
two battle destiny. Opponent takes no battle damage
this battle. OR W one Dewback

S—

Collateral PENELEY)

+Coordinated Attack (V)
USED OR LOST INTERRUPT

USED: If you just hit a target with a non-lightsaber,
non- [~ weapon, place target (and all cards on it) in
owner’s Used Pile.

LOST: Cancel Heroic (and any immunity to attrition) on

a character or starship this turn.

«Coordinated Attack (V)
Debris Zone (V)

USED INTERRUPT

Once per turn, A Crash Landing or Weapon
Malfunction. OR If you have a piloted AT-AT on Hoth,
target artillery weapon at a related site is lost. (S

Debris Zone (V)
Evacuate? (V)
USED OR LOST INTERRUPT

Use 1 Force to target your character of ability > 3 alone
at a site.

USED: During any move phase, take target into hand.
LOST: If opponent has exactly one non-spy character at
target’s site, place target in Used Pile.

~___ Originallconcept by, Jake Nelson, MN,Superweekend 20105

Evacuate? (V)

«Force Field (V)

USED OR LOST INTERRUPT

USED: Cancel an attempt to use a character weapon to

target your character of ability > 4.
LOST: Use 2 Force to cancel an attempt to use a [~
weapon to target your character.
-Force Field (V)
Freeze! (V)

USED INTERRUPT

'V Blaster Rack. OR During battle, attrition against
opponent is +1 for each non-lightsaber weapon you

have present. OR Your scout is power +3 for remainder

of turn.

“Freeze! (V)

Gravel Storm (V)

USED INTERRUPT

Lose 1 Force to target a desert or non-interior Tatooine
site. For remainder of turn, all immunity to attrition
there is canceled.

*Combat Readiness (V)

STARTING INTERRUPT

If your starting location was a system, W a related
site (must be a battleground if the system is a non-
battleground or Endor) with <3 [ and up to three
Effects that are always CA) . Place this Interrupt in Lost
Pile.
~__ Originallconcept, by, Kevin, Brownell, linois States 2004,
*Combat Readiness (V)

«Dark Collaboration (V)
USED INTERRUPT

Use 1 Force to A an Imperial Council Member (or
Bewil) or ¥ a site with “ISB” in title or game text. OR
During battle, your total power is +X, where X = your
total influence at Conference Room (limit +6).

.Bark Collaboration (V)
+Defensive Fire (V)

USED INTERRUPT

If opponent just initiated battle, immediately fire a
non-lightsaber, non-[~.] weapon present (for free and
each weapon destiny is +2). That weapon may fire
again this battle.

S—

Defensive Fire (V)

USED OR STARTING INTERRUPT

USED: If you just drew a [& card for destiny, take it

into hand (may cancel and redraw it).

STARTING: If Separatist Uprising on table, deploy Droid

Racks and two Effects that deploy for free, are always
X), and deploy on table. Place Interrupt in Lost Pile.

e

“+Kill Them Immediately (V)

He’s All Yours, Bounty Hunter (V)
USED OR LOST INTERRUPT

USED: For remainder of turn, your bounty hunter
escorting a captive may make two additional moves
(for free if escorting Han).

LOST: Your just drawn Carbon-Freezing (or bounty
hunter's character weapon) destiny draw is +2.

=\

3

DARK SIDE

ComScan Detection (V)

USED INTERRUPT

Peek at the top card of opponent’s Force Pile. OR Raise
your converted Mos Espa to the top. OR If opponent
just deployed a planet site, ¥ a related location. OR
Once per game, W Death Star: War Room, Meditation
Chamber, or Wampa Cave.

‘ComScan Detection \')]

*Dead Ewok (V)
LOST INTERRUPT

Cancel Ellorrs Madak. (8) OR Use 2 Force to cancel the
game text of an opponent’s alien for remainder of turn.
OR Place an Ewok Catapult in opponent's Used Pile.

OR Make an Ewok power and forfeit = 0 for remainder
of turn.

+Dead Ewok (V)
Emergency Deployment (V)

USED INTERRUPT

A a device or non-lightsaber weapon. OR If opponent
just initiated a battle or Force drain at a system or
sector, ¥ (as a ‘react’) an unpiloted TIE and a pilot
of ability <3 (simultaneously).

S—

.EThéFgéncy Deployment (V)

USED INTERRUPT

When drawn for destiny, may place a non-(X) Effect on

table in owner’s Used Pile. OR Lose the top card of your
Reserve Deck to make a just drawn destiny lost.

“Fear (V)
«Force Push (V)
LOST INTERRUPT

Once per game, choose: during battle, use 2 Force to
target your Dark Jedi and opponent’s character of equal
or lesser ability present. Both targets are excluded from
battle. OR Exchange two cards from hand with any one
card from Force Pile; reshuffle.

. Original concept by, North Dakota States Players, 2006
*Force Push (V)

*Frustration (V)
USED OR LOST INTERRUPT

USED: If you just peeked at cards in your Life Force,
peek at and reorder the top 3 cards of that deck or pile
(may take one into hand).

LOST: If Xizor and Guri are in a battle together, your
total battle destiny is +5 and may retrieve 1 Force.

+| Can't Shake Him! (V)
USED INTERRUPT

For remainder of turn, opponent must first use 1 Force
to fire a weapon and opponent’s starship weapon
destiny draws are -1. OR During opponent’s deploy
phase, W an Imperial of ability < 3 (except an admiral)
aboard your starship.

N3
E

S—

oI Can’t Shake Him! (V)

SWCCG Players Committee 2014
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| rﬁ?igilﬁlﬁncept by, Brian Hollingworth, Betashyyykshire\/-Lite}20055 | e
He’s All Yours, Bounty Hunter (V)

Gravel Storm (V)
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Virtual Cards: Master List DARK SI10F

*'m On The Leader (V) Imperial Code Cylinder (V) Imperial Reinforcements (V)
LOST INTERRUPT _ USED OR STARTING INTERRUPT | LOST INTERRUPT

Cancel the game text of a character at same system as USED: A Executor: Control Station, Homing Beacon, Once per game, if opponent has more cards with ability

Vader for remainder of turn. or Kessel. on table than you, draw destiny and retrieve up to that
STARTING: If Conference Room on table, W Ord Mantell, number of Imperials and/or Imperial starships (may
Death Star: War Room, There Is No Try, and two always take one retrieved card into hand). OR Cancel K'lor'slug.
X Effects. Place this Interrupt in Lost Pile.

«'m On The Leader (V) ‘Imperial Code Cylinder (V) ‘Imperial Reinforcements (V)

*Imperial Tyranny (V) Informant (V)
USED OR LOST INTERRUPT | USED INTERRUPT

USED: W Empire’s New Order. OR If Vader just won a 'V Undercover. OR Peek at top X cards of opponent’s
battle at same site as an alien, place that alien out of Reserve Deck, where X = number of opponent’s
gl * play. LOST: If a battle was just initiated where you have characters present with your Undercover spy. OR If
R a character weapon card, place the top card of your your Undercover spy on table, peek at top card of your
: - % Lost Pile on top of Reserve Deck. Reserve Deck.
ﬂ;:\v/ Lol s = S
;?} Y ’ *Imperial Tyranny (V) Informant (V)
It's Worse (V) «Join Me! (V)

USED INTERRUPT LOST INTERRUPT

USED INTERRUPT Use 1 Force to W a pit. OR At end of your deploy During battle, lose 1 Force to target a Skywalker
phase, target a non-frozen captive at a site; captive present with your character armed with a lightsaber.
‘ is released and relocated to a related pit you do not Target is power = 0. OR If you just used a lightsaber to

Cancel Blaster Proficiency. (8) OR If opponent just occupy. OR During an attack, cancel a just drawn hit a Skywalker, opponent must lose 3 Force or place
retrieved Force, opponent must lose X Force, where weapon destiny. Skywalker (and all cards on them) in Used Pile. 5
X = one-half the number of cards retrleve’d (round L= ; “Originallconcept by Matt Carull, 10th Anniversary Design)Contest: N
down) to a minimum of 1. OR If opponent’s character It's Worse (V) 'J in Me! (V)
just lost, lose 1 Force to retrieve the topmost i
character of ability < 6 (except a [&g] or [ card) in oL et's Pass On That Lando System? (V)
your Lost Pile into hand.

~

oliet's Pass On That a | USED INTERRUPT

“Uu a'kingsa riika pagh bagla bis kachata weenow ) \ Y A Lando or a card with “Lando” in game text. OR
con bantha poodoo.” </ Cancel an attempt to replace your Lando; opponent’s
Lando is lost.

«Imbalance (V)

‘Lando System? (V)
sLevitation Attack (V)

USED INTERRUPT

W (or retrieve) a device (for free).S) OR Cancel
Sahotage targeting a device. OR During battle, place
your weapon or device present in Used Pile to add 2 to
your total power (3 if Vader present).

USED INTERRUPT —

4 «Levitation Attack (V)
USED INTERRUPT During opponent’s control phase, your ferocious . . .
creature attacks. At end of turn, if that creature is at L'thsaber DeﬂC'enCy (V)
5 . . ¢ an unoccupied site and did not move, opponent loses

If your character’s forfeit was just reduced to 0, use 1 Force and you retrieve 1 Force. OR Use 3 Force to USED INTERRUPT
1 Force (free if forfeit reduced by a [*.] weapon) to retrieve a creature. -
restore it to normal. (S) OR Lose 2 Force to cancel an —_
attempt by Yoda or Obi-Wan to cancel your Interrupt e pEr A Ghhhk or Molator. OR Cancel Corellian Retort, Gift
or your just drawn weapon destiny. OR During your *Bantha Fodder (V) 0f The Mentor, or Jedi Presence. OR Retrieve Protocol
move phase, target any or all of your characters at Failure into hand. OR If a lightsaber was just ‘swung’
one site to ‘transport’ (relocate) to an exterior or during battle, it may not target again this battle.
battleground site. Draw destiny. Use that much Force
to ‘transport,’ or place this Interrupt in Lost Pile. i

. mhigaber Deficiency (V)
+Lana Dobreed (V'

«Lone Pilot (V) Local Trouble (V) Look Sir, Droids (V)
USED OR STARTING INTERRUPT , LOST INTERRUPT . USED OR STARTING INTERRUPT

USED: Activate 1 Force. STARTING: A Bossk, Dengar, At the beginning of your battle phase, use 1 Force USED: A a non-[@, non-%J droid. OR Place a card
DS-61-2, Guri, or Juno Eclipse (may also A a system to initiate a battle between two Imperials and an from hand on Used Pile. STARTING: ¥ two always
with exactly 1 [, a matching starship, and an always opponent’s character present at same interior site. For X) Effects. If you have only one location (with <3
KX) Effect.) When drawing your starting hand, draw four remainder of turn, no other battles may occur here and [Z]) on table, may W Central Office or Mos Eisley.
cards instead of eight. Place this Interrupt in Lost Pile. opponent takes no battle damage here. Place this Interrupt in hand. ’

. Original,concept,by, Dirk Friedrichs, European, MPC,20085 & - " . Original congept.by, Mike.Tomashewski, PC\Volunteer Award 200600,
+Lone Pilot (V) Local Trouble (V) Look Sir, Droids (V)

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2014




Virtual Cards: Master List

None Shall Pass (V)
USED INTERRUPT

If opponent just deployed a character (except Leia) to a
Jabba's Palace site, use 1 Force to place that character
on bottom of opponent’s Force Pile (opponent may draw
two cards from Reserve Deck).

"None Shall Pass (V)
Oo-ta Goo-ta, Solo? (V)

USED OR LOST INTERRUPT

USED: During battle at a site where your alien bounty
hunter (except Boba Fett) is with opponent’s smuggler,
opponent may not draw more than one battle destiny.
LOST: During battle at a site where you have an alien
bounty hunter, add one battle destiny.

Oo-ta Goo-ta, Solo? (V)
Operational As Planned (V)

USED INTERRUPT

Once per turn, if taken into hand using Protocol Failure,
may immediately reveal this Interrupt to return Protocol
Failure from Lost Pile to hand. Use 1 Force to A €
Grotto Werribee or an Immediate Effect. OR Use 2
Force to A an Effect that deploys for free.

.-Bbé}aiional As Planned (V

Probe Telemetry (V)
USED INTERRUPT

A a Probe Droid. OR Place a non-unique card from a
Lost Pile out of play.

‘Probe Telemetry (\)]
+Scout Recon (V)

USED INTERRUPT

Find one of your missing characters. OR During battle,
activate 1 Force for each of your scouts participating.
OR During battle, if your Imperial with opponent’s alien,
your total battle destiny is +3.

Scout Recon (V)

*Shocking Revelation (V)
USED INTERRUPT

Unless you have a senate majority, if opponent just
A or 'V acharacter (except with an Effect with
“matching” in game text) or just drew a card from
Reserve Deck using a character's game text, they must
place 2 other cards from hand on Used Pile (if possible)
*Shocking Revelation (V)
«Slip Sliding Away (V)

USED INTERRUPT

Cancel Path Of Least Resistance. (3) OR During your
move phase, target opponent’s character at an interior
Cloud City site. Draw destiny. Relocate target to Weather
Vane if destiny > target's ability. OR Relocate your
character at an interior Cloud City site to Weather Vane
(if *hit," character is first restored to normal).

+Slip Sliding Away (V)
Not endorsed or sponsored by LucasFilm Ltd.

*One Beautiful Thing

+Dne Beautiful Thing a

“| don’t know how we're gonna get out of this uné.'\,

«

USED INTERRUPT

Lose 1 Force to A (or retrieve) Juno Eclipse. OR
During battle where you have no Dark Jedi or droids
and only two cards with ability there (a male and a
female), add one destiny to total power (and attrition
against you = 0).

e

Those Rebels Won't Escape Us (V)
«Qutflank (V)

USED INTERRUPT

If opponent just initiated battle at a site where their
total power is greater than yours, may use 1 Force
(or cause opponent to use 1 Force) to relocate one of
your characters or vehicles to that site from a related
location.

Outflank (V)
*Release Your Anger (V)

USED OR LOST INTERRUPT

Destiny +2 when drawn for lightsaber combat or
weapon destiny. USED: A Your Powers Are Weak, Old
Man. LOST: If you just lost a character armed with a
non-{*] lightsaber, lose 1 Force to take that character
(or lightsaber) into hand.

R -
e Original concept, by, Nate, Meeker, .Coruscant Regiana/sﬂ]l]ﬁl
*Release Your Anger (V)

Self-Destruct Mechanism (V)

USED INTERRUPT

If your droid was just hit by a character weapon,
lose that droid to target the character that fired that
weapon. Draw destiny. Target hit and forfeit -4 if
destiny +3 > defense value.

——

'Self Destruct Mechanism V)

Sith Fury (V)
USED OR LOST INTERRUPT

USED: If you just drew a character for destiny, take
that card into hand to cancel and redraw that destiny.
LOST: Once per game, use 4 Force to W a Dark Jedi.

——

«Sith Fury (V)

e

6
Image nnumsy,nﬁluli'a;/ | S,
Uncertain Is The Future (V)

DARK SIDE

+One Bright Spot

«0ne Bright Spot 4

Even a Jedi cannot always foresee future events.r \

USED INTERRUPT

If Galen was just lost and Juno Eclipse is on table
(or vice versa), place the just-lost character on your
Used Pile instead. OR If Juno Eclipse is participating
in a battle, may lose Galen from hand to satisfy all
battle damage and attrition against you.

6
Image,courfesy.of lilia >
*Prepared Defenses (V)
USED OR STARTING INTERRUPT

USED: A one Death Squadron Star Destroyer, a
Dreadnaught, or a Victory-class Star Destroyer.
STARTING: 'V up to three cards that have the [ icon
or are Effects that deploy for free, are always (A), and
deploy on table. Place Interrupt in Lost Pile.

S

.-Fféﬁafed Defenses (V)

«Sacrifice (V)
USED INTERRUPT

If opponent just initiated a battle, target your non- CA
Effect on table. Draw destiny. Place target on Used Pile
and activate up to X Force if destiny <X, where X =
target’s destiny number.

——

+Sacrifice (V)

USED INTERRUPT

During a battle at opponent's site (or your non-< site),
instead of firing one of your character weapons at a
target, cause that target to be immunity to attrition -3
(or limited to immunity to attrition < 5) for remainder

of turn. OR If you just drew a character for destiny, take
that card into hand to cancel and redraw that destiny. OR
Cancel a ‘react. OR Place Projection Of A Skywalker in
opponent’s Used Pile.
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Virtual Cards: Master List

+Sneak Attack (V)
USED OR LOST INTERRUPT

USED: If opponent just initiated a battle, place a card
from hand on top of Reserve Deck.

LOST: Add one battle destiny where you have an AT-ST,
scout, or lone Imperial of ability < 4.

+Sneak Attack (V)
Stunning Leader (V)

USED INTERRUPT

Use 1 Force to W (or retrieve) a Mistryl. OR If your
Mistryl present during battle, use 1 Force to reveal the
top three cards of opponent’s Reserve Deck. Add the
destiny number of the highest-destiny male revealed (if
any) to your total power. Replace revealed cards.

.STunn|ng Leader (V)
*Tarkin’s Orders (V)

USED OR LOST INTERRUPT

USED: If a battle just initiated at a site, target your
Imperial of ability = 3 defending. Target's forfeit cannot
be reduced, and draws one battle destiny if not able to
otherwise. LOST: Use 1 Force to W (or retrieve) Eriadu

or an Imperial of ability = 3 (except Veers). (S

:'ITar in's Orders (V)

*TIE Sentry Ships (V)
USED OR LOST INTERRUPT

USED: If you just drew a unique (*) Imperial starship
for destiny, take that starship into hand to cancel and
redraw that destiny. LOST: Use 3 Force to retrieve a
unique (*) Imperial starship into hand.

e

6
| & iginal concent: by, Michael Erisman, PC Volunteer, Award, ZUUHJ
*TIE Sentry Ships (V)

*Unexpected Interruption (V)
USED INTERRUPT

If a battle was just initiated, target an opponent’s
female non-droid character present with Xizor. Draw
destiny. If destiny +2 > target's ability, target excluded
from battle and adds her power to Xizor's for remainder
of turn.

.-Ehé‘)-(bected Interruption (V)

«Voyeur (V)
USED OR LOST INTERRUPT

USED: If opponent has three non-battleground locations
on table, activate 5 Force.
LOST: 'V a battleground location.

:T\/dy‘l.eﬁr \')]
*Watch Your Back! (V)

USED INTERRUPT

'V a hattleground system. OR If opponent just modified
your battle destiny draw, cancel and redraw it (it may
not be modified). OR If opponent just canceled your
battle destiny draw, make that destiny = X instead,
where X is the number of battlegrounds you occupy.

S—

“Watch Your Back! (V)

Not endorsed or sponsored by LucasFilm Ltd.

+Sonic Bombardment (V)
USED INTERRUPT

Once per game A a prison. OR Use 1 Force to A a

non-droid assassin (or slaver) of ability <5. OR During

battle involving an assassin, opponent’s battle destiny

draws are -1. OR Cancel opponent’s attempt to modify

the power of a starfighter piloted by your alien. "
~____ Originaliconcept. by Aaron Nelson, PC Volunteer Award/20125 ~1
+Sonic Bombardment (V)

Surface Defense (V)
USED OR STARTING INTERRUPT

USED: Use 1 Force to W an Effect that deploys for free
on table (or your side of table) and is always (A).
STARTING: When drawing your starting hand, draw

up to 12 cards instead of 8. Place this Interrupt in
Reserve Deck.

R - 4
... Original concept; by, Steven, Lewis, PC_Volunteer; Award 20080
Surface Defense (V)

The Empire’s Back (V)
LOST INTERRUPT

Use 1 Force to 'V (or retrieve) Motti, Tagge, Tarkin,

or Vader. OR Once during your control phase, for each
battleground controlled by Motti, Tagge, Tarkin, or Vader,
opponent loses 1 Force.

ﬁéfrﬁpire’s Back (V)
*Trade Federation Tactics (V)

USED INTERRUPT

Retarget an attempt to make your € character ‘hit’ or
lost to your other €B character present. OR Retarget
opponent’s just drawn destiny result about to make your
starship ‘hit’ or lost to your character aboard; starship is
protected from all such attempts this turn. OR W Sil Unch.

—— N>

‘Trade Federation Tactics V] 3

Utinnil (V)
USED INTERRUPT

A an Utinni Effect. OR A a non-unigue and/or a
unique (*) Jawa.

Utinnil (V)
Walker Garrison (V)

LOST INTERRUPT

If your AT-ATs occupy three related battleground

planet sites, your Force drains at same and related
battlegrounds this turn are +1 (or +2 if at Hoth). OR If
you occupy a site with an AT-AT, cancel a Force drain
at a related site.

Walker Garrison (V)
We're All Gonna Be A Lot Thinner! (V)

USED OR LOST INTERRUPT

USED: Play at the start of your activate phase. When
you activate Force this turn, use your opponent’s Force
icons instead of your own.

LOST: Cancel Into The Garbage Chute, Flyboy.

S—

‘We're All Gonna Be A Lot Thinner! (V)

DARK SIDE

Stop Motion (V)
USED INTERRUPT

A Cold Feet, He Hasn’t Come Back Yet, or Ice Storm.
OR Cancel Dodge. OR Cancel opponent’s ‘react’ away
from battle. OR Cancel opponent’s attempt to randomly
remove one or more cards from your hand (except with
Grimtaash).

S—

'Stop Motion (V)
*Take Evasive Action (V)

USED OR LOST INTERRUPT

USED: Cancel Fallen Portal, Fly Casual, or T-47 Battle
Formation (unless canceling Walker Garrison). (8
LOST: If opponent just drew lightsaber combat or
weapon destiny, cancel and redraw that destiny.

‘+Take Evasive Action (\)]

Those Rebels Won't Escape Us (V)
USED INTERRUPT

Use 1 Force to A Stinger or Virago. OR Cancel
Darklighter Spin. OR If opponent just initiated a battle
at same system or sector as Stinger or Virago, opponent
may not target those starfighters with weapons for
remainder of turn,

Those Rebels Won't Escape Us (V)
*Twi'lek Advisor (V)

USED OR STARTING INTERRUPT

USED: Use 3 Force to deploy a unique (*) alien (for
free) from hand or Used Pile; reshuffle.

STARTING: A and/or ¥ up to three Effects of any
kind with “Jabba” in lore or game text. Place this
Interrupt in Reserve Deck.

S—

“Twi'lek Advisor (V)

LOST INTERRUPT

During any move phase, initiate an epic duel between
Vader and a Jedi present with him. Both players draw
two destiny and add power. Loser (lowest total) is
placed in Used Pile (if Epic Duel on table, Lost Pile
instead), losing player loses 2 Force (cannot be
reduced), and winning player may retrieve 2 Force.

e

Ed-eﬁr;é Anger (V)

“Why Didn’t You Tell Me? (V)
USED INTERRUPT

During any draw phase, place a card from hand under
your Used Pile to take any one card into hand from
Force Pile; reshuffle. OR Place IL-19 in owner’s Used
Pile. OR During the power segment, cancel a just drawn
destiny (except battle destiny).

S—

“Why Didn't You Tell Me? (V)
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Virtual Cards: Master List DARK SI10F

*We Have A Prisoner & | Can’t Shake Him! *Weapon Levitation & The Empire’s Back *Wookiee Subjugation

«Wookiee Subjugation

“Rrraaaarrr!”

USED OR LOST INTERRUPT USED OR LOST INTERRUPT

USED: During opponent’s deploy phase, ¥ an USED: Cancel Disarmed or Wookiee Strangle. OR Once
Imperial of ability <3 (except an admiral) aboard per hattle involving Vader, reveal a device or character
your starship. weapon from Used Pile and add its printed destiny
LOST: If opponent just lost or forfeited a character number to your total power; reshuffle.
from battle, use 1 Force. Character is captured LOST: Use 1 Force to W (or retrieve) Vader. OR If USED: If you just ‘enslaved’ a character, play a Defensive [
instead (for remainder of turn, you may not deploy opponent just initiated a battle against Vader Shield from under your Starting Effect STARTING: If
Bounty on that character). defending alone at a site, his forfeit cannot be Slaving Camp Headguarters on table, v Mgmena}y
reduced. Slavers and up to two Effects that deploy on table for free
and are always CA). Place Interrupt in Reserve Deck.

USED OR STARTING INTERRUPT

We Have A Prisoner (V) :Weibdn Levitation (V)

*Wounded Wookiee (V) You Overestimate Their Chances (V) *You Swindled Me! (V)

-~

-Fruétration V)

USED INTERRUPT _ USED OR STARTING INTERRUPT USED OR LOST INTERRUPT

If opponent’s character was just hit during battle, add USED: Initiate a battle for free. USED: Reveal the top four cards of your Reserve Deck
one destiny to your total power (two if character was STARTING: If Ralltir Operations on table, W Supply and separate them into two piles of any size. Opponent
a Wookiee); take cards drawn this way into hand. OR Route, <> Insignificant Rebellion, and up to two places one pile in your hand and the other on top of your
If you just lost X Force to a Force drain, draw up to X Effects that are always CA) , have no deploy cost, and do Used Pile in any order. OR A Alter. LOST: Place an
cards from Reserve Deck. not deploy on locations. Place Interrupt in Lost Pile. 4 opponent’s just-played Interrupt out of play.

“Wounded Wookiee (V) You Overestimate Their Chances (V) “You Swindled Me!

*Your Powers Are Weak, Old Man (V)

USED OR LOST INTERRUPT

USED: Cancel an attempt to remove a just-lost character
from owner's Lost Pile (unless it is being placed out of
play or retrieved). LOST: If you just deployed a character
to same site as a Jedi, take any one card from your Used
Pile into hand; reshuffle.

Powers Are Weak, Old Man (V)

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2014



DARK SIDE

+Carida: ISB Training Academy

)

V

(

*Bespin

Master List

LOGATIONS

AT: Deployment Platform

onAT_

Virtual Cards:

5_, 300 sousivo asi ovineos- | [N 4

W
:
-
|
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b

«Corulag: ISB Logistics Office

CORULAG: ISB LOGISTICS OFFICE
a\:::@ your move phase, may use 1 Force to relocate up to three ISB agents
~ between two sites s_g :_mm: in a_m

u_mﬁ._ an _32:_9 sa: :x%m_: in s_m 53. stack it here.

()Spaceport Street (Dark) (V)

+Cloud City: Casino (V)

.E_acs m_.:_é__n_ 2_58. alay g_as 4 mwg_e .E.SE g asn few ‘o100 nok |

HIMOL ALI¥ND3S :ALID ONOT- I__,I
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*Cloud City: Security Tower (V)

E‘E_‘a cITy: mmn?_z TOWER

i ng“flbt' be converted. Immune to Revolution. If you
control, your characters deploy -1 to related locations.

+Cloud City: Security Tower (V)

+Bespin (Dark) (V)

*(3nbiun-uou §1 UOKUTIE 0} BUNWIL J0) |+ SI UORLNE 0} Ayunuwiwy a8l h.e m m m Jay esws_a E._s.—._ noj
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)

\

(

+Cloud City: Dining Room

AT-AT: DEPLOYMENT PLATFORM

May W Biker Scout Gear _aa and while here, once per turn, may 'V one card
n its game text.

*Executor. Comm Station (V)
+Cloud City: Dining Room (V)
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DARK SIDE

- Master List

Virtual Cards:

*Coruscant: ISB Central Office

s Office

Coruscant: Chancellor

Coruscant: Casino

w |

30140 VHINID 851 INVISNHOD- 1

W

R

ny here, you

“UO}N|0ABY 0} BUNWILL *13Y |- UleIp 32104 ‘Juasaid Ipap & ssajup)

I 30130 seoronvo -nvasneoo- | N A

*Naboo: Theed Palace Hallway (Dark) (V)

*Naboo: Theed Palace Throne Room(Dark) (V)

~ -CORUSCANT: CASIND

Once per turn, an assassin here may place a ‘reputation’ here in your Used Pile.

+Tatooine: Cantina (Dark) (V)

)

V

(

+Coruscant: Sub City Lair

s Quarters

+Coruscant; Palpatine

Docking Bay)

(

*Coruscant; Private Platform

move phase, may relocate an assassin here to

«Jabba’s Palace: Entrance Cavern (ark) (V)

jous Prisoner on table, Grievous is immune to attrition.

30104 7 sannbai a1ay woJy yisue Aeq Bunjoop Inoj ;
"33} | JaUOSIAd SNOIpISU| Se 8y auies woJy Jisues) feq Bupjoop [ly

-

+Cloud City: East Platform (Docking ay) )

«Cloud City: Casino (Dark) (V)
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DARK SIDE

«Death Star: War Room

)

\

(

Death Star: Conference Room

Master List

*Death Star: Central Core (V)

Virtual Cards:

'pa3auea S| way| s._a ‘Ing wayy adipy 4 *(Saus.1ongaxg 1daoxa)

INDOH HVM -HVLS HLVO- 1

*Geonosis
GEONOSIS

not be ‘liberated’

DEATH STAR: WAR ROOM I B@®
If Alderaan ‘blown away,’ your movement to and from Death Star system is free, and at
Death wn: sites, your ?‘an H_E_a and cmm_n %sm% against you are canceled.

Unleéé your @ starship here, Force drain -1 here. May

.

«Death Star: War Room (V)
+Tatooine (Premiere) (Dark) (V)
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O Execution Arena

DEATH STAR: CONFERENCE ROOM

While E occupy two non-Death Star battlegrounds and your total influence here is > 5,
you lose no Force to Visage )f ._._i Emperor.
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*Death Star: Conference Room (V)

Dragon Bones and your Force drains here are canceled.
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¢Dungeon

DEATH STAR: CENTRAL CORE
May W m‘%mq_%s_ At ‘blown away’ systems, adds one [#] and one [#]. Whenever you Force
_drain at a ‘blown away’ system Death Star o ay retrieve 1 Force.
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+Jabba’s Palace: Dungeon (V)
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DARK SIDE

- Master List

Virtual Cards:

*Geonosis; Petranaki Arena *Geonosis: Rocky Plains

+Geonosis: Docking Bay

SNIv1d a_ucm m_mczcuw.

AT

R A S LR A TR,

GEONOSIS: ROCKY PLAINS.

Your total power here is +1 for each [&] card present.

VN3HY _v_<=<=._.mn_ m_wczcwm_.

AT

R A S LA

GEONOSIS: PETRANAKI ARENA

Avd BNDIJ0A m_mezcuu_.

You

AR

25 ng Eis:m_:aa here requires Dooku on Geon wv

+Tatooine: Podrace Arena (Dark) (V)

«Jabba’s Palace: Lower Passages (V)

+Tatooine: Krayt Dragon Pass (V)

)

1st Marker

(

*Hoth: Main Power Generators

)

v

(

*Hoth: Ice Plains

*Geonosis: Separatist Council Room
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+Death Star: Conference Room (V)

Target The Main Generator (V)

Hoth: Ice Plains (V)
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DARK SIDE
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s Office

Administrator

*Kashyyyk: Skyhook Platform
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*Endor: Landing Platform (V)
*Kessel: Spice Mines

draw two cards from Reserve Deck.

*Kashyyyk: Forest Maze
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20098

Master List

OISB Sector Office

301440 401938 8_@ I_!
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301330 suowvarsiniway - sanw 30ias Aassa-| [N

| “KESSEL: SPICE MINES - ADMINISTRATOR'S OFFICE 3|E @
If opponent just used this site’s game text, may A (or retrieve into hand) any one card.

+Jabba’s Sail Barge: Passenger Dec V)
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D003

*Kashyyyk: Wookiee Slaving Camp

(OriginallconceptibyTomlFrafjordRosemount{Ghampionship)

*Endor: Dense Forest (V)

Virtual Cards:

=>m_._‘<<<‘x“‘$‘g_A_‘mm:m‘_“><=,_m CAMP

(el i i e sy

*Endor: Ewok Village (Dark) (V)

Jahba's Sail Barge may deploy here. If your Trandoshan present, Force drain +1 here.

Kashyyyk: Slaving Camp Headquarters

{ Spaceport Prefect’s Office (V)

P L@

Once per turn, may use 1 Force to ¥ a battleground site to Kashyyyk
~and/or a card wit

Originaiconceptibylolinteergleamy RGN linteepward 20108
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DARK SIDE

- Master List

Virtual Cards:

*Kessel: Spice Mines - Prison

Extraction Facility

*Kessel: Spice Mines

Docking Bay

*Kessel: Spice Mines

-
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{Big One: Asteroid Cave or Space Slug Belly (Dark) (V)

ing bay transit from here requires 1 Force

*Hoth: Echo Command Center (Dark (V)

S
@
=
]
=]
S
=]
i =
<
=
=
@
a
@
(=)
%
S
]
]
ks
=
D

*Muunilinst; City Of Harnaidan

*Muunilinst

*Muunilinst: Banking Clan Headquarters
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MUUNILINST: CITY OF HARNAIDAN

If you control with a [& card, unique (¢)

*MUUNILINST

i lf_yuﬁ:ébntrol, attrition against opponent in battles on

Muunilinst is +1.

:Cloud City: Chasm Walkway (Dark) (V)

+Death Star: Central Core (V)

+Yavin 4 (Dark) (V)
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DARK SIDE

Master List

Virtual Cards:

*Muunilinst; Separatist Command Center «Ralltiir: Spaceport Financial District

*Muunilinst: Docking Bay
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«Cloud City: Port Town District (V) )

+Death Star: Detention Block Corridor (Dark) (V)

+Tatooine: Docking Bay 94 (Dark) (V)

)
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) (

Dark

(

OSpaceport: Docking Bay

¢ Remote Depot

*Ralltiir: Supply Route
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 Image courtesy of ohn Snifh

or Tatooine. Once per game, may
ora %snm here.
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(Spaceport Docking Bay (Dark) (V)

*Hoth: Echo Corridor (Dark Side) (V)

*Tatooine: Jawa Canyon (Dark) (V)
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DARK SIDE

- Master List

Virtual Cards:

*Tatooine: Imperial Outpost

¢ Storm Clouds

eeStar Destroyer: Command Station
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If you control, related starship may not have power reduced and may move as a ‘react.

Once per game, if Devastator on table, may 4 Jir here.

el el b T RO A

OSpaceport City (Dark) (V)

Original concept'by'Jan' Westergard, New!Jersey!States /2008

OClouds (Dark) (V

AN
%Y

A
V

Image courtesy of Nicole Gardiff

-Exe;Eutor: Comm Station (V

«Tatooine: Mos Espa (V)

) (V)

(Dark

«Tatooine: Mos Eisley

*Tatooine: Imperial Vanguard Camp
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on You're A Slave? is treated as “2 Force”” Your Force loss from You're A Slave?
s doubed.
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Once per turn, when a player's Landi
that _u_m<£ may

(oralonce by AngellCorsDans NS 0 2

0 Spaceport Prefect’s Office (V)

+Tatooine: Mos Espa (V)
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Virtual Cards: Master List

MISS10NS

*Arena Execution

«Arena Execution

«Tatooine: Watto’s Junkyard (Dark) (V)

MISSION

may not be converted (and if Watto here,

attrition against opponent is reset to 0).

Deploy on War Has Begun. <> Special Delivery is
canceled. May 'V Arena Pillars. Petranaki Arena is a
prison. If there are no captives at Petranaki Arena and
opponent about to lose a non-droid character, may
imprison it there. If opponent controls Petranaki Arena
during their control phase, they may release any number
of captives there. If an opponent’s imprisoned character
was just ‘executed, stack it here face down (Mission
complete).

Reward: Attrition against opponent is +1.

Turn the Tide: If opponent controls Petranaki Arena

JTATOOINE: WATTO'S JUNKYARD

3131 OZN A, AW awef Jad aoup
3131 Aurjsap ayieq meJp Jou few juauoddo ‘asay oep 3jIum

QHYVAINAC S.OLLYM 3INI0OLYL

le Obi-Wan ‘communing

ram

Tatooine: Watto’s Junkyard (Dark) (V) *Well Guarded (V!

Galactic Domination Imperial Aces

«Balactic Domination Q eImperial Aces

CRITICAL MISSION

Deploy on table. Flagship and Endor Shield are canceled.
You may not deploy [Z] or [Z3] starships. Once per

turn, may use 1 Force to W an Executor site or a
battleground system. While Flagship Operations on
Executor: its power may not be reduced, your Force
drains at battleground systems = 3, your TIE Assault
Squadron may deploy without replacement (deploy =

MISSION

Deploy on table. Tallon Roll is canceled. At battleground
systems where you have an Imperial of ability = 2
piloting a starfighter, and you have no Force drain bonus
(except from the system card itself), your Force drains
are +1. Your starfighters with a pilot character aboard

3), and, wherever you have a TIE with a capital starship,
draw one battle destiny if not able to otherwise. Your
cards add no more than 2 to the destiny, power, and
forfeit of your squadrons.

are immune to attrition < 4. Once per turn, may W TIE
Fighter Construction Facility. Your starfighters without
astromech capacity gain “May add 1 astromech.”

*We're In Attack Position Now (V)

Not endorsed or sponsored by LucasFilm Ltd.

’“ o[efense OF Muunilinst

DARK SIDE

«Defense Of Muunilinst

MISSION

8 during their control phase, place this Mission in Used Pil
e ———— e - A —

Deploy on War Has Begun. Unless a card stacked here,

if you control three Muunilinst locations (and opponent
controls no Muunilinst locations), opponent loses 1 Force
(cannot be reduced) and stacks lost card here face
down (Mission complete).

Reward: Your Force drains at Muunilinst locations

are +1 and, once per turn, may raise your converted
Muunilinst site to the top.

Turn The Tide: If opponent controls two Muunilinst
locations, place this Mission in Used Pile.

¢|In The Hands Of The ISB

«In The Hands OF The 158 (2]

MISSION

Deploy on ISB Central Office. This site is a prison (if
opponent contrals, all captives here are released). Total
ability of 6 or more required for opponent to draw

battle destiny here. Whenever an ISB agent delivers a
captive here, opponent loses 4 Force (once per captive
per captivity). ISB agents may escort captives and, if
escorting a captive during your move phase, may use 1
Force to relocate escort and captive to a related docking
bay (as a regular move). Once during your move phase,
may use 2 Force to relocate (as a regular move) an

ISB agent present with Ysanne Isard here to a site you
control. 7
Imagelcourtesy/of; el

«Fondor (V
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Virtual Cards: Master List

*Rally To Our Cause

+Rally To Our Gause

MISSION

Deploy on War Has Begun. During your control phase, for
each system where you occupy a related site, may

draw one destiny; if destiny + X + Y > 7, stack top card
of Lost Pile under that system (limit one per system); it
is ‘aligned’ (Mission complete).

X = number of ‘aligned’ systems on table.

Y = number of unique («)[& characters on table.
Reward: Your battle destiny draws are +X (limit +2).
Turn the Tide: If opponent just initiated a Force drain
at an ‘aligned’ system, place stacked cards there in Used
Pile (system no longer ‘aligned’). If there are no ‘aligned’

Spice Mine Operations

If your <@ Kessel office on table, deploy on table.
Program Trap is canceled. Cards stacked here are ‘spice’
cards. Once per turn, if you control Extraction Facility,
may place a ‘spice’ card in owner’s Lost Pile to draw up
to 2 cards from Reserve Deck. Once during your turn,
may: use 2 Force to stack a card from Lost Pile here, W
a non-character card with “Kessel” in title, and/or ‘mine’
(opponent draws destiny; draw up to X destiny, where X
=1 plus number of Kessel locations you occupy; if any
of the printed destiny numbers match, stack opponent’s
destiny or top card of your Lost Pile here).

DARK SIDE

| systems on table, place this Mission in Used Pile.

«Accepting Trade Federation Control (V *Roque Asteroid (Dark) (V

OBJECTIVES

Hunt Down And Destroy The Jedi (V) /
Their Fire Has Gone OUt OF The Universe (V)

A Stunning Move / A Valuable Hostage

‘ 9;; A Stunning Move

Deploy Coruscant system, Imperial City, and A Sith’s Plans.

Deploy Palpatine’s Quarters, Private Platform, and
Insidious Prisoner.

For remainder of game, Sidious and Imperials are lost.
Once per turn, may 'V a Blockade Flagship site. Blockade
Flagship may not be ‘blown away!

While this side up, Insidious Prisoner only follows
opponent’s characters when moving to Palpatine’s
Quarters. Once per game, may ' (for -2 Force) Dooku
or Grievous to a site you occupy.

Flip this card if Insidious Prisoner is on Blockade Flagship.

Invasion (V

Deploy Hoth system, < Ice Plains, and <> Main Power
Generators. May deploy Imperial Decree.

For remainder of game, AT-ATs deploy -1 to marker sites.

Walker Garrison may only be played once per game and is
$). Non-<€> You May Start Your Landing is canceled.

While this side up, Revolution is canceled. Once during

your turn, may A one AT-AT Cannon, Hoth Blockade,
Electro-Rangefinder, or a @ Epic Event.

Flip this card if Main Power Generators ‘blown away’

and Hoth Blockade on Hoth.

~Imbéria| Occupation (V)

Not endorsed or sponsored by LucasFilm Ltd.

Immediately A (or retrieve into hand) a [ droid.
While this side up, immunity to attrition of opponent’s
Jedi, starships, and vehicles is limited to < 5. During your
control phase, opponent loses 1 Force for each
battleground you control. Once during your turn, may
search your Force Pile and reveal any one card; reshuffle.
Opponent may lose 2 Force to place that card on bottom
of your Used Pile; otherwise, take it into hand.

Flip this card if Insidious Prisoner not at a Blockade
Flagship site.

While this side up, Revolution is canceled. Rebels are
deploy +1 to Hoth sites. Your total battle destiny at Hoth
system is +1 for each Imperial there. Unless opponent
controls a Hoth location, your Force drain bonuses may
not be canceled. Once per turn, when you deploy an
AT-AT, may retrieve any one card (except an Interrupt or
vehicle) into hand. During your deploy phase, may ¥ a
marker site.

Flip this card if Hoth Blockade not on Hoth.

“Imperial Control (V)

May also deploy Your Spies Have Located A Jedi?.

For remainder of game, you may not deploy € Dark Jedi.
Opponent loses 2 Force when a character hit by Vader's
(or Galen’s) Lightsaber leaves table on the same turn.
While this side up, may A Rogue Shadow. Galen’s
immunity to attrition is +2 for each Jedi present.

Flip this card if Galen or Vader at a battleground site

and opponent does not have a unique (¢) character of
ability > 3 present at a battleground site.

“Hunt Down And Destroy The Jedi (V)

While this side up, opponent’s Force drain bonuses
are canceled and your Force drains at battlegrounds
may not be canceled. During your control phase, may
retrieve 1 Force. During your control phase, may use 2
Force to A any one card without ability. If targeting

a vehicle or starship with Lightsaber Parry, Tarkin's
Orders, or There Is No Conflict, that destiny draw is +2.
Flip this card if opponent has a unique (*) character of
ability > 3 present at a battleground site or if neither
Vader nor Galen is on table.

“Their Fire Has Gone Out Of The Universe (V)

SWCCG Players Committee

2014



Virtual Cards: Master List

Contract Killers /
Feared Throughout The Galaxy

Deploy Coruscant system, Sub City Lair and On The Hunt.
For remainder of game, Aurra, Galen, Mara, and your
aliens with “plotting to kill Jabba” in lore are assassins.
Your cards with ability are deploy +3 except assassins and
|22 starships. Characters add 1 to their Death Mark total
for each weapon or device they carry. Once per turn, may
'V a Coruscant battleground.

Flip this card if assassins control two battlegrounds
(unless opponent’s non-droid character at a battleground
site) or a €©> Death Mark attempt is made.

While this side up, during your control phase, opponent
loses 1 Force. If two assassins (except Galen) are in battle,
add one battle destiny. Once per turn, if opponent just

lost a character, an assassin there may gain ‘reputation;’
retrieve any one card (may only be canceled by Aim High)
and stack it face down on that assassin. Assassins with
‘reputation’ may add 1 to Force drains where present.

Flip this card at the end of any turn if opponent’s non-
droid character at a battleground site (unless <> Death
Mark is on your side of the table).

-An')'l Methods Necessary (V)

Not endorsed or sponsored by LucasFilm Ltd.

Imperial Entanglements /
No One To Stop Us This Time

Deploy Tatooine (with Devastator there) and a non-
Jabba’s Palace Tatooine battleground site.

For remainder of game, you may not deploy Jabba’s
Palace sites, non-Imperial characters, non-Imperial
starships, or systems.

While this side up, once per turn, may 'V a Tatooine
battleground site. Opponent loses no Force to Tatooine
Occupation or your Force drains at Tatooine system.
Flip this card if you control three Tatooine sites and
opponent controls less than three Tatooine sites.

J

While this side up, wherever you have a trooper ‘riding’
a dewback, add one battle destiny. <@ Local Trouble
may be played at exterior Tatooine sites. Once during
your control phase, may peek at the top X cards of
your Reserve Deck, where X = the number of Tatooine
locations you occupy; take one into hand and reshuffle.
Opponent’s characters require +1 Force to move from
Tatooine sites using their landspeed.

Flip this card if opponent controls more Tatooine sites
than you.

i'n The Hands Of The Empire (V

DARK SIDE

Wookiee Slaving Operation /
Indentured To The Empire

J

Deploy Kashyyyk system, Slaving Camp Headquarters, and
© Special Delivery.

For remainder of game, your Trandoshans are slavers.
Scum And Villainy may deploy on Slaving Camp
Headquarters and may not be canceled while you occupy
that site. While you have < 13 cards in hand, your non-
unique slavers are immune to Grimtaash.

Flip this card if your slavers control two Kashyyyk
battlegrounds and opponent controls no Kashyyyk
locations.

J

While this side up, whenever you ‘enslave’ a character,
opponent must choose to use 2 Force or lose 1 Force.
Once per turn, during battle may add or subtract up to X
from your just drawn destiny, where X = the number of
Kashyyyk locations you control with a slaver. Once per
turn, if you just retrieved Force during battle, may take a
slaver, starship, or vehicle retrieved into hand.

Flip this card if opponent controls two Kashyyyk
battlegrounds.

“Death Star Il (V
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Virtual Cards: Master List

Separatist Uprising / At War With Itself

)2 Separatist Uprising

Deploy Separatist Council Room and War Has Begun.
For remainder of game, Galen, Imperials, and Imperial
starships are lost. Your Republic characters and &>

vehicles gain [&]. You may forfeit non-lightsaber weapons
(using forfeit value = 3); place your just forfeited weapon

in Used Pile.

While this side up, once per turn, may use 1 Force to W'

an & battleground.
Flip this card if a complete [ Mission on table.

Fighters Straight Ahead (V)

SIARSHIPS

*Accuser (V)

| CAPITAL: IMPERIAL-CLASS STAR DESTROYER

POWER 7 | ARMOR 5| HYPERSPEED 4|

@ Deploys -3 if Death Star Il on table. May add
. 6 pilots, 8 passengers, 2 vehicles, and 4 TIEs.
E’ Permanent pilot aboard provides ability of 2. Power
and forfeit +1 for each Rebel starship here.

*Blockade Flagship (V)

| CAPITAL: TRADE FEDERATION BATTLESHIP

POWER 6 | ARMOR 7 | HYPERSPEED 3A

May add 4 pilots, 4 passengers, 2 vehicles and 4
. droid starfighters. Permanent pilot provides ability
ﬂ of 2. Once per game, may ¥ a Neimoidian pilot
7' aboard. Immune to Medium Transport.

“Blockade Flagship (V)

Not endorsed or sponsored by LucasFilm Ltd.

Immediately, may retrieve up to 3 Force (Force retrieved
this way may be taken into hand) once per game.

While this side up, opponent’s battle destiny draws are -1.
Once during your control phase, may use 2 Force to A a
[& character, vehicle, or starship. Your total power in
battles is +X, and whenever you win a battle, opponent
loses X Force, where X = the number of complete [&
Missions on table.

Flip this card if no complete [ Missions on table.

:They Will Be No Match For You (V)

Black 1
<Black 1

TIE advanced x1 fighter boasting improved powé_r
plant, stronger shields, armored hull and enhanced weapons.
Deployed to elite Imperial Navy pilots.

STARFIGHTER: TIE ADVANCED X1

POWER 2 | MANEWER S | HYPERSPEED 3 |

@ May add Juno Eclipse as pilot. TIEs are immune to | |
« Don't Get Cocky. Once per turn, may use 1 Force to
E A a Black Squadron TIE. Draws one battle destiny
5' if not able to otherwise. Immune to attrition < 5.

TIE Advanced x1 (V)

DARK SIDE

*Black 2 (V)

STARFIGHTER: TIE/LN

POWER 1 | MANEUVER 4| NO HYPERDRIVE

May add 1 pilot. During your deploy phase, may
A one Pride 0f The Empire. All Wings Report In
[! and Organized Attack are canceled. While DS-61-2

3' piloting, immune to attrition < 5.

“Black 2 (V)

Black 3 (V)

STARFIGHTER: TIE/LN
POWER 1 | MANEUVER 3| NOHYPERDRIVE

Heroic. May add 1 pilot. When this starship is
¢ targeted by Tallon Roll, “Rebel” in its game text may
[! be treated as ‘(5] or “[E4." While DS-61-3 piloting,
3' immune to attrition <5.

*Black 3 (V)
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Virtual Cards: Master List

*Black 5

STARFIGHTER: TIE/LN
POWER 2 | MANEUVER 4 | NO HYPERDRIVE

May add DS-61-5 as pilot. During battle, if about to
be lost before the damage segment, is instead ‘hit! If
targeted by Watch Your Back!, it is a Used Interrupt.
Immune to Don't Get Cocky and attrition < 4.

All th;wer To Weapons (V]

*Boba Fett In Slave I (V)

| STARFIGHTER: FIRESPRAV-GLASS ATTACK SHIP
POWER 7 | MANEUVER & | HYPERSPEED 4 |

Permanent pilot is *Boba Fett, who provides ability
of 3. Draws one battle destiny if not able to
otherwise. Slave fs power may not be reduced by
opponent. Immune to Eject! Eject! and attrition < 5.

+Boba Fett In Slave I (V)

*DS-61-11 In Black 11
<0561 In Black

Stationed aboard command ship Executor. PiIutH K
known as ‘Wampa’ for icy precision in battle. Often serves as
escort to Lord Vader's shuttle.

STARFIGHTER: TIE/LN
POWER 4 | MANEUVER 3 | NO HYPERDRIVE |

Permanent pilot is *DS-61-11, who provides ability
of 2. Whenever you deploy a TIE simultaneously
with a pilot character, your Force retrieval from
Sienar Fleet Systems is +1. Immune to attrition < 5.

O

«Black 11 (V)

Not endorsed or sponsored by LucasFilm Ltd.

*Blockade Support Ship

«Blockade Support Ship

These heavily modified battleships are used to éﬁntrui\: @

and direct the Trade Federation automated army. Easily
identified by its array of sensors and antennae.

CAPITAL: TRADE FEDERATION BATTLESHIP

POWER 5 ARMOR 5 || HYPERSPEED 3 |

Unless Fondor on table, may deploy -3 as a ‘react!
' May add 3 pilots and 4 passengers. Permanent
B pilot provides ability of 2.

7
Trade Federation Droid Control Ship (V)

*Bossk In Hound'’s Tooth (V)

| CAPITAL: MODIFIED CORELLIAN FREIGHTER
POWER 6 | ARMOR 4 || HYPERSPEED 4 |

Permanent pilot is *Bossk, who provides ability of
2. During battle with opponent’s & starship (or
Falcon), may add one destiny to total power or
attrition. Immune to attrition < 4.

*Bossk In Hound’s Tooth (V)

«Devastator (V)

| CAPITAL: IMPERIAL-CLASS STAR DESTROYER
POWER © | ARMOR & HYPERSPEED 3 |

May add 6 pilots and 4 TIEs. Permanent pilot
provides ability of 1. May follow an opponent’s
starship that just moved from same system (if

within range). Immune to attrition < 4. q

+Devastator (V)

*Dominator (V)

| CAPITAL: VICTORY-GLASS STAR DESTROVER

POWER & | ARMOR 5 HYPERSPEED 4|

Destiny +2 when drawn for destiny. May add 2

pilots, 4 passengers, and 2 TIEs. Permanent pilot

provides ability of 2. May reveal this starship from ‘;—\—l
hand to place on Used Pile.

3
L s g o
_Original concept: by Dominic' Gaudreault, Quebec) Provincial: 2005
*Dominator (V)

TIE Scout (V)

DARK SIDE

+Colonel Jendon In Onyx 1

«Colonel Jendon In Onyx 1

Designed to emulate Rebel starfighter advantagéé. \ e
Production began shortly before the Battle of Endor. Armed
with laser cannons, ion cannons and missile launchers.

STARFIGHTER: TIE DEFENDER
POWER 5 MANEUVER 5| HYPERSPEED 3 |

May deploy as a ‘react’ Permanent pilot is *Jendon

who provides ability of 2. When deployed, may W'
&1 aweapon on Onyx 1. Adds one battle destiny if with
ﬁ' Onyx 2. Immune to attrition < 4.

O

~—-.Original'concept by  Jeremy. Gardner,, PC Volunteer: Award'2009.
«Onyx 1 (V)

«Conquest (V)

| CAPITAL: IMPERIAL-CLASS STAR DESTROYER

POWER 8 | ARMOR 5 HYPERSPEED 3 |

May add 6 pilots, 8 passengers, 2 vehicles, and 4
¢ TIEs. Permanent pilot provides ability of 2. During
ﬂ battle, may lose 1 Force to cancel a non- (S
ﬂ' Interrupt.

:COHQUest V)
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| STARFIGHTER: PUNWORCCA 116-CLASS SLOOP

@ POWER 3 | MANEUVER 4 HYPERSPEED & |

il

May add 1 pilot and 2 passengers. Dooku deploys
free aboard. While Dooku aboard, immune to
attrition and opponent must have at least two :
piloted starships to initiate battle at same system. m

- . 9
Background.image.courtesy.Gosse. Zeilstrax\2"
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*Elis in Hinthra

oHis in Hinthira

| STARFIGHTER: HEAVILY MODIFIED FREIGHTER

POWER 4 | MANEUWVER 5 HYPERSPEED 4|

May add 1 pilot and 3 passengers. Permanent pilot is [‘
¢ °Elis, who provides ability of 2. Once per game, may D
ﬂ,, 'V a smuggler aboard. While at opponent’s system, .
5' adds one [#]. Immune to attrition < 5.

~ - Original'concept.by.Chris Schoenthal. California!States'2010: &
i \

«Jabba’s Space Cruiser (V)

| CAPITAL: UBRIKKIAN LUXURY SPACE YACHT
POWER 5| ARMOR 5 HYPERSPEED 4

Deploys and moves like a starfighter. May add
' 1 alien pilot and 6 passengers. Permanent pilot e
ﬂ provides ability of 2. Your [&] starships may deploy -
ﬁ' here as a ‘react! If Jabba here, immune to attrition. t:-'

“Jabba’s Space Cruiser (V)

*Mist Hunter (V)

‘ STARFIGHTER: BYBLOS G-1A TRANSPORT
POWER 2 | MANEUWER 3| HYPERSPEED 5

May add 2 alien pilots and 3 passengers. Zuckuss
( deploys free aboard. While Zuckuss piloting,
E opponent’s weapon, battle, and asteroid destiny
E' draws here are -2. Immune to attrition < 3.

“Mist Hunter (V)
*Obsidian 10 (V)

STARFIGHTER: TIE/LN
POWER 1 | MANEUVER 3| NO HYPERDRIVE

Heroic. May add 1 pilot. 0S-72-10 deploys -2 aboard.
When lost from Endor, a mobile system, or a sector,
may place this starship (and cards aboard it) in
owner’s Used Pile.

idian 10 (V)

Not endorsed or sponsored by LucasFilm Ltd.

«sFanblade Starfighter

| STARFIGHTER: GINIVEX-CLASS STARFIGHTER

POWER 3 | MANEUVER 5 HYPERSPEED 3 |

May add 1 pilot (suspends permanent pilot) and

1 passenger. Permanent pilot provides ability of 2.
Forfeit +2 while with a [E card. Unless defending,
power +2 and adds one battle destiny.

| CAPITAL: IMPERIAL-CLASS STAR DESTROYER

POWER sl ARMOR  © | HYPERSPEED 3 |

Lost if your Endor or your other capital starship D

. on table. May add 1 admiral as a pilot. Permanent
_E pilots aboard provide total ability of 4. Inmune to
|||' attrition <7 (<10 if your admiral aboard).

ol S 6
. Original concept by, Justin, Desai, Origins Championship/2003- N7
«Avenger (V)

*Onyx 2 (V)

STARFIGHTER: TIE DEFENDER

POWER 3 | MANEUVER 4 | HYPERSPEED 4 |

May deploy as a ‘react’ Permanent pilot provides
ability of 2. When deployed (except as a ‘react’),
may play a Defensive Shield from under your
Starting Effect (as if from hand).

DARK SIDE

*Hound's Tooth (V)

| CAPITAL: MODIFIED CORELLIAN FREIGHTER

POWER 5 ARMOR 4 HYPERSPEED 4|

May add 1 alien pilot, 6 passengers, and 1 vehicle.
' Deploys (even using Combat Response) and moves
ﬂ like a starfighter. While Bossk piloting, adds one
E' battle destiny and immune to attrition < 4.

‘+Hound’s Tooth v)

Imperial-Class Star Destroyer (V)

| CAPITAL: IMPERIAL-CLASS STAR DESTROYER

POWER 8 | ARMOR & HYPERSPEED 3 |

Deploys -1 to same location as a unique (*) Star
' Destroyer. May add 6 pilots and 4 TIEs. Permanent
_El pilot provides ability of 1. Unless alone, draws one
H' battle destiny if unable to otherwise.

~I'mp'(-;"rial-CIass Star Destroyer (V)
*Katana

o Katana

Introduced during the Clone Wars. 600 meters Ibﬁg. N
Some have cargo spaces converted to TIE hanger bays. Still
used to maintain an Imperial presence in the Outer Rim.

| CAPITAL: DREADNAUGHT-CLASS HEAVY CRUISER

POWER 5| ARMOR 4| HYPERSPEED 3!

May add 3 pilots, 6 passengers, and 4 TIEs. Your | r-
¢ other Dreadnaughts here are power +1, forfeit +2, -
ﬂ Heroic, and immune to attrition < 4. Permanent pilot = §.£3

=

_ﬁ provides ability of 3. Immune to attrition < 4.

4
. Originaliconcept by Thomas Caspersen, Sandvile)-Lite1 20051 N
Dreadnaught-Class Heavy Cruiser (V)

*Punishing One (V)

\ STARFIGHTER: CORELLIAN JM 5000
POWER 2 | MANEUWVER 5| HYPERSPEED 3 |

May add 1 alien pilot and 1 passenger. During battle' .
' here, if Dengar piloting, attrition against opponent is
E +3. Immune to attrition < 4.
4

:Puﬁishing One (V)
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Raider Craft

Raider Craft

Modified light freighter. Length 20 meters. Heav-ily K
armored for a landing craft. Has ion cannon mounts. Often
carries speeder bikes for reconnaissance purposes.

| STARFIGHTER: SENTINEL-CLASS LANDING CRAFT

POWER 3 MANEUVER 3 | HYPERSPEED 3!

May add 2 alien pilots, 4 passengers, and 1 vehicle. u
 Any Mistryl or smuggler is a matching pilot (while =
_E aboard, adds at least 1 to maneuver and draws one
d' battle destiny if not able to otherwise).

‘Sentinel-Class Landing Craft (V)
*Slave | (V)

| STARFIGHTER: FIRESPRAY-CLASS ATTACK SHIP
POWER 4 | MANEUVER 4 HYPERSPEED 4

May add 1 alien pilot and 3 passengers. May deploy
i oba Fett as a ‘react’ (for free). While
ng, maneuver +2, power may not be

reduced, and immune to attrition <5.

“Slave (V)
+Slave I, Symbol Of Fear
< *8lave | Symhol Of Fear :

SN

Originally designed as a planetary defense craft. Uses
restricted jamming technology, allowing it to appear out of
nowhere. Contains many hidden armaments.

| STARFIGHTER: FIRESPRAY-CLASS ATTACK SHIP

POWER 4 MANEUVER 4 HYPERSPEED 4|

May reveal from hand to A a € Fett and
u' deploy both simultaneously. May add 2 pilots and
o 2 passengers. Any <> Fett deploys -2 aboard.
ﬁ' Immune to attrition < 5.

-Slave I(V)

Not endorsed or sponsored by LucasFilm Ltd.

*Rogue Shadow

« Rogue Shadow

STARFIGHTER: TRANSPORT
POWER 3 | MANEUVER 4| HYPERSPEED 5

May add 2 pilots and 2 passengers. If Juno Eclipse
piloting, adds one battle destiny. If it just took

off, may use its hyperspeed and land. Immune to
attrition <7 if Galen on table, even while landed.

+IG-2000 (V)
«Stalker (V)

| CAPITAL: IMPERIAL-CLASS STAR DESTROYER
POWER 8 | ARMOR 7 || HYPERSPEED 3 |

May add 6 pilots, 8 passengers, 2 vehicles and 4
¢ TIEs. Permanent pilot provides ability of 2. During
ﬂ your deploy phase, may ' one @ Probe Droid to
H' a related site.

Stalker (V)

TIE Avenger (V)

STARFIGHTER: TIE/AD
POWER 3 | MANEUVER 4| HYPERSPEED 3 |

May add 1 pilot and 1 astromech. While TIE Fighter
Construction Facility on table, pilot is forfeit +2 and
this starship may not be lost before the damage
segment of battle. May W an astromech aboard.

TIE AVenger (V)

+Vader’s Personal Shuttle (V)

STARFIGHTER: LAMBDA-CLASS SHUTTLE
POWER 2 | MANEUVER 3| HVPERSPEED 5 |

May add 2 pilots and 4 passengers. Vader deploys —:l
-3 aboard. While Vader piloting at a battleground, =
maneuver +2 and you lose no Force to

Uncontrollable Fury or You Must Confront Vader.

~— - Original'concept: by Nate Meeker, World.Champion:2006:
+Vader’s Personal Shuttle (V)

DARK SIDE

eesSaber Squadron TIE

STARFIGHTER: TIE INTERCEPTOR
POWER 3 | MANEUVER 4 NO HYPERDRIVE

May add 1 pilot. Power +1 while present with an
' X-wing. During battle, may fire one starship weapon
E aboard twice. Immune to attrition < 4 when
4' matching pilot aboard.

+Saber 3 (V)
«Stinger (V)

STARFIGHTER: SURRONIAN CONQUEROR
POWER 3 | MANEUWER 4| HYPERSPEED 5

May add 1 pilot. Guri deploys -3 aboard. While Guri
¢ piloting, during any control phase may draw top
B card of Reserve Deck (if Chewie or Leia on table,
4' Force Pile instead) and immune to attrition < 5.

4
& Originalconcept by Michael Bahr, PC Voluntger Award /2006
«Stinger (V)

«Victory
* Victary

Commissioned by the 0ld Republic at end of the
Clone Wars, Rendili StarDrive’s Victory-class starship is
atmosphere-capable but has a low sublight speed.

| CAPITAL: VICTORY-GLASS STAR DESTROYER

POWER S | ARMOR 5 HYPERSPEED 4 |

May add 4 pilots and 6 passengers. Permanent pilot ir_j
¢ provides ability of 4. Opponent’s starships may not
ﬂ add [ or add to Force drains. While opponent’s
ﬁ' @ objective on table, immune to attrition.

T/icter)Vry-CIass Star Destroyer (V)
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VEHICLES

Bantha (V)

‘ CREATURE VEHICLE

POWER 1l MANEUVER 2 LANDSPEED 1 |

May add 2 ‘riders’ (passengers). Ability = 2. May
« move as a ‘react. Tusken Raiders here are power +1.
_ﬂ Scum And Villainy ignores creature vehicles. During
3' your deploy phase, may W one Bantha Herd.

‘Bantha V)

*Blizzard Scout 1 (V)

‘ COMBAT VEHICLE: AT-ST

POWER 3l ARMOR 4| LANDSPEED 3/

May add 1 pilot or passenger. Permanent pilot

¢ provides ability of 2. May move as a ‘react’ During
ﬂ battle, if with your piloted AT-AT, may cancel game
5' text of an opponent’s character present.

“Blizzard Scout 1 (V)

Gyclone Walker

Enclosed.

COMBAT VEHICLE: AT-AT

POWER 5| ARMOR 7 | LANDSPEED 1!

May add 1 pilot and 8 passengers. Permanent pilot
' provides ability of 1. While AT-AT Driver piloting,
_E he is forfeit +2 and this vehicle is power +1 and
E' immune to attrition < 5.

6
L. Image_courtesy.of/ObiHahn i
Patrol Craft (V)

«Jabba’s Sail Barge (V)

‘ TRANSPORT VEHICLE

POWER 4 | ARMOR 5 | LANDSPEED 2 |

Deploys only on Tatooine. May add 1 driver and 8
¢ passengers. Scum And Villainy may deploy aboard.
ﬂ During your deploy phase, may W one Jabba, Pote,
5' or Passenger Deck aboard. Immune to attrition <6.

+Jabba’s Sail Barge (V)

Not endorsed or sponsored by LucasFilm Ltd.

*Blizzard 1 (V)

COMBAT VEHICLE: AT-AT

POWER 7 | ARMOR 7 LANDSPEED 1 |

May add 2 pilots and 8 passengers. During the
power segment of a battle here, may lose X cards
from hand to cause +X attrition against opponent.
Immune to attrition < 4.

“Blizzard 1 (V)

*Blizzard 4

Staffed by an experienced crew. Blizzard 4's rolé‘in K \

all engagements is to seek out new terrain uncovered by the
initial offensive thrust and unload troops to hold it. Enclosed.

COMBAT VEHICLE: AT-AT

POWER & | ARMOR 7 LANDSPEED 1|

May add 1 pilot and 6 passengers. Permanent
¢ pilot provides ability of 2. When deployed, may
_ﬂ 'V a non-pilot Imperial warrior aboard (for free).
ﬁ' Immune to attrition < 4.

“Blizzard 4 (V)

Dewback (V)

‘ CREATURE VEHICLE

POWER 2| ARMOR 4| LANDSPEED =2

Deploys only on Tatooine. Ability = %4. May add 1
‘rider’ (passenger). May be targeted by Trample
instead of a piloted AT-AT. During battle, may ‘roar
to make a character here defense value -1.

‘Dewback (V)

Sandcrawler (V)

‘ TRANSPORT VEHICLE

POWER 3l ARMOR 3 || LANDSPEED =2 |

Permanent driver provides no ability. May add 7

forfeit +2. During your deploy phase, may ¥ a

ﬂ passengers. Jawas at same site are power +1 and
_3, Jawa here.

‘Sandcrawler \)]

DARK SIDE

*Blizzard 2 (V)

‘ COMBAT VEHICLE: AT-AT

POWER 6 | ARMOR 8 LANDSPEED 1 |

May add 1 pilot and 8 passengers. Permanent pilot

¢ provides ability of 2. During your control phase, may
ﬂ A one Trample or Walker Barrage. Walker Barrage
ﬁ' total is +2. Immune to attrition < 4.

Blizzard 2 (V)

*Cyclone 1

«Gyclone 1

Enclosed armored transport adapted for hot es\
by replacing tertiary weapons systems with additional Sienar
223 heat dissipation units.

COMBAT VEHICLE: AT-AT

POWER 5| ARMOR 7 | LANDSPEED 1!
Power +1 for each Sandtrooper present. Permanent |
ﬂ' pilots provide total ability of 2. May add 7

L4 passengers. Once per game may 'V a vehicle site
7' or vehicle weapon aboard. Immune to attrition < 4.

«wsDune Walker \)]

Enclosed.

COMBAT VEHICLE: WALKER

POWER 4| ARMOR 4 | LANDSPEED =2 |

Deploys -1 to same site as your MTT. AT-AT Cannon
may deploy aboard, and targets it hits may not be
used to satisfy attrition. Unless alone, draws one
battle destiny if not able to otherwise.

:‘Besbin Motors Void Spider THX 1138 (V)
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|G-227 “Hailfire” Droid Tank Marquand In Blizzard 6 *Maul's Sith Speeder

oMaul's Sith Speeder

16-227 “Hailfire” Droid Tank

sMarquand In Blizzard 6 1

T e

Attain speeds of up to 600 kph. 3 meters long. NS
Extremely difficult to control at high speeds. Dengar rode a
similar swoop when injured in a race with Han at Agrilat.

= N
Ruthless and well-equipped for both air and ground N

assault, Vader's feared Death Squadron came to the icy Rebel
Base with total domination in mind. Enclosed.

Enclosed.
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Artwork not aff

COMBAT VEHICLE: AT-AT TRANSPORT VEHICLE

| COMBAT VEHICLE: HAILFIRE-CLASS DROID TANK

POWER 4l ARMOR 5‘ LANDSPEED 2! POWER 6' ARMOR rd LANDSPEED 1A POWER 1 | MANEUVER 6 LANDSPEED 6
May add Maul as driver. May deploy with Maul as
a ‘react! During battle, Maul may disembark (place

L1 this vehicle in Used Pile) to cancel the immunity

2' to attrition of a Jedi here. Immune to attrition.

May add 1 pilot. Permanent pilot is *Marquand,

who provides ability of 2. Cards it hits are power
and forfeit -2 and may not apply ability towards
drawing battle destiny. Immune to attrition < 4.

¥a%  Deploys -1 to same location as a [ card. Permanent
( weapon is Missile Battery (may target a character
ﬂ or vehicle for free; draw destiny; add 2 if targeting a
5 vehicle; target hit if total destiny +1 > defense value).
= ~ - Original'concept by Ryan. French, Seattle.V-Lite!2005!
Flare-S Racing Swoop (V)

Ubrikkian 9000 Z001 (V) «Prepare For A Surface Attack (V)

Rancor Mount *URoRRUR'R'R’s Bantha (V)

CREATURE VEHIGLE

— POWER 1l MANEUVER 2 | LANDSPEED 1 |
Indigenous to Dathomir, but found on several dozen \ P
worlds throughout the galaxy. Vicious predator. Sometimes

kept as pets by eccentrics and crime lords. Deploys only on Tatooine. May add 2 ‘riders

' (passengers). Ability = %2. While URoRRuR'RR
n aboard, adds one battle destiny. During your deploy
4' phase, may ¥ one URoRRUR'R'R here.

*URoRRUR'R'R’s Bantha (V)

CREATURE VEHICLE
POWER 3 | ARMOR 5 | LANDSPEED 2|

May add a witch as ‘rider’ (passenger). Ability = %a.
' While ridden by a Dathomir Witch, power +2,
ﬂ cannot be attacked, your Force drains here are +1,
5' and vehicle and ‘rider’ are immune to attrition < 4.
o N2

Rancor (V)

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2014
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WEAPONS

+sAssassin’s Blaster Rifle

({ o<fissassin’s Blaster Rifle

J

CHARACTER WEAPON

Deploy on your assassin; assassin is power +1. May
target a character at same or adjacent site for free.
Draw destiny. If destiny +1 > defense value: target hit,
may not be captured this turn, and you may place a
bounty on target in Used Pile to retrieve 2 Force.

158ju07) ubisag Alesianuuy yig) ‘uepinof ey 3 8819y y1as. Aq 1daauoa jeuibg

"4-LOM’S Concussion Rifle V)
Dark Jedi Lightsaber (V)

CHARACTER WEAPON

Deploy on Aurra Sing or Sidious. May add 1 to Force
drain at an @ site where present. May target a
character or creature for free. Draw two destiny. Add
number of Jedi present. Target hit, and its forfeit = 0,
if total destiny > defense value.

‘Dark Jedi Lightsaber (V)
*Feltipern Trevagg’s Stun Rifle (V)

CHARACTER WEAPON

Use 1 Force to deploy on your bounty hunter (free on
Feltipern Trevagg). May target a character for free.
Draw destiny. Target captured (and may take one
Interrupt from Lost Pile into hand) if destiny +2 >
defense value.

~-Feltipern Trevagg’s Stun Rifle (V)
Han Seeker (V)

AUTOMATED WEAPON

Use 1 Force to deploy to an unoccupied site. Deploys
and moves like an Undercover spy. If present with
a smuggler of ability < 3 or [ Han, this weapon
and that character are lost (“all cards” situation).

"Han Seeker (V)

*IG-88’s Neural Inhibitor (V)
CHARACTER WEAPON

Use 1 Force to deploy on a bounty hunter (free on
1G-88). May target a character for free. Draw destiny.
Target captured (and opponent loses 2 Force if target
is a[&@)] or [ character) if destiny +1 > defense
value.

4G-88's Neural Inhibitor (V)

Not endorsed or sponsored by LucasFilm Ltd.

Assault Rifle (V)
CHARACTER WEAPON

Deploy on Chief Bast or your Imperial warrior. May
target a character, creature, or vehicle at same or
adjacent site using 1 Force. Draw destiny. Target lost
if destiny +1 > defense value.

“Assault Rifle (V)
AT-ST Dual Cannon (V)

VEHIGCLE WEAPON

Deploy on your AT-ST. May target a character, creature
or vehicle for free. Draw destiny. Target hit (may

lose 2 Force to make it lost instead) if destiny +X >
defense value, where X = the number of your AT-STs
present. May fire repeatedly for 2 Force each time.

'AT-ST Dual Cannon (V)
*Boba Fett’s Blaster Rifle (V)

CHARACTER WEAPON

Deploy on non-[&8] Boba Fett. During your turn,
opponent’s characters here may not use landspeed.
While a captive at same site, your Force drains are +1
here. May target a character for free. Draw destiny.
Target captured if destiny +2 > defense value.

"*Boba Fett's Blaster Rifle (V)
«Darth Vader’s Lightsaber (V)

CHARACTER WEAPON

Deploy on Vader. May add 1 to Force drain where
present. May target a Jedi or Skywalker for free. Draw
3 destiny and choose 2. Target hit (may place any
Interrupt from opponent’s Lost Pile out of play) and
forfeit = 0, if total destiny > defense value.

Darth Vader’s Lightsaber (V)
«Fett's Blaster Rifle

.{{ «Fett's Blaster Rifle 2

Having lost sight of Boba Fett, Ll]i(E was surprised \,\ o
by his sudden reappearance. <

CHARAGCTER WEAPON

Deploy on @ or @ Boba Fett (may draw one battle
destiny if not able to otherwise). Hidden Weapons is
canceled. If Special Delivery not on table, may W it.
May target a character for free. Draw destiny. Target
hit, and forfeit = 0, if destiny +1 > defense value.

Double Back (V)

2

DARK SIDE

AT-AT Cannon (V)
VEHICLE WEAPON

Deploy on your non-[&@] AT-AT. May target a character
or vehicle at same or adjacent site for free. Draw
destiny. Target hit if destiny +1 (+2 if a vehicle)

> defense value. If just lost from table, place this
weapon in Used Pile.

'AT-AT Cannon (V)
Blaster Rifle (Dark) (V)

CHARACTER WEAPON

Deploy on your Imperial warrior; warrior is power +1.
May target a character, creature, or vehicle for free.
Draw destiny; add 1 if targeting a character, 2 if a
vehicle. Target hit, and may not be used to satisfy
attrition, if total destiny > defense value.

Blaster Rifle (Dark) (V)
Concussion Missiles (V)

STARSHIP WEAPON

Use 1 Force to deploy on your starfighter. May target
a starship for free. Draw destiny (if on a Heroic
starfighter, may first use 1 Force to add 3 to total).
Target hit if total destiny > defense value.

‘Concussion Missiles (V)

*Dooku’s Lightsaber

»{{ «Dooku’s Lightsaber

J

CHARACTER WEAPON

Deploy on Dooku or a [&] character of ability > 4. Adds
1 to this character’s duel and lightsaber combat totals.
May add 1 to Force drain where present. May target a

character for free. Draw two destiny. Target hit, and its
forfeit = 0, if total destiny > defense value.

:Weaon Of An Ungrateful Son (V
Leia Seeker (V)

AUTOMATED WEAPON

Use 1 Force to deploy to an unoccupied site. Deploys
and moves like an Undercover spy. If present with %
Leia or a senator, this weapon and that character are
lost (“all cards” situation).

‘Leia Seeker (\)]
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*Galen’s Lightsaber *Galen’s Lightsaber, Vader’s Gift +Grievous’ Lightsabers

{; «Balen’s Lightsaber

5 — : - - S :

CHARACTER WEAPON CHARAGCTER WEAPON CHARACTER WEAPON

Deploy on Galen. While Galen defending a battle, his Deploy on Galen. Galen may add one destiny to total Deploy on Grievous. May add 1 to Force drain where
and Juno Eclipse’s immunity to attrition is +2. May power or attrition. May target a character or creature present. May target a character or creature for free.
target a character or creature for free. Draw two for free. Draw two destiny. Target hit, and may not Draw two destiny. Target hit, and may not satisfy
destiny. Target hit, power -3, and may not be used to be used to satisfy attrition, if total destiny > defense attrition (or be removed from Lost Pile this turn), if
satisfy attrition if total destiny > defense value. value. total destiny > defense value.

:Wea on Of An Ungrateful Son (V I :Vader’s Lightsaber (V) :-Presence Of The Force (V.

ISB Blaster Pistol SD-17 Homing Missile *Sidious’ Lightsaber

< 158 Blstr Psol S, ST Homing Misse

N

J

Relby-k23 blaster pistol. Inflicts severe pain prior tn\ | ' Originally developed by smugglers and pirates aé
death. Safety known to fail. Although these blasters are on / defense against starfighters. Adapted by the Empire to serve
the civilian restricted list, Imperial agents use them anyway. as onboard defense for slow moving bombers.

CHARACTER WEAPON CHARACTER WEAPON CHARACTER WEAPON

Deploy on Tarkin or an ISB Agent. May be forfeited Deploy on Boba Fett, Jodo Kast, or your character Deploy on Sidious (even as a ‘react’). While at a

to Used Pile (forfeit = 3). May target a character or with a Jet Pack. May place this weapon in Used Pile battleground site, adds one [ZF]. May target a character
creature for free. Draw destiny. Target hit, and its to target a character or vehicle using 2 Force. Draw or creature for free. Draw two destiny. Target hit, and
forfeit = 0, if destiny (+1 if on Tarkin) > defense destiny. Character lost if destiny -1 > defense value. may not satisfy attrition (or be removed from Lost Pile
value. Matching weapon for Tarkin. Vehicle hit if destiny +2 > defense value. this turn), if total destiny > defense value.

3 3
LS . Original concept,by, Nate Albright, PC Volunteer, Award. 2007 e 8
Cloud City Blaster (Dark) (V) Concussion Missiles (Dark) (V) «Darth Vader’s Lig

*Mara Jade’s Lightsaber (V)

CHARACTER WEAPON

=

Deploy on Mara Jade. May add 1 to Force drain where
present. During battle, Mara may use a blaster and

this weapon. May target a character or creature for
free. Draw two destiny. Target hit, and its forfeit = 0,
if total destiny > defense value.

~-Mara Jade’s Lightsaber (V)

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2014
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