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POWER 1 ABILITY 1

2

2

•••Death Star Gunner (V) 08

•••Death Star Gunner (V)

11

While on Death Star: cancels opponent’s game 
text on your non-docking bay Death Star sites, 
your     Epic Event total is cumulatively +2, 
and, during your deploy phase, may place this 
character in Used Pile to  Superlaser.

    

POWER 3 ABILITY 3

3

4

•General Tagge (V) 10

•General Tagge (V)

11

FORCE-ATTUNED

During your control phase, may use 1 Force to  
an Imperial trooper without armor. Once per game, 
may place all your non- A  Effects in Used Pile.

POWER 1 ABILITY 4

4

4

•Djas Puhr (V) 09

•Djas Puhr (V)

11

FORCE-SENSITIVE

Power +3 under ‘nighttime conditions.’ Blaster 
Rifl e deploys and fi res for free on (and is a 
matching weapon for) Djas Puhr. Immune to 
attrition < 3 (< 5 while armed with a weapon).

POWER 2 ABILITY 1

1

4

•Greedo (V) 11

•Greedo (V)

11

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

POWER 0 ABILITY 2

1

2

Imperial Pilot (V) 13

Imperial Pilot (V)

11

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

         

POWER 2 ABILITY 2

2

4

•Hem Dazon (V) 12

•Hem Dazon (V)

11

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

POWER 4 INTERROGATOR DROID

2

3

•IT-0 (Eyetee-Oh) (V) 14

•IT-0 (Eyetee-Oh) (V)

11

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

POWER 1 ABILITY 1

2

3

•Labria (V) 16

•Labria (V)

11

Once per game, may  Undercover on Labria. 
During your control phase, may reveal top card of 
Reserve Deck. Place revealed card on top of Force 
Pile, Reserve Deck, or Used Pile.

POWER 8 ABILITY 1

4

4

•Kitik Keed’kak (V) 15

•Kitik Keed’kak (V)

11

During battle, may add 1 to your total attrition 
against opponent for each opponent’s character 
present. May not deploy to or board starfi ghters or 
enclosed vehicles.

POWER 1 ABILITY 4

3

2

•Prophetess (V) 17

•Prophetess (V)

11

FORCE-SENSITIVE

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

POWER 2 ABILITY 2

2

4

••Reserve Pilot (V) 19

••Reserve Pilot (V)

11

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

                

POWER 1 ABILITY 1

1

3

•Reegesk (V) 18

•Reegesk (V)

11

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

POWER 3 ABILITY 3

3

5

•Admiral Motti (V) 01E

•Admiral Motti (V)

11

FORCE-ATTUNED

     2. Chiraneau may not modify your Force drains. 
Kuat Drive Yards is  A  . Unless your Senate on
table, unique (•) Star Destroyers are power +2
and immunity to attrition +1. Once per game, may 

 non-      Kuat Drive Yards.

        

14

POWER 1 ABILITY 2

2

3

•Commander Praji (V) 04

•Commander Praji (V)

11

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

             

POWER 1 ABILITY 3

4

2

•Dannik Jerriko (V) 05

•Dannik Jerriko (V)

11

FORCE-ATTUNED

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

POWER 2 ABILITY 2

2

4

•Danz Borin (V) 06

•Danz Borin (V)

11

     3. May add 1 to Force drains at same Nal Hutta 
location. Danz is a matching pilot for any
starship and, while piloting one, may not draw 
more than one battle destiny here (that destiny 
may not be canceled or modifi ed by opponent).

          

POWER 6 ABILITY 6

6

8

•Darth Vader (V) 07E

•Darth Vader (V)

11

DARK JEDI

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

               

D A R K  S I D E

•Motti (V) 02E

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

3

5

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

POWER  3 ABILITY  3 FORCE-ATTUNED

1•Admiral Motti, Battlestation Coordinator

11

•Admiral Motti, Battlestation Coordinator

        

POWER 4 ABILITY 3

4

7

•Boba Fett (Special Edition) (V) 03E

•Boba Fett (Special Edition) (V)

11

ARMOR 5

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

        

Original concept by Tyler Vastag, Twin Cities V-Lite 2006Original concept by Tyler Vastag, Twin Cities V-Lite 2006



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.

E F F E C T

11

•A Bright Center To The Universe (V) 29

• A Bright Center To The Universe (V)

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.

E F F E C T

11

•A Disturbance In The Force (V) 30

• A Disturbance In The Force (V)

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 remainder of turn. 

E F F E C T

11

       

•Astromech Shortage (V) 31

•Astromech Shortage (V)

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

E F F E C T

11

Besieged (V) 32

Besieged (V)

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

E F F E C T

11

Blaster Rack (V) 33

Blaster Rack(V)

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

E F F E C T

11

Come With Me (V) 34

Come With Me (V)

Deploy on table. Once per turn, if opponent just drew 
weapon destiny targeting your Dark Jedi, may lose 
1 Force to cancel and redraw that destiny. Once per 
game, may exchange a card in opponent’s Lost Pile 
with a card on their Colo Claw Fish.  A

E F F E C T

11

•Dark Forces (V) 35

•Dark Forces (V)

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

E F F E C T

11

•Forced Servitude (V) 36

•Forced Servitude (V)

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

E F F E C T

11

Hyperwave Scan (V) 37

Hyperwave Scan (V)

Deploy on table; shuffl e your Reserve Deck, peek at top 
three cards, and stack them face-up here. During battle, 
may take a card here into hand to prevent players from 
drawing more than one battle destiny (those battle 
destiny draws may not be modifi ed or canceled).  A

E F F E C T

11

Imperial Justice (V) 39

Imperial Justice (V)

Deploy on table. If A Sith’s Plans not on table, may  
it. Once per game, may  a device that deploys on 
a character and/or an Effect with “skill” in game text. 
Whenever your character leaves table, may place all your 
devices and Effects on them in Used Pile.  A

E F F E C T

11

I’ve Lost Artoo! (V) 40E

I’ve Lost Artoo! (V)

D A R K  S I D E
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POWER 2 ABILITY 2

2

4

•••Rodian (V) 20

•••Rodian (V)

11

Once per game, may  a bounty hunter (except 
Greedo) to same site. Unless another •••Rodian is 
at same or related site, your Force drain bonuses at 
same planet site may not be canceled.

POWER 1 ABILITY 1

1

2

Stormtrooper (V) 22

Stormtrooper (V)

11

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 2 ABILITY 1

2

3

Sandtrooper (V) 21

Sandtrooper (V)

11

Deploys only to Tatooine or any desert. Immune to 
Sandwhirl. Your desert locations are destiny = 4. 
While ‘riding’ a dewback, power +3 and may not 
be targeted by lightsabers.

Virtual Block 1: A New Hope

POWER 4 ABILITY 3

4

6

•Tarkin (V) 23

•Tarkin (V)

11

FORCE-ATTUNED

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

POWER 2 ABILITY 2

1

3

•Trooper Davin Felth (V) 24

•Trooper Davin Felth (V)

11

During your control phase, may  (or lose 1 
Force to retrieve) one Local Trouble or Look Sir, 
Droids. Opponent may not fi re weapons during 
Local Trouble battles.

POWER 2 ABILITY 1

3

4

•URoRRuR’R’R (V) 25

•URoRRuR’R’R (V)

11

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

POWER 2 ABILITY 1

2

4

•Ur’Ru’r (V) 26

•Ur’Ru’r (V)

11

Deploys only on Tatooine. During your deploy 
phase, if with URoRRuR’R’R, may  a weapon 
with “Tusken” in lore here; your weapon destiny 
draws for such weapons are +2. During your 
deploy phase, Ur’Ru’r may make a regular move.

Fusion Generator Supply Tanks (V)

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

D E V I C E

Fusion Generator Supply Tanks (V) 28E

11

     3. Jedi are defense value -1 and forfeit -2 at
same and related sites. During battle, if you are
about to draw a card for weapon or battle destiny, 
may instead use an Interrupt of destiny < 4 from 
hand. Immune to attrition < 5.

6

8

•Vader (V) 27E

11

POWER  6 ABILITY  6 DARK JEDI

•Vader (V)

        

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

E F F E C T

11

•Jabba’s Infl uence (V) 41

•Jabba’s Infl uence (V)



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

E F F E C T

11

     

•Organa’s Ceremonial Necklace (V) 47

•Organa’s Ceremonial Necklace (V)

Deploy on opponent’s card (a device, droid, or weapon) 
that may be stolen by a character. Target your trooper 
at another location. When reached by target, place 
this Utinni Effect on target; target is power +2, steals 
opponent’s card, and you may retrieve 3 Force.

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

11

•Send A Detachment Down (V) 48

•Send A Detachment Down (V)

Deploy on Kessel. While your Star Destroyer here, 
opponent may not play Interrupts from their Lost Pile. 
If opponent just forfeited a character here, may place 
this Effect in Lost Pile to retrieve Force equal to that 
character’s forfeit.  A

E F F E C T

11

•Spice Mines Of Kessel (V) 49

•Spice Mines Of Kessel (V)

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

E F F E C T

11

Sunsdown (V) 50

Sunsdown (V)

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

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

11

•Tactical Re-Call (V) 51

•Tactical Re-Call (V)

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

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

11

Tentacle (V) 53

Tentacle (V)

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

E F F E C T

11

    

Undercover (V) 54

Undercover (V)

D A R K  S I D E
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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.

E F F E C T

11

•Jawa Pack (V) 42

•Jawa Pack (V)

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

E F F E C T

11

Ket Maliss (V) 43E

Ket Maliss (V)

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

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

11

•Luke? Luuuuke! (V) 44E

•Luke? Luuuuke! (V)

Deploy on table. Starships may not move the turn they 
are deployed (or carried) to Death Star. Once per game, 
if Alderaan ‘blown away,’ may target a system. Unless 
opponent has a capital (or     ) starship there,
Objectives treat target as a Subjugated planet.  A

E F F E C T

11

y
       

•Maneuver Check (V) 45

•Maneuver Check (V)

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

E F F E C T

11

•Molator (V) 46

•Molator (V)

•Tarkin Doctrine

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

E F F E C T

Fear Will Keep Them In Line (V) 52E

•Tarkin Doctrine

      “The regional governors now have direct control over 
their territories. Fear will keep the local systems in line. Fear 
of this battle station.”

4

11

•Imperial Detainment

E F F E C T

•First Strike (V) 38E

•Imperial Detainment

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

4

11

Deploy on table. We Have A Prisoner is a Used Interrupt. 
TIEs are deploy +1 to Launch Bay. During your deploy 
phase, may  (or retrieve) one Besieged or a Launch 
Bay. Once per turn, when your Imperial captures a 
character, opponent loses 1 Force.  A

Original concept by Tim Simon, New Jersey States 2005Original concept by Tim Simon, New Jersey States 2005



Ralltiir Operations (V) 72

Imperial Entanglements

11

Deploy Tatooine (with Devastator there) and a non-
Jabba’s Palace Tatooine battleground site.
For remainder of game, you may not deploy Jabba’s 
Palace sites, non-Imperial characters, non-Imperial 
starships, or systems.
While this side up, once per turn, may  a Tatooine 
battleground site. Opponent loses no Force to Tatooine 
Occupation or your Force drains at Tatooine system.
Flip this card if you control three Tatooine sites and 
opponent controls less than three Tatooine sites.

0

In The Hands Of The Empire (V) 72

No One To Stop Us This Time

11

While this side up, wherever you have a trooper ‘riding’ 
a dewback, add one battle destiny.        Local Trouble 
may be played at exterior Tatooine sites. Once during 
your control phase, may peek at the top X cards of 
your Reserve Deck, where X = the number of Tatooine 
locations you occupy; take one into hand and reshuffl e. 
Opponent’s characters require +1 Force to move from 
Tatooine sites using their landspeed.
Flip this card if opponent controls more Tatooine sites 
than you.

11

7

D A R K  S I D E
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Imperial Entanglements/No One To Stop Us This Time
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U S E D  I N T E R R U P T

11

Collateral Damage (V) 55

Collateral Damage (V)

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

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

11

Emergency Deployment (V) 57

Emergency Deployment (V)

 a device or non-lightsaber weapon. OR If opponent 
just initiated a battle or Force drain at a system or 
sector,  (as a ‘react’) an unpiloted TIE and a pilot 
of ability < 3 (simultaneously).  S

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

11

•Coordinated Attack (V) 56

•Coordinated Attack (V)

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.

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

11

Gravel Storm (V) 58

Gravel Storm (V)

Lose 1 Force to target a desert or non-interior Tatooine 
site. For remainder of turn, all immunity to attrition 
there is canceled.

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

11

•I Can’t Shake Him! (V) 59

•I Can’t Shake Him! (V)

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,  an Imperial of ability < 3 (except an admiral) 
aboard your starship.

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

11

•I’m On The Leader (V) 60

•I’m On The Leader (V)

Cancel the game text of a character at same system as 
Vader for remainder of turn.

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

11

Imperial Reinforcements (V) 61

Imperial Reinforcements (V)

Once per game, if opponent has more cards with ability 
on table than you, draw destiny and retrieve up to that 
number of Imperials and/or Imperial starships (may 
take one retrieved card into hand). OR Cancel K’lor’slug.

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

11

Informant (V) 62

Informant (V)

 Undercover. OR Peek at top X cards of opponent’s 
Reserve Deck, where X = number of opponent’s 
characters present with your Undercover spy. OR If 
your Undercover spy on table, peek at top card of your 
Reserve Deck.

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

11

Local Trouble (V) 63

Local Trouble (V)

At the beginning of your battle phase, use 1 Force 
to initiate a battle between two Imperials and an 
opponent’s character present at same interior site. For 
remainder of turn, no other battles may occur here and 
opponent takes no battle damage here.

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

11

Look Sir, Droids (V) 64

Look Sir, Droids (V)

USED:  a non-    , non-     droid. OR Place a card 
from hand on Used Pile. STARTING:  two always 
 A  Effects. If you have only one location (with < 3
    ) on table, may  Central Offi ce or Mos Eisley. 
Place this Interrupt in hand.

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

11

Oo-ta Goo-ta, Solo? (V) 65

Oo-ta Goo-ta, Solo? (V)

USED: During battle at a site where your alien bounty 
hunter (except Boba Fett) is with opponent’s smuggler, 
opponent may not draw more than one battle destiny. 
LOST: During battle at a site where you have an alien 
bounty hunter, add one battle destiny.

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

11

Surface Defense (V) 66

Surface Defense (V)

USED: Use 1 Force to  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.

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

11

The Empire’s Back (V) 67

The Empire’s Back (V)

Use 1 Force to  (or retrieve) Motti, Tagge, Tarkin, 
or Vader. OR Once during your control phase, for each 
battleground controlled by Motti, Tagge, Tarkin, or Vader, 
opponent loses 1 Force.

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

11

Utinni! (V) 68

Utinni! (V)

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

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

11

•Watch Your Back! (V) 69

•Watch Your Back! (V)

 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.

        

           

Original concept by Brian Hollingworth, Betashyyykshire V-Lite 2005Original concept by Brian Hollingworth, Betashyyykshire V-Lite 2005

Original concept by Mike Tomashewski, PC Volunteer Award 2006Original concept by Mike Tomashewski, PC Volunteer Award 2006 Original concept by Steven Lewis, PC Volunteer Award 2008Original concept by Steven Lewis, PC Volunteer Award 2008



•••Dune Walker (V) 79

Power +1 for each Sandtrooper present. Permanent 
pilots provide total ability of 2. May add 7 
passengers. Once per game may  a vehicle site 
or vehicle weapon aboard. Immune to attrition < 4.

7

7

      Enclosed armored transport adapted for hot climates 
by replacing tertiary weapons systems with additional Sienar 
z23 heat dissipation units.

POWER  5 ARMOR       7 LANDSPEED      1

1•Cyclone 1

11

D A R K  S I D E

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2009

•Cyclone 1

Assault Rifl e (V)

Deploy on Chief Bast or your Imperial warrior. May 
target a character, creature, or vehicle at same or 
adjacent site using 1 Force. Draw destiny. Target lost 
if destiny +1 > defense value.

C H A R A C T E R  W E A P O N

Assault Rifl e (V) 83

11

Han Seeker (V)

Use 1 Force to deploy to an unoccupied site. Deploys
and moves like an Undercover spy. If present with
a smuggler of ability < 3 or      Han, this weapon
and that character are lost (“all cards” situation).

A U T O M A T E D  W E A P O N

Han Seeker (V) 84E

11

     

Leia Seeker (V)

Use 1 Force to deploy to an unoccupied site. Deploys 
and moves like an Undercover spy. If present with     
Leia or a senator, this weapon and that character are 
lost (“all cards” situation).

A U T O M A T E D  W E A P O N

Leia Seeker (V) 85E

11

        

Virtual Block 1: A New Hope

 •Devastator (V) 76

8

9

POWER  9 ARMOR       6

11

May add 6 pilots and 4 TIEs. Permanent pilot 
provides ability of 1. May follow an opponent’s 
starship that just moved from same system (if 
within range). Immune to attrition < 4.

CAPITAL: IMPERIAL-CLASS STAR DESTROYER

HYPERSPEED   3

•Devastator (V)

 Bantha (V) 78

1

3

POWER   1 MANEUVER  2

11

May add 2 ‘riders’ (passengers). Ability = ½. May 
move as a ‘react.’ Tusken Raiders here are power +1. 
Scum And Villainy ignores creature vehicles. During 
your deploy phase, may  one Bantha Herd.

CREATURE VEHICLE

LANDSPEED     1

Bantha (V)

 Dewback (V) 80E

2

3

POWER   2 MANEUVER  4

11

Deploys only on Tatooine. Ability = ¼. May add 1
‘rider’ (passenger). May be targeted by Trample
instead of a piloted AT-AT. During battle, may ‘roar’
to make a character here defense value -1.

CREATURE VEHICLE

LANDSPEED     2

Dewback (V)

 •Conquest (V) 75E

8

8

POWER  8 ARMOR       5

11

May add 6 pilots, 8 passengers, 2 vehicles, and 4
TIEs. Permanent pilot provides ability of 2. During
battle, may lose 1 Force to cancel a non-  S
Interrupt.

CAPITAL: IMPERIAL-CLASS STAR DESTROYER

HYPERSPEED   3

•Conquest (V)

 •URoRRuR’R’R’s Bantha (V) 82

1

4

POWER   1 MANEUVER  2

11

Deploys only on Tatooine. May add 2 ‘riders’ 
(passengers). Ability = ½. While URoRRuR’R’R 
aboard, adds one battle destiny. During your deploy 
phase, may  one URoRRuR’R’R here.

CREATURE VEHICLE

LANDSPEED    1

•URoRRuR’R’R’s Bantha (V)

 Sandcrawler (V) 81

3

3

POWER   3 ARMOR       3

11

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.

TRANSPORT VEHICLE

LANDSPEED     2

Sandcrawler (V)

 Imperial-Class Star Destroyer (V) 77E

8

9

POWER  8 ARMOR       6

11

Deploys -1 to same location as a unique (•) Star 
Destroyer. May add 6 pilots and 4 TIEs. Permanent
pilot provides ability of 1. Unless alone, draws one
battle destiny if unable to otherwise.

CAPITAL: IMPERIAL-CLASS STAR DESTROYER

HYPERSPEED   3

Imperial-Class Star Destroyer (V)

COMBAT VEHICLE: AT-AT

 •Black 2 (V) 73

1

3

POWER  1 MANEUVER  4

11

May add 1 pilot. During your deploy phase, may 
 one Pride Of The Empire. All Wings Report In 

and Organized Attack are canceled. While DS-61-2 
piloting, immune to attrition < 5.

STARFIGHTER: TIE/LN

NO HYPERDRIVE

•Black 2 (V)

 •Black 3 (V) 74

1

3

POWER  1 MANEUVER  3

11

Heroic. May add 1 pilot. When this starship is 
targeted by Tallon Roll, “Rebel” in its game text may 
be treated as “    ” or “    .” While DS-61-3 piloting, 
immune to attrition < 5.

STARFIGHTER: TIE/LN

NO HYPERDRIVE

•Black 3 (V)

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

11

We’re All Gonna Be A Lot Thinner! (V) 70

We’re All Gonna Be A Lot Thinner! (V)

USED: Play at the start of your activate phase. When 
you activate Force this turn, use your opponent’s Force 
icons instead of your own.
LOST: Cancel Into The Garbage Chute, Flyboy.

•Tatooine: Mos Eisley (Dark) (V)

•Tatooine: Mos Eisley (Dark) (V) 71

•TATOOINE: M
OS EISLEY

Once per turn, when a player’s Landing Craft takes off or lands here,
that player m

ay retrieve 1 Force. •T
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Original concept by Thomas Caspersen, Sandvika V-Lite 2005Original concept by Thomas Caspersen, Sandvika V-Lite 2005
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L I G H T  S I D E

•Chewbacca (V)

•Chewie, Enraged (V)

11

•Chewie, Enraged (V) 94

     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

        

•Artoo (V)

11

•Artoo (V) 86

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

•Beru Lars (V)

11

•Beru Lars (V) 87

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

•Biggs Darklighter (V)

11

•Biggs Darklighter (V) 88

     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

        

•BoShek (V)

11

•BoShek (V) 89

     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)

•Commander Vanden Willard (V)

11

•Commander Vanden Willard (V) 97

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 Evram Lajaie (V)

11

•Commander Evram Lajaie (V) 96

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

        

•C-3PO (See-Threepio) (V)

11

•C-3PO (See-Threepio) (V) 92

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

•Colonel Feyn Gospic (V)

11

•Colonel Feyn Gospic (V) 95

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

•Debnoli (V)

11

•Debnoli (V) 98

     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

        

•General Dodonna (V)

11

•General Dodonna (V) 99

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

•Han Solo (V) •Jek Porkins (V)

11

•Jek Porkins (V) 102

     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

    

•Leia (V)

11

•Leia (V) 103

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

Virtual Block 1: A New Hope

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

Original concept by Peter Jacobson, PC Volunteer Award 2006Original concept by Peter Jacobson, PC Volunteer Award 2006

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

•IL-19

•IL-19 

      Spy. 

4

11

 M-HYD ‘Binary’ Droid (V) 101E

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

11

•Bron Burs (V) 91E

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

       

11

•Chewbacca (V) 92E

     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

           

11

•Han Solo (V) 99E

    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
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L I G H T  S I D E

•Lars’ Hydroponics Station

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) 118

11

       

•A Tremor In The Force (V)

E F F E C T

•A Tremor In The Force (V) 119

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.

•Cell 2187 (V)

E F F E C T

•Cell 2187 (V) 120

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

Virtual Block 1: A New Hope

•Lars’ Vaporator

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) 115

11

•Red Leader (V)

11

•Red Leader (V) 112

     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

         

•Theron Nett (V)

11

•Theron Nett (V) 113

     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

             
      

•Wedge Antilles (V)

11

•Wedge Antilles (V) 114

     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

        

Rebel Trooper (V)

11

Rebel Trooper (V) 111

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

•Owen Lars (V)

11

•Owen Lars (V) 108

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

•Melas (V)

11

•Melas (V) 106

     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

     

•Obi-Wan Kenobi (V)

11

•Obi-Wan Kenobi (V) 107

Obi-Wan’s game text may not be canceled and he 
may not 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

•Luke Skywalker (V)

11

•Luke Skywalker (V) 105

     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

           

•R2-D2 (Artoo-Detoo) (V)

11

•R2-D2 (Artoo-Detoo) (V) 109

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

•••Rebel Tech (V)

•Luke (V)

11

•Luke (V) 104

     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

     

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

Original concept by Brian H, Minnesota States 2005Original concept by Brian H, Minnesota States 2005 Original concept by James Barnes, Texas States 2007Original concept by James Barnes, Texas States 2007

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

11

 •••Rebel Tech (V) 110E

Dark Side game text on your non-docking bay
Yavin 4 sites is canceled. Your Attack Run total
is cumulatively +1. 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

•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) 117

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) 116

11
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L I G H T  S I D E
Demotion (V)

E F F E C T

Demotion (V) 122

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.

•Crash Site Memorial (V)

E F F E C T

•Crash Site Memorial (V) 121

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

•Faithful Service (V)

E F F E C T

•Faithful Service (V) 123

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) 124

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

Grappling Hook (V)

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

Grappling Hook (V) 125

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

•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) 127

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

•Jawa Siesta (V)

E F F E C T

•Jawa Siesta (V) 128

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.

•Gift Of The Mentor (V) 130

•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

•K’lor’slug (V)

E F F E C T

•K’lor’slug (V) 129

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) 131

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.

Merc Sunlet (V)

E F F E C T

Merc Sunlet (V) 132

11

Deploy on table. Out Of Commission is canceled. 
Unless opponent has more cards in Lost Pile than you, 
whenever you lose Force, may use X Force and place 
any X cards from your Lost Pile out of play to reduce 
the loss by X.  A

Nightfall (V)

E F F E C T

Nightfall (V) 133

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

•Obi-Wan’s Cape (V)

E F F E C T

•Obi-Wan’s Cape (V) 134

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.

•Our Most Desperate Hour (V)

Virtual Block 1: A New Hope

•Learn About The Force, Luke

•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) 126E 

11

44

                      

               

    

              

E F F E C T

•Our Most Desperate Hour (V) 135E

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) 136

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.

Rycar Ryjerd (V)

E F F E C T

Rycar Ryjerd (V) 137

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

Original concept by Greg Shaw, Mystic Visions 2003Original concept by Greg Shaw, Mystic Visions 2003
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Cantina Brawl (V)

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

Cantina Brawl (V) 149

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.

•Darklighter Spin (V)

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

•Darklighter Spin (V) 150

11

 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.

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) 151

11

USED: Use 1 Force to  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

Escape Pod (V)

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

Escape Pod (V) 152

11

 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.

Han’s Back (V)

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

Han’s Back (V) 153

11

Use 1 Force to  (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) 154

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) 155E

11

USED:  (or retrieve) a device.  S
STARTING: If your starting location was a Tatooine 
location,  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

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) 156

11

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

Leia’s Back (V)

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

Leia’s Back (V) 157

11

Use 1 Force to  (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.

Luke’s Back (V)

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

Luke’s Back (V) 158

11

Use 1 Force to  (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).

•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) 148

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.

•Antilles Maneuver (V)

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

•Antilles Maneuver (V) 146

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,  a Rebel of ability < 3 (except an admiral) 
aboard your starship.

•Balanced Attack (V)

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

•Balanced Attack (V) 147

11

If your corvette, cruiser, and frigate are in battle 
together, cancel an opponent’s non - S  Interrupt. OR 

 a frigate (deploys -2) to same system as your 
corvette and cruiser. OR  a cruiser (deploys -3) to 
same system as your corvette and frigate.

Advance Preparation (V)

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

E F F E C T

•The Planet That It’s Farthest From (V) 142

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.

Undercover (V)

E F F E C T

Undercover (V) 143

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

•Yerka Mig (V)

E F F E C T

•Yerka Mig (V) 144

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.

           

           

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) 144E

11

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

Sai’torr Kal Fas (V)

E F F E C T

Sai’torr Kal Fas (V) 138

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) 139

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

Solomahal (V)

E F F E C T

Solomahal (V) 140

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) 141E

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



•Tatooine: Lars’ Moisture Farm
 (Light) (V)

166

•TATOOINE: LARS’ MOISTURE FARM

While No One To Stop Us This Time on table, Imperials are deploy -1 here. 

•TATOOINE: LARS’ MOISTURE FARM

Once per game, may  a non-     Lars here. While a Lars present here with a
hydroponics station or vaporator, your Force generation here is +1 (+2 if with both).

11
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May not be deployed if an Alderaan site (or sector) on 
table. Star Cruisers ignore location deploym

ent 
restrictions in their gam

e text. 
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•Tatooine: Lars’ Moisture Farm (V)•Alderaan (Blown Away)

STARFIGHTER: Y-WING 

11

•Gold 1 (V) 167

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: HEAVILY-MODIFIED LIGHT FREIGHTER 

11

•Millennium Falcon (V) 169

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) 

STARFIGHTER: Y-WING 

11

•Gold Leader In Gold 1 (V) 168

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) 

Virtual Block 1: A New Hope
Panic (V)

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

Panic (V) 159

11

 a device or non-lightsaber weapon. OR If opponent 
just initiated a battle or Force drain at a system or 
sector,  (as a ‘react’) an unpiloted Rebel starfi ghter 
and a pilot of ability < 3 (simultaneously).  S

•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) 160

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.

Rebel Reinforcements (V)

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

Rebel Reinforcements (V) 161

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).

Return Of A Jedi (V)

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

Return Of A Jedi (V) 162

11

Use 1 Force to  (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) 163

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.

Utinni! (V)

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

Utinni! (V) 164

11

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

            

       

               

STARFIGHTER: X-WING 

11

•Red 5 (V) 170

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) 

CAPITAL: CORELLIAN CORVETTE 

11

•Tantive IV (V) 171

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) 

TRANSPORT VEHICLE

11

Sandcrawler (V) 172

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) 

•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) 173

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) 174

11

•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) 175

11

             


