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At each system a player controls with a capital
starship, non-     characters (and vehicles) deploy -1 
to related sites and sectors. If you occupy a system 
with a capital starship (or three unique starships) and 
have no Objective on table, may add 1 to each of your 
Force drains at related battleground sites (opponent 
loses no more than 2 Force from those drains).

•Nothing Can Get Through Our Shield (V) 01E

55

•Nothing Can Get Through Our Shield (V)

POWER 4 ABILITY 4

4

3

•Aurra Sing (V) 02

•Aurra Sing (V)

55

FORCE-SENSITIVE

Once during opponent’s activate phase, may 
relocate Aurra to same site as a Jedi. Once per 
game, during your move phase, may fi re her 
weapon at a Jedi; hit target is lost. Immune to 
attrition < 4.

POWER 4 ABILITY 1

3

3

•Chokk (V) 03

•Chokk (V)

55

ARMOR 4

Deploys -1 to Tatooine. While with your non-droid 
character, if a battle was just initiated here, may 
use 1 Force to place Chokk in Used Pile; Interrupts 
may not be played until the weapons segment ends.

POWER 3 ABILITY 2

3

4

•Coruscant Guard (V) 04

•Coruscant Guard (V)

55

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

15

POWER 2 ABILITY 3

3

4

•Daultay Dofi ne (V) 05

•Daultay Dofi ne (V)

55

FORCE-ATTUNED

     3. Blockade Flagship is immune to attrition 
< 9. While piloting Blockade Flagship, if your      
Admiral’s Order on table, Blockade Flagship may not 
be targeted by weapons or have its power reduced. 
Once per game, may  Gunray or Haako.

            

POWER 3 ABILITY 2

3

3

•••Elite Squadron Stormtrooper (V) 06

•••Elite Squadron Stormtrooper (V)

55

ARMOR 4

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

POWER 3 ABILITY 2

3

5

•Sebulba (V) 09

•Sebulba (V)

55

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

         

•Emperor’s Power (V) 08

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

6

8

      Leader. Trade Federation.

POWER  5 ABILITY  7 DARK JEDI MASTER

1•Lord Sidious

55

•Lord Sidious

POWER 4 ABILITY 3

3

6

•Keder The Black (V) 07

•Keder The Black (V)

55

FORCE-ATTUNED

While at Senate: Sidious is politics +3; “senators” 
on Squabbling Delegates is treated as “Coruscant 
Guards;” and may lose 1 Force to place Keder and 
an opponent’s      Political Effect (or       senator 
here) in owner’s Lost Pile.

                  

•Jodo Kast (V) 11

     2. May  Jet Pack on him for free; he moves 
using it for -1 Force. Permanent weapon is Dual 
Blasters (may lose 1 Force to target a Jedi; until 
end of turn, choose: target may not fi re weapons 
OR target loses immunity to attrition).

4

4

      Trade Federation.

POWER  3 ABILITY  3 ARMOR 5  

2•The Mandalorian

55

•The Mandalorian

       

POWER 1 MANEUVER  3

1

2

Sith Probe Droid (V) 10

Sith Probe Droid (V)

55

RECON DROID

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

•Mandalorian Armor (V)

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

D E V I C E

•Mandalorian Armor (V) 13

55

E F F E C T

55

At Last We Are Getting Results (V) 16

At Last We Are Getting Results (V)

If Invasion on table, deploy on table. Maul ignores 
Objective deployment restrictions. Your       droids 
are defense value +2. Your starships are deploy -1. 
Opponent’s cards are immunity to attrition -3.  A

E F F E C T

55

Establish Control (V) 17E

Establish Control (V)

Deploy on table. Your Force generation is +1 at docking
bays you occupy. Your docking bays controlled by
opponent are battlegrounds. Once per game, may  
Corulag or Fondor. If Mobilization Points on table, this
Effect lost.  A
Original concept by Garrett Larson, Bespin Regionals 2005Original concept by Garrett Larson, Bespin Regionals 2005

E F F E C T

55

•Expand The Empire (V) 18

•Expand The Empire (V)

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

Original concept by Michael Richards, Oklahoma States 2004Original concept by Michael Richards, Oklahoma States 2004

Original concept by Sam Tashima, North Dakota States 2005Original concept by Sam Tashima, North Dakota States 2005 Original concept by Greg Shaw, Coruscant Regionals 2004Original concept by Greg Shaw, Coruscant Regionals 2004

POWER 3 ABILITY 2

2

4

•Watto (V) 12E

•Watto (V)

55

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

Original concept by Blake Huffman, Justin Warren Memorial 2005Original concept by Blake Huffman, Justin Warren Memorial 2005

        

EPISODEI

EPISODEI

11

Original concept by Garrett Larson, Minnesota States Sealed 2005Original concept by Garrett Larson, Minnesota States Sealed 2005

Original concept by Lee Clarke, ACT Championship 2005Original concept by Lee Clarke, ACT Championship 2005

EPISODEI

EPISODEI

                   

EPISODEI      

Original concept by Chris Clarke, Australia Nationals 2007Original concept by Chris Clarke, Australia Nationals 2007
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E F F E C T

•Dead Jawa (V) 15

•An Enemy Of The Republic 6

55

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

•An Enemy Of The Republic

      

•A Sith’s Plans 3

•A Sith’s Plans

      The Imperial fl eet keeps a tight grip on the systems 
under its control. Abuses and excesses by local citizens are 
not tolerated.

E F F E C T

55

•Oppressive Enforcement (V) 14

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

E F F E C T

•Accepting Trade Federation Control (V) 19

•Nute Gunray’s Bounty 4

55

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

•Nute Gunray’s Bounty

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

E F F E C T

•Kill Them Immediately (V) 20

•Order 66 7

55

Deploy on Sidious. If with       Expand The Empire 
during your control phase: relocate this card to an      
Jedi at a battleground or Senate (otherwise, retrieve 1 
Force). If on a Jedi, add one battle destiny here, and if 
that Jedi just lost, relocate this card to Sidious.

•Order 66

      Hologram.

E F F E C T

•Qui-Gon’s End (V) 22

•Trained In The Jedi Arts 5

55

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

•Trained In The Jedi Arts

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

E F F E C T

•Vote Now! (Dark) (V) 25

•With Thunderous Applause 6

55

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

•With Thunderous Applause

      With enough political support, any number of devious 
plans can be put into motion.

E F F E C T

55

•Strategic Reserves (V) 21

•Strategic Reserves (V)

Deploy on table. Your clones and Coruscant guards are 
destiny +1 when drawn for weapon or battle destiny. 
Once per turn, may cancel a Force drain by placing here 
from hand a clone or Coruscant guard. Characters may 
deploy from here as if from hand.

E F F E C T

55

•Where Are Those Droidekas?! (V) 23

•Where Are Those Droidekas?! (V)

Deploy on table. Scum And Villainy is canceled. 
Non-unique destroyer droids are deploy -1 and forfeit 
+1. While all your characters at sites are destroyer 
droids, opponent’s characters are defense value -1 for 
each destroyer droid present.  A

E F F E C T

55

•Wipe Them Out, All Of Them (V) 24

•Wipe Them Out, All Of Them (V)

Deploy on a site. Unless a player controls a battleground 
site, that player’s       weapon destiny draws are -2. 
During opponent’s draw phase, if opponent’s non-
battleground site (with no related locations) on table, 
may activate or retrieve 1 Force.  A

O U T  O F  P L A Y  I N T E R R U P T

55

•Force Push (V) 26

•Force Push (V)

During battle, use 2 Force to target your Dark Jedi and 
opponent’s character of equal or lesser ability present. 
Both targets are excluded from battle. OR Exchange 
two cards from hand with any one card from Force 
Pile; reshuffl e.

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

55

•Sith Fury (V) 27

•Sith Fury (V)

USED: If you just drew a character for destiny, take 
that card into hand to cancel and redraw that destiny. 
LOST: Once per game, use 4 Force to  a Dark Jedi.

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

55

•Trade Federation Tactics (V) 28E

•Trade Federation Tactics (V)

USED: For remainder of turn, if your starship is about 
to be hit (or lost), that action may instead affect 
your character aboard that starship. LOST: If your      
character is about to be hit (or lost), that action instead 
affects your other       character present.

EPISODEI

EPISODEI EPISODEI

EPISODEI

15

      EPISODEI

               

EPISODEI

                          

Original concept by Michael Raveling, Minnesota States 2004Original concept by Michael Raveling, Minnesota States 2004Original concept by Alden Peterson, GenCon 2005Original concept by Alden Peterson, GenCon 2005

EPISODEI

Original concept by North Dakota States Players, 2006Original concept by North Dakota States Players, 2006

       EPIS    ODEI

        EPIS    ODEI
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During any move phase, initiate an epic duel between 
Vader and a Jedi present with him. Both players draw
two destiny and add power. Loser (lowest total) is
placed in Used Pile (if Epic Duel on table, Lost Pile 
instead), losing player loses 2 Force (cannot be
reduced), and winning player may retrieve 2 Force.

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

•Vader’s Anger (V) 29E

55

•Vader’s Anger (V)

•Naboo: Theed Palace Throne Room (Dark) (V) 30E

•CORUSCANT: CHANCELLOR’S OFFICE
•C
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Once per gam
e, m

ay 
        Sidious here.

15

•Coruscant: Chancellor’s Offi ce

Dark Jedi Lightsaber (V)

Deploy on Aurra Sing or Sidious. May add 1 to Force 
drain at an       site where present. May target a 
character or creature for free. Draw two destiny. Add 
number of Jedi present. Target hit, and its forfeit = 0, 
if total destiny > defense value.

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

Dark Jedi Lightsaber (V) 32

55

L I G H T  S I D E

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) 33E

55

•Let’s Go Left (V)

•Artoo, Brave Little Droid (V)

55

•Artoo, Brave Little Droid (V) 34

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

•Bail Organa

•Bail Organa

Leader. Senator.

3

55

•Kirdo III Operative (V) 35

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 opponent just lost Force 
to a Force drain by a Rebel, may retrieve 1 Force.

POWER 3 ABILITY 3 POLITICS 2

2

5

Clone Pilot

Clone Pilot

      

3

55

Rebel Pilot (V) 37

     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

                         

EPISODEIEPISODEI

•Chewbacca Of Kashyyyk (V)

55

•Chewbacca Of Kashyyyk (V) 36E

     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

•Maul’s Sith Speeder

 Flare-S Racing Swoop (V) 31E

1 

2

      Attain speeds of up to 600 kph. 3 meters long.
Extremely diffi cult to control at high speeds. Dengar rode a
similar swoop when injured in a race with Han at Agrilat.

POWER  1 ARMOR       6 LANDSPEED     6

5•Maul’s Sith Speeder

55

May add Maul as driver. May deploy with Maul as
a ‘react.’ During battle, Maul may disembark (place
this vehicle in Used Pile) to cancel the immunity
to attrition of a Jedi here. Immune to attrition.

TRANSPORT VEHICLE

EPISODEI

Original concept by Ryan French, Seattle V-Lite 2005Original concept by Ryan French, Seattle V-Lite 2005

     EPISODEI

       EPISODEI
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Clone Trooper (V)

Clone Trooper 

       

3

55

 Blast The Door, Kid! (V) 38E

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

EPISODEI

55
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) 39

•••Jedi Advisor 2

EPISODEI

      Female. Jedi Council Member.

55

55
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) 40

•••Jedi Guardian 1

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

55

EPISODEI

•••Jedi Survivor (V)

•••Jedi Survivor 

     Female.

1

55

•••Droid Merchant (V) 41

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

EPISODEI

•Ki-Adi-Mundi (V)

55

•Ki-Adi-Mundi (V) 42

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

•Lieutenant Williams (V)

55

•Lieutenant Williams (V) 43

     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

           

•Mace Windu (V)

55

•Mace Windu (V) 44E

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

•Obi-Wan Kenobi, Jedi Knight (V)

55

•Obi-Wan Kenobi, Jedi Knight (V) 46E

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

•Padmé Naberrie (V)

55

•Padmé Naberrie (V) 47E

     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

         

•Master Qui-Gon (V)

55

•Master Qui-Gon (V) 45

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. Immune to Disarmed, You Are 
Beaten, and attrition.

POWER 6 ABILITY 7 JEDI MASTER

7

7

•Plo Koon (V)

55

•Plo Koon (V) 48

     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

       

Republic Trooper With Blaster Rifl e (V)

Republic Trooper With Blaster Rif le

      

3

55

Rebel Guard (V) 49

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

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

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

Original concept by Zane Thorp, Texas States 2004Original concept by Zane Thorp, Texas States 2004

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

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

55

            EPISODEI

           EPISODEI

    EPISODEI
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•Senator Jar Jar Binks

•Senator Jar Jar Binks

Gungan.

2

55

•General Jar Jar (V) 50

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

•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) 51E

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

•Supreme Chancellor Palpatine (V)

•Supreme Chancellor Palpatine

      Leader.  

0

55

• Stay Here, Where It’s Safe (V) 53

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

•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) 56E

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

•Yarua (V)

55

•Yarua (V) 55E

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

•Yoda, Senior Council Member (V)

55

•Yoda, Senior Council Member (V) 57

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

•Senator Padmé Amidala

•Senator Padmé Amidala 

Leader. Senator.

1

55

•I’ve Decided To Go Back (V) 52

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

Wookiee (V)

55

 Wookiee (V) 54E

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

Original concept by Brian Herold, Minnesota States 2006Original concept by Brian Herold, Minnesota States 2006 Original concept by Brandon Schele, World Champion 2004Original concept by Brandon Schele, World Champion 2004

Original concept by Steven Lewis, Tennessee States 2006Original concept by Steven Lewis, Tennessee States 2006
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Original concept by Jacob Taylor, PC Volunteer Award 2005Original concept by Jacob Taylor, PC Volunteer Award 2005
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E F F E C T

•Somersault (V) 58

•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) 59

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

•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) 61E 

55

EPISODEI

     “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.” 

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) 60

55

•An Unusual Amount Of Fear (V)

55

          

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

•Vote Now! (Light) (V) 62

•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  

•Security Control (V) 63E

•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

•Wesa Ready To Do Our-sa Part (V)

E F F E C T

•Wesa Ready To Do Our-sa Part (V) 64

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

•Ambush (V)

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

•Ambush (V) 65

55

Use 1 Force to  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.

•Changing The Odds (V)

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

•Changing The Odds (V) 66

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

•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) 67E

55

USED: Activate 1 Force. STARTING: If Credits Will Do 
Fine on table,  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

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

•Wookiee Guide (V) 68

•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) 69

•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

     

EPISODEI

EPISODEI EPISODEI



Once per turn, if Kashyyyk was your starting location, 
may  a Kashyyyk site.

•Kashyyyk (Light) (V)

55

•KASHYYYK 6

•Kashyyyk (Light) (V) 75E

 •••Endor: Great Forest (Light) (V) 76E

55

•Kashyyyk: Sacred Forest

•KASHYYYK: SACRED FOREST

•K
AS

HY
YY

K:
 S

AC
RE

D 
FO

RE
ST

At
 st

ar
t o

f y
ou

r t
ur

n, 
m

ay
 d

ra
w 

a 
ca

rd
 fr

om
 R

es
er

ve
 D

ec
k 

fo
r e

ac
h 

Ka
sh

yy
yk

 si
te

 w
he

re
 

all
 yo

ur
 a

bil
ity

 is
 p

ro
vid

ed
 b

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.

EPISODE
I

•Endor: Ewok Village (Light) (V)
77

•KASHYYYK: WOOKIEE HAVEN (FOREST)

•KASHYYYK: WOOKIEE HAVEN (FOREST)

Your Force generation is +1 at Kashyyyk sites where you have a Wookiee.

55

At end of opponent’s deploy phase, if opponent controls this site with at least two 
Wookiees and has 8 or more cards in hand, lose 1 Force.

•Kashyyyk: Wookiee Haven (Forest)

•Endor: Bunker (Light) (V) 70

•BLOCKADE FLAGSHIP: PRISON
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W
hile Palpatine im

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

•Blockade Flagship: Prison

•Cloud City: North Corridor (V) 71
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May not be separated from
 Jedi Council Cham

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

•Coruscant: Jedi Archives

•Coruscant: Jedi Council Chamber (V) 72
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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
L I G H T  S I D EVirtual Block 5: The Old Republic
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•Tatooine: Cantina (Light) (V) 73

•CORUSCANT: NIGHT CLUB
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Your characters here are defense value -1 and m
ay not be excluded from

 battle.

•Coruscant: Night Club

•Coruscant: Docking Bay (Light) (V) 74
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Unless you occupy,        W
ipe Them

 Out, All Of Them
 ignores starship and holosite sites.

•Coruscant: Senate Landing Platform

EPISODEI
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We Have A Plan (V)

We Have A Plan (V) 78

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)yyyyyyyyyyy ( )

They Will Be Lost And Confused (V) 78

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)

We’ll Handle This (V) 79

55

Deploy Jedi Council Chamber.
For remainder of game, you may not deploy Affect Mind, 
Senate, 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)

Duel Of The Fates (V) 79

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).

•Alderaan Consular Ship

55

•Alderaan Consular Ship 2

CAPITAL: CORELLIAN CORVETTE

•Masanya (V) 80

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

      

STARFIGHTER: N-1 STARFIGHTER 

55

•Bravo Fighter (V) 81

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) 

••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) 82

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

      

Original concept by Brian Terwilliger, Syracuse V-Lite 2005 Original concept by Brian Terwilliger, Syracuse V-Lite 2005 

•Obi-Wan In Radiant VII

55

•Obi-Wan In Radiant VII 2

STARFIGHTER: CORELLIAN REPUBLIC CRUISER

•Radiant VII (V) 83

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.

Republic Corvette

55

Republic Corvette 1

CAPITAL: CORELLIAN CORVETTE

Corellian Corvette (V) 84

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 ARMOUR     4

5

8

HYPERSPEED 3

      

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

•Inconsequential Barriers (V) 86

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.

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) 87

55

           

Original concept by Brandon Ruck, Tennessee States 2004 Original concept by Brandon Ruck, Tennessee States 2004 

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

Bowcaster (V) 85

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.
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