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Each player may, once per battle at a system, lose 1 
Force to target two participating unique (•) piloted 
starships with immunity to attrition (one from each 
player); both starships lose all immunity to attrition 
this turn. When deploying to capital starships, your 
Mon Calamari pilots are deploy = 1.

•Taking Them With Us (V)

33

•Taking Them With Us (V)

•Admiral Ackbar (V)

33

•Admiral Ackbar (V)

     3. It’s a Trap! is destiny +2. Adds one battle 
destiny while piloting a Mon Calamari Star Cruiser. 
Once per game, may  a capital starship to a 
system (even as a ‘react’).

POWER 3 ABILITY 3 FORCE-ATTUNED

4

7

           

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).

•Let’s Go Left (V) E

55

•Let’s Go Left (V)

Players generate +1 Force at systems they occupy. 
Starships (except Outrider) piloted by Corellians are 
power +1 (+2 if pilot also a smuggler or gambler, +3 
if both), may not have their power modifi ed by 
opponent, and are immune to attrition < 4. While you 
occupy Corellia system, your Force drains are +1 at 
related battleground sites.

•No Questions Asked (V)

44

•No Questions Asked (V)

•2-1B (Too-Onebee) (V)

22

•2-1B (Too-Onebee) (V)

Once per turn, may place your non-droid character 
just lost at same or related site in Used Pile instead 
of Lost Pile. X on Bacta Tank is -2.

POWER 0 MEDICAL DROID

2

5

•Artoo (V)

11

•Artoo (V)

Heroic. Death Star Plans ignores Objective game 
text, but only draws one destiny. Leia may not 
move (or be carried) the turn she is released. 
Once per game, may  Trash Compactor. May not 
be Undercover, ‘choked,’ or targeted by Emperor.

POWER 1 ASTROMECH DROID

4

5
Original concept by Jared Lockwood, Origins V-Lite 2005Original concept by Jared Lockwood, Origins V-Lite 2005

•Artoo, Brave Little Droid (V)

55

•Artoo, Brave Little Droid (V)

May ‘fl y’ (landspeed = 2). Once per game, may 
target up to two opponent’s droids present; owner 
must place targets in Used Pile or lose 4 Force. 
While aboard an       starship, it is power +3 and 
immune to attrition < 4 (or adds 2 to immunity).

POWER 2 ASTROMECH DROID

3

4

       EPISODEI

Unique (•) starfi ghters are immunity to attrition +2 for 
each non-unique starship of their class present with 
them. Unique (•) capital starships are defense value +1 
for each non-unique starship present at same system. 
For each of your unique (•)/non-unique starship pairs 
of the same class present at same system, your battle 
destiny draws there (and at related sites) are +1.

•Combined Fleet Action (V)

77

•Combined Fleet Action (V)

•Artoo & •Threepio (V)

77

•Artoo & •Threepio (V)

When deployed, may draw top card of Reserve Deck. 
Unless hit, may re-target a weapon targeting Chewie, 
Leia, or Luke (of ability < 5) to this droid (targeting 
may not be canceled). If this droid was just forfeited 
during opponent’s turn, may take it into hand.

POWER 2 ASTROMECH & PROTOCOL

3

6

•Anakin Solo

•Anakin Solo

     Padawan.

2

88

Kashyyyk Operative (V)

Power +2 while armed with a lightsaber. May use 
any ‘stolen’ lightsaber. Once per turn, where present, 
may steal an opponent’s just-lost lightsaber. Immune 
to attrition < 3 (< 5 while armed with a ‘stolen’ 
lightsaber).

POWER 2 ABILITY 4 FORCE-SENSITIVE

3

4
Original concept by John Moorley, 2012 EuroWorlds Qualifi erOriginal concept by John Moorley, 2012 EuroWorlds Qualifi er

•Aayla Secura

•Aayla Secura

      Female Twi’lek.

1

88

•Oola (V)

Power +1 for each of opponent’s characters here. 
When with two of your aliens (or clones), adds one 
battle destiny. May not be targeted by weapons 
unless each of your other aliens and clones present 
are ‘hit.’ Immune to You Are Beaten and attrition < 5.

POWER 4 ABILITY 6 JEDI KNIGHT

5

7
Image courtesy of PhoenixCostumes Image courtesy of PhoenixCostumes @@ DeviantART DeviantART
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•Anakin Skywalker, Padawan Learner

•Anakin Skywalker, Padawan Learner

      

1

EPISODEI

99

Timer Mine (V)

     3. Deploys -2 aboard Azure Angel. Adds 2 
to maneuver of anything he pilots. Players may 
initiate battles here for free. During battle, your 
battle destiny draws and Anakin’s weapon destiny 
draws are +1. Immune to attrition < 4.

POWER 5 ABILITY 5 FORCE-SENSITIVE

5

8
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Image courtesy of Dan Glitch (http://danglitch.com)Image courtesy of Dan Glitch (http://danglitch.com)
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•Biggs Darklighter (V)

11

•Biggs Darklighter (V)

     2. Deploys free to Beggar’s Canyon, Red 3, or 
same location as Fel or Hobbie. While piloting Red 
3, it has an      aboard. During your control phase, 
may  one Old Times.

POWER 2 ABILITY 2

2

5

            

            

•BG-J38 (V)

33

•BG-J38 (V)

Your dejariks are destiny +2. Grimtaash is  S . Once 
per turn, may  Grimtaash.

POWER 1 MAINTENANCE DROID

2

3

Cloud City Blaster (V)Cloud City Blaster (V)•BoShek (V) E

66

•BoShek, Brash Smuggler

     3. While piloting a freighter at a battleground 
system, adds 1 to attrition against opponent 
here and their starships here may not ‘cloak.’ 
Opponent loses no more than 3 Force to your 
Force drains at same system.

POWER 2 ABILITY 4 FORCE-SENSITIVE

3

4

•BoShek, Brash Smuggler

      Rogue pilot. Outlaw starship tech. Has secret lab in
Mos Eisley. He bragged about beating Han Solo’s Kessel Run 
record. Left fringe life behind after meeting Obi-Wan Kenobi.

1•Biggs, Rogue Legend

      Piloted Red 3 at Battle of Yavin. Childhood friend of 
Luke. Led mutiny on Rand Ecliptic and theft of Ecliptic from 
shipyards on Bestine. Ecliptic Evaders emblem on helmet.

2

•Biggs, Rogue Legend

77

•Biggs Darklighter (V)

     2, 3: Red 3. While piloting Red 3, it is 
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; reshuffl e.

POWER 2 ABILITY 2

2

5

        

•••Beast-Rider (V)

•••Beast-Rider

      Female.

2

66

•Camie (V)

Landspeed = 2. During battle, for each non-
parasite creature here (even if excluded), power 
+2 (+4 if ferocious). If an opponent’s card here 
is eaten, you may retrieve up to 4 Force. Once per 
turn, may  Kaadu here. Cannot be attacked.

POWER 2 ABILITY 4 FORCE-SENSITIVE

3

5

EPISODEI

Original concept by Aaron Nelson, West Nationals 2008Original concept by Aaron Nelson, West Nationals 2008
Cloud City Blaster (V)Cloud City Blaster (V)Merc Sunlet (V)

77

•Booster Terrik

     2. Starships here with a Rogue Squadron pilot 
aboard may move as a ‘react.’ Star Destroyers he 
pilots are hyperspeed +2. Unless Corellia on table, 
once per game, may steal an Imperial-class Star 
Destroyer from opponent’s Lost Pile into hand.

POWER 2 ABILITY 3 FORCE-ATTUNED

3

5

•Booster Terrik

      Corellian information broker.

2

Original concept by Kevin Jaap, UK Year Starter 2011Original concept by Kevin Jaap, UK Year Starter 2011

•Bail Organa, Father Of Rebellion

77

•Palejo Reshad (V)

Agenda: rebellion. Your      Political Effects and      
     senators are lost. Whenever you initiate a battle 
with a Rebel, may retrieve 1 force. While in a 
senate majority, during your control phase, may 
take one card into hand from Force Pile; reshuffl e. 

POWER 3 ABILITY 3 POLITICS  2

2

5

       
          

•Bail Organa, Father Of Rebellion

Leader. Senator.

3

Original concept by Nico Kreidl, European MPC Champion 2007Original concept by Nico Kreidl, European MPC Champion 2007

EPISODEI

•Beru Lars (V)

11

•Beru Lars (V)

Once per turn, if present at a farm and a destiny 
was just drawn that is within 1 of the destiny of 
your ‘crop,’ may use 1 Force to place ‘crop’ in 
Used Pile. Whenever you play Beru Stew or Blue 
Milk, may draw top card from your Reserve Deck.

POWER 1 ABILITY 1

1

3

•Bail Organa

•Bail Organa

Leader. Senator.

3

55

•Kirdo III Operative (V) E

Agenda: rebellion. Adds one battle destiny with 
Leia. Your       senators and      Political Effects are 
lost. While at Senate: unique (•) Rebels of ability 
< 4 are power +2, and, if you just Force drained 
with a Rebel, may retrieve 1 Force.

POWER 3 ABILITY 3 POLITICS 2

2

5

           

EPISODEI

Image courtesy of Doc_Brown Image courtesy of Doc_Brown @@ Flickr Flickr
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•Attark (V)

33

•Attark (V)

During your control phase, if No Love For The 
Empire on table, may retrieve a non-unique alien 
of a different species than your Rep.

POWER 2 ABILITY 2

2

3

•Aved Luun (V)

33

•Aved Luun (V)

Deploys only on Tatooine. Adds one battle destiny 
with Kalit. Your Jawas and sandcrawlers are 
destiny +2. May  one Jawa Camp, Sergeant 
Doallyn, or Thedit.

POWER 1 ABILITY 3 FORCE-ATTUNED

2

4

•••Baragwin (V)

Lost if a Starting Effect on table. Your non-alien 
characters are power and forfeit = 0. If present at
a battleground site, your Force drains at
battleground sites where you have two aliens are
+1, and when you deploy an alien, retrieve 1 Force.

2

5

•••Baragwin (V)

66

POWER  1 ABILITY  2

Original concept by Corey Faherty, Nationals 2006



•BoShek (V)

11

•BoShek (V)

     3. Deploys -2 to Cantina, a docking bay, or a 
starship. BoShek is a matching pilot for any
starship. Twice per game, may  a device. 
Immune to attrition < 3.

POWER  2 ABILITY 4 FORCE-SENSITIVE

4

3

       

•Brainiac (V)

11

•Brainiac (V) 90

X = Light Side cards in hand. Y = Dark Side cards 
in hand. If X < Y, your Force generation is +1.
If X = Y, adds one battle destiny. Once per turn,
if X > Y, may lose a card from hand to make a just 
drawn weapon or battle destiny = π.

POWER X-Y ABILITY π FORCE-ATTUNED

3

4

•Bron Burs (V)

11

•Bron Burs (V) E

Draws one battle destiny if unable to otherwise.
While present at opponent’s non-docking bay site,
cancels its Dark Side game text. Blaster Rifl e is a
matching weapon for Bron.

POWER 2 ABILITY 3 FORCE-ATTUNED

2

4

•C-3PO (See-Threepio) (V)

11

•C-3PO (See-Threepio) (V)

During battle at a site with R2-D2, may not be 
targeted by weapons, and may draw one destiny; 
subtract that amount from opponent’s total power. 
Once per game, may place all your non- A  Effects
on table in Used Pile.

POWER  1 PROTOCOL DROID

3

4
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•Chewbacca, Protector (V)

44

•Chewbacca, Protector (V)

Deploys free to Coruscant and is a spy while there. 
During your deploy phase, may  one Boushh or 
Vibro-Ax (on Chewie). While with Leia, her game 
text may not be canceled and, once per turn, may 
take the bottom card of Force Pile into hand.

POWER 6 ABILITY 2 ARMOR   4

3

7

•Chewbacca Of Kashyyyk (V)

55

•Chewbacca Of Kashyyyk (V) E

     2. Deploys -2 to Kashyyyk. Wookiees are
destiny +1 when drawn for weapon or battle
destiny. While stacked on Grrrghrrrgh!, Wookiees
are power and forfeit +1. While hit, Chewie’s
power is doubled.

POWER 6 ABILITY 2 ARMOR 4

6

7

     

EPISODEI

•Chewbacca (V)

11

•Chewbacca (V) E

     2. During your turn, may use 1 Force to  one 
Chewie’s AT-ST, Chewbacca’s Bowcaster, That’s 
One, or an Interrupt with “Chewie” or “Wookiee” in 
game text.

POWER 6 ABILITY 2

4

6

      

•Captain Yutani With Blaster Cannon

      Scout.

3

•Captain Yutani With Blaster Cannon

77

Medium Repeating Blaster Cannon (V)

Artillery weapons here are ‘powered.’ Permanent 
weapon is Blaster Cannon (may target a character, 
creature, or vehicle at same or adjacent site for 
free; draw destiny; target ‘hit,’ and its forfeit = 0, 
if destiny +1 > defense value).

POWER 3 ABILITY 1

3

4

•Captain Antilles

77

Rebel Squad Leader (V)

     2, 3: any corvette. While piloting a corvette, it 
is immune to attrition < 5 and, once per turn, may 
peek at a card in opponent’s hand. Once per game, 
during battle (unless Vader here) may use 2 Force 
to move starship he pilots away (for free).

POWER 2 ABILITY 2

2

4

•Captain Antilles

      

3

         

•Chewbacca, Walking Carpet

•Chewbacca, Walking Carpet

     Wookiee scoundrel.

2

88

•Captive Fury (V)

    2. Adds 2 to maneuver of any starfi ghter he 
pilots. Your total ability here may not be reduced. 
Once per game, may lose 1 Force to deploy a droid 
from Lost Pile. During battle, may target a just-hit 
character. Target’s forfeit is restored to normal.

POWER 6 ABILITY 2 ARMOR 4

4

6

       

88

•Captain Verrack (V)

     1. While aboard your starship, its total weapon 
destiny is +1. Whenever you hit a starship here, 
opponent loses 1 Force. During battle, may lose 1 
Force to cancel       Watch Your Back!.

POWER 2 ABILITY 2

2

4

       

•Captain Verrack (V)

     

•Chewie (V)

22

•Chewie (V) E

     3. While piloting Falcon, it is maneuver +2, 
Chewie draws one battle destiny if unable to
otherwise, and your battle destiny draws (and
total battle destiny) at same system may not be
modifi ed, canceled, or reset by opponent.

POWER 6 ABILITY 2

3

6

        

•Captain Rex, 501st Legion

•Captain Rex, 501ST Legion

      Leader. Clone trooper.

2

EPISODEI

99

Blaster (V)

Your clones deploy -1 here. While at an      
battleground site, adds one battle destiny. 
Permanent weapon is •Twin Blasters (may target a 
character for free; draw two destiny; target hit and 
forfeit -3 if total destiny -2 > defense value).

POWER 3 ABILITY 3 ARMOR  4

4

4

     EPIS    ODEI
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Image via Star Wars FlickrImage via Star Wars Flickr

•Chewie, Enraged (V)

11

•Chewie, Enraged (V)

     2. While present at a site with Han or Leia, 
Chewie is Heroic and, unless hit, may be forfeited 
to satisfy all remaining attrition and battle damage 
against you. Once per game, may  Kashyyyk or 
Falcon.

POWER 6 ABILITY 2 ARMOR   4

4

6

             

Original concept by Peter Jacobson, PC Volunteer Award 2006Original concept by Peter Jacobson, PC Volunteer Award 2006
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•Commander Vanden Willard (V)

11

•Commander Vanden Willard (V)

Leia is defense value and forfeit +3. Your senators 
at battleground sites and characters at Yavin 4 
locations are forfeit +2. Once per game, may  
non-      Leia.

POWER 2 ABILITY 2

3

4

         

•Commander Wedge Antilles (V)

77

•Commander Wedge Antilles (V)

     3. Anything Wedge pilots is maneuver +1. Once 
per turn, may  One More Pass. While piloting at 
a battleground site, draws one battle destiny if not 
able to otherwise, and      Their Fire Has Gone Out 
Of The Universe fl ips and may not fl ip back.

POWER 3 ABILITY 2

3

6

         

•Corporal Beezer (V)

77

•Corporal Beezer (V)

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

POWER 2 ABILITY 2

2

3

         

44

•Dack Ralter

77

•Dack Ralter (V)

     2. Heroic. Rogue Squadron pilot. During battle, 
when Dack (or a starship or vehicle he pilots) fi res a 
weapon, may add 1 to total weapon destiny and hit 
targets are power -2. If Dack about to leave table, 
may place him in Used Pile instead.

POWER 2 ABILITY 2

2

4

              

•Commander Evram Lajaie (V)

11

•Commander Evram Lajaie (V)

While at your War Room, forfeit +3. Your starships 
with hyperspeed have a      . Your piloted starships 
are forfeit +1.

POWER 2 ABILITY 2

2

5

    

•Commander Luke Skywalker (V)

22

•Commander Luke Skywalker (V) E

     3. While piloting Rogue 1, it is maneuver +2
and Luke draws two battle destiny if unable to
otherwise. During your control phase, may use
1 Force to  a speeder or a card with “T-47” in
game text. Immune to attrition < 3.

POWER 4 ABILITY 4 FORCE-SENSITIVE

4

7

             

•Colonel Feyn Gospic (V)

11

•Colonel Feyn Gospic (V)

While Massassi Base Operations on table, opponent 
may deploy only one Imperial to each Yavin 4 
site per turn. Doubles Rebel Tech bonus to Attack 
Run. Once per turn, may  Balanced Attack or a 
commander.

POWER 2 ABILITY 3 FORCE-ATTUNED

3

4

•Chief Chirpa (V)

33

•Chief Chirpa (V) E

Deploys only on Endor. Ewoks on Endor are
power +1. “Vehicle with armor” on Ewok Catapult
may be treated as “non-Dark Jedi character”
(“crashes” is then treated as “lost”). May not be
targeted by weapons.

POWER 0 ABILITY 2

3

2

•••Clone Sniper Clone Specialist

•••Clone Sniper

      Clone trooper and scout.

3

Rebel Guard (V)

EPISODEI

Clone Specialist

      Clone trooper.

3

Rebel Commander (V)

EPISODEI

99

When deployed, may  A280 Sharpshooter Rifl e 
on him. A280 Sharpsooter Rifl e may deploy on 
Clone Sniper. When fi ring a rifl e at an adjacent 
site, may draw two weapon destiny and choose 
one. Immune to Undercover.

POWER 3 ABILITY 2 ARMOR  4

3

3 99

     2. While piloting a       starship or vehicle, 
adds 1 to its defense value and he is forfeit +2. 
Once per battle, when starship or vehicle he is 
piloting fi res a weapon, may draw two weapon 
destiny and choose one.

POWER 1 ABILITY 2 ARMOR  3

2

3
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Image via Star Wars FlickrImage via Star Wars Flickr Image via Star Wars FlickrImage via Star Wars Flickr

Clone Pilot

Clone Pilot

      

3

55

Rebel Pilot (V)

     2. While piloting a       starship at a 
battleground, forfeit +1 and your Force drains 
are +1 here. Anything he pilots is manuever +1 
and immune to attrition < 3 (< 5 if all your pilot 
characters here are clones and/or Jedi).

POWER 1 ABILITY 2 ARMOR 3

2

4

                   

EPISODEI

Clone Trooper 

       

3

55

 Blast The Door, Kid! (V) E

While with Palpatine, Heroic. Power and forfeit +1
on Coruscant. While      They Will Be Lost And
Confused on table, Palpatine is immune to attrition
< 6 and your Force drains at same site are +1.

POWER 2 ABILITY 1 ARMOR 4

2

3

55

EPISODEI

Image courtesy of gbrummett Image courtesy of gbrummett @@ Flickr Flickr

Clone Trooper
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••Clone Infantry Squad

••Clone Infantry Squad

      Clone trooper.

2

EPISODEI

99

Slight Weapons Malfunction (V)

Adds one battle destiny if with another clone. 
During battle, if you are about to draw a battle 
destiny, may draw two and choose one.

POWER 3 ABILITY 2 ARMOR  4

4

4
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Background image courtesy Gosse ZeilstraBackground image courtesy Gosse Zeilstra



•Fixer

•Fixer

       Careful manipulator of funds and Imperial taxation 
codes. Buys droids from Jawas and sells them to the Alliance.

3

44

 •••Droid Merchant (V)

     2. Deploys -1 to same site as Camie. Once per 
turn, may use 1 Force to place a card from Crash 
Site Memorial in Used Pile. If Crash Site Memorial 
leaves table (except by your card), place all cards 
on it in Used Pile.

POWER 2 ABILITY 2

2

3

       

•Daughter Of Skywalker (V)

66

•Daughter Of Skywalker (V)

If in hand, may place her under Reserve Deck.
May be targeted instead of Luke by Mind What
You Have Learned (that card then targets Leia
instead of Luke for remainder of game). May

 Refl ection. Immune to attrition < 4.

POWER 4 ABILITY 5 FORCE-SENSITIVE

5

8

•Debnoli (V)

11

•Debnoli (V)

     2. If with an Imperial, you may initiate battle 
here for free. Permanent weapon is blaster rifl e 
(may target a character or creature for free; 
draw destiny; target hit, and its forfeit = 0, if 
destiny +1 > defense value).

POWER 3 ABILITY 2

3

4

       

•Dash Rendar (V)

44

•Dash Rendar (V)

     3. While piloting alone (or at same location as 
opponent’s AT-AT or Imperial), draws one battle 
destiny if unable to otherwise and opponent draws 
no more than one battle destiny here. Dash is a 
matching pilot for any unique (•) Rogue speeder.

POWER 3 ABILITY 3 FORCE-ATTUNED      

3

5

      

•••Echo Base Trooper Offi cer (V)

22

•••Echo Base Trooper Officer (V)

While at a non-shielded marker site, may use 1 
Force to suspend “Hoth Energy Shield Rules” until 
the start of your next turn.

POWER 2 ABILITY 2

2

4

•Derek ‘Hobbie’ Klivian (V)

77

•Derek ‘Hobbie’ Klivian (V)

     2. While piloting Rogue 4 (or any X-wing), draws 
one battle destiny if unable to otherwise. Permanent 
weapon is Rogue Blaster (may target a character 
or creature for free; draw destiny; target hit, and its 
forfeit = 0, if destiny +1 > defense value).

POWER 2 ABILITY 2

2

4

       

•Commander Adar Tallon

•Commander Adar Tallon

      Leader.

2

EPISODEI

99

•••Green Squadron Pilot (V)

     2. Adar is a matching pilot for any unique (•)
     starfi ghter and, while piloting one, adds one 
battle destiny. Your      starfi ghters here are power 
and maneuver +1 and may add ability of pilot to 
total when targeted by Tallon Roll.

POWER 2 ABILITY 3 FORCE-ATTUNED

3

5

     

         
            

Original concept by Darren Pilbeam, 2012 EuroWorlds Qualifi erOriginal concept by Darren Pilbeam, 2012 EuroWorlds Qualifi er

•Dormé

•Foul Moudama •General Airen Cracken

•Dormé

      Spy and handmaiden.

4

EPISODEI

•Foul Moudama

     Talz.

2

EPISODEI

•General Airen Cracken

      Leader, scout, and information broker.

2

99

•Saché (V)

Once per turn, if Amidala at another location, may 
activate 1 Force. During your move phase, may 
target an opponent’s Undercover spy here and draw 
two destiny. Choose one (take the other into hand). 
Target “breaks cover” if destiny +1 > ability.

POWER 2 ABILITY 2

2

3

99

•••Talz (V)

If at your prison, Light Side goes fi rst. Deploys -2 to 
Coruscant or a mobile site. May carry a character 
of power < 4 (as if riding a creature vehicle). 
Guardian’s Lightsaber may deploy on Foul. Once per 
game, may  a clone or a non-Jedi alien.

POWER 5 ABILITY 6 JEDI KNIGHT

6

6 99

•Colonel Cracken (V)

     2. Opponent may not add destiny draws to 
power or attrition here. While all your ability here 
is provided by scouts and/or spies, adds one battle 
destiny and once during your turn may peek at top 
card of opponent’s Force Pile.

POWER 3 ABILITY 2

3

4

          

Original concept by Steve Skilton, Online League 2013Original concept by Steve Skilton, Online League 2013 Original concept by Camden Yanaga, 10th Anniversary Design ContestOriginal concept by Camden Yanaga, 10th Anniversary Design Contest

•Commander Narra

77

•Ryle Torsyn (V)

     2. Draws one battle destiny if unable to 
otherwise. Once per turn, if you just deployed a 
Rogue Squadron pilot to same or related site, may 
draw top card of Reserve Deck. Attrition against 
opponent is +1 here.

POWER 2 ABILITY 2

2

3

•Commander Narra

      Rogue Squadron leader.

3
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•General Carlist Rieekan (V)

22

•General Carlist Rieekan (V) E

Your artillery weapons at same and related sites
are powered and forfeit +2. Once per turn, may
use 1 Force to  one A New Secret Base, Echo
Base Operations, Haven (to Hoth), a     location, a
     artillery weapon, or a non-unique     Rebel.

POWER 2 ABILITY 2

3

5

       
                   



•General Solo (V) •General Walex Blissex (V)

33 33

•General Solo (V) •General Walex Blissex (V)

     3. During battle, may use 1 Force to play an 
Interrupt from your Reserve Deck (then place that 
card out of play). Once per turn, may  a non-
Interrupt card with “door” in game text.

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

POWER 4 POWER 1ABILITY 3 ABILITY 2FORCE-ATTUNED

4 2

8 3

                        

•Han (V)

33

•Han (V) E

     3. Force retrieval with Or Be Destroyed is
immune to Secret Plans. While armed with a
blaster, Han is defense value +2. While Or Be
Destroyed on table, immune to attrition < Han’s 
power.

POWER 4 ABILITY 3 FORCE-ATTUNED

3

6

       

•General Dodonna (V)

11

•General Dodonna (V)

During your control phase, if at a Rebel Base 
location, may use 1 Force to  one Colonel Feyn 
Gospic, an Admiral’s Order, or a Rebel pilot of 
ability < 3.

POWER 2 ABILITY 2

3

5

L I G H T  S I D EVirtual Cards: Master List
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•General Solomahal

•General Solomahal

      Leader. Scout.

3

66

Solomahal (V)

POWER 3 ABILITY 3 ARMOR  3

3

3

Once per game, may rearrange all Blockade Flagship 
sites (all cards at a given site move along with that 
site). Once per turn, if       Palpatine on table (or 
imprisoned) and you just drew a battle destiny of 3, 
may use X Force (limit 3) to add X to that destiny.

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

55

EPISODEI

•Harc Seff (V)

22

•Harc Seff (V)

     2. For each of opponent’s non-battleground 
locations on table, your Force generation is +1. 
Your leaders are deploy -2 to same site. Once per 
game, may  an Immediate Effect.

POWER 2 ABILITY 2 ARMOR   3

2

4

         

•Han Solo (V)

11

•Han Solo (V) E

    3. Cards with “Han” in title are destiny +3.
May use 1 Force to cancel Boba Fett’s or Jabba’s
game text for remainder of turn. If opponent just 
initiated battle here, may use 1 Force to take the
fi rst weapons segment action.

POWER 4 ABILITY 3 FORCE-ATTUNED

3

6

          

•IL-19

•IL-19 

      Spy. 

4

11

 M-HYD ‘Binary’ Droid (V) E

While at a non-Hoth site, adds one     . If just
forfeited, may use 1 Force to place IL-19 in Used 
Pile. 

POWER 2 BINARY HYDROPONICS DROID

1

3
Original concept by Kyle Krueger, Washington States 2005Original concept by Kyle Krueger, Washington States 2005

•Han Solo, Innocent Scoundrel

•Han Solo, Innocent Scoundrel

     “Well, that was a long time ago. I’m sure he’s 
forgotten about that.” Since he needed Calrissian’s help, Han 
regretted having introduced Lando to the Tonnika sisters.

1

88

•Innocent Scoundrel (V)

     3. Draws one battle destiny if unable to otherwise. 
During battle, may fi re a       blaster twice. Once per 
turn, if opponent is about to draw weapon destiny 
targeting Han, they draw two and you choose one. 
Immune to attrition < 3 (< 4 if armed).

POWER 4 ABILITY 3 LUCK 5

4

7

      
88

Cloud City Blaster (V)Cloud City Blaster (V)I’ve Got A Bad Feeling About This (V)

66

•Han Solo, Courageous Smuggler

     3. While piloting Falcon, may add one destiny 
to total power or attrition. If Han is about to draw 
a card for weapon destiny, may instead use Han’s 
ability number. Once per game, may  non-
Chewie to same site. Immune to attrition < 3. 

POWER 4 ABILITY 3 ARMOR 5

3

6

•Han Solo, Courageous Smuggler

      Han’s smuggling adventures in Corporate Sector
and Hutt Space put him in many tight scrapes. He’s about
to be in another.

1

•General Bob Hudsol

77

Rebel Commander (V)

While at an interior Yavin 4 site, Massassi Base 
Sentry is  A , and, once per turn, during battle at 
a ‘liberated’ system (either opponent’s or one with 
only one      ), except Yavin 4, may place your just 
forfeited card in Used Pile.

POWER 1 ABILITY 2

2

3

•General Bob Hudsol

      Typical of hard-line Corellian offi cers known for 
caution in battle. Leader of resistance in Bothan space. 
Developed strong ties to Bothan spynet.

3

•General Bel Iblis

•General Bel Iblis

     Insurgent leader. Corellian.

1

99

•General Crix Madine (V)

     3. While piloting a non-     corvette or a stolen 
starship, adds one battle destiny and it is immune 
to attrition < 5. ‘Exiled’ (placed out of play) if at 
Corellia. Once per game, may steal a Dreadnaught 
from opponent’s Lost Pile into hand.

POWER 2 ABILITY 4 FORCE-SENSITIVE

4

7

                EPIS    ODEI

Original concept by Matthew Harrison-Trainor, Online League 2013Original concept by Matthew Harrison-Trainor, Online League 2013
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•••Jedi Survivor (V)

•••Jedi Survivor 

     Female.

3

55

•••Droid Merchant (V)

When deployed, you may not initiate battle here 
this turn. While at opponent’s site, adds one      
and one     . May ‘swing’ lightsabers for free. May 
never be won in sabacc. Immune to attrition < 5. 
End of your turn: Use 1 or  Lose 1 or .

POWER 5 ABILITY 6 JEDI KNIGHT

5

5

•Kebyc (V)

22

•Kebyc (V)

Deploys free to Cloud City. You generate +1 Force 
for every Cloud City site you occupy. Your aliens 
are deploy -1 here. Opponent’s aliens are deploy 
+1 here.

POWER 1 ABILITY 2

3

5

•Ki-Adi-Mundi (V)

55

•Ki-Adi-Mundi (V)

While Maul present, Ki-Adi-Mundi is Heroic. 
Obi-Wan’s Cape, Obi-Wan’s Journal, and       Jedi 
Lightsaber may deploy on Ki-Adi-Mundi. Once per 
game, may exchange two cards from hand with 
any one card in Lost Pile.

POWER 5 ABILITY 6 JEDI KNIGHT

6

5
Original concept by Michael Raveling, Iowa States 2005Original concept by Michael Raveling, Iowa States 2005

55

EPISODEI

Never deploys if Inner Strength on table. Deploys 
+3 unless We’ll Handle This (or Duel Of The 
Fates) on table. Whenever this Jedi uses a 
lightsaber to hit a character, opponent loses 1 
Force. Immune to attrition < 4.

POWER 5 ABILITY 6 JEDI KNIGHT

5

6

•••Jedi Guardian (V)

Do, Or Do Not (V)

•••Jedi Guardian 1

      A Jedi may choose to intervene in the natural course 
of events, but must accept responsibility for the 
consequences.

55

•••Jedi Pilot

•••Jedi Pilot 

      

1

66

•Lieutenant Telsij (V)

     2. Matching pilot for Republic Starfi ghter.
starships he pilots are maneuver +2, may move 
as a ‘react’ for free, and are immune to Lateral 
Damage and attrition < 5.

POWER 2 ABILITY 6 JEDI KNIGHT

4

6

       

EPISODEI EPISODEI

Never deploys, except to Coruscant. While Yoda 
here, Force retrieval from your       objective 
cannot be canceled (except by Secret Plans).
Unless Inner Strength on table, your duel destiny 
and lightsaber combat totals are cumulatively +1. 

POWER 4 ABILITY 7 JEDI MASTER

3

6

•••Jedi Advisor (V)

Alderaan Operative (V)

•••Jedi Advisor 2

      Female. Jedi Council Member.

55

55

EPISODEI

•Jabba’s Prize

0

0 66

Jabba’s Prize is a Light Side card and does not 
count towards your deck limit (but subtracts one 
from the number of cards you may place under 
your Starting Effect). Reveal to opponent when 
deploying your Starting Effect. For remainder of 
game, you may not deploy      Falcon.

Deploys only at start of game if Jabba’s Prize is 
at Security Tower (replaces opponent’s Jabba’s 
Prize imprisoned in Security Tower); otherwise 
place out of play.

May not be placed in Reserve Deck. Jabba’s 
Prize is a persona of Corran Horn only while on 
table. If Jabba’s Prize was just released or
leaves table, place it out of play. While Jabba’s 
Prize is at Audience Chamber, opponent’s battle 
destiny draws there are +1.

          

POWER 0 ABILITY 0 CARBON-FROZEN

•Jabba’s Prize (V)

•Jabba’s Prize 0

•Kalit (V)

33

•Kalit (V)

Deploys only on Tatooine. Your other Jawas are 
power and forfeit +1. Your vehicle forfeited at 
same site satisfi es all remaining battle damage 
against you. During your turn, may use 1 Force to 

 a card with “Jawa” in game text.

POWER 2 ABILITY 2

2

5

88

•Het Nkik (V)

Deploys only on Tatooine. While with another Jawa, 
your Force drains and Force drain bonuses here 
may not be canceled. During your control phase, 
may draw X cards from Reserve Deck, where X = 
number of deserts you control with a Jawa.

POWER 1 ABILITY 2

2

3

•Het Nkik (V) •Jek Porkins (V)

11

•Jek Porkins (V)

     2. While piloting Red 6: it is Heroic, immune to 
attrition < 4, Jek draws one battle destiny if 
unable to otherwise, and, during your control 
phase, may use 1 Force to retrieve a Rogue 
squadron pilot or an X-wing.

POWER 2 ABILITY 2

2

4

             

Original concept by Kris Van Beurden, V-Lite Ghent 2005Original concept by Kris Van Beurden, V-Lite Ghent 2005

•Jeroen Webb (V)

22

•Jeroen Webb (V)

If deploying to opponent’s mobile site, deploys -2 
as an Undercover spy. Nevar Yalnal may not target 
spies here. Opponent’s total infl uence here is -1 for 
each of your spies at sites.

POWER 1 ABILITY 2 ARMOR    4

2

4

•Jaina Solo

•Jaina Solo

     Female Rogue Squadron pilot. Padawan.

3

99

•Karie Neth (V)

     3. X-wings deploy -1 (and are immune to 
attrition < 5) here. During your control phase, may 

 one non-unique X-wing (or Rogue Squadron 
pilot). Adds one battle destiny with a Skywalker or a 
Solo. Immune to attrition < 4 (< 6 if with Leia).

POWER 4 ABILITY 4 FORCE-SENSITIVE

4

6

                

Original concept by The Advocate Team, PC Volunteer Award 2011Original concept by The Advocate Team, PC Volunteer Award 2011



Cloud City Blaster (V)Cloud City Blaster (V)•Lando Calrissian, Scoundrel (V)

66

•Lando Calrissian, Scoundrel (V)

     2. Once per game, may convert opponent’s 
Lando present at a site (may retrieve 2 Force). 
Adds one battle destiny if with your alien or 
Rebel. Immune to attrition < 3 (< 5 if your 
Effect with “Lando” in lore on table).

POWER 4 ABILITY 3 FORCE-ATTUNED

4

7

•Lando Calrissian, Scoundrel

      With a silvery tongue or a rapid-fi re blaster, Lando
prides himself on being able to get out of tight situations.
Is at his best when cornered. 

1

L I G H T  S I D EVirtual Cards: Master List
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•Leia (V)

11

•Leia (V)

While at opponent’s Galactic Senate, Leia’s game 
text may not be canceled and may lose 1 Force to 
place Leia and any character present out of play. 
During battle, may cancel game text of a leader of 
ability < 5 with Leia for remainder of turn.

POWER 3 ABILITY 4 FORCE-SENSITIVE

3

5

•Leslomy Tacema (V)

33

•Leslomy Tacema (V)

     3. While on Tatooine, your docking bay transit 
to and from Tatooine is free. Power +2 at Cantina, 
Mos Eisley, or a docking bay. During your deploy 
phase, may  one Bo Shuda, Ellorrs Madak, or 
Yerka Mig.

POWER 1 ABILITY 2

2

3

           

•Lando Calrissian, Unlikely Hero

88

•Leesub Sirln (V)

Once during your control phase, may use 1 Force 
to name a card type. Reveal top card of opponent’s 
Reserve Deck. If that card matches the named card 
type, it is lost. Otherwise, replace it or move it to 
opponent’s Used Pile. Immune to attrition < 3.

POWER 2 ABILITY 4 FORCE-SENSITIVE

3

3

•Leesub Sirln (V)

•Lando Calrissian, Unlikely Hero

     Ever since Lando’s ‘little’ maneuver at the Battle of 
Taanab, his piloting skills had become legendary. Scoundrel 
and gambler.

3

88

•Punch It! (V)

     3. May reveal from hand to  Lady Luck and 
deploy both simultaneously. While piloting (or with 
a female), adds one battle destiny. During battle, 
may draw destiny. If destiny < twice the number of 
scoundrels here, reset a participating card’s forfeit to 0.

POWER 3 ABILITY 3 FORCE-ATTUNED

3

5

                

•Lars’ Protocol Droid

•Lars’ Protocol Droid

       

4

44

 •K-3P0 (Kay-Threepio) (V)

“Device” on Harvest may be treated as “     or     
droid.” While at a farm: your characters present are 
forfeit +3; may raise this site (if converted) to the 
top; and, once per move phase, may put hand in 
Used Pile to place a ‘crop’ on Reserve Deck.

POWER 1 PROTOCOL DROID

2

3
Original concept by Drew Scott, World Champion 2005Original concept by Drew Scott, World Champion 2005

                 

Cloud City Blaster (V)Cloud City Blaster (V)It Could Be Worse (V)

66

•Leia, Optimistic Leader

     1. Dark Jedi deploy +1 here. May move as a 
‘react’ (one other Rebel present may move with 
her). While armed with Leia’s Sporting Blaster,
its weapon destiny draws are +1 and Leia is 
power +1. Immune to attrition < 3. 

POWER 3 ABILITY 3 FORCE-ATTUNED

3

7

•Leia, Optimistic Leader

      Spy. After escaping Detention Block AA-23, Rebels
found themselves in the trash compactor. Leia pointed out,
“It could be worse.” It soon was. 

1

•Lando Calrissian (V)

22

•Lando Calrissian (V)

     2, 3: Falcon. May convert opponent’s Lando 
present at a site. While with Leia, Lando is Heroic. 
During battle, may use 1 Force to cancel the game 
text of opponent’s character of ability < 5 (or with 
a      ) at same site.

POWER 3 ABILITY 3 FORCE-ATTUNED

3

6

     

                

Original concept by Tim Simon, Pennsylvania States 2006Original concept by Tim Simon, Pennsylvania States 2006

•LE-BO2D9 (Leebo) (V)

44

•LE-BO2D9 (Leebo) (V)

May be battled. If with Dash Rendar, adds one 
destiny to attrition only. Once per turn, if at a 
battleground, you may peek at top card of 
opponent’s Reserve Deck; may place that card on 
top of opponent’s Used Pile.

POWER 2 ARMOR 4 MAINTENANCE DROID

2

4

•Laudica (V)

33

•Laudica (V)

While Rayc Ryjerd or Tonnika Sisters on table, 
power +3. Whenever opponent Force drains at 
a non-battleground, you may retrieve 1 Force. 
During your deploy phase, may  an Effect with 
“matching” in game text.

POWER 2 ABILITY 2

1

3

•Kyle Katarn

•Kyle Katarn

      Scoundrel.

1

88

Ralltiir Operative (V)

May use any stolen weapon. Opponent may not 
‘react’ to or from same site. Your total battle destiny 
here is +1 for each      Effect on table. Once per 
game, may make a regular move during your control 
phase. Immune to attrition < 4 (< 5 if armed).

POWER 4 ABILITY 5 FORCE-SENSITIVE

5

8

      

•Leebo

•Leebo

     Smuggler. Heavily modifi ed Cybot Galactica LE-series
repair droid. Information broker. Provides information gained
through underworld channels to the Alliance.

3

99

•LE-BO2D9 (Leebo) (V)

     2. While piloting, draws one battle destiny if 
unable to otherwise, and your battle destiny draws 
(and total battle destiny) here may not be reduced. 
During battle, if aboard Outrider, may use 1 Force: 
all immunity to attrition here is limited to < 5.

POWER 2 ARMOR 4 MAINTENANCE DROID

2

4

           

Original concept by Cole Lepine, Canadian Nationals 2012Original concept by Cole Lepine, Canadian Nationals 2012



•Lieutenant Williams (V)

55

•Lieutenant Williams (V)

     2. While piloting Radiant VII, draws one battle 
destiny if unable to otherwise. During battle at a 
system, if about to draw a battle destiny here, may 
instead draw two and choose one; if at opponent’s 
system, may take other destiny into hand.

POWER 2 ABILITY 2

2

4

            

•Lieutenant Blount (V)

33

•Lieutenant Blount (V)

     2. Double Agent is a Used Interrupt. Once per 
game: may  Double Agent. OR If you just 
targeted with Double Agent, may add 2 to your 
total destiny. OR May target opponent’s bounty 
hunter with Double Agent instead of their spy.

POWER 2 ABILITY 2

2

4

         

•Luke Skywalker (V)

11

•Luke Skywalker (V)

     3. If piloting lead starfi ghter, Attack Run total 
is +3. During your control phase, if piloting at a 
battleground, may  one Darklighter Spin or 
retrieve 1 Force.

POWER 3 ABILITY 4 FORCE-SENSITIVE

3

7

             

•Luke (V)

11

•Luke (V)

     3. Adds one battle destiny with Biggs or if 
piloting a T-16. While piloting a T-16 alone at 
Beggar’s Canyon, opponent must fi rst use 1 Force 
to draw a card from Force Pile or retrieve a Force. 
Once per game, may  a T-16 here.

POWER 3 ABILITY 4 FORCE-SENSITIVE

3

7

             

•Lobot (V)

22

•Lobot (V)

Deploys free to Cloud City or a site with a scomp 
link. If a battle was just initiated at same site, may 

 an alien here (free if Lando) as a ‘react.’ May 
 Cyborg Construct on Lobot.

POWER 2 ABILITY 2

2

5

88

•Loje Nella (V)

May lose 2 Force to cancel Cold Feet if targeting Bo 
Shuda. While four or more cards are stacked on I 
Know That Laugh and/or your Objective, your Force 
drain bonuses may not be canceled. If you just Force 
drained with an alien, may activate 1 Force.

POWER 1 ABILITY 2

2

3

•Loje Nella (V)

L I G H T  S I D EVirtual Cards: Master List
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Cloud City Blaster (V)Cloud City Blaster (V)•A Jedi’s Concentration (V)

66

•Luke Skywalker, Strong In The Force

     3. While piloting Red 5 or Rogue 1 (or armed 
with Luke’s Lightsaber), may add one destiny to 
total power or attrition, and I Have You Now is 
canceled. When leaving table, place all your cards 
on Luke in Used Pile. Immune to attrition < 4.

POWER 5 ABILITY 5 FORCE-SENSITIVE 

5

8

•Luke Skywalker, Strong In The Force

      Luke’s experience on Dagobah gave him great skill
in using the Force. Vader had to keep his focus on Luke at
all times, or face the consequences. 

1

FORCE-SENSITIVE

•Luke Skywalker, Rebel Hero

77

Captive Pursuit (V)

     3. When deployed, may  (or lose 1 Force 
to deploy from Lost Pile) a blaster on Luke. While 
armed with a blaster, it may not be stolen and 
characters hit by Luke may not be used to satisfy 
attrition. Immune to attrition < 4.

POWER 4 ABILITY 4

4

6

•Luke Skywalker, Rebel Hero

      Rogue Squadron pilot.

1

              

•Mace Windu, Master Of The Order

•Mace Windu, Master Of The Order

      Senior Jedi Council member who maintains rigorous 
adherence to the Code. Sent Qui-Gon to Naboo to accompany 
the Queen and learn more about the mysterious “dark warrior.”

77

•Mace Windu (V)

 = 1 or number of Jedi on table (to a maximum 
of 3), whichever is higher. Mace’s forfeit may not 
be reduced and his total weapon destiny is +1. If a 
Dark Jedi was just lost from table, may retrieve 1 
Force. Immune to attrition.

POWER 6 ABILITY 7 JEDI MASTER

7

8

EPISODEI

POWER 6 ABILITY 6 JEDI KNIGHT

6

7

•Maris Brood, Fallen Jedi

•Advantage (V)

•Maris Brood, Fallen Jedi 1

      

44

Matching weapon is Elegant Lightsaber, and, if 
Sai’torr Kal Fas on table, may lose 2 Force to  
it on her. While with Galen or a      Effect, adds 
one battle destiny. Immune to      weapons and 
attrition < 5.

            
                  

POWER 6 ABILITY 6 JEDI KNIGHT

6

7

•Maris Brood, Fallen Jedi

•Advantage (V) AI

•Maris Brood, Fallen Jedi 1

      

44

Matching weapon is Elegant Lightsaber, and, if 
Sai’torr Kal Fas on table, may lose 2 Force to  
it on her. While with Galen or a      Effect, adds 
one battle destiny. Immune to      weapons and 
attrition < 5.
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Original image by Qsimple Original image by Qsimple @@ Flickr Flickr

•Luke Skywalker, Rebel Scout (V)

33

•Luke Skywalker, Rebel Scout (V)

     2. Deploys -2 to a forest. Luke’s weapon destiny 
draws are +1. At same site, opponent must fi rst 
use 1 Force to fi re a weapon. During opponent’s 
draw phase, if alone on Endor, may retrieve 1 Force. 
Immune to attrition < 5.

POWER 6 ABILITY 6 JEDI KNIGHT

6

7

                 

•Mace Windu (V)

55

•Mace Windu (V) E

Mace’s game text may not be canceled (except at 
Senate). During battle, Mace may fi re one weapon 
twice. Boba Fett may not add battle destiny draws 
here. Immune to attrition.

POWER 6 ABILITY 7 JEDI MASTER

7

8
Original concept by Zane Thorp, Texas States 2004Original concept by Zane Thorp, Texas States 2004
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•Melas (V)

11

•Melas (V)

     2. Once per turn, may ‘smoke pipe’ by placing 
a card from hand on your Used Pile; Melas is 
power and defense value +2, but cannot move this 
turn (if during your draw phase, may instead peek 
at the top two cards of any Reserve Deck.)

POWER 2 ABILITY 4 FORCE-SENSITIVE

3

4

      

Original concept by Harikrishna Mehta, Berkeley V-Lite 2005Original concept by Harikrishna Mehta, Berkeley V-Lite 2005

•Neb Dulo (V)

22

•Neb Dulo (V)

Your aliens here are defense value +2. During 
battle with your Rep, the Rep may not be targeted 
by weapons.

POWER 2 ABILITY 2

1

3

•Obi-Wan Kenobi (V)

11

•Obi-Wan Kenobi (V) E

Obi-Wan’s game text may not be canceled and he 
may never be targeted by cards that capture. 
Unless another Jedi present, may Force drain here 
regardless of Objective restrictions. Immune to 
attrition < 5 (< 8 if with a Dark Jedi).

POWER 5 ABILITY 6 JEDI KNIGHT

5

9

•Master Qui-Gon (V)

55

•Master Qui-Gon (V) E

Deploys -1 to       locations. If you just lost Force 
from an opponent’s Effect, may  an      Interrupt 
(except Control), or place a card from hand under 
Credits Will Do Fine. May not be Disarmed. Immune 
to You Are Beaten, and attrition.

POWER 6 ABILITY 7 JEDI MASTER

7

7
Original concept by James Booker, Worlds 2005Original concept by James Booker, Worlds 2005

            EPISODEI

        EPISODEI

•Master Kenobi

Cloud City Blaster (V)Cloud City Blaster (V)Alter (Premiere) (Light) (V) E

77

While ‘communing’: you may not deploy      cards or 
     Jedi; Rebels of ability < 5 draw one battle destiny 
if unable to otherwise and, once per turn, may lose 
1 Force (or use 2 Force) to place one just forfeited 
in Used Pile; once per turn, may  a Tatooine 
battleground (or Obi-Wan’s Hut).

POWER 5 ABILITY 6 JEDI KNIGHT

5

9

•Master Kenobi

      A user of the Force can alter the environment to 
affect the minds of others. “The Force can have a strong 
infl uence on the weak-minded.”

1

      EPIS    ODEI

          

•Master Luke (V)

33

•Master Luke (V)

     2. During battle, may use 2 Force to place an 
opponent’s alien (except Jabba or a Rep) present 
with Luke on owner’s Force Pile (opponent may use 
or lose 3 Force instead). Immune to attrition < 4 
(< 7 if with an alien leader).

POWER 5 ABILITY 5 FORCE-SENSITIVE

5

7

           

•Max Rebo (V)

99

•Max Rebo (V)

If just lost (even from Life Force), opponent ‘steals’ 
Max into Lost Pile. While at a battleground site: you 
may play Bith Shuffl e or Ommni Box to cancel a 
Force drain at a related location, they are Lost 
Interrupts, and once per turn may  one of them.

POWER 1 ABILITY 2

2

4
Original concept by Garrett Larson, MN States 2006Original concept by Garrett Larson, MN States 2006

•Nien Nunb, Sullustan Smuggler

•Nien Nunb, Sullustan Smuggler

     Brilliant navigator. Former SoroSuub employee. 
Turned to pirating when that corporation backed the Empire. 
Tall for a Sullustan.

3

99

•Nien Nunb (V)

     2. Once during your turn, may place a card 
from hand (except Obi-Wan) of the same card 
type as the top card of your Lost Pile out of play 
to retrieve 1 Force (may be taken into hand).

POWER 2 ABILITY 2

2

4

        

Original concept by Matthew Harrison-Trainor, Online League 2013Original concept by Matthew Harrison-Trainor, Online League 2013

•Owen Lars (V)

11

•Owen Lars (V)

Opponent activates no Force from Beru Stew. 
While present with Lars’ Vaporator: during your 
control phase, may use 3 Force to exchange a 
card from hand with a ‘crop’ card; and cards with 
“lightsaber” in title may not deploy here.

POWER 1 ABILITY 3 FORCE-ATTUNED

2

4

•Orrimaarko (V)

33

•Orrimaarko (V)

Once per game, may  a rifl e and/or an Interrupt 
with “scout” in game text. While alone at an 
exterior site, opponent’s weapon destiny draws 
here are -2. Immune to attrition < 4.

POWER 4 ABILITY 4 FORCE-SENSITIVE

5

4
Original concept by Jan Westergard, Virginia States 2005Original concept by Jan Westergard, Virginia States 2005

Cloud City Blaster (V)Cloud City Blaster (V)Old Ben (V)

66

•Obi-Wan, Crazy Wizard

Old Ben is a Used Interrupt and may target this 
site like a Tatooine site. Dark Jedi may not
‘swing’ lightsabers more than once per battle
here. When leaving table, place all your cards on 
Obi-Wan in Used Pile. Immune to attrition < 5.

POWER 5 ABILITY 6 JEDI KNIGHT

5

9

•Obi-Wan, Crazy Wizard

      “That old man’s just a crazy wizard.” Obi-Wan lived
in Tatooine’s deserts for years... ready for the right moment 
to act.

1

•Obi-Wan Kenobi, Jedi Knight (V)

55

•Obi-Wan Kenobi, Jedi Knight (V) E

Deploys -1 to      sites. During a battle (or duel)
with a Dark Jedi, unless Obi-Wan’s Journal on
table, may lose 1 Force to cancel a just drawn
duel or weapon destiny. Immune to attrition < 5.

POWER 6 ABILITY 6 JEDI KNIGHT

7

8

    EPISODEI

•Obi-Wan Kenobi, Padawan Learner (V)

66

•Obi-Wan Kenobi, Padawan Learner (V)

Deploys -2 (and landspeed = 2) on Tatooine. If a 
card was just stacked on Credits Will Do Fine, 
may  a non-character card. While at opponent’s 
Watto’s Junkyard, its Light Side game text is 
canceled. Immune to attrition < 4.

POWER 6 ABILITY 5 FORCE-SENSITIVE

6

8

•Padmé Naberrie (V)

55

•Padmé Naberrie (V) E

     1. During your control phase, if present at a 
battleground site, opponent loses 1 Force for each 
Skywalker occupying a battleground (-1 Force if 
Vader on table) and you may use 2 Force to  
one Leia or non-Jedi Luke. 

POWER 3 ABILITY 4 FORCE-SENSITIVE

4

6

                 

Original concept by Lee Clarke, CanCon 2005Original concept by Lee Clarke, CanCon 2005

Palace Raider (V)

88

Palace Raider (V)

     2. Adds 3 to power of anything he drives. When 
driving a transport vehicle, it moves for free and he 
adds one battle destiny.       Wipe Them Out, All Of 
Them ignores your non-unique aliens.

POWER 1 ABILITY 2

2

3

                 

                 



Republic Trooper With Blaster Rifl e (V)

Republic Trooper With Blaster Rif le

      

3

55

Rebel Guard (V)

Deploys -1 to same site as your Republic leader. 
Permanent weapon is blaster rifl e (may target a 
character or creature for free; draw destiny; target 
hit, and forfeit -2, if destiny +1 > defense value).

POWER 2 ABILITY 2

3

4

EPISODEI

•••Rebel Scout (V)

22

•••Rebel Scout (V)

May deploy -1 as a ‘react’ to same site as a Rebel. 
When deployed, may peek at the top card of a 
Reserve Deck; may place that card on bottom of 
that Reserve Deck.

POWER 2 ABILITY 1

2

3

•••Rebel Tech (V)

11

•••Rebel Tech (V) E

While on Yavin 4: cancels Force drain bonuses 
from Yavin sites’ game text, your Attack Run total 
is cumulatively +1, and during your deploy phase, 
may place this character in Used Pile to  one 
Advance Preparation or Death Star: Trench.

POWER 1 ABILITY 1

2

3

•R5-M2 (Arfi ve-Emmtoo) (V)

22

•R5-M2 (Arfive-Emmtoo) (V)

Your capital starships are deploy -1 and are destiny 
+2 when drawn for weapon or battle destiny. Once 
per game, Shawn Valdez may deploy for free to 
same site.

POWER 1 ASTROMECH DROID

1

3

•Rayc Ryjerd (V)

44

•Rayc Ryjerd (V)

     3. Twice per game, may  one Big One, Kessel 
Run, or Rycar’s Run. Once per game, may double 
the value of X for Kessel Run or Rycar’s Run. Rayc 
is a matching pilot for any freighter or yacht.

POWER 2 ABILITY 2

2

4

      

77

Return Of A Jedi (V)

    Jedi are lost. At battlegrounds, Insurgents are 
immune to attrition < 5. Once per turn, may peek 
at top card of your Reserve Deck (or if Galen on 
table, any Reserve Deck); may place that card on 
top of owner’s Used Pile. May not carry weapons.

POWER 4 ABILITY 6 JEDI KNIGHT

5

7

   EPISODEI

•Rahm Kota, Blind Jedi

      Insurgent leader.

2

Original concept by Volunteer Team, PC Volunteer Award 2010Original concept by Volunteer Team, PC Volunteer Award 2010
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Image courtesy of Koda Vonnor (Vonnor Design)Image courtesy of Koda Vonnor (Vonnor Design)

•Rahm Kota, Blind Jedi

•Plo Koon (V)

55

•Plo Koon (V)

     2. Once per game, may  a weapon here. 
While piloting, may battle regardless of Objective 
restrictions. If a battle was just initiated here, may 
place your weapon here in Used Pile to make all 
non-vehicle weapon destiny draws -1.

POWER 5 ABILITY 7 JEDI MASTER

6

5

            

Original concept by Peter Jacobson, Iowa States 2006Original concept by Peter Jacobson, Iowa States 2006

•Phylo Gandish (V)

66

•Phylo Gandish (V)

     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 You 
Are Beaten and attrition < 3.

POWER 1 ABILITY 4 FORCE-SENSITIVE

3

4

66
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•Princess Leia, Lost Scion

      

1

•Princess Leia, Lost Scion

77

•Leia Of Alderaan (V)

While present at a battleground, Their Fire Has 
Gone Out Of The Universe fl ips and may not fl ip 
back. While armed with Anakin’s Lightsaber, Leia’s 
forfeit may not be reduced. Immune to attrition 
< 4.

POWER 4 ABILITY 5 FORCE-SENSITIVE

5

8

•Princess Leia (V)

22

•Princess Leia (V)

May deploy or move as a ‘react’ to same site as 
an Imperial. Adds one battle destiny if with Han or 
Vader. During your deploy phase, may  one Leia 
Of Alderaan, Refl ection, or matching blaster on Leia. 
Immune to attrition < 4.

POWER 3 ABILITY 4 FORCE-SENSITIVE

3

7

•Princess Leia Organa (V)

33

•Princess Leia Organa (V)

Deploys free only as an escorted captive of 
Jabba or a bounty hunter. Your Strangle destiny 
draws are +1. “Escort alone” on Strangle is treated 
as “escort.” When released, escort is lost and you 
may retrieve any three cards (except Strangle).

POWER 3 ABILITY 4 FORCE-SENSITIVE

7

•R-3PO (Ar-Threepio) (V)

88

•R-3PO (Ar-Threepio) (V)

Destiny +1 when drawn for weapon or battle 
destiny. During your control phase, if with opponent’s 
Undercover spy, opponent loses 2 Force (may not be 
reduced). If a spy here ‘breaks cover’ or is lost, may 
place R-3PO in Used Pile.

POWER 1 PROTOCOL DROID

2

3

•R2-D2 (Artoo-Detoo) (V)

11

•R2-D2 (Artoo-Detoo) (V)

During battle with C-3PO, may not be targeted by 
weapons. While aboard a starfi ghter, it is power, 
maneuver, and hyperspeed +3. Unless you have 
13 or more cards in hand, opponent may not place 
those cards in Used Pile.

POWER 1 ASTROMECH DROID

3

4

•R2-D2, Subversive Droid

Spy.

2 or 5

•R2-D2, Subversive Droid

77

•R2-D2 (Artoo-Detoo) (V)

Captured if an Imperial controls this site. While 
present with a Scomp link at a battleground (or 
mobile) site, your total power at adjacent sites is 
+2 and, once per turn, may use 1 Force to add or 
subtract 1 from opponent’s just drawn destiny.

POWER 1 ASTROMECH DROID

2

3
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•Son Of Skywalker (V)

22

•Son Of Skywalker (V) E

     3. Luke’s Lightsaber is immune to Overload.
May  Luke’s Lightsaber. While on Dagobah, you 
lose no Force to Your Destiny or Vengeance Of The 
Dark Prince. Immune to attrition < 4.

POWER 5 ABILITY 5 FORCE-SENSITIVE

5

8

          

87E87E

44

•Sergeant Doallyn (V)

Heroic. Smuggler. When deployed, may play a
Defensive Shield from under your Starting Effect
(as if from hand). Vibro-Ax is a matching weapon
for (and deploys for free on) Doallyn, and, when 
using it, it fi res for free. Immune to attrition < 4.

POWER 3 ABILITY 3 FORCE-ATTUNED

3

4

•Sergeant Doallyn (V)

E

•See-Threepio (V)

33

•See-Threepio (V)

Unless Jabba on table: you must fi rst use 3 Force 
to play How Did We Get Into This Mess?; and, 
once per turn, if with R2-D2 at a Jabba’s Palace 
site, may place your hand in Used Pile to draw the 
same number of cards from Reserve Deck.

POWER 1 PROTOCOL DROID

2

5

Rebel Trooper (V)

11

Rebel Trooper (V)

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

POWER 1 ABILITY 1

1

2

•Red Leader (V)

11

•Red Leader (V)

     2. While piloting at Dantooine system, when 
opponent deploys a character to a related site, 
they choose: opponent must lose 1 Force, or that 
character may not battle or move this turn.

POWER 2 ABILITY 2

2

5

             

•Romas “Lock” Navander (V)

22

•Romas “Lock” Navander (V)

     2. During your deploy phase, if present with 
a scomp link, may  a battleground system. If 
at Echo Command Center, may use 1 Force to 
suspend “Hoth Energy Shield Rules” until start of 
your next turn.

POWER 1 ABILITY 2

2 

3

             

88

•Rennek (V)

May be stacked on I Know That Laugh from hand, 
using 2 Force. While stacked on I Know That Laugh, 
stack face-up and during any battle may draw 
destiny. If destiny < number of your aliens in battle, 
reset a participating character’s forfeit to 0.

POWER 3 ABILITY 1

2

3

•Rennek (V)

•Sergeant Edian (V)

88

•Sergeant Edian (V)

Deploys free to Cloud City. Power +2 in battles 
you initiate. Once per turn, while present at a 
battleground, if you just drew an alien (or       
starship) for destiny anywhere, may take that card 
into hand to cancel and redraw that destiny.

POWER 2 ABILITY 2

2

3

     

•Senator Leia Organa

•Senator Leia Organa 

Adopted by Bail Organa. Former senator of Alderaan. Natural 
leader. Helped steal the Death Star Plans. A key fi gure in the 
Rebel Alliance.       

2

44

 •Princess Organa (V)

Agendas: justice, rebellion. When deployed, may 
play a Defensive Shield from under your Starting 
Effect (as if from hand). While aboard Alderaan 
Consular Ship, it is immune to Lateral Damage and 
attrition. Attrition against opponent is +2 here.

POWER 3 ABILITY 3 POLITICS  1

3

5

•Senator Mon Mothma

•Senator Mon Mothma 

Native of Chandrila. Leader of the Alliance. A former member 
of the Imperial Senate where she was a formidable opponent 
of then-Senator Palpatine. Friend of Bail Organa.

1

55

•Mon Mothma (V) E

Agendas: order, peace. Emperor may not target 
characters with politics here. Once per turn, if in a 
senate majority, may take your just drawn battle
destiny into hand. Once per game, may  a
battleground (except Endor system).

POWER 3 ABILITY 4 POLITICS 3

3

6
Original concept by Brandon Schele, World Champion 2004Original concept by Brandon Schele, World Champion 2004

•Senator Jar Jar Binks

•Senator Jar Jar Binks

Gungan.

2

55

•General Jar Jar (V)

Agendas: justice, order. At same and related sites, 
vehicle weapon destiny draws are -2. Once per 
turn, may  an electropole, a      Naboo location, 
or a      vehicle. If at Senate, may place Jar Jar 
and a      Political Effect out of play.

POWER 3 ABILITY 3 POLITICS 2

2

4
Original concept by Brian Herold, Minnesota States 2006Original concept by Brian Herold, Minnesota States 2006

       

          
          

EPISODEI

•Supreme Chancellor Palpatine (V)

•Supreme Chancellor Palpatine

      Leader.  

0

55

• Stay Here, Where It’s Safe (V)

Agendas: ambition, order. While on Coruscant, 
Ambush is a Used Interrupt and, each time you 
initiate a Force drain with a clone, may draw top 
card from Reserve Deck. During your turn, may 
make an additional regular move. Valorum is lost.

POWER 2 ABILITY 4 POLITICS 5

4

6

EPISODEI

•Senator Padmé Amidala

•Senator Padmé Amidala 

Leader. Senator.

1

55

•I’ve Decided To Go Back (V)

Agendas: justice, rebellion. Once per turn, if at 
Senate with Bail, may lose 1 Force to deploy a 
unique (•), non-      Rebel of ability < 4 from Lost 
Pile. If just lost from same site as Vader, place her 
out of play; opponent loses 4 Force.

POWER 3 ABILITY 4 POLITICS 4

3

7

     

EPISODEI



Veteran Rogue

Veteran Rogue

      

3

66

•Kin Kian (V)

     2. While piloting a T-47 or X-wing: it is 
maneuver +2, it moves for free, and if this 
character is about to be lost, may use 1 Force to 
place him in Used Pile instead.

POWER 0 ABILITY 2

1

2

      

•Wes Janson (V)

44

•Wes Janson (V)

     2. While piloting Red 3, it gains      and Wes 
draws one battle destiny if unable to otherwise. 
While aboard a starship or vehicle, its total weapon 
destiny is +1; if with Jek and it hits a target, 
opponent loses 1 Force from Reserve Deck.

POWER 2 ABILITY 2

2

5

                   

Original concept by Alexander Sheynis, Berkeley V-Lite 2005Original concept by Alexander Sheynis, Berkeley V-Lite 2005

•Tigran Jamiro (V)

22

•Tigran Jamiro (V)

Deploys free to Dantooine, Hoth, or Yavin 4. At 
same and related sites, opponent’s aliens and 
Imperials are deploy +1.

POWER 2 ABILITY 2

2

4

•Tycho Celchu (V)

77

•Tycho Celchu (V)

     3. Tycho is a matching pilot for any starfi ghter. 
While piloting a starship, draws one battle destiny 
if unable to otherwise and it is immune to attrition 
< 4 (< 7 if stolen).

POWER 2 ABILITY 2

2

4

       

•Toryn Farr (V)

22

•Toryn Farr (V)

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

POWER 1 ABILITY 2

2

3

                      

•Wedge Antilles (V)

11

•Wedge Antilles (V)

     3. While piloting Pulsar Skate, it is maneuver 
+2 and Wedge draws one battle destiny if unable to 
otherwise. While at Tatooine (or with Booster, Luke, 
or Mirax), Set For Stun may not target characters 
here and Overwhelmed may not be played here.

POWER 2 ABILITY 2

2

6

    

Original concept by James Barnes, Texas States 2007Original concept by James Barnes, Texas States 2007

88

•Trooper Utris M’toc (V)

Deploys free to same site as Lando or Lobot. Power 
+2 while defending a battle. While present at a 
battleground, your aliens at same and related 
locations are forfeit +1 (+2 if a trooper).

POWER 2 ABILITY 2

2

4

•Trooper Utris M’Toc (V)

•Uutkik (V)

88

•Uutkik (V)

During your move phase, may target a device here. 
Draw destiny. Device ‘pilfered’ (lost) if destiny > 4. 
Once per game, if present at a battleground during 
opponent’s turn, may steal a device, weapon, or 
transport vehicle from opponent’s Lost pile into hand.

POWER 2 ABILITY 2

2

3

•Theron Nett (V)

11

•Theron Nett (V)

     2. During your deploy phase, if piloting Red 10, 
may target one of your starships;  a non-    
astromech or matching pilot aboard target.

POWER 2 ABILITY 2

2

4
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•Tarfful, Wookiee Insurgent

•Tarfful, Wookiee Insurgent

     Leader.

3

77

•Wookiee Roar (V)

“Occupy” on Forest Depths is treated as “control.”  
Non-unique Wookiees here are Heroic. Once per 
game, when deployed, may ‘roar’ to take one card 
into hand from Used Pile (reshuffl e) and/or stack a 
Wookiee from hand on Grrrghrrrgh!. 

POWER 6 ABILITY 2

4

5
Original concept by Aaron Nelson, Player of the Year 2009Original concept by Aaron Nelson, Player of the Year 2009

EPISODEI

•Tawss Khaa (V)

33

•Tawss Khaa (V)

While at a battleground planet site, your Force 
drains and Force drain bonuses here and at same 
site as Sergeant Doallyn may not be canceled. 
Immune to attrition < 3.

POWER 3 ABILITY 4 FORCE-SENSITIVE

3

4

•Ten Numb (V)

77

•Ten Numb (V)

     2. Rogue Squadron pilot. While piloting a B-wing 
or X-wing, draws one battle destiny if unable to 
otherwise and during battle (unless Outrider on 
table), may reduce the power of one opponent’s 
starfi ghter at same system by 4.

POWER 2 ABILITY 2

2

4

              

•Tanus Spijek (V)

33

•Tanus Spijek (V)

Once per game, when deployed to a site, opponent 
loses 1 Force for each Dark Side character present. 
Draws one battle destiny if unable to otherwise.

POWER 2 ABILITY 1

3

4

•••Tauntaun Handler (V)

22

•••Tauntaun Handler (V)

Creature vehicles he ‘rides’ are power +2. While 
‘riding’ a Tauntaun, adds one battle destiny. May 
cancel any result of Tauntaun Bones.

POWER 1 ABILITY 1

2

3

•Talon Karrde (V)

44

•Talon Karrde (V)

     2. If your      objective on table: aliens are 
forfeit +2 at Rebel Cell sites; Yerka Mig may deploy 
on a Rebel Cell site, ignores Jedi, is  A  , and for 
remainder of game, you retrieve Force with it only 
once per turn.

POWER 2 ABILITY 3 FORCE-ATTUNED

3

4

        44

•Tamizander Rey (V)

22

•Tamizander Rey (V)

     2. While at a docking bay, power and defense 
value +2. Tamizander Rey’s docking bay transit 
requires -3 Force.

POWER 1 ABILITY 2

2

3

        

•Tamtel Skreej (V)

33

•Tamtel Skreej (V)

Deploys only to a Tatooine site as an Undercover 
spy. Once during each control phase, if Undercover, 
may relocate your character at a related site to 
Lando’s site (for free). Once per game, may  
Vibro-Ax on Lando for free.

POWER 3 ABILITY 3 FORCE-ATTUNED

3

6

88

•Supreme Chancellor Valorum (V)

Agenda: order. May be targeted by Might Of The 
Republic. Your characters with politics (except 
Wedge and senators) are deploy -1 (and gain     ) 
here. During your turn, may use 1 Force to  a 
card with “governor,” “political,” or “Valorum” in lore.

POWER 2 ABILITY 4 POLITICS 3

3

4

             

•Supreme Chancellor Valorum

Original concept by Chris Menzel, Benelux Weekend 2011Original concept by Chris Menzel, Benelux Weekend 2011



Wookiee (V)

55

Wookiee (V) E

May move as a ‘react.’ While with another
Wookiee, draws one battle destiny if not able to 
otherwise. If about to be lost, may place any
cards on him in owner’s Used Pile and may draw
top card from Reserve Deck.

POWER 4 ABILITY 1

4

4

•Yarua (V)

55

•Yarua (V) E

Agenda: taxation. All Nudjs are lost. At end of
your deploy phase, if with a Wookiee on Kashyyyk 
and you have 8 or more cards in hand, opponent 
loses 1 Force. Your Wookiees on Kashyyyk move
for free using their landspeed.

POWER 6 ABILITY 2 POLITICS 2

4

4

•Wedge Antilles, Legendary Rogue

77

•Wedge Antilles (V)

     3. While piloting      Red 2: it gains     , it is 
maneuver and immunity to attrition +2, draws 
one battle destiny if not able to otherwise, and, if 
Wedge just forfeited, may use 1 Force to place him 
in Used Pile.

POWER 2 ABILITY 2

2

6

                               

•Wedge Antilles, Legendary Rogue

     Highly decorated Corellian. Piloted Red 2 at the 
Battle of Yavin. A wealthy orphan, he bought a freighter with 
his inheritance.

4

EPISODEI

L I G H T  S I D EVirtual Cards: Master List

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

•Wicket (V)

33

•Wicket (V)

Deploys only on Endor. Once per game, may use 3 
Force to release a Rebel captive present on Endor. 
During your deploy phase, may use 1 Force to  
an Ewok weapon or a unique (•) Ewok.

POWER 1 ABILITY 2

3

2

•Wyron Serper (V)

22

•Wyron Serper (V)

Once per game, may  an Immediate Effect. If 
just forfeited from an opponent’s starship site, may 
satisfy all remaining attrition and battle damage 
against you.

POWER 1 ABILITY 2

2

3

•Vilmarh ‘Villie’ Grahrk

•Vilmarh ‘Villie’ Grahrk

     Devaronian gambler. Smuggler.

3

EPISODEI

88

Devaronian (V)

     2. While present at Audience Chamber or 
stacked on your Objective: non-unique Devaronians 
are deploy -1, power and forfeit +1, and if Yerka 
Mig is about to be lost, may place it in Used Pile 
instead.

POWER 3 ABILITY 2

3

3

      

•Voolvif Monn

•Voolvif Monn

      Shistavanen.

2

EPISODEI

99

•••Shistavanen Wolfman (V)

May deploy -2 to Geonosis or Muunilinst as a ‘react.’ 
During battle, may lose 2 Force (or use 3 Force) to 
cancel any just drawn weapon destiny targeting 
Voolvif. During battle, unless another Jedi here, 
Voolvif is power +2 and immune to attrition < 5.

POWER 4 ABILITY 6 JEDI KNIGHT

6

7

•Wes Janson, Rogue Veteran

77

•Wes Janson (V)

     2. Once per turn, may  (or deploy from 
hand) Disruptor Pistol for free on Wes. May fi re 
Disruptor Pistol for 1 Force. Power and forfeit +1 
while with Hobbie or Wedge. If about to leave table, 
place cards on Wes in owner’s Used Pile.

POWER 2 ABILITY 2

2

4

•Wes Janson, Rogue Veteran

      Served for many years as a gunner with friend Jek 
Porkins in the Tierfon Yellow Aces. Expert marksmanship 
helped the Alliance earn some of its earliest victories.

2

           

•Yoda, Great Warrior

•Yoda, Great Warrior

     “You must feel the Force around you. Here, between
you, me, the tree, the rock, everywhere! Yes, even between 
the land and the ship.” 

1

55

•Yoda’s Hope (V) E

Deploys only to battlegrounds. Power +3 while
defending a battle. You may not deploy     Jedi.
While with a Wookiee, adds one battle destiny.
Once per game, may lose 2 Force from Force Pile
to cancel a non-  S  Interrupt. Immune to attrition.

POWER 3 ABILITY 7 JEDI MASTER

5

7

         EPISODEI

Original concept by Steven Lewis, Tennessee States 2006Original concept by Steven Lewis, Tennessee States 2006

•Yoda (V)

22

•Yoda (V) E

May deploy to Dagobah. Prevents attacks at same 
Dagobah site. Your training destiny draws are +1. 
Once per turn, may deploy (as if from hand) a Jedi 
Test from under Strong Is Vader. Once per game,
may  The Way Of Things. Immune to attrition.

POWER 3 ABILITY 7 JEDI MASTER

4

9

•Yoda, Senior Council Member (V)

55

•Yoda, Senior Council Member (V)

Deploys only to       sites. While at Jedi Council 
Chamber, immune to attrition, Jedi are deploy -2 
here, and (unless a Dark Jedi here) other Jedi may 
treat “Jedi Council Chamber” in their game text as 
“     battleground sites.”

POWER 3 ABILITY 7 JEDI MASTER

4

7
Original concept by Jacob Taylor, PC Volunteer Award 2005Original concept by Jacob Taylor, PC Volunteer Award 2005

        EPISODEI

“  “ “      EPISODEI

3Gundark

Gundark

 Ferocity = 3 + destiny. Habitat: forests, 
jungles, swamps, and exterior Endor sites. During 
battle here (even if excluded), may place Gundark 
in Lost Pile to reduce your battle damage by 5.

4

0

•Arleil Schous (V)

66

FEROCITY    CLAWS   4

V I C I O U S  C R E A T U R E
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D E F E N S I V E  S H I E L D

•Affect Mind (V)

•Affect Mind (V)

•Affect Mind 0

1DD

      “What was that?” The Jedi power known as “affect 
mind” is often used to create minor distractions, allowing Jedi 
to elude enemies rather than engage them in battle.

Plays on table. Unless Inner Strength on table, 
opponent may use only one combat card per turn. 
While opponent has 2 Dark Jedi on Naboo, you lose no 
more than 2 Force to Force drains at opponent’s Naboo 
sites. Let Them Make The First Move may target only 
droids and spies.

D E F E N S I V E  S H I E L D S
Virtual Cards: Master List

D E F E N S I V E  S H I E L D

•Chasm (V) E

•Chasm (V)

•Chasm 0

1DD

      At Cloud City, Luke came face to face with his own 
destiny. Looking into the abyss, he made his decision.

Plays on table. Substituted battle destinies do not count 
against battle destiny limits. If all your battle destinies 
were canceled (and not redrawn) use 1 for your total 
battle destiny instead. Once per game, may play a 
Defensive Shield from under your Starting Effect.

•He Can Go About His Business (V)

Plays on table. Cancels A Dangerous Time, Bad 
Feeling Have I, Responsibility Of Command, and You 
Overestimate Their Chances. Unless      Epic Duel on 
table, Force loss from epic duels is reduced to 0 and 
characters about to be placed out of play by a duel
are instead lost.

D E F E N S I V E  S H I E L D

•He Can Go About His Business (V)

1DD

1V

D E F E N S I V E  S H I E L D

•Let’s Keep A Little Optimism Here (V)

•Let’s Keep A Little Optimism Here (V)

1DD

Plays on table. Ounee Ta is canceled. At opponent’s 
Ralltiir and Renegade planet sites, your Rebels are 
deploy -2 and your Force drains may not be modifi ed
or canceled by opponent. Your game text at opponent’s  
   Swamp and    Jungle is canceled. Your characters 
present at opponent’s    Forest are immune to attrition.

<> <>

<>

D E F E N S I V E  S H I E L D

•Let’s Keep A Little Optimism Here (V)

•Let’s Keep A Little Optimism Here (V)

•Let’s Keep A Little Optimism Here 0

1DD

      The heroes of the Rebellion know that where there
is life, there is hope. 

Plays on table. Ounee Ta is canceled. At opponent’s 
Ralltiir and Renegade planet sites, your Rebels are 
deploy -2 and your Force drains may not be modifi ed
or canceled by opponent. Your game text at opponent’s  
   Swamp and    Jungle is canceled. Your characters 
present at opponent’s    Forest are immune to attrition.

<> <>

<>

•Ounee Ta (V)

D E F E N S I V E  S H I E L D

•Ounee Ta (V)

1DD

Plays on table. While you occupy a Renegade planet 
location, operatives are forfeit = 0, operatives do not 
add to Force drains, and your Force drains may not 
be reduced. Sleens do not cancel Force icons. Cannot 
be canceled.

SWCCG Players Committee 2014

L I G H T  S I D E

D E F E N S I V E  S H I E L D

•Don’t Do That Again (V)

•Don’t Do That Again (V)

Plays on table. Once per game, may  an Immediate 
Effect. While opponent occupies no battleground 
systems, Mobilization Points is suspended. “Missing” 
on Always Thinking With Your Stomach is treated as 
“landspeed = 0 for remainder of turn.”

1DD

D E F E N S I V E  S H I E L D

•Don’t Do That Again (V)

•Don’t Do That Again (V)

•Don’t Do That Again 0

1DD

      The Jedi won’t tolerate silly behavior for very long.

EPISODEI

Plays on table. Once per game, may  an Immediate 
Effect. While opponent occupies no battleground 
systems, Mobilization Points is suspended. “Missing” 
on Always Thinking With Your Stomach is treated as 
“landspeed = 0 for remainder of turn.”

•Planetary Defenses (V)

D E F E N S I V E  S H I E L D

•Planetary Defenses (V)

1DD

Plays on any site. This location may not be targeted by 
Proton Bombs. Death Star sites are immune to Expand 
The Empire. Unless Death Star: Docking Bay 327 on 
table, Commence Primary Ignition is canceled.
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L I G H T  S I D E

D E F E N S I V E  S H I E L D

•Ounee Ta (V)

•Ounee Ta (V)

•Ounee Ta 0

1DD

      Jabba’s decadent behavior makes him susceptible to 
deception. Leia and Lando exploited this weakness, posing as 
Jabba’s kind of scum.

Plays on table. While you occupy a Renegade planet 
location, operatives are forfeit = 0, operatives do not 
add to Force drains, and your Force drains may not 
be reduced. Sleens do not cancel Force icons. Cannot 
be canceled.

D E F E N S I V E  S H I E L D

•You Will Take Me To Jabba Now (V)

•Simple Tricks And Nonsense

•Simple Tricks And Nonsense 0

1DD

      “Et tu taka bu Jabba now.”

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

D E F E N S I V E  S H I E L D

•The Professor (V)

•The Professor (V)

•The Professor 0

1DD

      Protocol droids are programmed to interface with a 
variety of computer technologies. Quick and precise 
interpretation can dramatically increase operational effi ciency.

Plays on table. It Can Wait may not be played. For 
opponent to deploy a card with ability for free, they 
must fi rst 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 fi rst use 1 
Force. May not be canceled.

Original concept by Michael Pistone - Kashyyyk Regionals 2004Original concept by Michael Pistone - Kashyyyk Regionals 2004

D E F E N S I V E  S H I E L D

•Traffi c Control (V)

•Traffi c Control (V)

• Traff ic Control 0

1DD

      Expert traffi c controllers coordinate launches faster 
than automated launch systems. Rebel bases scramble fi ghters 
quickly during Imperial attacks.

Plays on table. “Three” on An Unusual Amount Of 
Fear 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 three 
battlegrounds, Watto’s Box is suspended.

D E F E N S I V E  S H I E L D

•Weapons Display (V)

•Weapons Display (V)

•Weapons Display 0

1DD

      The X-wing’s display panel allows for different fi ring 
patterns for different weapons. This gives the pilot the ability 
to switch weapon types with minimum time and energy loss.

Plays on table. Whenever opponent excludes any 
character(s) from battle, they lose 2 Force. At end 
of opponent’s turn, if you control two battlegrounds 
(a site and a system) and opponent deployed a card 
with ability and did not inititate a battle, may retrieve 
1 Force.

Virtual Cards: Master List

SWCCG Players Committee 2014

•There Is Another

•There Is Another 0

      

D E F E N S I V E  S H I E L D

•The Way Of Things (V)

1DD

Unless you have deployed a Skywalker this game, plays 
on table. “Luke” and “Son Of Vader” on opponent’s
cards are treated as “Leia” and “Lady Vader,” 
respectively. Once during your turn, opponent may 
activate 1 Force.
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L I G H T  S I D E

D E F E N S I V E  S H I E L D

•Your Insight Serves You Well (V)

•Your Insight Serves You Well (V)

•Your Insight Serves You Well 0

1DD

      Luke knew that while the dark side was quicker
and more seductive, eventually evil would turn on itself.

Plays on table. Scanning Crew is canceled. 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 three 
battlegrounds, Watto’s Box is suspended.

D E F E N S I V E  S H I E L D

•Your Insight Serves You Well (V)

•Your Insight Serves You Well (V)

1DD

Plays on table. Scanning Crew is canceled. 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 three 
battlegrounds, Watto’s Box is suspended.

These V Slips are for the original Ref lections III 
Defensive Shields. They are placed on the Effect 

version of the named card.
D E F E N S I V E  S H I E L D

•A Tragedy Has Occurred

•A Tragedy Has Occurred

1DD

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 fi rst stack it 
here and use +1 Force for each Interrupt in stack, even 
if Interrupt is normally free.

D E F E N S I V E  S H I E L D

•Aim High

•Aim High

1DD

Plays on table. Whenever opponent retrieves X cards, 
opponent must fi rst use X Force or that retrieval is 
canceled. (X is equal to the full amount of Force allowed to 
be retrieved, regardless of the number of cards in opponent’s 
Lost Pile.)

D E F E N S I V E  S H I E L D

•Another Pathetic Lifeform 

•Another Pathetic Lifeform

1DD

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

D E F E N S I V E  S H I E L D

•Battle Plan

•Battle Plan

1DD

Plays on table. For either player to initiate a Force 
drain, that player must fi rst use 3 Force unless that 
player occupies a battleground site and a battleground 
system.

D E F E N S I V E  S H I E L D

•Do, Or Do Not

•Do, Or Do Not

1DD

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.

D E F E N S I V E  S H I E L D

•Don’t Do That Again

•Don’t Do That Again

1DD

Plays on table. Once per game, may  an Immediate 
Effect. While opponent occupies no battleground 
systems, Mobilization Points is suspended.

D E F E N S I V E  S H I E L D

•Let’s Keep A Little Optimism Here

1DD

Plays on table. While you occupy a Renegade planet 
location, operatives are forfeit = 0, operatives do not 
add to Force drains and your Force drains may not be 
reduced. (Renegade planet is defi ned on the Objective 
card Imperial Occupation.)

•Let’s Keep A Little Optimism Here

D E F E N S I V E  S H I E L D

•Ounee Ta

•Ounee Ta

1DD

Plays on table. At each opponent’s    site, your Rebels 
are each deploy -2 and your Force generation is +1.

<>

D E F E N S I V E  S H I E L D

•Ultimatum

•Ultimatum

1DD

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.

D E F E N S I V E  S H I E L D

•Wise Advice

•Wise Advice

1DD

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

D E F E N S I V E  S H I E L D

•Your Insight Serves You Well 

•Your Insight Serves You Well

1DD

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

Virtual Cards: Master List

SWCCG Players Committee 2014

D E F E N S I V E  S H I E L D

•Yavin Sentry (V) 

•Yavin Sentry (V)

•Yavin Sentry 0

1DD

      Rebel sentries are stationed on raised sensor 
platforms. On watch for Imperial scouts and other hazards, 
they supplement data gathered by Yavin Base’s main sensors.

Plays on table. Colo Claw Fish is canceled. Opponent 
must fi rst use X Force to deploy a non-unique card 
(except a Jawa or Tusken Raider) to a location, where 
X = the number of copies of that card at that location. 
    lightsaber weapon destiny draws cannot be 
increased above their printed value.
       



D E V I C E S
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L I G H T  S I D EVirtual Cards: Master List

Fusion Generator Supply Tanks (V)

Deploy on a docking bay or your capital starship. 
Your unique (•) starships are power, maneuver, and 
hyperspeed +1. May place this device in Lost Pile 
to cancel Lateral Damage. If opponent controls this 
location, place this device in Used Pile.

D E V I C E

Fusion Generator Supply Tanks (V) 

11

•Lars’ Hydroponics Station •Lars’ Vaporator

•Lars’ Hydroponics Station 4

     Grows fruits and vegetables. Very effi cient water use.
Often underground. Feeds moisture farm families, but excess 
vegetables are often sold at markets.

•Lars’ Vaporator 3

     Essential for life on desert planets. Condenses water 
vapor from atmosphere. Has purifi cation fi lters and coolant 
tanks. Protects against drought and harsh conditions.

Deploy on a farm. Characters at same site are immune 
to Sandwhirl. Whenever you are about to activate 
Force from Beru Stew or Blue Milk, you may fi rst  
Biggs, Camie, Crell, Fixer, Moisture Farmer, a Lars, or 
a     Tatooine site.

D E V I C E

Vaporator (V) 

11
          

Deploy on a farm. During your draw phase, while no 
‘crop’ here, may use 1 Force to stack a ‘crop’ (any one 
card from Lost Pile) on this device. While you occupy 
this site, if any just drawn destiny matches destiny of 
‘crop,’ may place ‘crop’ in your Used Pile.

D E V I C E

Hydroponics Station (V) 

11

Artillery Remote (V)

Use 2 Force to deploy on your warrior. Your artillery 
weapons at same and related sites are Heroic and may 
be targeted by weapons like a vehicle (use armor = 4). 
May place this device in Used Pile to add 2 to a just 
drawn artillery weapon destiny.

D E V I C E

Artillery Remote (V) 

22

•Han’s Toolkit (V)

Deploy on Falcon or Han. While Han piloting Falcon 
at a battleground, non-  A  Effects (except Emperor’s 
Power, Presence Of The Force, and Search And 
Destroy) are suspended.

D E V I C E

•Han’s Toolkit (V) 

22

•Luke’s Bionic Hand

D E V I C E

 Bionic Hand (V) E

22

Deploy on Luke. Luke’s power and immunity to attrition 
are +2. During battle at a battleground, may exchange 
a card in hand with an Interrupt in Lost Pile. This 
device lost if Luke Disarmed.

•Luke’s Bionic Hand 7

      Uses state-of-the-art digital processors. Although
Luke had lost his hand, the Alliance could rebuild it. They had 
the technology. They could make it better, stronger, faster.

•Motivator

•Motivator 4

     

Deploy on your non-     astromech droid. Droid is 
power +2, gains      , and if present at a site, draws 
one battle destiny if unable to otherwise. During any 
move phase, may place this device in Lost Pile to  
one What’re You Tryin’ To Push On Us? or R2-D2.

D E V I C E

Droid Sensorscope (V) 

77

            
         

••Mercenary Armor (V)

Deploy on your alien without armor or a Rebel. This 
character is a spy, has armor = 4, and its immunity to 
attrition is +2. While opponent has a Black Sun agent, 
gangster, smuggler, spy, or thief on table, your destiny 
draws are +1. Once per turn, may  Undercover.

D E V I C E

••Mercenary Armor (V) 

44

Tatooine Utility Belt (V)

Deploy on Han or a Lars. Character cannot be targeted 
by      weapons or be captured. If just lost, place this 
device in Used Pile. Force loss from Or Be Destroyed 
must come from Reserve Deck (if possible) and may 
not be reduced below 2.

D E V I C E

Tatooine Utility Belt (V) 

11

               

Original concept by Joe O, Alderaan Regionals 2006Original concept by Joe O, Alderaan Regionals 2006

•Planetary Shield

•Planetary Shield 4

     Key installations are protected from bombardment by 
a complex network of early warning sensors, emergency 
shields and fast response fi ghters.

If Center Of Tyranny on table, deploy on Coruscant. Once 
during your control phase, if you occupy Main Power 
Plant, may draw destiny. If destiny > 5, Planetary Shield 
‘disabled’ (place this device out of play; opponent loses 3 
Force). May not be lost.

D E V I C E

•Planetary Defenses (V) 

77



E F F E C T S
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L I G H T  S I D EVirtual Cards: Master List

E F F E C T

•Somersault (V)

•A Jedi’s Cunning (V)

•A Jedi’s Cunning 5

55

      Luke’s sudden reversal of fortune allowed him to turn 
the tables on Vader.

•A Jedi’s Plans (V)

•A Jedi’s Plans 3

      The guidance of experienced Jedi allowed Luke to 
confront Vader.

Deploy on a site. Nightfall is canceled. While you 
have 8 or fewer cards in hand, non-unique characters 
(except clones), vehicles, starships, weapons, and 
devices are immune to Monnok. Once per turn, may 
use 2 Force to  Jedi Archives or a battleground 
planet location (except a sector) not on table.  A

E F F E C T

•Wise Advice (V)

55

Deploy on table. While Sidious or an      hologram on 
table, opponent may not cancel immunity to attrition of 
your Jedi and draws no more than two battle destiny at 
sites where you have a Jedi. Opponent draws no more 
than two battle destiny where Luke present.  A

•A Tremor In The Force (V)

E F F E C T

•A Tremor In The Force (V)

11

Deploy on table. Whenever you verify opponent’s Reserve 
Deck, may place a card there with “podracer” in game 
text out of play or retrieve 1 Force.

Access Denied (V)

E F F E C T

Access Denied (V)

22

Deploy on table. At Cloud City sites, Stunning Leader may 
not be played and your non-      Rebels of ability > 3 are 
immune to attrition < 4.  A

           

•All My Urchins (V)

E F F E C T

•All My Urchins (V)

22

Deploy on table. Once per turn, if all your ability on table 
is provided by Cloud Cars, Han (except Han, Chewie, And 
The Falcon), and aliens, may place your just forfeited 
card in Used Pile.

Deploy on Jedi Council Chamber or Yoda’s Hut. Once 
per turn, may use 1 Force to  a card with “A Jedi’s” 
in title (except A Jedi’s Resilience).       Wipe Them 
Out, All Of Them and opponent’s       Effects here are 
canceled.  A

E F F E C T

•An Unusual Amount Of Fear (V)

55

•An Unusual Amount Of Fear (V)

55

              

•Anger, Fear, Aggression (V)

S T A R T I N G  E F F E C T

•Anger, Fear, Aggression  (V) E

44

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 
Uncertain Is The Future until the end of your fi rst turn.

•Asteroids Do Not Concern Me (V)

E F F E C T

•Asteroids Do Not Concern Me (V)

22

Deploy on table. Asteroid Sanctuary is canceled. When 
you complete Rycar’s Run, place it out of play. During 
your control phase, opponent loses 1 Force for each 
Asteroid Field you control (limit 3). During your deploy 
phase, may  one Rycar’s Run or asteroid sector.  A

•At Peace (V)

E F F E C T

•At Peace (V)

66

Deploy on Yoda’s Hut. May use 1 Force to prevent Broken 
Concentration from modifying your training destiny (and 
Strong Is Vader from retrieving Force) this turn. If Luke 
has completed Jedi Test #5 and is about to be hit, may 
place this Effect out of play to prevent it.

•A Good Blaster At Your Side

•A Good Blaster At Your Side 3

     “I’ve been looking forward to this for a long time.” 
“Yes, I’ll bet you have.” Han abruptly ended his conversation 
with Greedo and fl ipped Wuher a credit to pay for the cleanup.

E F F E C T

•Sorry About The Mess (V)

88

Deploy on table. Non-lightsaber weapons carried by 
your non-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. Rebel Artillery is a Lost Interrupt.   A

         

E F F E C T

•A Remote Planet (V)

88

Deploy on The Hyperdrive Generator’s Gone; treat “4” 
on it as “2.” Your Force generation at City Outskirts is 
+1. May deploy systems regardless of your Objective 
deployment restrictions. Once per game, may  Qui-
Gon or Obi-Wan (and/or their matching weapon).  A

Original concept by Stephen Morgan, 2012 Georgia LeagueOriginal concept by Stephen Morgan, 2012 Georgia League

•A Remote Planet (V)

•Advantage (V)

E F F E C T

•Advantage (V) E

22

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).

            

•A Grand Army Of The Republic

•A Grand Army Of The Republic 5

      

EPISODEI

E F F E C T

•Haven (V)

99

Deploy on table. Once per turn, if you just deployed a 
combat vehicle, may draw top card of Reserve Deck. 
During your deploy phase, may use 1 Force and reveal one 
      vehicle from hand to  a clone pilot of ability < 3 
(or vice versa) and deploy both simultaneously.  A



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

L I G H T  S I D EVirtual Cards: Master List

•Commando Training (V)

E F F E C T

•Commando Training (V)

33

Deploy on table. Ben Kenobi is deploy +1. Your C-3PO, 
Lando, and Rebels (except       Jedi) ignore location 
deployment restrictions (and “power -1”) in their game 
text and apply their Endor deployment modifi ers at any 
location. Once per game, may  a      Effect.  A

Original concept by Proofi ng Team, PC Volunteer Award 2005Original concept by Proofi ng Team, PC Volunteer Award 2005

      

44

•Corellian Engineering Corporation (V)

E F F E C T

•Corellian Engineering Corporation (V)

44

Deploy on table if      Watch Your Step on table. X = 
number of spaceport sites controlled by Corellians. While 
you control Corellia, your total battle destiny is +X, and 
once per turn, if you are about to lose Force (except 
from your card), may reduce loss by X.  A

44

•Count Me In (V)

E F F E C T

•Count Me In (V)

33

Use 2 Force to deploy on Leia (even if a captive) or Back 
Door. Attrition against opponent is +1. Once per game, 
may place this Effect out of play to cancel a Force drain 
at same or related site.

•Crash Site Memorial (V)

E F F E C T

•Crash Site Memorial (V)

11

Deploy on table. Dune Sea, Hutt Canyon, Jawa Camp, and 
Jawa Canyon are deserts. At deserts you occupy with a 
Jawa, Rontos and Sandcrawlers are power +1 and forfeit 
+2, and opponent’s Force generation is canceled.  A

Demotion (V)

E F F E C T

Demotion (V)

11

Use 2 Force to deploy on an Imperial leader of ability 
< 5 or a senator. That character’s game text is canceled. 
If present with another Demotion, this Effect lost.

•Descent Into The Dark (V)

E F F E C T

•Descent Into The Dark (V)

22

Deploy on table. While you have less than 10 Life Force, 
your battle and weapon destiny draws are +1.

•Bacta Infi rmary

•Bacta Inf irmary 3

     Medical wonder invented centuries ago by the Vratix 
insectoid species. Gelatinous red bacta is suspended in a 
synthetic solution to create a healing bacterial medium.

E F F E C T

•Bacta Tank (V)

77

If Center Of Tyranny on table, deploy on table. 
Insurrection is lost. Rogue Squadron pilots of ability < 3 
are forfeit +1 and, if just lost from table, may be placed 
here. During your control phase, may use 2 Force to take 
any character from here into hand.  A

•Begun, The Clone War Has

•Cloning Cylinders

•Begun, The Clone War Has 4

      

EPISODEI

•Cloning Cylinders 4

      

EPISODEI

E F F E C T

•Yoda (V)

99

If Republic At War on table, deploy on table. Forward 
Command Center gains one      . Your Force generation 
is +1 at each of your battlegrounds you control with a
     card. Your clones gain      . Once per turn, may  
a       Mission.  A

E F F E C T

Lift Tube (Light) (V)

99

Use 4 Force to deploy on table. During your control 
phase, may use 2 Force to stack a clone from your Lost 
Pile here face down. At the start of your turn, turn all 
cards here face up. You may deploy any face up card 
stacked here (as if from hand).  A
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•All My Urchins & •Cloud City Celebration 3 

•All My Urchins & •Cloud City Celebration

E F F E C T

•All My Urchins (V)

88

Deploy on table. If Independent Operation on table and 
all your ability is provided by Leia, Luke, aliens, Cloud 
Cars, and       starship pilots: Cloud City Troopers ignore 
location deployment restrictions (and “power -1”) in 
their game text; immunity to attrition of opponent’s 
characters and starships at Bespin locations is limited to 
< 6; your total battle destiny is +1 (+2 if your trooper in 
battle); and you retrieve 2 Force whenever you initiate 
battle. Place Effect on bottom of Force Pile if canceled.

               

•Bargaining Table (V)

E F F E C T

•Bargaining Table (V) E

33

Deploy on table. Your unique (•) aliens are forfeit +1
(+2 if they have printed deploy costs greater than
or equal to their printed forfeit). During your deploy
phase, may  one Attark, Crell, Loje, Momaw,
Tzizvvt, or Vul.  A

•Beldon’s Eye (V)

E F F E C T

•Beldon’s Eye (V)

22

Deploy on table. Your       starships are defense value 
+2 at Bespin locations. Once per game, if Quiet Mining 
Colony on table, may simultaneously deploy a unique (•) 

 starfi ghter and matching pilot (for -1 Force each) 
from your hand and/or Reserve Deck; reshuffl e.  A

•Civil Disorder (V)

E F F E C T

•Civil Disorder (V)

22

Deploy on table. You may not play Rebel Barrier. 
Senators are deploy +2. Whenever you initiate a battle, 
may retrieve your topmost non-     , non-     character. 
May place the top card of your Reserve Deck in Lost Pile 
to place a combat card in owner’s Lost Pile.  A

                           

•Cell 2187 (V)

E F F E C T

•Cell 2187 (V)

11

Deploy on table. Once per game, may  spy R2-D2 
(for free). During your control phase, if R2-D2 is with 
captive Leia, may use 1 Force to release her. While 
Sometimes I Amaze Even Myself on table, where Leia 
present, ignore Battle Order. May not be canceled.  A
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•Commando Training & •K’lor’slug

66

•Commando Training & •K’lor’slug

•Commando Training (V)

Deploy on table. If your character or non-      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). Rebels (except Jedi or       characters) 
ignore location deployment restrictions (and “power 
-1”) in their game text, apply their Endor deployment 
modifi ers at any location, and are immune to Bad
Feeling Have I. Your Interrupts that retrieve exactly 1 
Force (except Corellian Retort) are not stacked on Do 
They Have A Code Clearance?. Cannot be canceled.  A

E F F E C T

1 

        

•Dantooine Engineering Corps

•Dantooine Engineering Corps 5

Deploy on table. While Dantooine Base Operations or 
More Dangerous Than You Realize on table, Dantooine 
sites are immune to      No Escape and your Force 
generation is +1. While you control a Dantooine site, 
your squadrons may deploy without replacement for X 
Force, where X = squadron’s power -3.  A

E F F E C T

•Staging Areas (V) E 

44

     The Alliance carefully chooses docking bays from
which to launch limited offensives. 

     

 Disarming Creature (V)

E F F E C T

 Disarming Creature (V) E

44

Deploy on table. Skull is destiny +2. Once per game,
may  one Tauntaun Bones. You may play I Thought
They Smelled Bad On The Outside as follows: “USED:
Lose 1 Force to  a creature (except Nudj), creature
vehicle, or Beast-Rider.”  A

•Dismantle On Sight (V)

E F F E C T

•Dismantle On Sight (V)

22

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

•Down With The Emperor! (V)

E F F E C T

•Down With The Emperor (V) E

44

Deploy on table. All immunity to attrition is -3. You may 
not fi re      weapons. If opponent just lost a Dark Jedi or 
a battle, they lose 1 Force. During your draw phase, use 
3 Force or place this Effect in Used Pile.  A

Ellorrs Madak (V)

E F F E C T

 Ellorrs Madak (V) E

44

Deploy on table. Your ••• aliens are deploy -1. Your Rep
is immune to attrition and may not be captured. While
you have alien characters of fi ve different species on
table, your Force drains and battle destiny draws are
+1, and opponent’s battle destiny draws are -1.  A

             

Encampment (V)

E F F E C T

Encampment (V)

22

Deploy on a non-docking bay exterior planet site you 
occupy. While you occupy this site, at same and related 
sites, your characters may deploy regardless of location 
deployment restrictions. Once per game, your character 
may deploy -3 here.  A

Evacuation Control (V)

E F F E C T

Evacuation Control (V) E

22

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

•Entrenchment (V)

E F F E C T

•Entrenchment (V)

22

Deploy on a site. During battle here, you take the fi rst 
weapons segment action. Your characters are defense 
value +1 here.

Original concept by Brian Hollingworth, NYC Mini-Open 2005Original concept by Brian Hollingworth, NYC Mini-Open 2005

Eyes In The Dark (V)

E F F E C T

Eyes In The Dark (V)

44

Deploy on a holosite.      Wipe Them Out, All Of Them 
ignores this site. “Effect” on Alter may be treated as 
“Mantellian Savrip.” The game text of your Effects here 
may not be suspended. Except during battles here, may 
play your Interrupts here as if from hand.

55

 Eject! Eject! (V)

I M M E D I A T E  E F F E C T

 Eject! Eject! (V)

44

E

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      card is power -3, opponent must use 1 
Force for that card to 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.  C  OR If 
you are about to lose Force during opponent’s control 
phase, deploy on table to reduce loss by 2.

5 Eject! Eject!

             

        

•Emperor’s Sinister Plans

U T I N N I  E F F E C T

•Critical Error Revealed (V)

77

Deploy on your non-droid spy at Back Door. Target your 
war room. Until completed, spy may not relocate or be 
Undercover. When Utinni Effect reaches target, stack 
there: opponent’s battle destiny draws are -1 and your 
spies may not have their forfeit reduced below 3. 

•Emperor’s Sinister Plans 6

     Hologram technology allows effi cient communication 
of complex intelligence during war room briefi ngs.

•Declaration Of Rebellion

E F F E C T

•Critical Error Revealed (V)

77

Deploy on table. Bail, Leia, and Mon Mothma are 
Insurgents. While an Insurgent present at a battleground, 
your total battle destiny is +1, and, if with your non-
unique character, each may forfeit for 4 when hit. Once 
per game may  K’lor’slug.  A

•Declaration Of Rebellion 5

    

Original concept by Aaron Nelson & Chris Schoenthal, MPC Team Event 2010Original concept by Aaron Nelson & Chris Schoenthal, MPC Team Event 2010
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•I Must Be Allowed To Speak (V) •I Wonder Who They Found (V)

E F F E C T E F F E C T

•I Must Be Allowed To Speak (V) •I Wonder Who They Found (V)

33 33

Deploy on table. Once per character, when you deploy 
Chewie, Lando, Leia, or Luke to a Tatooine site, may take 
any one card from Used Pile into hand; reshuffl e. While 
Han is frozen, Rebels are immune to None Shall Pass. 
Once per game, may  a farm.  A

Use 2 Force to deploy on Han or Back Door; draw top 
card of Used Pile. Non-Jedi, non-      Rebels are defense 
value +2 and immune to attrition < 3. May place this 
Effect out of play to cancel the targeting of a weapon at 
same or related site.

           

•I Can’t Believe He’s Gone (V)

I M M E D I A T E  E F F E C T

•I Can’t Believe He’s Gone (V)

11

If Obi-Wan is out of play (and not on table), use 1 Force 
to deploy on table. During battle, may use 1 Force to add 
5 to your total power there for remainder of turn. Once 
per turn, if Luke a captive, may activate 1 Force.  C

Original concept by Greg Shaw, Mystic Visions 2003Original concept by Greg Shaw, Mystic Visions 2003

•Hopping Mad (V)

E F F E C T

•Hopping Mad (V)

22

Deploy on non-     C-3PO. Once per turn, you may  
How Did We Get Into This Mess?, Mantellian Savrip, 
Thank The Maker, or We’re Doomed. If C-3PO present at 
a battleground, Savrip is  A . Thank The Maker is a Used 
Interrupt and treat “5” in its game text as “3”.

-       

•Hidden Fortress

•Hidden Fortress 0

Deploy on table (only at start of game) with up to 
three systems from outside your deck face-down under 
here. If non-      Hidden Base on table: once per game, 
may deploy a system from here and/or exchange 
Hidden Base indicator with a system (from parsec 1 to 
8) under here.  A

E F F E C T

•Rebel Planners (V) E 

11

44

•I Hope She’s All Right (V)

E F F E C T

•I Hope She’s All Right (V)

77

Deploy on table. Your scouts are defense value and forfeit 
+2 (neither may be increased above 6). Your Effects that 
deploy on Back Door may deploy there for free. Once per 
turn, may use 2 Force to  an      battleground site, an
     weapon, or a card with “Ewok” in lore.  A       

          

Original concept by Geoff Dearing, Utah States 2009Original concept by Geoff Dearing, Utah States 2009

•Hindsight (V)

I M M E D I A T E  E F F E C T

•Hindsight (V) E

77

Unless Imperial Atrocity on table, if you are about to lose 
Force during opponent’s control phase, deploy on table to 
reduce loss by 6 (ignore other modifi ers); opponent may 

 any one card.  C  OR Use 2 Force to deploy on table 
and stack one just-played Interrupt here.

Grappling Hook (V)

I M M E D I A T E  E F F E C T

Grappling Hook (V)

11

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

•Grrrghrrrgh!

•Grrrghrrrgh! 5

Deploy on table. If your Wookiee just lost, may stack it
here. You may not add more than one destiny to total
power in battle. Wookiees are deploy -1 and, while at
least one stacked here, they are armor = 4 and immune
to attrition < 3. During any battle, may place a card
here out of play to add one destiny to total power.  A

E F F E C T

•Let The Wookiee Win (V) E 

55

     “It’s not wise to upset a Wookiee.” “But sir, nobody
worries about upsetting a droid.” “That’s ‘cause a droid don’t 
pull people’s arms out of their sockets when they lose.” EPISODEI

•Hiding In The Garbage (V)

E F F E C T

•Hiding In The Garbage (V)

22

Deploy on table. Place your just lost characters out of 
play. Once per turn, may deploy a character from Lost 
Pile. (Immune to your Alter.)

•Flash Of Insight (V)

E F F E C T

•Flash Of Insight (V)

22

Deploy on table. Play with the top card of your Reserve 
Deck revealed (if possible). During your draw phase, 
place this Effect in Used Pile and you may retrieve 1 
Force.

•Faithful Service (V)

E F F E C T

•Faithful Service (V)

11

Deploy on table. If opponent is about to remove their last 
card from Life Force, you may fi rst place all your troopers 
in Used Pile (last card must still be removed). Your 
troopers are armor = 4. Your unique (•)     ,     , and 
non-pilot warriors of destiny > 1 are troopers.  A

                       

•For Luck (V)

E F F E C T

•For Luck (V)

11

Deploy on table. Once during your control phase, if 
opponent occupies a non-battleground location, may 
peek at top two cards of your Reserve Deck and take 
one into hand.  A

•Frostbite (V)

E F F E C T

•Frostbite (V)

22

Deploy on Hoth system if you control two exterior Hoth 
sites. During your control phase, may retrieve 1 Force 
for each Hoth site you control with a unique (•) combat 
vehicle. If opponent controls this system, this Effect lost. 
While you occupy 1st marker,  A

••Field Dressing

I M M E D I A T E  E F F E C T

Heroic Sacrifi ce (V) E

77

If you just forfeited a character of ability < 5 present at 
a site, return that character to the same site from your 
Lost Pile and deploy this card on him or her.  Character 
is forfeit = 0 (even if forfeit may not be normally 
reduced). May play First Aid to place this card in Used 
Pile.  Immune to your Control.

••Field Dressing 3

     The Alliance lost many fi ne soldiers at confl icts such
as the Battle of Hoth. The Rebel High Command is aware of 
the cost of freedom from Imperial tyranny.



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

L I G H T  S I D EVirtual Cards: Master List
•I’m With You Too (V)

E F F E C T

•I’m With You Too (V) E

33

Deploy on Luke (even if a captive) or any non-
Throne Room; recirculate. Your duel destiny draws are
+1. Once per turn, may lose 3 Force to cancel a just
drawn battle destiny at same or related locations of
either Luke or this Effect.

•Let’s Keep A Little Optimism Here (V)

U T I N N I  E F F E C T

33

Deploy on your non-droid character present at a
battleground site; character may not be carried from
here or move. Target a Dark 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.

-

•Let’s Keep A Little Optimism Here (V) E

Imperial Atrocity (V)

I M M E D I A T E  E F F E C T

Imperial Atrocity (V) E

44

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 
Atrocity is canceled.

•Incom Corporation & •Koensayr Manufacturing

E F F E C T

•Incom Corporation (V)

66

Deploy on a Rebel Base war room. Echo Base
Operations is canceled. Your ability-1 permanent pilots 
aboard T-47s, X-wings, Y-wings, and Z-95s (except 
squadrons) are replaced by ability-2 permanent pilots
who add 1 to power. During your control phase, may 
retrieve one Y-wing or Z-95. Suspended if opponent 
controls this site.  A

•Incom Corporation & •Koensayr Manufacturing 3

•Jabba, This Is Your Last Chance!

•Jabba, This Is Your Last Chance! 5

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 Quiet 
Mining Colony or Independent Operation on table, 
lightsabers may not add to Force drains. Cloud City 
Celebration is canceled.

S T A R T I N G  E F F E C T

•The Signal (V)

66

Ineffective Maneuver (V)

S T A R T I N G  E F F E C T

Ineffective Maneuver (V)

22

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).

        
     

•Insurrection (V)

E F F E C T

•Insurrection (V)

44

Deploy on table. “Battleground system” on your  
objective is treated as “unique (•) battleground site.” 
When targeted by weapons, your characters of ability 
= 3 may use the defense value of your other character 
present. Once per turn, may  No Disintegrations!  A 

44

•Jawa Siesta (V)

E F F E C T

•Jawa Siesta (V)

11

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.

•K’lor’slug (V)

E F F E C T

•K’lor’slug (V)

11

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). Non-Jedi, 
non-      characters may not have their deploy cost 
modifi ed by Bad Feeling Have I.  A

     

•Logistical Delay (V)

E F F E C T

•Logistical Delay (V)

11

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 senator for the remainder of turn.

              

•Leia Of Alderaan (V)

E F F E C T

•Leia Of Alderaan (V)

22

Deploy on Leia. At same location, your unique (•) 
Rebels are deploy -1 and their immunity to attrition is 
+1. Dark Side Republic characters are deploy +2 and 
forfeit -2.  A

•Imperial Navigation Charts

•Imperial Navigation Charts 3

     Spies and informants gave Rebels vital data to plan 
strategic turnabouts, create local insurgencies, and hamper 
Imperial activities.

E F F E C T

Revolution (V)

88

Deploy on a Nar Shaddaa battleground site. If you control 
three Nar Shaddaa locations or just won a battle (or 
initiated a Force drain) here, ‘steal’ this Effect (relocate 
to your side of table). Place in Used Pile if opponent 
controls three Nar Shaddaa locations.   A

Maneuvering Flaps (V)

E F F E C T

Maneuvering Flaps (V) E

22

Deploy on table. During your deploy phase, may reveal 
an unpiloted combat vehicle from hand to  its 
matching pilot character (or vice versa) and deploy both 
simultaneously. May not be suspended.  A

•I Know That Laugh

•I Know That Laugh 4

     Jabba’s decadent behavior makes him susceptible to 
deception. Leia and Lando exploited this weakness, posing as 
Jabba’s kind of scum.

E F F E C T

•Ounee Ta (V)

88

If Agents In The Court on table, deploy on table. While 
you have < 13 cards in hand, non-unique aliens are 
immune to Monnok. For each of your aliens in battle, 
attrition against opponent is +1. If your alien was just lost 
from a location, may stack it here face down.  A

44
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•No Disintegrations! (V)

E F F E C T

•No Disintegrations! (V)

22

Deploy on table. During opponent’s turn, may place a 
just forfeited Rebel of ability > 2 out of play; opponent 
loses 3 Force.

•Strikeforce (V)

•Mon Calamari Dockyards 

66

      Admiral Ackbar’s hit-and-fade tactics force the
Imperial Navy to spread throughout the galaxy in a futile 
attempt to engage the Rebels. 

Deploy on table. Star Cruisers (except Home One) may 
deploy –2 (to a maximum of –3), ignore deployment 
restrictions in their game text, draw one battle destiny 
if not able to otherwise, and are immune to attrition
< 4. Capital Support is canceled.  A

E F F E C T

3

•Mon Calamari Dockyards

Image courtesy of RobertImage courtesy of Robert

Nightfall (V)

E F F E C T

Nightfall (V)

11

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

•Luke, Trust Me

E F F E C T

The Force Is Strong With This One (V) E

77

If you have no Epic Events on table (and did not play an 
Epic Event at the start of the game), deploy on table. 
Once per game, may  a      card. May place this 
Effect in Used Pile to  an Immediate Effect. May place 
this Effect in Lost Pile to cancel a Force drain.  A

•Luke, Trust Me 3

     Luke’s piloting skills and Force abilities made his 
X-wing a diffi cult target for Darth Vader as they raced down 
the Death Star trench.

E F F E C T  

•Ultimatum (V) E

•Luke’s Ultimatum

•Luke’s Ultimatum 4

33

      “Jabba! This is your last chance. Free us or die.”

Deploy on table. Once per turn, during battle at a
Jabba’s Palace site, may say “Free us or die!” to make
your destiny draws +1 and your Interrupts immune to
Sense for remainder of battle. May place this Effect out
of play to cause a player to activate 2 Force.

•Maneuvering Flaps & •Nick Of Time

E F F E C T

  Maneuvering Flaps (V)

66

Deploy on table. Your vehicles with a pilot character
or gunner aboard are not hit when ‘thrown.’ During
your deploy phase, may reveal an unpiloted combat
vehicle from hand to  its matching pilot character
(or vice versa) and deploy both simultaneously.
Whenever you play Desperate Tactics, Lucky Shot,
On Target, Rapid Fire, or Steady Aim, may draw top
card from Reserve Deck. May not be suspended.  A

•Maneuvering Flaps & •Nick Of Time 1 •Massassi Base Sentry 4

    Rebel sentries are stationed on raised sensor 
platforms. On watch for Imperial scouts and other hazards, 
they supplement data gathered by Yavin Base’s main sensors.

•Massassi Base Sentry

E F F E C T

•Yavin Sentry (V) E

77

Deploy on Yavin 4; it is ‘liberated’. During battles at sites 
related to other ‘liberated’ systems, may add 2 to power 
of each Rebel warrior (to a maximum of 4). Once per 
turn, if you control this system, may retrieve 1 Force 
when you Force drain at another ‘liberated’ system.

•Gift Of The Mentor (V)

•Learn About The Force, Luke 

11

      Luke relied on Obi-Wan’s knowledge and advice to 
learn the ways of the Force. Obi-Wan continued to counsel 
Luke long after the old Jedi’s apparent ‘death.’ 

Deploy on table. Your non-     Interrupts with “alone” 
in game text are Used Interrupts, but if played during 
battle you draw no more than two battle destiny. 
Wherever you have a card with “skill” in its game text, 
your Force drains and battle destiny draws are +1.  A

E F F E C T

5

•Learn About The Force, Luke

      

•Nick Of Time (V)

E F F E C T

•Nick Of Time (V)

22

Deploy on table. Dack Ralter and Wes Janson have      2. 
During your control phase, may  one Attack Pattern 
Delta, Desperate Tactics, Lucky Shot, One More Pass, 
Rapid Fire, or a vehicle weapon. May lose 2 Force to 
cancel Trample or Walker Barrage.  A

                    



 Quick Draw (V)

E F F E C T

 Quick Draw (V) E

44

Unless Inner Strength on table, deploy on table. Your 
lightsabers may target vehicles using 1 Force (each
destiny draw is -2). Once per turn, may lose 1 Force to 
deploy a character weapon (except a grenade) from
Lost Pile. Once per turn, may      Sai’torr Kal Fas.  A11

Original concept by Lee Edwards, Florida State Winner 2004Original concept by Lee Edwards, Florida State Winner 2004

E F F E C T  

 Heroic Sacrifi ce (V) E

•Rebel Infantry

•Rebel Infantry 3

22

     The Alliance lost many fi ne soldiers at confl icts such
as the Battle of Hoth. The Rebel High Command is aware of 
the cost of freedom from Imperial tyranny.

Deploy on table. Rebel scouts (except pilots) are 
troopers. Rebel troopers have armor = 4 and are 
immune to Physical Choke. Whenever you deploy a 
Rebel trooper, may immediately  Blaster Rifl e on 
that character.  A

•Our Most Desperate Hour (V)

E F F E C T

•Our Most Desperate Hour (V) E

11

Deploy on Leia of ability < 4. Leia moves for free, is 
power and defense value +2, draws one battle destiny 
if not able to otherwise, and, if she has spy skill, Rebels 
may deploy –1 here (to a minimum of 1). If Leia about to 
be lost, place her and this Effect in Used Pile instead.  A

•Plastoid Armor (V)

E F F E C T

•Plastoid Armor (V)

11

Deploy on your non-droid character. Your Interrupts with 
“back” in title are destiny = 5 and are Used Interrupts. 
Your characters are immune to Bad Feeling Have I. 
During opponent’s move phase, may  an Interrupt 
with “back” in title.

Polarized Negative Power Coupling (V)

E F F E C T

Polarized Negative Power Coupling (V)

22

Deploy on table. Whenever a player plays a Used 
Interrupt, their opponent may stack it here. Either player 
may use 2 Force to place a card here in owner’s Used 
Pile or may lose 2 Force to place a card here in owner’s 
Lost Pile.

•Refl ection (V)

E F F E C T

•Refl ection (V)

66

Deploy on      Leia. Leia’s training destiny draws are 
+1. During your control phase, may use 3 Force
(if Save You It Can on table, may use 1 Force instead) 
to retrieve 1 Force (cannot be reduced).

        

•Obi-Wan’s Apparition (V)

E F F E C T

•Obi-Wan’s Apparition (V)

22

Deploy on table. May place your just lost Jedi out of 
play. May use X Force to add X to a just drawn weapon 
or battle destiny, where X = number of your Jedi out 
of play.

•Obi-Wan’s Cape (V)

E F F E C T

•Obi-Wan’s Cape (V)

11

Deploy on Obi-Wan. Obi-Wan is defense value +1 and 
may not be excluded from battle. During opponent’s turn, 
may place this Effect in Lost Pile to cancel a just drawn 
duel, lightsaber combat, or weapon destiny draw here.

•Oh, He’s Not Dead, Not Yet 5

     “Where did you dig up that old fossil?” “I don’t think 
he exists anymore.” “Surely he must be dead by now.” “I can’t 
believe he’s gone.” “Oh, he’s not dead, not yet.” Obi’s back!

•Oh, He’s Not Dead, Not Yet

E F F E C T

•Return Of A Jedi (V)

77

Deploy on table. Once per game, if Vader on table, may
 Obi-Wan. May place this Effect in Used Pile to  a

     . If you just attempted to  or  a card, and the 
card was not found, may place this Effect in Lost Pile to 
search your Force Pile for that card; reshuffl e.
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•Rebel Gunrunner

•Rebel Gunrunner 4

     Smugglers from many worlds are hunted by the Empire 
for providing arms and supplies to the Alliance. The Outer Rim 
is their refuge.

E F F E C T

E

Deploy on table;  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

Palace Raider (V)

77
Original concept by Kevin Shannon, Player of the Year 2008Original concept by Kevin Shannon, Player of the Year 2008

•Rebel Sacrifi ce

E F F E C T

Noble Sacrifi ce (V)

77

Deploy on table if Obi-Wan ‘communing.’ “Tatooine” on 
Obi-Wan is treated as “Death Star.” Your Death Star 
sites gain one      , and if opponent loses Force to battle 
damage (or a Force drain) at such sites, stack the fi rst 
card lost face-down here. Attack Run is canceled.  A

•Rebel Sacrif ice 5

     “You can’t win Darth. If you strike me down I shall 
become more powerful than you can possibly imagine.” 
Obi-Wan’s sacrifi ce gave the Rebels time to escape.

•Much To Learn, You Still Have

E F F E C T

Sense (Coruscant) (Light) (V)

99

Deploy on any location. While on a battleground, adds one  
      and      . While on opponent’s non-battleground planet 
location (except a Kashyyyk location or docking bay), their 
gametext here is canceled and your Force generation is 
+1.       troopers are power +1.

•Much To Learn, You Still Have 2

     Yoda calls upon the Force often to try and foresee 
what destiny has in store.
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Rycar Ryjerd (V)

E F F E C T

Rycar Ryjerd (V)

11

Deploy on table. If your character is about to be lost from 
table, place all devices and Effects on that character in 
owner’s Used Pile. Twice per game, may  a device (or 
an Effect) that deploys on a character.  A

•S-Foils (V)

E F F E C T

•S-Foils (V)

77

Deploy on a Rebel Base system. Each time you deploy a 
Rebel starfi ghter simultaneously with a pilot character, 
may retrieve 1 Force and/or draw top card from Reserve 
Deck. Suspended if Death Star ‘blown away.’ (Immune to 
Alter and Crossfi re while you occupy this system.)

•Rogue Squadron Tactics

•Rogue Squadron Tactics 4

     “I’m going to cut across the axis and try and draw 
their fi re.”

Deploy on table. Once per game, may  non-     
Alderaan or Dressel, and/or a      Rogue Squadron pilot 
(except Tycho). Once per turn, if you just Force drained 
at a battleground system, may draw top card of Reserve 
Deck.  A

,,,
         

E F F E C T

•Draw Their Fire (V)

77

11

Original concept by Matt Sokol, Yavin 4 Regionals 2009Original concept by Matt Sokol, Yavin 4 Regionals 2009

•Rogue Insertion

E

•Rogue Insertion 4

     Each Rebel soldier is driven by bravery and a belief 
in the Rebel Alliance’s ideal of freedom. Courageous and 
quick-thinking Rebels often defeat Imperial legions.

E F F E C T

•Warrior’s Courage (V)

77

Deploy on table. Canceled if your Senate or      objective 
on table. Unless your character of ability > 4 at a site, 
Rogue Squadron pilots are power +1 (power +2 if ability 
< 3), and armor = 4  A

         

Sai’torr Kal Fas (V)

E F F E C T

Sai’torr Kal Fas (V)

11

Deploy on table. During your deploy phase, if you just 
deployed a unique (•) character, may  a matching 
weapon on that character.  A

Scanner Techs (V)

E F F E C T

Scanner Techs (V)

11

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.  A

•Scrambled Transmission (V)

E F F E C T

•Scrambled Transmission (V)

44

Deploy on table. Unless you have 13 or more cards in 
hand, opponent may not peek at or remove those cards 
(except with Monnok). Once per turn, may  Logistical 
Delay, peek at a card placed face down by You’re A 
Slave?, or lose 2 Force to cancel a Political Effect.  A

Return Of The Jedi

Return Of The Jedi 4

      “The Emperor knew, as I did, if Anakin were to
have any offspring, they would be a threat to him.”

Deploy on a site to cancel a Force drain there. 
Skywalkers are power +1 here. At end of your turn, 
place this Effect in Lost Pile. OR At any time, deploy 
on Sidious or      Emperor. Opponent’s Interrupts with 
“Emperor” in game text are canceled and Sidious may 
not place Jedi out of play.  C

I M M E D I A T E  E F F E C T 

•Our Only Hope (V)

66

33

E F F E C T  

Secure Route (V)

•Republic Logistics

•Republic Logistics 5

66

      Maintaining unimpeded control of vital transportation 
channels can strengthen and secure surrounding areas. 

Deploy on table. If A Jedi’s Plans not on table, may
 it. Once per turn, you may place a non-unique card 

with ability from your Lost Pile out of play to retrieve 
any one unique (•) character (of ability < 5), starship,
or vehicle (except one with a      or      ).  A                     

EPISODEI

•Redeemed Apprentice

•Redeemed Apprentice 4

     “I know there is good in you. The Emperor hasn’t 
driven it from you fully.”

I M M E D I A T E  E F F E C T

•I Feel The Confl ict (V)

88

If you just forfeited a character (or opponent just drew 
destiny for Elis Helrot) deploy on table. Whenever you 
must lose Force from a       objective targeting your non-
Jedi character, reduce loss by 1. Elis Helrot and Nabrun 
Leids are canceled.  C

44



P O L I T I C A L  E F F E C T  

•Vote Now! (Light) (V)

•So This Is How Liberty Dies

•So This Is How Liberty Dies 3

55

     “Vote now! Vote now! Vote now!”

Deploy on Senate. Your      Political Effects are lost. 
While you have a character here with rebellion 
agenda, your Force drains at battlegrounds where you 
have a Rebel are +1 and may not be canceled. May not 
be canceled or placed in Used Pile.

            

E F F E C T  

 Alternatives To Fighting (V)

•Security Breach

•Security Breach 3

66

     The Rebellion’s limited resources force it to consider
the wisdom of any military encounter. In many cases, retreat 
or deception is a preferable recourse.

Deploy on table. Cancels game text of      Naboo sites. 
Unless present with 3 other characters, Derdram’s 
and Ephant Mon’s game texts are canceled. Once per 
game, may place this Effect out of play to reduce your 
battle damage by 4.  A

         

Solomahal (V)

E F F E C T

Solomahal (V)

11

Deploy on your scout (except Luke). If scout (or starship 
they are aboard) was just targeted by a weapon, may 
place this Effect in Lost Pile to cancel that targeting.

•Special Modifi cations (V)

E F F E C T

•Special Modifi cations (V) E

11

Deploy on table. If your 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). May place this Effect 
in Lost Pile to make your starship immune to attrition for 
remainder of turn.  A

•Strikeforce (V)

E F F E C T

•Strikeforce (V)

33

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 fi rst stack it here. May place 
this Effect in Lost Pile (place cards here in owners’ Used 
Pile) to retrieve a starship.  A

•Superfi cial Damage (V)

E F F E C T

•Superfi cial Damage (V)

33

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  a weapon 
(for free) on that vehicle or starship.  A
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EPISODEI

•Scoundrel’s Bravado

•Scoundrel’s Bravado 0

     Imperial troops with strict orders are often caught 
off-guard by innovative Rebel ambushes, sneak attacks, or 
sabotage efforts.

•Scoundrel’s Charm

•Scoundrel’s Charm 0

     Sarcastic. Sardonic. Irreverent. Impertinent. 
Exasperating. Disrespectful. Outrageous and charming. Han 
was a scoundrel but Leia began to realize that she loved him.

E F F E C T

Surprise Assault (V)

88

Deploy from under Scoundrel’s Luck on a scoundrel. 
Scoundrel (or starship they pilot) is defense value +2 and 
immune to attrition < 5 (or adds 2 to immunity). Once per 
turn may lose 1 Force to add a battle destiny anywhere 
(you draw no more than two battle destiny there).

E F F E C T

•You Do Have Your Moments (V)

88

Deploy from under Scoundrel’s Luck on a scoundrel. 
Once per turn, may peek at the top three cards of your 
Force Pile and take one into hand; reshuffl e. Once 
per turn, may use 1 Force to add or subtract 1 from 
opponent’s just-drawn destiny.

•Scoundrel’s Luck

•Scoundrel’s Luck 3

•Scoundrel’s Ingenuity

•Scoundrel’s Ingenuity 0

     

E F F E C T

Alternatives To Fighting (V)

88

Deploy from under Scoundrel’s Luck on a scoundrel. 
Scoundrel is power +2 and his total weapon destiny 
is +1. During your control phase, may draw destiny. 
If destiny > 3, your Force drains at same and related 
locations are +1 for remainder of turn.

E F F E C T

•Never Tell Me The Odds (V)

88

Deploy on Infi ltration with three      cards from Reserve 
Deck face down under here. Once during your turn, at any 
time, may deploy a      Effect from here. If a      Effect 
just left table, stack it under here. At the start of your turn, 
stack all      Effects under here (even if inactive). Once per 
turn, may place any card in Lost Pile out of play to deploy 
a character weapon (except a grenade) from Lost Pile. 
While two non-droid scoundrels present at battlegrounds, 
Their Fire Has Gone Out Of The Universe fl ips and may 
not fl ip back.  A

           

                

       

•Seeking An Audience (V)

E F F E C T

•Seeking An Audience (V) E

33

Deploy on table. Once per turn, while You Can Either
Profi t By This... or Or Be Destroyed on table, may use
2 Force to  one C-3PO, Chewie, Lando, Leia, or R2-
D2. Once per game, may place this Effect out of play
to take a character from Lost Pile into hand.  A

Original concept by Brian Fred, DPC Chicago 2002 Runner-UpOriginal concept by Brian Fred, DPC Chicago 2002 Runner-Up

•Smuggler’s Blues (V)

E F F E C T

•Smuggler’s Blues (V)

22

Deploy on table. Opponent may not cancel or modify 
Force drains at any battleground where you have two 
musicians or two smugglers (or one of each). Once per 
turn, may  Han’s Back, Han’s Dice, Solo Han, Special 
Modifi cations, or Stay Sharp!.
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E F F E C T

•Path Of Least Resistance & •Revealed (V)

44

E

Deploy on      Hidden Base. Organized Attack, S-Foils, 
Revolution, Your Destiny (unless you chose Rebel/Rebel 
Starship), and      Ellorrs Madak are canceled. You may
not deploy operatives or      cards. Force generation at 
Endor system may not be canceled. Unless Leave Them
To Me on table, opponent’s combat vehicles, Dark Jedi,
     cards, and      cards are deploy +2 to Rebel Cell
sites. Opponent generates no Force at Hidden Landing 
Site.  A

2

•Uncharted Settlements

 •Uncharted Settlements

          

       

44

44

      

Image courtesy of 3d-realm.comImage courtesy of 3d-realm.com

•Underworld Contacts (V)

E F F E C T

•Underworld Contacts (V)

66

Deploy on table. While any player has two aliens of the 
same card title together, they draw one battle destiny 
if unable to otherwise, and players draw no more than 
one battle destiny there. Once per turn, may raise your 
converted Jabba’s Palace site to the top.  A

Original concept by Ray Bordier,  New York States 2007Original concept by Ray Bordier,  New York States 2007

•Wars Not Make One Great (V)

E F F E C T

•Wars Not Make One Great (V) E

22

Deploy on table. During battles where your Jedi is 
present, players may not draw more than two battle 
destiny. Once during your turn, may  Inner Strength.  
 A

Undercover (V)

E F F E C T

Undercover (V)

11

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

        

•Uh-oh! (V)

33

E F F E C T

•Uh-oh! (V) E

Deploy on table. Once per turn, may use 1 Force to  
one Clak’dor VII, Neb Dulo, or a musician. While you
control Clak’dor VII, your musicians are power and forfeit 
+2. During your control phase, may retrieve 1 Force for 
each battleground site you control with a musician.  A

•Tusken Breath Mask (V)

E F F E C T

•Tusken Breath Mask (V) E

44

Deploy on an exterior Tatooine battleground site.
X = the face up destiny number of your Objective.
Once per turn, if all your ability on table is provided
by aliens, may add X to your ability during battle at a
site. This Effect canceled if opponent controls this site.

•Underworld Contacts & •Uncharted Settlements

•Thrown Back (V)

Deploy on table.      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

E F F E C T

66

•Thrown Back (V)

                 

•Underworld Contacts & •Uncharted Settlements

•Underworld Contacts (V)

2 

E F F E C T

88

E

Deploy on       Hidden Base; you must choose alien/     
starship. You may not deploy Ellorrs Madak, Revolution or 
operatives. Your Destiny is canceled. Opponent generates 
no Force at Hidden Landing Site.       Yerka Mig may deploy 
on a Rebel Cell Site, may be placed in Used Pile if it was 
just lost, and you may retrieve Force with it only once per 
turn. While Systems Will Slip Through Your Fingers on table, 
attrition against opponent is +1 for each Rebel Cell site you 
occupy with an alien.  A 

     44

11

•Tauntaun Bones (V)

E F F E C T

•Tauntaun Bones (V) E

44

Deploy on table. Once per turn, may  a creature
(except a parasite) or a tauntaun. 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 Secret Plans (to a minimum 
of 1).  A

•That’s One (V)

E F F E C T

•That’s One (V)

33

Use 2 Force to deploy on Chewie or Back Door; may 
place up to two cards from hand on Force Pile. Your 
battle destiny draws are +1. Once per game, may place 
this Effect out of play to cancel a battle just initiated 
here.

•The First Transport Is Away! (V)

U T I N N I  E F F E C T

•The First Transport Is Away! (V)

66

Deploy on Rendezvous Point if      1st Marker on table. 
Target a transport on Hoth. When reached by target, 
relocate Utinni Effect to Hoth system. Your Force
drains at unshielded marker sites are +1 and cannot
be canceled. Immune to Surprise.  A

1V

•The Planet That It’s Farthest From (V)

E F F E C T

•The Planet That It’s Farthest From (V)

11

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.

•The Time For Our Attack Has Come (V)

I M M E D I A T E  E F F E C T

•The Time For Our Attack Has Come (V) E

33

If you just deployed or moved a second Rebel starfi ghter 
to a system,  (or deploy from Lost Pile) a      starship 
there; deploy on that starship: it is power and
hyperspeed +2 and immune to attrition < 5. Once per 
game, this starship may make an additional move.  C

Original concept by David Destefanis, DeckTech Contest Winner 04Original concept by David Destefanis, DeckTech Contest Winner 04

     

•The Camp (V)

E F F E C T

•The Camp (V)

77

Unless your      objective on table, deploy on table. If 
Maul in battle at a site, and you have no unique (•) 
character of ability > 3 (except Luke of ability = 4) 
there, lightsabers there may not be ‘swung’ twice. Once 
per game, may  one K’lor’slug or a      card.  A

          

•The Shield Is Down! (V)

•Temporary Foothold

E F F E C T

•Suppressive Fire (V)

77

Deploy on a battleground. While you occupy at least 
two battlegrounds, your Force drains here may not be 
canceled. During battle here or at a related location, may 
place this Effect in Used Pile to draw up to two cards 
from Reserve Deck.

•Temporary Foothold 4

     Echo Base heavy weapons units provided covering fi re, 
allowing Alliance personnel to escape Hoth.

E F F E C T

•The Shield Is Down! (V) E

77

If       Rebel Strike Team on table, deploy on table. Your 
Epic Event total is +1 for each of your non-Jedi scouts at 
Bunker. For each of your non-Jedi scouts in battle, attrition 
against opponent is +1. While opponent’s      objective on 
table, Bunker may not be converted. Once per turn may 

 Bunker.   A

            

77



•Wesa Ready To Do Our-sa Part (V)

E F F E C T

•Wesa Ready To Do Our-sa Part (V)

55

Deploy on Endor system or Naboo system. Your total 
power here is +1 for each Ewok or Gungan at related 
sites. Once per turn, may place your just lost Ewok or 
Gungan in Used Pile.  A

•Yerka Mig (V)

E F F E C T

•Yerka Mig (V)

11

Deploy on Cantina. While all your ability on table is 
provided by aliens and       starship pilots: whenever you 
deploy a unique (•) alien to a battleground, may retrieve 
1 Force; and, during battle, your total power is +3. If 
opponent controls this location, this Effect lost.

    

•Yarna d’al’ Gargan (V)

E F F E C T

•Yarna d’al’ Gargan (V) E

33

If Agents In The Court on table, deploy on table. No 
Love For The Empire may not fl ip. Bo Shuda may not be 
canceled. Your characters at Jabba’s Palace sites may 
not be attacked. During your deploy phase, may use 1 
Force to  a Tatooine battleground location.  A

•Wokling (V)

E F F E C T

•Wokling (V)

44

Deploy on table. Your total Force generation is +1. Once 
per game, may use 3 Force to  an Effect that has no 
deploy cost and deploys on another card. May place this 
Effect out of play to retrieve 1 Force.  A

Original concept by Eric Hunter, GenCon Winner 2002Original concept by Eric Hunter, GenCon Winner 2002

E F F E C T  

•Security Control (V) E

•We’ll Take The Long Way

•We’ll Take The Long Way 4

55

      Actions borne of the love for one’s planet can heavily 
outweigh those generated from simple battle orders.

Deploy on a site. Your Republic characters may deploy 
here regardless of Objective deployment restrictions. 
Once per turn, if you just deployed a Republic
character to an interior Naboo site, retrieve a non-
character card into hand.  A

Original concept by Scott Lingrell, Playtest Contest Winner 2003Original concept by Scott Lingrell, Playtest Contest Winner 2003

EPISODEI
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•Weather Vane (V)

E F F E C T

•Weather Vane (V)

22

Deploy on table. Character here lost if new character 
arrives. Opponent generates no Force at your cloud 
sectors. During owner’s control phase, they must relocate 
character here to an unoccupied Cloud City site (place in 
Used Pile otherwise).  A

•What About That Blue One?

•What About That Blue One? 2

      “You haven’t fi nished with me yet!”

E F F E C T

•Artoo, Come Back At Once! (V)

99

Deploy on table. Your total Force generation is +1. Once 
per game may  an astromech. Fire Extinguisher 
may only cancel battles you initiate and      Wokling 
is canceled. Once per game may retrieve a Rebel of 
ability < 5 or a Rebel starfi ghter.  A

Original concept by Darren Pilbeam, UK Championship 2013Original concept by Darren Pilbeam, UK Championship 2013

44

E P I C  E V E N T S

E P I C  E V E N T

You Must Confront Vader (V)

•Strong Is Vader

•Strong Is Vader 0

66

If      Mind What You Have Learned on table, deploy on 
table with up to 6 Jedi Tests under here from outside 
your deck. You may not Force drain at Dagobah 
locations or deploy asteroid sectors,      cards, or      
cards. Whenever you draw training destiny, draw two 
and choose one. You may retrieve 3 Force whenever 
you complete a Jedi Test. Completed Jedi Tests are 
placed on table and are suspended (not lost) whenever 
character who completed them not on table.

        

66

E P I C  E V E N T

It Is The Future You See (V) E

 It Is The Future You See (V)

 It Is The Future You See 0

22
Original concept by Chuck Sonnenburg, PC Volunteer Award 2005Original concept by Chuck Sonnenburg, PC Volunteer Award 2005

If you deployed only 1 location (unless it is    ,    , or    ), 
play instead of a Starting Interrupt.  Battle Plan, Do,
Or Do Not, and an  A  Effect. Revolution, insert cards, and 
your      and      cards are lost. You go fi rst. Choose one:
Jedi: Deploy on table. At start of your turn, turn all
cards here face up. During your turn, may use 1 Force
for each card stacked here to stack a card from hand
face up here. Instead of using X Force, may turn X cards 
here face down.
Agent of Evil:  Luke and a site. Deploy on opponent’s 
side of table; their total battle and duel destiny is +2.

   )))))  ))))) ))))))))) )))))))  ))))  )))))))))))) ))))))))  )  )  ))))     ,,, 

              

   

•Wise Advice (V) E

•Communing 0

77

If your starting location has exactly 2      , play instead of 
a Starting Interrupt.  two always   A  Effects. Deploy on 
table.  and stack a Jedi here (that Jedi is ‘communing’). 
Luminous Beings: Whenever a Jedi is lost (or placed out 
of play) from table, may stack it here. Jedi stacked here 
are considered out of play. You generate +1 Force for each 
card stacked here. I Can’t Believe He’s Gone is canceled. 
Once per turn, if two cards here, may use 1 Force to look 
at top card of Reserve Deck, Force Pile, and/or Used Pile; 
return one card to each deck or pile.

•Communing
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L I G H T  S I D EVirtual Cards: Master List
I N T E R R U P T S

•A Jedi’s Patience (V)

U S E D  O R  L O S T  I N T E R R U P T

•A Jedi’s Patience (V) E

33

USED: If a captive on table, activate 2 Force.
LOST: Once per game, if a Dark Jedi present with a 
Skywalker (except Shmi), even as a non-frozen captive, 
they duel. Both players draw 2 destiny; add ability. 
Higher total wins. For remainder of turn, winner is 
immune to attrition and the loser may not move.

Original concept by Tom Plis, Chicago V-Lite 2006Original concept by Tom Plis, Chicago V-Lite 2006

Advance Preparation (V)

U S E D  O R  S T A R T I N G  I N T E R R U P T 

Advance Preparation (V) E

11

USED: Cancel Uncertain Is The Future.
STARTING: If Massassi Base Operations on table, T 
Death Star Schematics, Massassi War Room, and up to
two Effects that deploy for free and are  A  . Place
this Interrupt in hand.

•Ambush (V)

L O S T  I N T E R R U P T 

•Ambush (V)

55

Use 1 Force to T up to two clones. OR If your clones 
occupy three related battlegrounds during your control 
phase, use 2 Force (free if at Coruscant) to retrieve any 
one card into hand. OR If your clone in battle, add one 
battle destiny.

•Antilles Maneuver & •Rebel Reinforcements

•Antilles Maneuver (V)

U S E D  I N T E R R U P T 

•Antilles Maneuver (V)

11

For remainder of turn, opponent must fi rst use 1 Force 
to fi re a weapon and opponent’s starship weapon 
destiny draws are -1. OR During opponent’s deploy 
phase, T a Rebel of ability < 3 (except an admiral) 
aboard your starship.

Alter (Premiere or Coruscant) (V)

U S E D  O R  L O S T  I N T E R R U P T 

Alter (V)

77

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 There Is No Try). 
(Immune to opponent’s Objective.)

EPISODEI

  •Armed And Dangerous & •Krayt Dragon Howl

U S E D  O R  L O S T  I N T E R R U P T

  •Antilles Maneuver (V)

66

USED: Cancel Lateral Damage.  S  OR During
opponent’s deploy phase, T a Rebel of ability < 3
(except an admiral) aboard your starship.
LOST: Once per game, if opponent has more cards
with ability on table than you, draw destiny and
retrieve up to that number of Rebels and/or Rebel 
starships (may take one retrieved card into hand).

•Antilles Maneuver & •Rebel Reinforcements 5

U S E D  O R  L O S T  I N T E R R U P T

Armed And Dangerous (V)

66

USED: Cancel Disarmed or Stunning Leader. OR If a
battle was just initiated, T (or deploy from hand) a 
character weapon on your participating character.
LOST: Use 1 Force to T (or retrieve) non-     Obi-
Wan. OR If opponent just initiated a battle against
non-     Obi-Wan alone at a site, his forfeit cannot be 
reduced.

•Armed And Dangerous & •Krayt Dragon Howl 4

   

      

Cantina Brawl (V)

L O S T  I N T E R R U P T 

Cantina Brawl (V)

11

If a battle was just initiated at an interior site where 
both players have a participating character armed with 
a weapon, your weapon destiny draws there are +1 
(+3 if at Cantina) for remainder of turn.

•Beru Stew (V)

U S E D  O R  L O S T  I N T E R R U P T 

•Beru Stew (V)

11

USED: Activate 1 Force (2 if a Lars on table). OR 
During battle at a farm, add the destiny number of your 
device on this farm to your total power. LOST: During 
battle at a farm, after battle destiny is drawn, place a 
‘crop’ out of play to make attrition against you = 0.

•Balanced Attack (V)

U S E D  I N T E R R U P T 

•Balanced Attack (V)

11

If your corvette, cruiser, and frigate are in battle 
together, cancel an opponent’s non - S  Interrupt. OR 
T a frigate (deploys -2) to same system as your 
corvette and cruiser. OR T a cruiser (deploys -3) to 
same system as your corvette and frigate.

•Careful Planning (V)

S T A R T I N G  I N T E R R U P T

•Careful Planning (V) E

44

If your starting location was a system, T 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  A  . Place this Interrupt in 
Lost Pile.

Original concept by Kevin Brownell, Illinois States 2004Original concept by Kevin Brownell, Illinois States 2004

•Changing The Odds (V)

U S E D  I N T E R R U P T 

•Changing The Odds (V)

55

If a player is about to draw destiny for an Epic Event, 
Interrupt, Objective, or weapon, that player must fi rst 
activate 1 Force and shuffl e their Reserve Deck. OR If 
both players just drew one battle destiny, cancel and 
redraw both destiny draws.
Original concept by Evan Fitzgerald, PC Volunteer Award 2005Original concept by Evan Fitzgerald, PC Volunteer Award 2005

•Away Put Your Weapon (V)

U S E D  O R  L O S T  I N T E R R U P T

•Away Put Your Weapon (V) E

22

USED: An opponent’s just drawn      weapon destiny is
-3.  S  
LOST: Once per game, retrieve up to fi ve weapons 
(may take one retrieved card into hand).

        

•Clinging To The Edge (V)

U S E D  O R  L O S T  I N T E R R U P T 

•Clinging To The Edge (V)

77

USED: During opponent’s deploy phase, if both players 
occupy the same battleground, activate 2 Force. 
LOST: During any deploy phase, deploy a lightsaber 
from Lost Pile on your character at an interior Naboo 
battleground.

Original concept by Casey Anis, Yavin 4 Regionals 2010Original concept by Casey Anis, Yavin 4 Regionals 2010

Attack Pattern Delta (V)

L O S T  I N T E R R U P T 

Attack Pattern Delta (V)

22

During a battle at a site, if you are about to draw a card 
for battle destiny, you may instead use the maneuver 
number of your participating combat vehicle.

•Ascension Guns (V)

U S E D  O R  L O S T  I N T E R R U P T

•Ascension Guns (V) E

66

USED: If opponent occupies your site, peek at the top 
two cards of Reserve Deck and take one into hand. 
LOST: During any move phase, lose 2 Force to relocate 
up to 3 of your characters from an interior Theed 
Palace site to any related Throne Room (or vice versa).

Original concept by Pat Johnson, Corellia Regionals 2005Original concept by Pat Johnson, Corellia Regionals 2005



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

L I G H T  S I D EVirtual Cards: Master List
•Corellian Retort (V)

U S E D  O R  L O S T  I N T E R R U P T

•Corellian Retort (V) E

33

USED: Cancel an attempt to target your Corellian (or 
your starship piloted by a Corellian) with a weapon. 
LOST: Retrieve your just lost Corellian (or your just
lost character of ability < 4) into hand.

•Covert Landing (V)

U S E D  O R  L O S T  I N T E R R U P T 

•Covert Landing (V)

33

USED: During opponent’s move phase, if Bunker ‘blown 
away,’ peek at top four cards of a player’s Reserve 
Deck; replace in any order. LOST: During opponent’s 
move phase, T a Rebel scout of ability < 5 to an 
Endor site opponent does not occupy.

Computer Interface (V)

U S E D  I N T E R R U P T 

Computer Interface (V)

22

Twice per turn, if your Lobot on Cloud City or you occupy 
three Cloud City sites with aliens, peek at the top three 
cards of your Reserve Deck. Take any of them into hand 
and replace the others in any order.

•Courage Of A Skywalker (V)

L O S T  I N T E R R U P T 

•Courage Of A Skywalker (V)

22

During battle, unless Inner Strength on table, initiate 
a duel between your participating Skywalker (except 
Shmi) present and a participating Dark Jedi present. 
Both players draw two destiny and add ability. Higher 
total wins. Loser is lost.

Dark Dissension (V)

U S E D  O R  L O S T  I N T E R R U P T 

Dark Dissension (V)

22

USED: S Demotion. OR For remainder of turn, cancel 
the game text of an Imperial (except a Dark Jedi) 
present with another Imperial. 
LOST: Cancel Imperial Command (unless limiting your 
battle destiny draws).

•Dark Approach (V)

U S E D  I N T E R R U P T 

•Dark Approach (V)

66

During the weapons segment, if your character is 
about to be lost, it is instead lost at end of battle 
(forfeit for 0). OR Play a Defensive Shield from under 
your Starting Effect. OR During the power segment, 
cancel a just drawn destiny (except battle destiny).

•Darklighter Spin (V)

U S E D  I N T E R R U P T 

•Darklighter Spin (V)

11

T a battleground system. OR If opponent just modifi ed 
your battle destiny draw, cancel and redraw it (it may 
not be modifi ed). OR If opponent just canceled your 
battle destiny draw, make that destiny = X instead, 
where X is the number of battlegrounds you occupy.

Desperate Reach (V)

66

U S E D  I N T E R R U P T

Desperate Reach (V)

S Houjix or      R2-D2. OR Cancel Dark Jedi Presence, 
I Have You Now, or Maul Strikes. OR Place a card 
stacked on Droid Racks in opponent’s Lost Pile. OR If 
a lightsaber was just ‘swung’ during battle, it may not 
target again this battle.

   

•Diversionary Tactics (V)

U S E D  O R  L O S T  I N T E R R U P T 

•Diversionary Tactics (V)

33

USED: Target one piloted starship at a system. That 
starship is hyperspeed -1 for remainder of turn. 
LOST: If you have two unique (•) piloted Rebel (or      ) 
starfi ghters in battle at a system, draw destiny. If 
destiny < 4, exclude one starship from that battle.

Original concept by Thomas Caspersen, Norwegian Nationals 2006Original concept by Thomas Caspersen, Norwegian Nationals 2006

              

•Don’t Forget The Droids (V)

U S E D  O R  L O S T  I N T E R R U P T

•Don’t Forget The Droids (V) E

33

USED: Cancel an attempt to target a droid with a
weapon. LOST: If a battle was just initiated at a site,
lose 1 Force and place your droid there out of play to
cancel all opponent’s weapon and battle destiny draws
during this battle.

•Endor Celebration (V)

U S E D  I N T E R R U P T 

•Endor Celebration (V)

33

Cancel an Effect with “occupation” in title.  S  OR 
During your draw phase, if you have a Rebel scout 
alone at Back Door, draw destiny. If destiny < the 
number of your scouts on table, activate or retrieve 5 
Force and place this Interrupt on bottom of Lost Pile.

Don’t Tread On Me (V)

U S E D  O R  S T A R T I N G  I N T E R R U P T 

Don’t Tread On Me (V)

11

USED: Use 1 Force to T 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.
Original concept by Steven Lewis, PC Volunteer Award 2008Original concept by Steven Lewis, PC Volunteer Award 2008

Don’t Underestimate Our Chances (V)

U S E D  O R  S T A R T I N G  I N T E R R U P T

Don’t Underestimate Our Chances (V)

66

USED: Initiate a battle for free.
STARTING: If Dantooine Base Operations on table, T
Operations Center, Dantooine Engineering Corps, and
up to two Effects which deploy on table (or your side 
of table), are always  A  , and have no deploy cost. 
Place this Interrupt in Lost Pile. 

Escape Pod (V)

U S E D  I N T E R R U P T 

Escape Pod (V)

11

S a dejarik, hologram, or holosite. OR Cancel a Force 
drain at a holosite. OR If opponent is about to place 
your character out of play, place that character in your 
Lost Pile instead.

•Desperate Tactics (V)

U S E D  I N T E R R U P T 

If opponent just initiated battle, lose 1 Force to target 
a character present. Target is power +2 and loses all 
immunity to attrition this turn. OR Once per game, 
exchange a character in hand with a character of the 
same persona from Lost Pile or Reserve Deck; reshuffl e.

•Desperate Tactics (V)

66
Original concept by Clayton Atkin, California States 2009Original concept by Clayton Atkin, California States 2009

Firefi ght (V)

U S E D  I N T E R R U P T 

Firefi ght (V)

66

If a battle was just initiated (except at a Coruscant 
site), each of your troopers and      starfi ghters present 
is power +1 and immune to attrition for remainder 
of turn.

              

L O S T  I N T E R R U P T 

•Corellian Slip (V)

88

Use 2 Force to S an Interrupt. OR Cancel an attempt 
to target your starfi ghter with Tallon Roll (or a weapon). 
Starfi ghter is protected from further attempts for remainder 
of turn. OR Cancel       Watch Your Back! OR Exchange a 
card from hand for any ‘spice’ card you own.  S

•Corellian Slip (V)

         

U S E D  O R  L O S T  I N T E R R U P T 

•Either Way, You Win (V)

88

USED: Reveal the top four cards of your Reserve Deck and 
separate them into two piles of any size. Opponent places 
one pile in your hand and the other on top of your Used Pile 
in any order. OR S Control. LOST: Place an opponent’s 
just-played Interrupt out of play.

•Either Way, You Win (V)



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

L I G H T  S I D EVirtual Cards: Master List
Found Someone You Have (V)

L O S T  I N T E R R U P T 

Found Someone You Have (V)

22

Find one of your missing characters. OR Retrieve the 
topmost character of your Lost Pile into hand.

•Gambler’s Luck (V)

L O S T  I N T E R R U P T 

•Gambler’s Luck (V)

22

During opponent’s control phase, if your gambler on 
table, use 1 Force. Both players draw three destiny. 
Winner (higher total destiny) may target one opponent’s 
character with a printed power matching one of the 
winner’s destiny draws. Target is lost.

Han’s Back (V)

L O S T  I N T E R R U P T 

Han’s Back (V)

11

Use 1 Force to T (or retrieve) Han’s Heavy Blaster 
Pistol, Falcon, or Han. OR If opponent just drew weapon 
destiny targeting Falcon or Han, cancel and redraw 
that destiny.

Han’s Dice (V)

U S E D  I N T E R R U P T 

Han’s Dice (V)

11

Once per turn, if just drawn for destiny, may take this 
Interrupt into hand to cancel and redraw that destiny. 
OR Cancel Watto’s Chance Cube. OR If your character 
of ability > 2 is in battle, use 1 Force to cancel and 
redraw a just drawn destiny.

•Harvest (V)

U S E D  O R  S T A R T I N G  I N T E R R U P T 

•Harvest (V) E

11

USED: S (or retrieve) a device.  S
STARTING: If your starting location was a Tatooine 
location, T a farm, two devices, and two Effects that 
are always  A  . Place this Interrupt in Reserve Deck.

Original concept by Ben Kline, Mystic Visions 2004Original concept by Ben Kline, Mystic Visions 2004

 Hear Me Baby, Hold Together (V)

U S E D  I N T E R R U P T

 Hear Me Baby, Hold Together (V) E

44

S a ‘grabber.’  S  OR Play a Defensive Shield from 
under your Starting Effect. OR Cancel Counter Assault,
     Defensive Fire, Hidden Weapons, I’d Just As Soon 
Kiss A Wookiee, or Overload. OR Lose 1 Force to cancel 
Cease Fire! (except during a battle at a      site).

22

       

•I Don’t Need Their Scum, Either (V)

U S E D  O R  L O S T  I N T E R R U P T

•I Don’t Need Their Scum, Either (V)

66

USED: Cancel Lando System?. OR If Lando piloting 
Falcon, it draws two battle destiny if not able to 
otherwise. LOST: Retrieve your just lost gambler 
(except Dash) into hand. OR Place a copy of Eject! 
Eject! deployed on table in your Used Pile.

I’m Here To Rescue You (V)

L O S T  O R  S T A R T I N G  I N T E R R U P T 

If Rescue The Princess on table, LOST: Once per game, 
choose: Cancel an attempt to make non-Heroic R2-D2 
lost. OR Lose 2 Force to cancel a battle just initiated if 
Leia defending alone.  S  STARTING: T Cell 2187 and 
one always-  A  Effect. Place this Interrupt in hand.

I’m Here To Rescue You (V)

66
Original concept by Chris Gogolen, League Cube Tournament 2009Original concept by Chris Gogolen, League Cube Tournament 2009

•Heading For The Medical Frigate (V)

U S E D  O R  S T A R T I N G  I N T E R R U P T 

•Heading For The Medical Frigate (V)

77

USED: S one Redemption or a      capital starship 
(except a Star Cruiser).
STARTING: T 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.

        

Found Someone You Have & •Higher Ground

U S E D  I N T E R R U P T

  •Found Someone You Have (V)

88

During a battle at opponent’s site (or your non-  site), 
instead of fi ring 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 Find one of your missing characters. OR 
Cancel a ‘react.’ OR Once per game, use 1 Force to 
exchange a card in hand with the top most character of 
ability < 5 in your Lost Pile.

Found Someone You Have & •Higher Ground 3

•Let the Wookiee Win (V)

U S E D  O R  S T A R T I N G  I N T E R R U P T 

•Let the Wookiee Win (V)

66

USED: Reveal the top 3 cards of Reserve Deck; place 
one in hand, and the others on bottom of Used Pile (in 
any order). STARTING: If your starting location was a 
non-     location, T an  A  Effect and any number of  
   sites with < 3 total     . Place this Interrupt in hand.

           

<>

Original concept by Brian Rippetoe, TN Decktech Challenge 2006Original concept by Brian Rippetoe, TN Decktech Challenge 2006

•Krayt Dragon Howl (V)

U S E D  O R  S T A R T I N G  I N T E R R U P T

•Krayt Dragon Howl  (V) E

55

USED: Activate 1 Force. STARTING: If Credits Will Do 
Fine on table, T Queen’s Landing Site (with 
Obi-Wan, his matching weapon, and      Obi-Wan’s 
Cape there). When you draw your starting hand, draw 
fi ve cards instead of eight. Place this Interrupt in hand.

Original concept by Scott Lingrell, Mystic Visions Winner 2004Original concept by Scott Lingrell, Mystic Visions Winner 2004

11

Ke Chu Ke Kukuta? (V)

U S E D  I N T E R R U P T 

•Ke Chu Ke Kukuta? (V)

33

If you have an information broker on table, draw destiny. 
If destiny > the number of opponent’s characters on 
table, may use 1 Force to S any one card.

Keep Your Eyes Open (V)

U S E D  I N T E R R U P T 

Keep Your Eyes Open (V)

22

Peek at the top card of your Force Pile or Reserve Deck; 
may take that card into hand.

Jedi Levitation (V)

U S E D  O R  L O S T  I N T E R R U P T 

Jedi Levitation (V)

22

USED: If you just drew a character for destiny, take that 
card into hand to cancel and redraw that destiny.
LOST: Use 3 Force to retrieve a non-      character into 
hand.

     

Into The Garbage Chute, Flyboy (V)

U S E D  I N T E R R U P T 

Into The Garbage Chute, Flyboy (V)

11

Add one battle destiny at Incinerator, Trash Compactor, 
Watto’s Junkyard, or a swamp.

•It’s Not My Fault! (V)

U S E D  I N T E R R U P T 

•It’s Not My Fault! (V)

66

Use 1 Force to S       Phylo Gandish or an Immediate 
Effect. OR Use 2 Force to S an Effect that deploys for 
free. OR If a Dark Jedi on table, retrieve Return Of The 
Jedi into hand.

66

•Impressive, Most Impressive (V)

L O S T  I N T E R R U P T 

•Impressive, Most Impressive (V)

22

Cancel All Too Easy, Imperial Barrier (targeting your 
Jedi), Stunning Leader (where your Jedi participating), 
or You Are Beaten (except when canceling Uncontrollable 
Fury).  S   OR Once per game, if opponent just initiated a 
battle, you may take the fi rst weapons segment action.

•I’ve Decided To Go Back (V)

L O S T  I N T E R R U P T

•I’ve Decided To Go Back (V)

66

Use 1 Force to T (or retrieve) Panaka, Ric Olie, or
non-      Amidala. OR If your ability = 3 character 
defending a battle alone at a site (except Senate), 
character is power +2, adds one destiny to power, and 
may draw one battle destiny if unable to otherwise.  S

1V



•Out Of Somewhere (V)

L O S T  I N T E R R U P T

•Out Of Somewhere (V)

66

Use 1 Force to T (or retrieve) Lando. OR If a battle
just initiated, and your Lando defending alone at a site,
his forfeit cannot be reduced, he adds one destiny to 
power (+1 for each character and vehicle present), and 
draws one battle destiny if not able to otherwise.  S

•Protector (V)

U S E D  O R  S T A R T I N G  I N T E R R U P T 

•Protector (V)

66

USED: Raise your converted Kashyyyk system to the
top.  S  STARTING: If Kashyyyk was your starting 
location, T Forest Depths, Grrrghrrrgh!, and up to
two Effects that are always  A  . Place this Interrupt 
in hand.

•Odin Nesloor & •First Aid

•Mandalorian Mishap (V)

U S E D  I N T E R R U P T 

•Mandalorian Mishap (V)

33

Suspend all Effects with “gangster” in game text for 
remainder of turn. OR Target a bounty hunter and/or 
gangster at a site. For remainder of turn, targets may 
not fi re weapons and their game text is canceled.

•Our Only Hope (V)

U S E D  O R  L O S T  I N T E R R U P T 

•Our Only Hope (V)

33

If your       objective on table, USED: T Luke. OR 
During your move phase, relocate Luke to a site 
opponent occupies. LOST: If your Rebel of ability > 2 
just won a battle or duel, S any one card (if Rebel is 
Luke, may also retrieve any one card).

•Rapid Deployment (V)

L O S T  I N T E R R U P T 

•Rapid Deployment (V)

33

Target a site. At same and related sites, Rebel scouts 
deploying from hand are deploy -2 (and they may not 
battle or move) for remainder of turn. OR T a Rebel 
scout (deploy +2) to a site.

•Rebel Leadership (V)

U S E D  I N T E R R U P T 

•Rebel Leadership (V) E

33

S an admiral or a non-Jedi general. OR Once per game, 
T a war room. OR If your admiral or non-     general is 
in battle, may add one battle destiny or prevent opponent 
from drawing more than one battle destiny (their battle 
destiny draws may not be canceled).

Original concept by Brad Eier, Michigan States 2005Original concept by Brad Eier, Michigan States 2005

     

Levitation (V)

U S E D  O R  L O S T  I N T E R R U P T 

Levitation (V)

22

USED: Take a droid or device from your Force Pile into 
hand; reshuffl e. 
LOST: Once per game, if your apprentice is on Dagobah, 
cancel a Force drain at a non-Dagobah location.

Luke’s Back (V)

L O S T  I N T E R R U P T 

Luke’s Back (V)

11

Use 1 Force to T (or retrieve) Luke’s Blaster Pistol, 
Luke’s Lightsaber, or non-Jedi Luke. OR Unless Inner 
Strength on table, use 1 Force to cancel a just drawn 
weapon destiny targeting Luke (or a just drawn duel or 
lightsaber combat destiny if Luke is participating).

Nice Of You Guys To Drop By (V)

U S E D  I N T E R R U P T 

Nice Of You Guys To Drop By (V)

22

S Lost In The Wilderness or a Rogue speeder. OR If 
you occupy a site, fi nd one of your missing characters 
there. OR Cancel Stunning Leader. OR Cancel opponent’s 
attempt to randomly remove one or more cards from 
your hand (except with Monnok).

•NOOOOOOOOOOOO! (V)

U S E D  I N T E R R U P T 

•NOOOOOOOOOOOO! (V)

22

Cancel Broken Concentration, The Circle Is Now 
Complete, or a duel initiated during battle. (Immune to 
Young Fool.) OR During any draw phase, place a card 
from hand under your Used Pile to take any one card 
into hand from Force Pile; reshuffl e.

Panic (V)

U S E D  I N T E R R U P T 

Panic (V)

11

S a device or non-lightsaber weapon. OR If opponent 
just initiated a battle or Force drain at a system or 
sector, T (as a ‘react’) an unpiloted Rebel starfi ghter 
and a pilot of ability < 3 (simultaneously).  S

Perimeter Scan (V)

U S E D  I N T E R R U P T 

Perimeter Scan (V)

22

If two related unique (•) sites are on table, T the 
related system. OR Peek at a face down card on 
table. OR If a character or starship’s power was just 
reduced, reset that card’s power to its printed power 
for remainder of turn.

•Precise Hit (V)

U S E D  O R  L O S T  I N T E R R U P T 

•Precise Hit (V)

11

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.

            

•Put That Down (V)

U S E D  I N T E R R U P T 

•Put That Down (V)

22

If your character or starship is about to be captured 
or lost during the weapons segment of a battle, it 
is hit instead and may not be captured or lost until 
the damage segment. OR If opponent just played an 
Interrupt during battle, activate 2 Force.

Rebel Reinforcements (V)

L O S T  I N T E R R U P T 

Rebel Reinforcements (V)

11

Once per game, if opponent has more cards with ability 
on table than you, draw destiny and retrieve up to that 
number of Rebel characters and/or Rebel starships 
(may take one retrieved card into hand).

Leia’s Back (V)

L O S T  I N T E R R U P T 

Leia’s Back (V)

11

Use 1 Force to T (or retrieve) Leia’s Blaster Rifl e, 
Leia’s Sporting Blaster, or Leia. OR If you just initiated 
a Force drain where Leia is present, use 2 Force to 
make that Force drain +2.

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2014
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•Lucky Shot (V)

U S E D  I N T E R R U P T 

•Lucky Shot (V)

77

If opponent’s Effect of any kind was just lost or 
canceled due to its own game text, place it out of play. 
OR Until end of turn, Do They Have A Code Clearance? 
may not modify forfeit. OR Cancel Close Call. OR Cancel 
Outfl ank (you may activate 1 Force).

               EPIS    ODEI

L O S T  I N T E R R U P T 

Out Of Nowhere (V)

88

Use 2 Force to target a system or planet site. For 
remainder of turn, you may deploy there even without 
presence or Force icons.  S . OR If you just deployed a 
non-Jedi character to a location opponent occupies, take 
any one card from Used Pile into hand; reshuffl e. 

Out Of Nowhere (V)

U S E D  I N T E R R U P T

  •Odin Nesloor (V)

66

If your character’s forfeit was just reduced to 0, use
1 Force (free if reduced by a      weapon) to restore it
to normal.  S  OR Cancel an attempt to ‘operate’ on a 
character (who is also protected from any further
attempts until start of opponent’s next turn). OR During
your move phase, target any or all of your characters
at one site to ‘transport’ (relocate) to an exterior or
battleground site. Draw destiny. Use that much Force
to ‘transport,’ or place this Interrupt in Lost Pile.

•Odin Nesloor & •First Aid 4 

        

EPISODEI
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Return Of A Jedi (V)

L O S T  I N T E R R U P T 

Return Of A Jedi (V)

11

Use 1 Force to T (or retrieve) Obi-Wan’s Cape, Obi-
Wan’s Lightsaber, or Obi-Wan. OR Unless Inner Strength 
on table, use 1 Force to cancel a just drawn weapon 
destiny targeting Obi-Wan (or a just drawn duel or 
lightsaber combat destiny if Obi-Wan is participating).

•Sabotage (V)

L O S T  I N T E R R U P T 

•Sabotage (V)

11

Target an opponent’s device or non-superlaser weapon 
card. Draw destiny. Target lost if destiny -X < target’s 
destiny number, where X = the number of your spies 
on table. OR Cancel the targeting of a      weapon at 
same site as your spy.

      

Scomp Link Access (V)

U S E D  O R  S T A R T I N G  I N T E R R U P T 

Scomp Link Access (V)

66

USED: S a non-      droid (except IL-19). OR Place a
card from hand on Used Pile. STARTING: T two
always  A  Effects. If you have only one location (with
< 3     ) (except Massassi Throne Room) on table, may 
T a      site. Place this Interrupt in hand.       

          EPISODEI

Original concept by Mike Tomashewski, PC Volunteer Award 2006Original concept by Mike Tomashewski, PC Volunteer Award 2006

•Shocking Information (V)

U S E D  I N T E R R U P T 

•Shocking Information (V)

22

Unless you have a senate majority, if opponent just 
S or T a character (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).

•Shoo! Shoo! (V)

U S E D  I N T E R R U P T 

•Shoo! Shoo! (V)

44

Relocate an opponent’s ferocious creature to a related 
location (habitat permitting). OR During any move 
phase, initiate an attack against a creature. OR Cancel 
an attempt by Reegesk to steal a card; Reegesk is lost.
  S

•Skull (V)

U S E D  I N T E R R U P T 

•Skull (V)

44

During opponent’s control phase, your pack attacks. 
Weapons may only target the lead creature. Pack may 
then move to an adjacent site. OR If a card was just 
‘eaten,’ card’s owner loses 2 Force. OR Use 3 Force to 
retrieve a creature.

•Solo Han (V)

L O S T  I N T E R R U P T

•Solo Han (V)

66

Use 1 Force to T (or retrieve) non-     Han. OR If a
battle just initiated, and Han defending alone at a site,
his forfeit cannot be reduced, he adds one destiny to 
power (+1 for each character and vehicle present), and 
draws one battle destiny if not able to otherwise.  S

    

Starship Levitation (V)

U S E D  O R  L O S T  I N T E R R U P T 

Starship Levitation (V)

22

USED: If you just drew a starship for destiny, take that 
starship into hand to cancel and redraw that destiny.
LOST: Use 3 Force to retrieve a non-      starship into 
hand.

      

•Surreptitious Glance (V)

L O S T  I N T E R R U P T 

•Surreptitious Glance (V)

22

If this card is lost from your Reserve Deck, it satisfi es 
an additional 2 Force loss. If your Lando and Lobot are 
defending in a battle, add two destiny to power only and 
one battle destiny. 

•Run Luke, Run! (V)

U S E D  O R  L O S T  I N T E R R U P T 

•Run Luke, Run! (V)

77

USED: During battle, if Obi-Wan out of play, cancel an 
attempt to target a Rebel with a weapon.
LOST: During battle at a site, place non-      Obi-Wan out 
of play (even from hand); Your other characters there may 
move away for free.

    EPIS    ODEI

•The Signal (V)

U S E D  O R  S T A R T I N G  I N T E R R U P T 

•The Signal (V)

33

USED: Use 1 Force to S a character weapon. 
STARTING: S and/or T up to three Effects of 
any kind with “Jedi” in lore or game text. Place this 
Interrupt in Reserve Deck.

L O S T  I N T E R R U P T 

•Rug Hug (V)

88

Use 2 Force to move one of your characters as a 
‘react’ to a battle opponent just initiated. OR If Luke 
(or a Jedi) and your alien are in battle together, add 
one battle destiny. OR Once per game, activate X 
Force, where X = number of your aliens on table.

•Rug Hug (V)

•The Dark Side Is Growing

•The Dark Side Is Growing 3

     

EPISODEI

U S E D  O R  S T A R T I N G  I N T E R R U P T 

•What Was It? (V)

99

USED: If you just drew a       card for destiny, take it 
into hand (may cancel and redraw it). STARTING: If 
Republic At War on table, deploy Cloning Cylinders and 
two Effects that deploy for free, are always  A , and 
deploy on table. Place Interrupt in Lost Pile. 

Through The Force Things You Will See (V)

LOST INTERRUPT

Through The Force Things You Will See (V) E

22

Once per game, choose: if you are about to recirculate 
at the end of your turn, and you have fewer cards in 
Used Pile than Force Pile, place your Used Pile under 
your Force Pile instead. OR Place the top card of your 
Used Pile on top of your Force Pile.

This Is More Like It (V)

U S E D  I N T E R R U P T 

This Is More Like It (V)

99

Cancel an attempt to target a scoundrel (or a starship 
or vehicle piloted by a scoundrel) with a weapon. OR 
At any time during your turn, deploy a       Effect from 
under Scoundrel’s Luck (or transfer a       Effect to 
another scoundrel on table).

      

Original concept by James Barnes, 10th Anniversary Design ContestOriginal concept by James Barnes, 10th Anniversary Design Contest

      

•Under Jabba’s Protection

•Under Jabba’s Protection 4

     

U S E D  I N T E R R U P T 

•Artoo, I Have A Bad Feeling About This (V)

88

When you play this Interrupt, may place a Rep on your 
Objective in Used Pile. Lose X cards stacked on I Know That 
Laugh to reduce a weapon or battle destiny total by X. OR 
Use 1 Force to take a card stacked on I Know That Laugh 
into hand (or stack top card of Lost Pile on it).
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•Warrior’s Courage (V)

L O S T  I N T E R R U P T

•Warrior’s Courage (V)

66

Use 1 Force to T (or retrieve) Leia. OR If a battle just 
initiated, and non-     Leia defending alone at a site,
her forfeit cannot be reduced, she adds one destiny to 
power (+1 for each character and vehicle present), and 
draws one battle destiny if not able to otherwise.  S

     

••Visored Vision (V)

U S E D  O R  L O S T  I N T E R R U P T 

••Visored Vision (V)

22

USED: If opponent has three non-battleground locations 
on table, activate 5 Force. 
LOST: T a battleground location.

•Walker Sighting (V)

U S E D  I N T E R R U P T 

•Walker Sighting (V)

22

While an AT-AT or AT-ST on table, destiny +3. 
S Concussion Grenade, Logistical Delay, or Panic.  S 
OR If opponent’s AT-AT or AT-ST on table, peek at the 
top card of their Reserve Deck; may use 2 Force to 
make it lost.

•We’ll Find Han (V)

U S E D  O R  L O S T  I N T E R R U P T 

•We’ll Find Han (V)

22

USED: T Han (except Han, Chewie, And The Falcon).
LOST: Deploy Han (except Han, Chewie, And The Falcon) 
from your Lost Pile.

•Wookiee Strangle (V)

L O S T  I N T E R R U P T

•Wookiee Strangle (V) E

22

Once per game, during your move phase, target 
opponent’s character present with your Wookiee. Both 
players draw destiny. Add Wookiee’s power; opponent 
adds target’s defense value. Target lost if your total 
destiny +2 > opponent’s total destiny.

U S E D  I N T E R R U P T

•Wookiee Guide (V)

•Wookiee Guide

55

Stack a Wookiee from your Lost Pile on Grrrghrrrgh!. 
OR Deploy a Wookiee stacked on Grrrghrrrgh! to 
Kashyyyk (as if from hand). OR Once per game, draw X 
cards from top of Reserve Deck, where X = number of 
cards stacked on Grrrghrrrgh!.

L O S T  I N T E R R U P T

•Wookiee Roar (V)

•Wookiee Roar

55

If a battle was just initiated involving a Wookiee, add 
one destiny to your total power (two if alone). That 
Wookiee is defense value +3 for remainder of turn. 
OR If you have 8 or more cards in hand, cancel a 
Force drain.

EPISODEI EPISODEI

You Will Go To The Dagobah System (V)

U S E D  I N T E R R U P T 

You Will Go To The Dagobah System (V)

22

T a character, device, starship, vehicle, or weapon 
to a Dagobah site (regardless of Dagobah deployment 
restrictions). OR During your control phase, relocate 
your character to a Dagobah site.

•Use The Force

U S E D  I N T E R R U P T

••Stone Pile (V)

77

Choose up to X of the following in any order, where X = 
number of cards stacked on Communing: Peek at the top 
card of any deck or pile; may then shuffl e it. OR Draw 2 
cards from Reserve Deck. OR Retrieve 1 Force. OR Activate 
X Force. OR Your next destiny draw this turn is +X.

•Use The Force 4

     “Use the Force. Yes... Now, the stone. Feel it.”

•Yub Yub, Commander

U S E D  O R  L O S T  I N T E R R U P T

•Paploo (V)

77

USED: T a Rogue Squadron pilot to a location you occupy 
with a Rogue Squadron pilot. LOST: Cancel an attempt by 
opponent to target a Rogue Squadron pilot to be captured 
or excluded from battle. OR If two Rogue Squadron pilots 
are in battle together, add one battle destiny.

•Yub Yub, Commander 5

     

U S E D  I N T E R R U P T 

•You Will Take Me To Jabba Now (V)

88

When you play this Interrupt, may place a Rep stacked on 
your Objective in Used Pile. T Seeking An Audience or an 
alien to Audience Chamber (for -1 Force). OR Reveal up to 
3 aliens stacked on I Know That Laugh or from hand (X = 
number of aliens revealed); activate X Force.

•You Will Take Me To Jabba Now (V)

Utinni! (V)

U S E D  I N T E R R U P T 

Utinni! (V)

11

S an Utinni Effect. OR S a non-unique and/or a 
unique (•) Jawa.



L O C A T I O N S
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May not be deployed if an Alderaan site (or sector) on 
table. Star Cruisers ignore location deployment 
restrictions in their game text. 

2

When deployed, choose: fl ip Set Your Course For 
Alderaan immediately or at the end of your next turn. 

2

•ALDERAAN (BLOWN AWAY)

      Asteroid Field (Light) (V)

•ALDERAAN (BLOWN AWAY)

11

<> <> <>

•Alderaan (Blown Away)

•Endor: Bunker (Light) (V)
•BLOCKADE FLAGSHIP: PRISON
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55

W
hile Palpatine im

prisoned here, opponent’s Force drains everywhere are -1.

•Blockade Flagship: Prison

Once per turn, if you occupy with a Corellian, may 
activate 1 Force.

•Corellia (V)

44

•CORELLIA 1

•Corellia (V)

•Cloud City: North Corridor (V)

•CORUSCANT: JEDI ARCHIVES
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55

May not be separated from
 Jedi Council Cham

ber (if on table). Force drain +1 here.

•Coruscant: Jedi Archives

•Coruscant: Jedi Council Chamber (V)

•CORUSCANT: JEDI COUNCIL CHAM
BER •C
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55

If your non-battleground site on table with no related locations (or if you do not control a 
battleground site),        W

ipe Them
 Out, All Of Them

 is suspended.

•Coruscant: Jedi Council Chamber (V)

15

EPISO
D

E
I EPISO

D
E

I

•Coruscant (Special Edition) (V)

If just converted, may raise this system to the top.

0

If your Coruscant system was converted, your Force 
generation is +1 here.

0

E

•CORUSCANT

•Coruscant (Special Edition) (Light) (V)

•CORUSCANT

77

•Cloud City: Core Tunnel (V)

•CORUSCANT: LOW
ER LEVELS
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77

Characters of ability > 4 are defense value -1 here.

•Coruscant: Lower Levels
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•Yavin 4: Massassi War Room (V) E

•DANTOOINE: BASE - OPERATIONS CENTER
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44

W
hile More Dangerous Than You Realize on table, you must control three Dantooine locations 

to fl ip it back, and Dantooine system gains one     .

•Dantooine: Base - Operations Center

Original concept by Brandon Schele, Corellia Regionals 2005Original concept by Brandon Schele, Corellia Regionals 2005
•Yavin 4: Docking Bay (Light) (V)

•DANTOOINE: BASE - DOCKING BAY
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44

Your docking bay transit from
 here requires 2 Force.

•Dantooine: Base - Docking Bay •Dressel

During your control phase, if you occupy, may lose 1 
Force to retrieve a trooper into hand.

2

Force drain –1 here. Despair may not prevent cards from 
moving as a ‘react’ (except away from battle).

2

•DRESSEL

•Alderaan (Light) (V)

•DRESSEL

66

•Tatooine: Cantina (Light) (V)
•CORUSCANT: NIGHT CLUB
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55

Your characters here are defense value -1 and m
ay not be excluded from

 battle.

•Coruscant: Night Club

•Coruscant: Docking Bay (Light) (V)
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55

Unless you occupy,        W
ipe Them

 Out, All Of Them
 ignores starship and holosite sites.

•Coruscant: Senate Landing Platform

15
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•Cloud City: Casino (Light) (V) E
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77

W
hile Center Of Tyranny on table, you generate no Force here.

•Coruscant: Main Power Plant
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•Jabba’s Palace: Entrance Cavern (Light) (V)
•GEONOSIS: DOCKING BAY
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99

Your docking bay transit from
 here requires 2 Force.

•Geonosis: Docking Bay

EPISO
D

E
I Artwork not affi liated or endorsed by Lucasfi lm Ltd.

•Tatooine: Hutt Canyon (V)
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If you control, opponent’s Forward Com
m

and Center gam
e text is canceled.

•Geonosis: Forward Command Center

•Tatooine: Podrace Arena (Light) (V)

•GEONOSIS: PETRANAKI ARENA
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Once per turn, if you control, m
ay raise your converted Petranaki Arena to the top.

•Geonosis: Petranaki Arena

           
EP

IS  
  O

DE I

•Geonosis: Rocky Plains

•Tatooine: Dune Sea (V)

•GEONOSIS: ROCKY PLAINS
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Once per turn, if you control, may raise your converted Rocky Plains to the top.

EPISO
D

E
I
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D

E
I Artwork not affi liated or endorsed by Lucasfi lm Ltd.

•Endor: Ewok Village (Light) (V)
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•Endor: Ewok Village (V)

33
•ENDOR: EW

OK VILLAGE

No starships or vehicles here. If no Ewoks on Endor, Force drain +1 here.

•Hoth: Echo Command Center (War Room) (Light) (V)

•HOTH: ECHO COM
M

AND CENTER (W
AR ROOM

)

Unless you occupy this site (or three related locations), The First Transport Is Away! is im
m

une to Our First 
Catch Of The Day.

•H
OT
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 E

CH
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NT
ER

 (W
AR
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M
)

If 
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pr
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, m
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 to

 
 R
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s P
oin

t. 
Yo
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 tr
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e 
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ee
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+2

. 
Ma

y n
ot

 b
e 
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te

d.

66

•Hoth: Echo Command Center (War Room) (L) (V)



•Endor: Ewok Village (Light) (V)

•KASHYYYK: W
OOKIEE HAVEN (FOREST)

•K
AS

HY
YY

K:
 W

OO
KI

EE
 H

AV
EN

 (F
OR

ES
T)

Yo
ur

 F
or

ce
 g

en
er

at
ion

 is
 +

1 
at

 K
as

hy
yy

k 
sit

es
 w

he
re

 yo
u 

ha
ve

 a
 W

oo
kie

e.

55

At end of opponent’s deploy phase, if opponent controls this site with at least two 
W

ookiees and has 8 or m
ore cards in hand, lose 1 Force.

•Kashyyyk: Wookiee Haven (Forest)

EPISO
D

E
I

 •••Endor: Great Forest (Light) (V) E

55

•Kashyyyk: Sacred Forest

•KASHYYYK: SACRED FOREST
•K

AS
HY

YY
K:

 S
AC

RE
D 

FO
RE

ST

At
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ar
t o

f y
ou

r t
ur

n, 
m

ay
 d

ra
w 

a 
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rd
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 R

es
er

ve
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k 
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r e
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h 

Ka
sh

yy
yk

 si
te

 w
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re
 

all
 yo

ur
 a
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ity
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 p
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vid
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y W
oo

kie
es

. O
nc

e 
pe

r t
ur

n, 
m

ay
 

 Ya
rn

a 
d’a

l’ G
ar

ga
n.Unless Mosep on table, Force lost from

 your Force drains here m
ust com

e from
opponent’s hand, if possible. All Nudjs are lost.

EPISO
D

E
I

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

L I G H T  S I D EVirtual Cards: Master List

•Hoth: Echo Med Lab (V)
•H

OT
H:

 E
CH

O 
M

ED
 L

AB

Du
rin

g 
yo

ur
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ep
loy

 p
ha

se
, m

ay
 

 a
 m

ed
ica

l d
ro

id 
he

re
.

•Hoth: Echo Med Lab (V)

22
•HOTH: ECHO M

ED LAB

If you control, with an Im
perial present, Force drain +1 here.

•Hoth: Main Power Generators (V)

66

  •Hoth: Main Power Generators (V)

•HOTH: M
AIN POW

ER GENERATORS

1ST
  M

AR
KE

R

1
ST  M

ARKER

•H
OT

H:
 M

AI
N 

PO
W

ER
 G

EN
ER

AT
OR

S

‘Hoth Energy Shield Rules’ in effect. If ‘blown away’ Light Side loses 8 Force. Artillery weapons on Hoth are 
powered.

W
hil

e 
Lib

er
at

ion
 o

n 
ta

ble
, H

ot
h 

En
er

gy
 S

hie
ld 

co
ve

rs 
on

ly 
th

is 
sit

e 
an

d 
Ec

ho
 si

te
s. 

Un
iqu

e 
(•

) s
pe

ed
er

s
ca

nn
ot

 b
e 

‘th
ro

wn
.’

Once per turn, if Kashyyyk was your starting location, 
may  a Kashyyyk site.

•Kashyyyk (Light) (V)

55

•KASHYYYK 6

•Kashyyyk (Light) (V) E

•Kashyyyk: Forest Depths

•KASHYYYK: FOREST DEPTHS

•K
AS

HY
YY

K:
 F

OR
ES

T 
DE

PT
HS

66

Unless you occupy, your Force generation here is canceled. No starships or vehicles here.

In 
ba

ttl
es

 a
t K
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hy

yy
k 

loc
at
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s, 

at
tri
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n 
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st 
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 is

 +
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(li
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+3

) f
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Ka

sh
yy
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n 
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py

 w
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 a
 W

oo
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e.

•Dagobah: Jungle (V)

EPISO
D

E
I

EPISODEI

•Hoth: Echo Corridor (Light) (V)

•H
OT

H:
 E

CH
O 

CO
RR

ID
OR

On
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 p
er

 g
am

e, 
m

ay
 

 a
   

   
ge

ne
ra

l h
er

e. 
No

n-
   

   
Ch
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m

 is
 c
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led
.

88
•HOTH: ECHO CORRIDOR

W
hile 1st Marker on table, Effects m

ay deploy here instead of on 1st Marker.

•Hoth: Echo Corridor (V)

    
        

1 D D

Original concept by Jonathan Murray, Atlanta Cube ChampionshipOriginal concept by Jonathan Murray, Atlanta Cube Championship



Force drain +1 here. Once per game, if you control, may 
 Han’s Toolkit.

3

Starships piloted by bounty hunters are power +1 here. All  
starships may move between here and Nal Hutta as a ‘react.’

3

•NAR SHADDAA

•Coruscant (Coruscant) (Light) (V)

•NAR SHADDAA

88

•Nar Shaddaa

Original concept by Jarad Konsker, New Jersey Mini Open 2011
Original concept by Jarad Konsker, New Jersey Mini Open 2011

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

L I G H T  S I D EVirtual Cards: Master List

•Muunilinst

If you control, attrition against opponent in battles on 
Muunilinst is +1.

7

If you control, attrition against opponent in battles on 
Muunilinst is +1.

7

•MUUNILINST

•Yavin 4 (Light) (V)

•MUUNILINST

99

•Tatooine: Jawa Camp (Light) (V)
•M

UUNILINST: CITY OF HARNAIDAN
•M

UU
NI

LI
NS

T:
 C

IT
Y 

OF
 H

AR
NA

ID
AN

Yo
ur

 co
mb

at 
ve

hic
les

 h
er

e a
re

 p
ow

er
 +

1 
an

d 
ad

d 
1 

to 
ea

ch
 of

 th
eir

 w
ea

po
n 

de
sti

ny
 d

ra
ws

.

99

Unless opponent controls this site,       and       cards m
ay m

ove to and from
 here for free.

•Muunilinst: City Of Harnaidan

EPISODEI

      

•Cloud City: Platform 327 (Docking Bay) (V)

•M
UUNILINST: DOCKING BAY

•M
UU

NI
LI

NS
T:

 D
OC

KI
NG

 B
AY

Yo
ur

 d
oc

kin
g 

ba
y t

ra
ns

it 
fro

m 
he

re
 re

qu
ire

s 1
 Fo

rc
e (

fre
e i

f a
   

   
ca

rd
 h

er
e)

.

99

Your docking bay transit from
 here requires 2 Force.

•Muunilinst: Docking Bay

EPISO
D

E
I EPISO

D
E

I

Artwork not affi liated or endorsed by Lucasfi lm Ltd. Artwork not affi liated or endorsed by Lucasfi lm Ltd.
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.

•Muunilinst: Republic Landing Site

•Yavin 4: Jungle (Light) (V)

•M
UUNILINST: REPUBLIC LANDING SITE

•M
UU

NI
LI

NS
T:

 R
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C 
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ND
IN

G 
SI

TE

Yo
ur

   
   

ch
ar
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ay

 sh
ut
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 to

 an
d 

fro
m 
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is 

sit
e f

or
 fr
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.

99

Unless you control with a      card, Force drain -1 here.

•Yavin 4: Docking Bay (Light) (V)

•M
UUNILINST: HARNAIDAN PLAINS

•M
UU

NI
LI

NS
T:

 H
AR

NA
ID

AN
 P

LA
IN

S

99

Battle droids and      cards are forfeit -1 and power +1 here.

•Muunilinst: Harnaidan Plains

EPISO
D

E
I EPISO

D
E

I

Artwork not affi liated or endorsed by Lucasfi lm Ltd.Artwork not affi liated or endorsed by Lucasfi lm Ltd.



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

L I G H T  S I D EVirtual Cards: Master List

•Tatooine: Anchorhead (V)

REBEL CELL - M
ONITORING STATION

RE
BE

L 
CE

LL
 - 

M
ON

IT
OR

IN
G 

ST
AT

IO
N

De
plo
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 o
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 to

 sa
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 H
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en

 L
an

din
g 

Sit
e. 
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e 
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e 

m
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ifi e
d 
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t’s

 o
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.

44

Unless you control, each of your weapons at Rebel Cell sites m
ay fi re only once per battle. 

Rebel Cell - Monitoring Station

<>

<>

•Tatooine: City Outskirts (V) E

44

Rebel Cell - Hidden Landing Site

REBEL CELL - HIDDEN LANDING SITE

May not deploy to Bespin, Coruscant, Dagobah, Dantooine, Endor, Hoth, or Subjugated Planet. 
Rebel Cell sites are im

m
une to Revolution and      No Escape. Lim

it one copy on table. Yo
ur

 st
ar

fi g
ht

er
s m

ay
 d

ep
loy

 h
er

e 
(fo

r -
1 

Fo
rc

e)
, a

nd
 ta

ke
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r f
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m
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(o
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m
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 h
er
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.

<>
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IT
E

<>

     

•Hoth: Echo Docking Bay (Light) (V) E

44

Outpost

OUTPOST

Unless opponent’s m
atching operative at sam

e or related site, those sites are im
m

une to
       No Escape.

Ma
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loy

 to
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, D
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Ke
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  O
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m
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n 

Ef
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ct
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 d

ep
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 d
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 (e
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 c
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e.

<>

OU
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T

<>
    

•Cloud City: Lower Corridor (LIght) (V)

•NAR SHADDAA: SCOUNDREL’S REST

•N
AR

 S
HA

DD
AA

: S
CO

UN
DR

EL
’S

 R
ES

T

Ch
ar

ac
ter

s (
ex

ce
pt

 b
ou

nt
y h

un
ter

s a
nd

 sc
ou

nd
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ls)
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e d
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loy
 +

1 
to 

Na
r S
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dd

aa
.

88

If you occupy, opponent’s gam
e text here is canceled.

•Naboo: Theed Palace Generator (Light) (V)
•NAR SHADDAA: UNDERCITY

•N
AR

 S
HA

DD
AA

: U
ND

ER
CI

TY

Sc
ou

nd
re

ls 
Gu

ild
 is

 im
mu

ne
 to

 N
o E

sc
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e a
nd
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 Fo
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e g
en

er
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er
e i

s +
1.

88

Bounty hunters on Nar Shaddaa are power +1.

•Cloud City: Chasm Walkway (Light) (V)

•NAR SHADDAA: UNDERCITY STREET

•N
AR

 S
HA
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AA

: U
ND

ER
CI

TY
 S

TR
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T

Sc
ou

nd
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ma
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ov

e t
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g 

lan
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ed
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r f

re
e.

88

Force drain -1 here unless your assassin, bounty hunter, or thief present.

•Nar Shaddaa: Scoundrel’s Rest •Nar Shaddaa: Undercity Street•Nar Shaddaa: Undercity
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L I G H T  S I D EVirtual Cards: Master List

•Tatooine: Anchorhead (V)

SPACEPORT SCOUNDRELS GUILD
SP

AC
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OR
T 

SC
OU

ND
RE

LS
 G

UI
LD
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.

66

May not deploy to Bespin, Dagobah, Endor, Hoth, or Yavin 4. Characters (except Lando, 
bounty hunters, Corellians and sm

ugglers) are each power and forfeit -1 here.

Spaceport Scoundrels Guild

Original concept by Jonathan Murray, DragonCon Open 2009Original concept by Jonathan Murray, DragonCon Open 2009

•Tatooine: Cantina (Light) (V)

•Tatooine: Cantina (Light) (V)

•TATOOINE: CANTINA

•T
AT

OO
IN
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AN
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  S
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un

dr
els

 a
re

 sm
ug

gle
rs.

 M
ay

 u
se

 1
 F

or
ce

 to
 

 M
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n.

88

You lose no Force to Force drains at opponent’s Kessel system. May not be converted.

88

•Yavin 4: Briefi ng Room (V)

•REDEM
PTION: COM

M
AND POST

•R
ED

EM
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IO
N:
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OM
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u 
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py

.

22

W
hile Redemption is at a system

 you do not occupy, you m
ay only deploy spies here.

•Redemption: Command Post

Unless opponent controls this system, Commence Primary 
Ignition may not target Roche.

•Roche (V)

77

•ROCHE 7

•Roche (V)

•Tatooine: Tosche Station (V)

REBEL CELL - PERIM
ETER
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44

Deploys only to sam
e planet system

 as Rebel Cell - Hidden Landing Site. 

Rebel Cell - Perimeter

      
     

•Yavin 4: Briefi ng Room (V)

REBEL CELL - SITUATION ROOM

RE
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44

For each of your characters here, your power is +1 at related system
. 

Rebel Cell - Situation Room

<>

<>
<>

<>

•Death Star: Trash Compactor (V)
REBEL CELL - REFUGEE QUARTER
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).

88

Deploys only to same planet as Rebel Cell - Hidden Landing Site.

Rebel Cell - Refugee Quarter

44



•Tatooine: Queen’s Landing Site

•TATOOINE: QUEEN’S LANDING SITE

•T
AT

OO
IN

E:
 Q

UE
EN

’S
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AN
DI

NG
 S

IT
E

66

 Force drain +1 here. Opponent m
ay not Force drain here. 

On
ce

 p
er

 tu
rn

, m
ay
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d/
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 3

27
 N

ub
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 h
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e 
(fo
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Fo
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e 
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).

•Tatooine: Jundland Wastes (V)

EPISO
D

E
I

•Yavin 4 (V)

Once per game, if a Critical Mission here, may  an 
Effect on Yavin 4.

4

Yavin 4 and starships here are immune to Lateral Damage.

4

•YAVIN 4

•Yavin 4 (Light) (V)

•YAVIN 4

77
Original concept by Moderator Team, PC Volunteer Award 2011Original concept by Moderator Team, PC Volunteer Award 2011
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L I G H T  S I D EVirtual Cards: Master List

•Yavin 4: Massassi Ruins (V)

•YAVIN 4: JEDI ACADEM
Y

•Y
AV

IN
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ED
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.

44

W
hile opponent’s non-     Jedi here, destiny draws for Sense and Alter m

ay not be m
odifi ed.

•Yavin IV: Jedi Academy

                

Original concept by Charles Clarkson, New York States 2006Original concept by Charles Clarkson, New York States 2006

•Tatooine: Lars’ Moisture Farm (Light) (V)
•TATOOINE: LARS’ M

OISTURE FARM

W
hile No One To Stop Us This Tim

e on table, Im
perials are deploy -1 here. 
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11

•Tatooine: Lars’ Moisture Farm (V)

   
     

•Tatooine: Obi-Wan’s Hut (V)

•TATOOINE: OBI-W
AN’S HUT

•T
AT
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IN
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77

If you control, Force drain +1 here.

•Tatooine: Obi-Wan’s Hut (V)

•Tatooine: Jawa Camp (Light) (V)

•TATOOINE: JAW
A CAM
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88

If you control, opponent’s Jawas and Sandcrawlers are power and forfeit -1.

•Tatooine: Jawa Camp (Light) (V)



•Yavin 4: Massassi War Room (V)

•YAVIN 4: M
ASSASSI W
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88

You lose no more than 2 Force from Force drains at non-liberated systems.

•Yavin 4: Massassi War Room (V)

Original concept by Brian Herold, Yavin 4 Regionals 2011Original concept by Brian Herold, Yavin 4 Regionals 2011

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

L I G H T  S I D EVirtual Cards: Master List

M I S S I O N S

•Assault On Muunilinst 5

•Assault On Muunilinst

M I S S I O N

•Get Alongside That One (V)

99

Deploy on Begun, The Clone War Has. 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.

EPISODEI

•Hunt Down The Dark Acolyte

•Rescue On Geonosis

•Hunt Down The Dark Acolyte 5

•Rescue On Geonosis 5

M I S S I O N

•Strike Blocked (V)

99

Deploy on Begun, The Clone War Has. Opponent’s 
characters of ability > 4 are ‘acolytes.’ Once during your 
move phase, if no card here, may target Anakin (or Obi-
Wan) and initiate a duel with an ‘acolyte’ present. Each 
player draws two destiny (those destinies may not be 
canceled). Add ability. If your total higher, stack ‘acolyte’ 
here face down (Mission complete). Otherwise, place 
target in your Used Pile.
Reward: May immediately  a non-character card.
Turn the Tide: If a card with the same persona as card 
here is deployed, place this Mission in Used Pile.

M I S S I O N

•Energy Walls (V)

99

Deploy on Begun, The Clone War Has. Once per turn, 
may  Amidala. Petranaki Arena is a prison. May deploy 
Amidala imprisoned there (for free) from hand or Lost 
Pile and, unless this Mission complete, Amidala lost if not 
imprisoned there and she may not be transferred while 
imprisoned. If you just initiated a Force drain at Petranaki 
Arena, release a captive there (Mission complete).
Reward: If Obi-Wan is present with Anakin or Amidala, 
attrition against opponent is +2.
Turn the Tide: If opponent controls Petranaki Arena (or if 
Amidala not on table), place this Mission in Used Pile.

EPISODEI

EPISODEI

•Rebel Aces

M I S S I O N

•I’ll Take The Leader (V)

•Rebel Aces 2

77

Deploy on table. Your Sandwhirl is canceled. At 
battleground systems where you have a Rebel of 
ability = 2 piloting a starfi ghter, and you have no Force 
drain bonus (except from the system card itself), your 
Force drains are +1. Your starfi ghters with a pilot 
character aboard are immune to attrition < 4. Once per 
turn, may  Close Air Support. Your Rebel starfi ghters 
without astromech capacity (except Falcon or Artoo-
Detoo In Red 5) gain “May add 1 astromech.”

•Kessel Run (V)

•Kessel Run 3

M I S S I O N

•Kessel Run (V)

88

Deploy on Infi ltration or non-      Watch Your Step. May
Kessel. May target a scoundrel or smuggler at a non-Kessel 
system (target is immune to Set For Stun). If target is lost, 
place cards here in Used Pile. When target reaches Kessel, 
draw fi ve ‘parsec’ destinies and stack them here (or this 
Mission is lost). Whenever you win a battle (or at start of 
your turn), take a card here into hand. When target returns 
to original system: Mission completed (counts as two 
Kessel Runs), Infi ltration fl ips, and may  a card. If total 
‘parsec’ destiny < 12 when completed, may subtract 1 from 
each of opponent’s destiny draws. May not be canceled.

44
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O B J E C T I V E S

Hidden Base (V) /
Systems Will Slip Through Your Fingers (V)

Hidden Base (V) E

44

Deploy a battleground system (with Hidden Landing Site 
there) and Uncharted Settlements. Choose: Rebel/Rebel 
starship, Alien/      starship, or Republic/      starship.
For remainder of game, you may not deploy cards with 
ability except vehicles, Jedi Masters, and the pair you 
chose. Once per turn, may  a battleground system.
While this side up, once per turn, may  a Rebel Cell 
site and/or a character of ability 2 or 3 to a Rebel Cell site. 
Flip this card if you occupy three Rebel Cell sites (and 
opponent controls no Rebel Cell sites).

                       

Systems Will Slip Through Your Fingers (V) E

44

While this side up, your Force drains are +1 at each 
battleground system. Once per turn, may lose 1 Force 
to cancel a Force drain at an opponent’s location. At 
Rebel Cell sites, sectors, and each battleground system: 
your characters of ability < 4,       artillery weapons, 
and starships are immune to attrition < 4 (or add 2 
to immunity). Koensayr Manufacturing and Incom 
Corporation instead affect all your non-unique starships 
(except squadrons and corvettes) and T-47s.
Flip this card if opponent controls two Rebel Cell sites.

      

C R I T I C A L  M I S S I O N

•Taking Them With Us (V)

•Restore Freedom To The Galaxy

•Restore Freedom To The Galaxy 0

77

Deploy on Yavin 4. Once per turn, may  a battleground 
system or an interior Yavin 4 site. Whenever you Force 
drain at another battleground system, may draw destiny. 
Add 1 for each Yavin 4 site on table (2 if you occupy). If 
total destiny > 6, stack top card from any Reserve Deck 
face up there (limit one per system), and, while stacked 
there, system is ‘liberated.’ At ‘liberated’ systems: Force 
drains are +1, and at same and related locations your 
total power is +3 and you draw one battle destiny if not 
able to otherwise. If opponent Force drains at a ‘liberated’ 
system, place stacked card in owner’s Used Pile.

Dantooine Base Operations (V)

 Center Of Tyranny / A Liberated World

 Center Of Tyranny 0

77

Deploy        Coruscant, Main Power Plant, Lower Levels, 
Planetary Shield, and Rogue Insertion.
For remainder of game, Rogue Squadron pilots are 
Insurgents and may fi re blasters for free. Your destiny 
draws for        Sabotage are -1 and may not be further 
reduced. Your characters of ability > 4 are deploy +4.
While this side up, during your deploy phase, may use 1 
Force to  a Coruscant battleground site.
Flip this card if Planetary Shield ‘disabled.’

More Dangerous Than You Realize (V)

A Liberated World 7

77

Immediately retrieve into hand (or ) any one card.
While this side up, “1” on Declaration of Rebellion is 
treated as “2”. Your Force generation at Coruscant system 
is +2. While you occupy a system, your Force drains are 
+1 at each related battleground site you control with a 
Rogue Squadron pilot. Once per turn, if opponent just lost a 
starship from a system, you may lose 1 Force to steal it into 
hand. Once during your turn, if you just forfeited a Rogue 
Squadron pilot, may use 1 Force to  any one card. 

77

11

Local Uprising (V) E

 Local Uprising / Liberation (V)

22

Deploy Hoth system and      Main Power Generators. May 
deploy Echo Base Garrison and/or Maneuvering Flaps.
For remainder of game, you may not deploy Hoth Sentry 
or non-Hoth locations (except Rendezvous Point). T-47 Battle 
Formation may only be played once per game and is  S  .
While this side up, during your deploy phase, may  
an exterior Hoth site or a non-unique Rebel to Hoth.
Flip this card during your move phase if you control three 
exterior Hoth sites with T-47s and/or non-unique Rebels. 
Place out of play if Main Power Generators ‘blown away.’

66

Liberation (V) E

22

While this side up, Wedge may not cancel battle destiny 
draws on Hoth. During your control phase: opponent
loses 1 Force for each battleground marker site you
control with both a T-47 and a Rebel, and you may use 
two Force to  any one card. Whenever you must lose
Force (except from your card, battle damage, or a Force 
drain at a battleground), reduce the loss (to a minimum
of 1) by the number of Hoth locations you occupy.
Flip this card if you do not control 2 exterior Hoth sites.
Place out of play if Main Power Generators ‘blown away.’

 Infi ltration / Unlikely Allies

Unlikely Allies 7

Sometimes I Amaze Even Myself (V)
88

While  this side up, your scoundrels are forfeit +1. Your 
Force generation is +1 for each battleground you occupy 
with a scoundrel (to a maximum of +2). “Once” on 
Scoundrel’s Luck is treated as “twice.” During your control 
phase, may retrieve 1 Force. Once during your turn, may 
place a card from hand in your Used Pile or Lost Pile, 
shuffl e that pile and take the top card into hand.
Flip this card if Imperial Navigation Charts is not on table 
(unless you have completed a       Kessel Run).1V

Inf iltration 0

Undercover (V)
88

Deploy Nar Shaddaa, Undercity and Scoundrel’s Luck.
For reminder of game, your gamblers, information brokers, 
and spies are scoundrels. You may not deploy Nightfall or 
cards with ability except scoundrels and       starships. 
“Luke” on opponent’s       objective is treated as “Kyle 
Katarn.” Once per turn, may  a battleground site to Nar 
Shaddaa.
While this side up, your Force drains at systems are -1. 
May use 1 Force to  Imperial Navigation Charts.
Flip this card if Imperial Navigation Charts is ‘stolen.’

      
     



Mind What You Have Learned (V) /
Save You It Can (V)

Mind What You Have Learned (V)

66

Deploy Dagobah system (may not be converted) and 
Strong Is Vader.
For remainder of game, only Luke may be an
apprentice. Yoda and Luke deploy -3 to Dagobah.
While this side up, may  At Peace, Luke, Luke’s 
Backpack,     Yoda, and/or Yoda’s Hope to Dagobah.
Your cards on Dagobah may not contribute to Force 
retrieval (except with Strong Is Vader). Each player’s 
Sense and Alter destiny draws are +4.
Flip this card when Luke completes Jedi Test #5.

      

Save You It Can (V)

66

Immediately place destiny card from Jedi Test #5 on
that Jedi Test.
While this side up, during your move phase, may use
3 Force to take Luke into hand from a location you
control (cards on Luke go to owner’s Used Pile). Luke
may ignore location deployment restrictions listed in his 
game text. Opponent may not play Sense or Alter.
Place out of play if Luke is placed out of play or
crosses over.

We Have A Plan (V) /
They Will Be Lost And Confused (V)

We Have A Plan (V)

55

Deploy Coruscant system (may not be converted) and 
Blockade Flagship: Prison with Palpatine imprisoned 
there. May deploy Security Control.
For remainder of game, your Force generation is +1 at 
Coruscant battlegrounds. Unless you have 13 or more 
cards in hand, clones are immune to Monnok.
While this side up, at Blockade Flagship sites, 
imprisoned captives may not be transferred. Once per 
turn, may  a battleground site to Coruscant.
Flip this card if Palpatine on Coruscant.

They Will Be Lost And Confused (V)

55

Immediately  any one card.
While this side up, whenever a card of ability > 2 is 
lost, its owner loses 1 Force. While you control two 
battlegrounds with clones, opponent must have two 
cards with ability (or two      droids) to initiate a Force 
drain. Once per turn, may deploy a clone from Lost Pile. 
Clones are immune to attrition < 4.
Flip this card (and if possible, relocate Palpatine to a 
prison and imprison him there) if Palpatine is about to 
be captured, lost, missing, or removed from table.

         

We’ll Handle This (V) / Duel Of The Fates (V)

We’ll Handle This (V) E

55

Deploy Jedi Council Chamber.
For remainder of game, you may not deploy Affect Mind, 
Senate,       characters or starships, Rebel starships, or 
Rebels of ability > 2. You lose no Force to Vengeance Of The 
Dark Prince or Your Destiny. Jedi Survivor’s       is canceled. 
Speak With The Jedi Council is a Used Interrupt.
While this side up, Yoda is deploy -3 to Jedi Council 
Chamber. Your Force drains are -1.
Flip this card if Yoda and two other Jedi are at Jedi Council 
Chamber.

           

Duel Of The Fates (V)

55

While this side up, Jedi are immune to attrition < 5 and 
ignore location deployment restrictions listed in their 
game text. Your lightsaber Force drain bonuses may not 
be canceled. You may not Force drain at Jedi Council 
Chamber. Whenever you initiate a battle with a Jedi, 
may retrieve 2 Force. Jedi Test #2 may deploy on any 
Jedi (as if completed), but applies only at that site.
Flip this card (and place all Jedi Tests in Used Pile) 
if less than two Jedi at Jedi Council Chamber (unless 
Yoda there).

Watch Your Step (V) / 
This Place Can Be A Little Rough (V)

This Place Can Be A Little Rough (V) E

44

While this side up, non-blaster character weapon destiny 
draws are -2 at Corellia sites. Your Force generation at 
Corellia spaceport sites is +1. Your combat vehicles may 
deploy or move only to same Corellia site as opponent’s 
vehicle. “Audience Chamber” on Palejo Reshad is treated 
as “Corellia.” During your deploy phase, may  one 
BoShek or a Corellian of ability < 3. At the end of each 
turn, may use 1 Force to draw the bottom card of your 
Reserve Deck.
Flip this card if you do not occupy two battlegrounds.

Watch Your Step (V) E

44

Deploy Corellia system (with an unpiloted freighter and
a Corellian pilot there) and Spaceport City to Corellia.
For remainder of game, Corellia sites are immune to No
Escape. For either player to deploy a card with ability
(except a Corellian) to Corellia, that player must fi rst
place a card from hand on bottom of their Used Pile.
While this side up, you may not Force drain at Corellia
system. Once per turn, may use 1 Force to  a  site.
Flip this card if you occupy Corellia system and control
two Corellia battleground sites with Corellians.

Rebel Strike Team (V) / 
Garrison Destroyed (V)

Rebel Strike Team (V)

77

Deploy Endor system, Back Door, and       The Shield Is 
Down!.
For remainder of game, your      characters and       rifl es 
are lost. Your Force generation is +1 at your Endor sites. 
May use 1 Force to  an       Epic Event.
While this side up, your Force drains on Endor are -1. Your 
Bunker gains one      . If you occupy Bunker at the end of 
a battle you just won there, may use your       Epic Event 
to attempt to “blow away” Bunker. 
Flip this card if Bunker “blown away.”

Garrison Destroyed (V)

77

While this side up, Endor Shield is canceled. May raise 
your converted Endor to the top. If Establish Secret Base 
on table, Force generation at Endor locations may not be 
canceled. At Endor sites you occupy with a scout, your 
Force drains may not be modifi ed by opponent. Whenever 
you initiate a battle with a scout, may retrieve 2 Force. Once 
per game, may  (or deploy from hand) a Rebel starship 
for half its printed deploy cost (round down).

       

77

    EPIS    ODEI 33
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Republic At War / Aggressive Negotiations

Republic At War 0 Aggressive Negotiations 7

•We Didn’t Hit It (V)

99

Deploy Forward Command Center and Begun, The Clone 
War Has.
For remainder of game, Rebels and Rebel starships are 
lost. You may forfeit non-lightsaber weapons (using forfeit 
value = 3); place your just forfeited weapon in Used Pile. 
Your Destiny is suspended. You lose no Force to Vengeance 
Of The Dark Prince.
While this side up, once per turn, may  an
     battleground.  
Flip this card if a complete      Mission on table.
    EPIS    ODEI

•Thrown Back (V)

99

Immediately, may place X cards from hand on bottom 
of Force Pile to draw up to X+1 cards from Reserve Deck 
once per game.
While this side up, opponent’s battle destiny draws are 
-1. During your control phase, may use 2 Force to  a
     character, starship or vehicle. Your total power in 
battles is +Y, and whenever you win a battle, retrieve 
up to Y Force, where Y = the number of complete      
Missions on table. 
Flip this card if no complete      Missions on table.
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•Alderaan Consular Ship

55

•Alderaan Consular Ship 2

CAPITAL: CORELLIAN CORVETTE

•Masanya (V)

May add 3 pilots and 4 passengers. Permanent 
pilot provides ability of 2. Opponent must use +2 
Force to initiate battle here. Once per game, may 

 a senator aboard.

POWER 5 ARMOR      5

4

8

HYPERSPEED 3

      

•Booster In Pulsar Skate

44Original concept by Thomas Caspersen, Norwegian Open 07 Original concept by Thomas Caspersen, Norwegian Open 07 

•Booster In Pulsar Skate 2

STARFIGHTER: BAUDO-CLASS STAR YACHT

•Pulsar Skate (V)

May add 1 pilot and 6 passengers. Permanent pilot
is •Booster, who provides ability of 3. Once per
game, may  Mirax here. Immune to Lateral
Damage and attrition < 5. 

POWER 4 MANEUVER 4

4

4

HYPERSPEED 5

      Owned by legendary Terrik family of smugglers. Used
to chase down the pirates who killed Wedge’s parents. On 
Corellian Security’s most wanted list. 37.5 meters long. 

STARFIGHTER: N-1 STARFIGHTER 

55

•Bravo Fighter (V)

Permanent pilot provides ability of 4. May add 1 
astromech. During battle, may target a starship 
with no character piloting. Draw destiny. If destiny 
> defense value, target hit. Immune to attrition < 3.

POWER 3 MANEUVER 5

3

4

HYPERSPEED 3

•Bravo Fighter (V) 

Original concept by Brian Terwilliger, Syracuse V-Lite 2005 Original concept by Brian Terwilliger, Syracuse V-Lite 2005 

CAPITAL: TRANSPORT 

22

•Bright Hope (V)

May add 2 pilots and 6 passengers. Permanent pilot 
provides ability of 2. During battle, if with a Rebel 
capital starship, may use 1 Force to cancel a just 
drawn battle destiny.

POWER 2 ARMOR      4

3

5

HYPERSPEED 5

•Bright Hope (V) 

STARFIGHTER: Y-WING 

11

•Gold 1 (V)

May add 2 pilots or passengers. If Dutch piloting, 
power +2, immune to attrition < 4, and, once 
during any control phase, may take the top or 
bottom card of your Force Pile into hand.

POWER 2 MANEUVER 3

1

3

HYPERSPEED 4

•Gold 1 (V) 

STARFIGHTER: Y-WING 

11

•Gold Leader In Gold 1 (V)

May add 1 pilot or passenger. Permanent pilot is 
•Dutch, who provides ability of 2. Opponent may 
not ‘react’ to here and must fi rst use 1 Force to 
draw a card for battle destiny here.

POWER 4 MANEUVER 3

3

4

HYPERSPEED 4

•Gold Leader In Gold 1 (V) 

STARFIGHTER: A-WING 

33

•Green Squadron 1 (V)

May add Green Leader as a pilot. Once per turn, 
may  Diversionary Tactics. If with Executor at 
end of battle, may draw destiny; Executor and this 
starfi ghter lost if destiny > 5.

POWER 3 MANEUVER 5

2

4

HYPERSPEED 4

•Green Squadron 1 (V) 

EPISODEI

•Errant Venture

•Errant Venture 2

      

CAPITAL: IMPERIAL-CLASS STAR DESTROYER 

88

•We Can Still Out Maneuver Them (V)

May add 6 pilots. Permanent pilot provides ability of 
3. Unless your      objective on table, once per game 
may  a non-      scoundrel aboard and while 
Corran or a Terrik piloting, immune to attrition < 7.

POWER 6 ARMOR      6

6

8

HYPERSPEED 3

      
    

Image courtesy of Nicholas SaganImage courtesy of Nicholas Sagan
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•Azure AngelAcclamator-Class Assault Ship

•Azure Angel 2

      

Acclamator -Class Assault Ship 2

      

CAPITAL: ACCLAMATOR-CLASS ASSAULT SHIP

99

SoroSuub V-35 Landspeeder (V)

May add 4 pilots, 4 passengers, and 4 vehicles. Adds
1 to attrition against opponent for each piloted     
starship here. Permanent pilot provides ability of 2. 
Concussions Missiles may deploy aboard.

POWER 6 ARMOR      5

5

6

HYPERSPEED 4

   

STARFIGHTER: MODIFIED DELTA-7 INTERCEPTOR

99

A-wing Cannon (V)

May add 1 pilot and 1 astromech. Once per game, 
may  an astromech aboard (for free). While 
Anakin piloting, your Interrupts targeting this starship 
may not be canceled and immune to attrition < 5.

POWER 3 MANEUVER 4

3

6

HYPERSPEED 6

EPISODEIEPISODEI
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•Obi-Wan In Radiant VII

55

•Obi-Wan In Radiant VII 2

STARFIGHTER: CORELLIAN REPUBLIC CRUISER

•Radiant VII (V)

May add 1 pilot. Permanent pilot is •Obi-Wan, who 
provides ability of 6. Opponent’s starships may not 
‘cloak’. Your total ability here may not be reduced.

POWER 4 ARMOR       4

5

6

HYPERSPEED 4

      Optimized for diplomatic missions with sensor-proof 
pods that have ejection capabilities. Easily identifi ed by its 
red coloration.

STARFIGHTER: X-WING 

11

•Red 5 (V)

May add Luke as pilot and      R2-D2 (may  here). 
During battle, may cancel a starfi ghter’s game text 
here (except related to capacity, ability, and identity 
of permanent pilot). Immune to attrition < 6.

POWER 3 MANEUVER 4

3

6

HYPERSPEED 5

•Red 5 (V) 

     

STARFIGHTER: X-WING 

77

•Red 3 (V)

May add Biggs as pilot. If Red 3 is about to be lost 
before the damage segment, it is instead ‘hit.’ If 
targeted by Darklighter Spin, it is a Used Interrupt. 
Immune to Lateral Damage and attrition < 4.

POWER 3 MANEUVER 4

2

5

HYPERSPEED 5

•Red 3 (V) 

EPISODEI

••Jedi Starfi ghter

55
Original concept by Steven Lewis, Georgia States 2007 Original concept by Steven Lewis, Georgia States 2007 

••Jedi Starf ighter 2

STARFIGHTER: JEDI INTERCEPTOR

•••Green Squadron A-Wing (V)

May add 1 pilot and 1 astromech.  = pilot’s 
ability. Obi-Wan and Plo are matching pilots and 
deploy -2 aboard. While a Jedi aboard, power +2 
and immune to Lateral Damage and attrition < 5.

POWER 2 MANEUVER  

3

5

HYPERSPEED 6

      

EPISODEI

•Lady Luck

•Lady Luck 3

      

STARFIGHTER: STAR YACHT 

88

•Queen’s Royal Starship (V)

May add 2 pilots and 2 passengers. Scoundrels 
deploy -1 aboard. May reveal from hand to       
Lando and deploy both simultaneously. While Lando 
piloting, immune to attrition < 5 (< 6 if at Bespin). 

POWER 3 MANEUVER 5

3

5

HYPERSPEED 4

    

STARFIGHTER: X-WING 

66

•Red 1 (V)

May add Red Leader as pilot. X-wings are immune
to Tallon Roll. Once per turn, may use 1 Force to

 a unique (•) Red Squadron X-wing (except
Red 5). Immune to attrition < 5. 

POWER 3 MANEUVER 4

2

5

HYPERSPEED 5

•Red 1 (V) 

STARFIGHTER: X-WING 

44

•Red 8 (V) E

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).

POWER 3 MANEUVER 4

2

3

HYPERSPEED 4

•Red 8 (V) 

STARFIGHTER: HEAVILY-MODIFIED LIGHT FREIGHTER

66

•Han, Chewie, And The Falcon (V)

Permanent pilots are •Han and •Chewie, who
provide ability of 5. Life Debt is canceled. Once
per game, may  A Few Maneuvers. Immune to 
Come With Me, Lateral Damage, and attrition < 5.

POWER 8 MANEUVER 5

6

6

HYPERSPEED 7

•Han, Chewie, And The Falcon (V) 

STARFIGHTER: HEAVILY-MODIFIED LIGHT FREIGHTER 

11

•Millennium Falcon (V)

May add 2 pilots. Chewie deploys -3 aboard. If 
Falcon is about to use hyperspeed, draw destiny; if 
destiny < 3, hyperspeed = 0 this turn. Immune to 
attrition < 4 if Han or Chewie piloting (< 9 if both).

POWER 3 MANEUVER 5

3

7

HYPERSPEED 6

•Millennium Falcon (V) 

CAPITAL: MON CALAMARI STAR CRUISER

33

Mon Calamari Star Cruiser (V)

Deploys -1 (to a minimum of 3) for each Imperial 
starship on table. May add 5 pilots, 6 passengers, 1 
vehicle, and 3 starfi ghters. Permanent pilot provides 
ability of 2.

POWER 7 ARMOR       5

8

9

HYPERSPEED 3

Mon Calamari Star Cruiser (V) 

•Infi nity

44Original concept by JW Millet, PC Volunteer Award 2007 Original concept by JW Millet, PC Volunteer Award 2007 

•Inf inity 3

STARFIGHTER: MODIFIED LIGHT FREIGHTER

Medium Bulk Freighter (V) E

May add 2 pilots. While BoShek piloting: maneuver 
and hyperspeed +2; immune to attrition < 4; and 
if at a battleground system, may add 1 to Force 
drains here.

POWER 3 MANEUVER 3

3

4

HYPERSPEED 4

      



•Overseer

66
Original concept by Angelo Consoli, World Champion 2002Original concept by Angelo Consoli, World Champion 2002

•Overseer 3

STARFIGHTER: Z-95 HEADHUNTER

•••Z-95 Bespin Defense Fighter (V)

May add Harc as a pilot. During battle, adds one 
destiny to total power. If a Dark Jedi or Sith was
just deployed to a related site, may  a related 
location. Immune to attrition < 4 (< 6 at Bespin). 

POWER 3 MANEUVER 4

2

5

HYPERSPEED 3

Republic Corvette

55

Republic Corvette 1

CAPITAL: CORELLIAN CORVETTE

Corellian Corvette (V)

May add 3 Republic pilots and 4 passengers. Quad 
Laser Cannons may not deploy aboard. Permanent 
pilot provides ability of 2. While with an Imperial-
class Star Destroyer, power +1.

POWER 5 ARMOR       4

5

8

HYPERSPEED 3

      

Republic Starfi ghter

66

Republic Starf ighter 2

STARFIGHTER: RECONNAISSANCE FIGHTER

A-wing (V)

Permanent pilot provides ability of 1. May add 1 
pilot (suspends permanent pilot). Pilots deploy -1 
aboard (-2 if a Jedi). May be revealed or deployed 
using Get To Your Ships!.

POWER 3 MANEUVER 4

3

5

HYPERSPEED 5

      

Image courtesy of masterofhobbitonImage courtesy of masterofhobbiton
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•Wedge In Red Squadron 1

66

•Wedge In Red Squadron 1 2

STARFIGHTER: X-WING 

•Red Squadron 1 (V)

Permanent pilot is •Wedge, who provides ability of
3. During a battle with opponent’s     starship, may 
add one destiny to total power or attrition. Immune
to Come With Me, Tallon Roll, and attrition < 4. 

POWER 6 MANEUVER 5

4

6

HYPERSPEED 5

      Flown by Wedge Antilles as Red 2 at the Battle of
Yavin. Redesignated at Endor. Rugged Incom fi ghter. Victory 
markers show its role in the attack on the fi rst Death Star.

STARFIGHTER: MODIFIED LIGHT FREIGHTER 

44

YT-1300 Transport (V)

May add 1 pilot and 4 passengers. Permanent pilot 
provides ability of 1. While all your ability is provided 
by aliens, Jedi, and     starship pilots, this starship is 
forfeit +1, maneuver +1, and immune to attrition < 4.

POWER 2 MANEUVER  3

2

4

HYPERSPEED 5

YT-1300 Transport (V) 

STARFIGHTER: X-WING 

33

•Red Squadron 7 (V)

Heroic. May add 1 pilot. Once per game may place 
a non-  A  Effect at same system in owner’s Used 
Pile. Corran Horn and Keir Santage deploy -1 
aboard; if either piloting, immune to attrition < 4.

POWER 3 MANEUVER 3

2

4

HYPERSPEED 5

•Red Squadron 7 (V) 

STARFIGHTER: LAMBDA-CLASS SHUTTLE 

33

•Tydirium (V)

May deploy (with a pilot) without presence or Force 
icons. May add 2 pilots and 6 passengers. May 
forfeit a scout aboard to cancel all remaining battle 
damage against you here.

POWER 2 MANEUVER 2

2

4

HYPERSPEED 3

•Tydirium (V) 

CAPITAL: MODIFIED NEBULON-B FRIGATE 

22

•Redemption (V)

May add 4 pilots and 4 passengers. Permanent pilot 
provides ability of 2. Bacta Tank deploys for free 
and is lost if Redemption lost. X on Bacta Tank is -2.

POWER 4 ARMOR      5

3

6

HYPERSPEED 4

•Redemption (V) 

CAPITAL: CORELLIAN CORVETTE 

11

•Tantive IV (V)

May deploy without presence or Force icons. May 
add 3 pilots and 4 passengers. Permanent pilot
provides ability of 2. Adds one      and one      at 
same Dark Side system.

POWER 5 ARMOR      4

4

7

HYPERSPEED 3

•Tantive IV (V) 

Rogue Squadron X-wing

66

Rogue Squadron X-wing 2

STARFIGHTER: X-WING

X-wing Laser Cannon (V)

May add 1 pilot and 1 astromech. While Rebel Aces 
on table, pilot is forfeit +2 and this starship may 
not be lost before the damage segment of battle.
Matching starship for any Rogue Squadron pilot. 

POWER 3 MANEUVER 4

2

4

HYPERSPEED 5

      



•••AT-TE

Low-Altitude Assault Transport 

AT-RT

AT-RT 3

      

•••AT-TE 2

      Enclosed.

Low-Altitude Assault Transport 3

      Enclosed.

COMBAT VEHICLE: AT-RT 

99

Air-2 Racing Swoop (V)

May add 1 pilot (suspends permanent pilot). May 
move as a ‘react.’ Permanent pilot provides ability of 
2. “T-47” on      weapons may be treated as “AT-RT”. 
When deployed, may  Dual Laser Cannon aboard.

POWER 3 MANEUVER 3

2

3

LANDSPEED   3

EPISODEI

COMBAT VEHICLE: AT-TE 

May add 1 pilot and 4 passengers. While piloted by a 
clone, draws two battle destiny if unable to otherwise. 
During battle, if about to be lost before the damage 
segment, it is instead ‘hit’. Immune to attrition < 4.

POWER 4 ARMOR 4

4

LANDSPEED   1

EPISODEI

99

Ronto (V)

5

COMBAT VEHICLE: LAAT 

May add 2 pilots and 6 passengers. May move as a 
‘react’. Permanent pilot provides ability of 2. Clones 
on Cloning Cylinders deploy -1 aboard. While a 
clone aboard, immune to attrition < 4.

POWER 4 MANEUVER 5

4

LANDSPEED   3

EPISODEI

99

Incom T-16 Skyhopper (V)

5
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Background image courtesy Gosse ZeilstraBackground image courtesy Gosse Zeilstra

••Republic Gunship Wing

99

••Republic Gunship Wing 3

COMBAT VEHICLE: LAAT

Skiff (V)

Permanent pilots provide total ability of 6. At cloud 
sectors: power and maneuver +3, may deploy as a 
‘react’, and may move and be targeted by weapons 
like a starfi ghter. Immune to attrition < 5.

POWER 6 MANEUVER 5

6

6

LANDSPEED 3

      Enclosed.

Image courtesy of http://mjscalemodels.blogspot.co.ukImage courtesy of http://mjscalemodels.blogspot.co.uk
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L I G H T  S I D EVirtual Cards: Master List
V E H I C L E S

•Snowspeeder Garrison

66

•Snowspeeder Garrison 2

COMBAT VEHICLE: T-47 SNOWSPEEDER 

Attack Pattern Delta (V)

Deploys -3 to Hoth. Permanent pilots provide total 
ability of 6. While on Hoth, defense value +2,
immune to attrition < 4, and may move as a
‘react’ for +1 Force.

POWER 9 MANEUVER 4

9

12

LANDSPEED 5

      Enclosed.

CREATURE VEHICLE

66

Kaadu (V)

May add 1 ‘rider’ (passenger). Ability = ½. While 
ridden by a Beast-Rider, power and maneuver +2, 
cannot be attacked, your Force drains here are +1, 
and Kaadu and ‘rider’ are immune to attrition < 4.

POWER 1 MANEUVER 2

1

2

LANDSPEED  4

Kaadu (V) 

•Dash In Rogue 10

66

•Dash In Rogue 10 2

COMBAT VEHICLE: T-47 SNOWSPEEDER 

•Rogue 2 (V)

May add 1 pilot. Permanent pilot is •Dash, who
provides ability of 3. During battle, if with another
T-47 and about to draw a battle destiny, may draw 
two and choose one. Immune to attrition < 4.

POWER 5 MANEUVER 5

3

5

LANDSPEED 4

      Enclosed.

TRANSPORT VEHICLE

11

Sandcrawler (V)

Permanent driver provides no ability. May add 7 
passengers. Jawas at same site are power +1 and 
forfeit +2. During your deploy phase, may  a 
Jawa here.

POWER 3 ARMOR      3

3

3

LANDSPEED  2

Sandcrawler (V) 

COMBAT VEHICLE: AT-ST 

33

•Chewie’s AT-ST (V)

May add 2 pilots. During battle, if Chewie aboard, 
may target an opponent’s character or AT-ST 
present. Draw destiny. Target hit and power = 0 if 
destiny > defense value. Immune to attrition < 4.

POWER 3 ARMOR       4

2

5

LANDSPEED   3

•Chewie’s AT-ST (V) 
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L I G H T  S I D EVirtual Cards: Master List

••A280 Sharpshooter Rifl e (V)

Deploy on your Rebel scout. During battles at same site, 
attrition against opponent is +1. May target a character, 
creature or vehicle at same or adjacent site for free. 
Draw destiny. Target hit if destiny +2 > defense value. 
Once during your control phase, may fi re using 2 Force.

C H A R A C T E R  W E A P O N

••A280 Sharpshooter Rifl e (V) 

33

•Anakin’s Lightsaber (V)

Deploy on Leia, non-Jedi Luke, or any Mara. May add 1 
to Force drain where present. May target a character or 
creature. Draw two destiny. Target hit, and its forfeit = 
0, if total destiny > defense value. Instead of fi ring, may 
use 1 Force to cancel a just drawn weapon destiny here.

C H A R A C T E R  W E A P O N

•Anakin’s Lightsaber (V) 

22
Original concept by Peter Nordstrom, Alderaan Regional 2005Original concept by Peter Nordstrom, Alderaan Regional 2005

C H A R A C T E R  W E A P O N  

Bowcaster (V)

Bowcaster (V)

55

Deploy on your Wookiee. May target a character or 
vehicle for free. Draw destiny (may take drawn card 
into hand). Target hit if destiny + X > defense value, 
where X = number of Kashyyyk sites you control. EPISODEI

Cloud City Blaster (V)

•Guardian’s Lightsaber

•Guardian’s Lightsaber 1

      A Jedi learns not only to wield a lightsaber, but how 
to channel the Force to increase skill and control the 
lightsaber’s damage.

Deploy on Aayla or      Mace. Once during your control 
phase, if present at a battleground you control, opponent 
loses 1 Force. May target a character or creature for free. 
Draw two destiny. Target hit, and may not be used to 
satisfy attrition, if total destiny > defense value.

C H A R A C T E R  W E A P O N

•Lightsaber Profi ciency (V)

88

Deploy on your alien. When fi red in battle, your total 
power is +1. May target a character for free. Draw 
destiny. Target hit if destiny +1 > defense value. If 
carried by Lobot or a trooper, “1” on this card is treated 
as “2.”.

C H A R A C T E R  W E A P O N

Cloud City Blaster (V)

88

77

•Black Market Blaster

•Black Market Blaster 4

     Illegal weapon easily purchased by Rebel suppliers 
on the black market. Rechargeable energy packs make it a 
cost-effective weapon.

Deploy on Kyle Katarn or your smuggler. May target a 
character or creature for free. Draw destiny. Target hit, 
and may not be used to satisfy attrition, if destiny +2 > 
defense value. If fi red by Kyle Katarn, he is immunity to 
attrition +1 for remainder of turn.

C H A R A C T E R  W E A P O N

Disruptor Pistol (V)

88

Dual Laser Cannon (V)

Deploy on your T-47. May target a character or vehicle 
for free. Draw destiny. Character hit, and its forfeit = 
0, if destiny +2 > defense value. Vehicle hit if destiny 
+X > defense value, where X = T-47 pilot’s ability 
(maximum 5).

V E H I C L E  W E A P O N

Dual Laser Cannon (V) 

22

C H A R A C T E R  W E A P O N  

•Inconsequential Barriers (V)

Elegant Lightsaber

Elegant Lightsaber 2

55

     The lightsaber is an extremely versatile weapon, 
making a Jedi a rather diffi cult opponent to slow down. “This 
is impossible!”

Deploy on a Jedi. May add 1 to Force drain at 
opponent’s site where present. May target a character 
or creature for free. Draw two destiny. Target hit, and 
may not be used to satisfy attrition If total destiny > 
defense value.

EPISODEI

Enhanced Proton Torpedoes (V)

Use 1 Force to deploy on your starfi ghter. May target 
a starship for free. Draw destiny (If on a Heroic 
starfi ghter, may fi rst use 1 Force to add 3 to total). 
Target hit if total destiny > defense value.

S T A R S H I P  W E A P O N

Enhanced Proton Torpedoes (V) 

33

•Han’s Heavy Blaster Pistol (V)

Deploy on Han (except TK-422), even as a ‘react.’ May 
target a character or creature for free. Draw destiny. 
Target hit, its forfeit = 0, and opponent loses 1 Force 
if destiny +1 > defense value. Once during your 
control phase, may fi re using 1 Force.

C H A R A C T E R  W E A P O N

•Han’s Heavy Blaster Pistol (V) 

11

Use 1 Force to deploy on your Jawa. May target a 
character or vehicle. Draw destiny. Vehicle hit and 
power = 0, if destiny + X > defense value, where X = 
the number of Jawas present. Character excluded from 
battle if destiny = defense value.

C H A R A C T E R  W E A P O N

Jawa Ion Gun (V) 

88

Jawa Ion Gun (V)

Jedi Lightsaber (V)

Deploy on Mace or Yoda.      sites may not cancel 
Force drain bonuses. May add 1 to a Force drain where 
present. May target a character or creature for free. 
Draw 2 destiny (3 if on Yoda and defending). Target hit, 
and its forfeit = 0, if total destiny > defense value.

C H A R A C T E R  W E A P O N

Jedi Lightsaber (V) 

55

               

Original concept by Brandon Ruck, Tennessee States 2004 Original concept by Brandon Ruck, Tennessee States 2004 

Deploy on your Republic 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.

C H A R A C T E R  W E A P O N

99

Blaster Rifl e (V)

Blaster Rifl e (V)

EPISODEI



•Luke’s Hunting Rifl e (V)

Use 1 Force to deploy on Crell, Luke (of ability < 5), or 
Owen Lars. May target a character or creature using 
1 Force. Draw destiny. If destiny + X > defense value, 
target’s power = 0 (lost if a creature), where X = the 
number of your devices at same and related locations.

C H A R A C T E R  W E A P O N

•Luke’s Hunting Rifl e (V) 

11

•Leia’s Sporting Blaster (V)

Deploy on Leia or your non-droid Undercover spy. 
May target a character or creature for free. Draw 
destiny. Target lost if destiny > defense value. During 
opponent’s move phase, if on your Undercover spy, 
may ‘break cover’ to fi re.

C H A R A C T E R  W E A P O N

•Leia’s Sporting Blaster (V) 

11

•Planet Defender Ion Cannon (V)

Deploy on an exterior site. May target a capital starship 
(except Executor) at related system for free. Draw two 
destiny. If total destiny > defense value, target is power 
and hyperspeed = 0 (if target forfeited this battle, may 
place this weapon out of play to steal it into your hand).

A R T I L L E R Y  W E A P O N

•Planet Defender Ion Cannon (V) 

77

4

4

•Luke’s Blaster Pistol (V)

Deploy on Luke. During battle, opponent may not move 
from here. May target a character (target loses any 
immunity to attrition for remainder of turn) or vehicle 
(with maneuver) for free. Draw destiny. Target hit and 
forfeit -3 if destiny +2 > defense value.

C H A R A C T E R  W E A P O N

•Luke’s Blaster Pistol (V) E

22

•Han’s Blaster, So Uncivilized

•Han’s Blaster, So Uncivilized 3

     

Deploy on Han. I’ve Got A Bad Feeling About This is 
canceled. When fi red, Han is cumulatively power +1 
until end of turn. May target a character or creature 
for free. Draw destiny. Target hit, its forfeit = 0 and 
opponent loses 1 Force if destiny +1 > defense value.

C H A R A C T E R  W E A P O N

Mos Eisley Blaster (V) 

88

•Kyle Katarn’s Blaster Rifl e

•Kyle Katarn’s Blaster Rif le 2

      BlasTech E-11 blaster rifl e. Standard issue for 
Imperial forces. So numerous that many have been stolen by 
Rebels. Extendable stock. Carries energy for 100 shots.

Deploy on Kyle Katarn. May target a character, 
creature or vehicle for free. Draw destiny (two if 
Scoundrel’s Luck on table). Character or creature hit, 
and its forfeit = 0, if total destiny > defense value. 
Vehicle hit if total destiny -2 > defense value.

C H A R A C T E R  W E A P O N

Blaster Rifl e (V) 

88
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