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POWER 2 ARMOR 3
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 •4-LOM With Concussion Rifl e (V) 2 • 01

 •4-LOM With Concussion Rifl e (V)

66

PROTOCOL DROID

Permanent weapon is •4-LOM’s Concussion Rifl e 
(may target a character for free; target is power 
-1). Once per turn, may place a card from hand 
on bottom of Used Pile to draw top card from 
Reserve Deck.

•Rystall (V) 2 • 02

3

5

      Female.

2•••Dathomir Witch

66

•••Dathomir Witch

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

POWER 2 ABILITY 4 FORCE-SENSITIVE

•Altering The Deal

Deploy on Dining Room. Dark Deal may deploy here 
if you control three Bespin sites, and is canceled if 
opponent controls this site. While Dark Deal on table
and you occupy Bespin, This Deal Is Getting Worse All 
The Time fl ips and may not fl ip back.  A

E F F E C T

•I Had No Choice (V) 2 • 04

•Altering The Deal

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

3

66

•Broken Concentration (V)

Deploy on table. Cancels game text of       Naboo sites. 
Training destiny draws are –X, where X = apprentice’s 
ability - Jedi Test number. Once per game, may place
this Effect out of play to reduce your battle damage by
4. Immune to NOOOOOOOOOOOO!.   A

E F F E C T

66

•Broken Concentration (V) 2 • 05

        

•Power Of The Sith

If your character just won an epic duel, deploy on that 
character. Character is immune to Clash Of Sabers, 
Disarmed, and Sorry About The Mess. During your
control phase, if at a battleground, opponent loses 1 
Force. If this card just lost, place it in Used Pile.  C

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

•Dark Strike (V) 2 • 09

•Power Of The Sith

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

6

66

 Comlink (V)

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

D E V I C E

 Comlink (V) 2 • 03

66

•Deployment Orders

 

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

E F F E C T

•Cease Fire! (V) 2 • 06

•Deployment Orders

      The amount of time it takes for a sub-command to 
transfer to an offi cer battle droid, and then to the rest of his 
regiment, is .396 of a second.

4

66

         

•Drop! (V)

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

E F F E C T

66

•Drop! (V) 2 • 07

           

•Ni Chuba Na?? (V)

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

E F F E C T

66

•Ni Chuba Na?? (V) 2 • 08

Deploy on opponent’s capital or      starship. Starship is 
power -2 and its gametext (except related to capacity, 
immunity, and identity and ability of permanent pilots) 
is canceled.

E F F E C T

•Program Trap (V) 2•10

66

•Program Trap (V)

D A R K  S I D E

Original concept by Jonathan ChuOriginal concept by Jonathan Chu

EPISODEI
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•So Be It, Jedi

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

E F F E C T

•Young Fool (V) 2 • 11

•So Be It, Jedi

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

5

66

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

66

•Force Field (V) 2 • 12

•Force Field (V)

USED: Cancel an attempt to use a character weapon to 
target your character of ability > 4. 
LOST: Use 2 Force to cancel an attempt to use a       
weapon to target your character.

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

66

•Why Didn’t You Tell Me? (V) 2 • 13

•Why Didn’t You Tell Me? (V)

During any draw phase, place a card from hand under 
your Used Pile to take any one card into hand from 
Force Pile; reshuffl e. OR Place IL-19 in owner’s Used 
Pile. OR During the power segment, cancel a just drawn 
destiny (except battle destiny).

•Cloud City: Dining Room (V) 2 • 14

•CLOUD CITY: DINING ROOM
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Your characters and weapons m
ay deploy here as a ‘react.’

•Cloud City: Dining Room

•Boba Fett In Slave I (V) 2•16

6

7

POWER  7 MANEUVER  6 HYPERSPEED  4

Permanent pilot is •Boba Fett, who provides ability
of 3. Draws one battle destiny if not able to 
otherwise. Slave I’s power may not be reduced by 
opponent. Immune to Eject! Eject! and attrition < 5.

STARFIGHTER: FIRESPRAY-CLASS ATTACK SHIP

66

•Boba Fett In Slave I (V)

•Bossk In Hound’s Tooth (V) 2•17

4

6

POWER  6 ARMOR       4 HYPERSPEED  4

Permanent pilot is •Bossk, who provides ability of 
2. During battle with opponent’s       starship (or 
Falcon), may add one destiny to total power or
attrition. Immune to attrition < 4.

CAPITAL: MODIFIED CORELLIAN FREIGHTER

66

•Bossk In Hound’s Tooth (V)

Trade Federation Droid Control Ship (V) 2 • 15

Unless Fondor on table, may deploy -3 as a ‘react.’ 
May add 3 pilots and 4 passengers. Permanent 
pilot provides ability of 2.5

7

      These heavily modifi ed battleships are used to control
and direct the Trade Federation automated army. Easily 
identifi ed by its array of sensors and antennae.

POWER  5 ARMOR       5 HYPERSPEED   3

2•Blockade Support Ship

66

•Blockade Support Ship

CAPITAL: TRADE FEDERATION BATTLESHIP

Rancor Mount

Rancor (V) 2 • 18

3 

5

      Indigenous to Dathomir, but found on several dozen
worlds throughout the galaxy. Vicious predator. Sometimes 
kept as pets by eccentrics and crime lords.

POWER  3 ARMOR       5 LANDSPEED     2 

2Rancor Mount

66

May add a witch as ‘rider’ (passenger). Ability = ½. 
While ridden by a Dathomir Witch, power +2, 
cannot be attacked, your Force drains here are +1, 
and vehicle and ‘rider’ are immune to attrition < 4.

CREATURE VEHICLE

•Galen’s Lightsaber, Vader’s Gift

Deploy on Galen. Galen may add one destiny to total 
power or attrition. May target a character or creature 
for free. Draw two destiny. Target hit, and may not 
be used to satisfy attrition, if total destiny > defense 
value.

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

2 • 19

•Galen’s Lightsaber, Vader’s Gift 1

66

•Vader’s Lightsaber (V)

        

   
    

EPISODEI
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•••Beast-Rider (V)

•••Beast-Rider

      Female.

2

66

•Camie (V) 2 • 20

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

POWER 2 ABILITY 4 FORCE-SENSITIVE

3

5

•At Peace (V)

E F F E C T

•At Peace (V) 2 • 22

66

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

E F F E C T  

 Alternatives To Fighting (V) 2 • 23

•Security Breach

•Security Breach 3

66

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

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

•Dark Approach (V)

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

•Dark Approach (V) 2 • 25

66

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

CREATURE VEHICLE

66

Kaadu (V) 2 • 26

May add 1 ‘rider’ (passenger). Ability = ½. While 
ridden by a Beast-Rider, power and maneuver +2, 
cannot be attacked, your Force drains here are +1, 
and Kaadu and ‘rider’ are immune to attrition < 4.

POWER 1 MANEUVER 2

1

2

LANDSPEED  4

Kaadu (V) 

3Gundark

Gundark

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

4

0

•Arleil Schous (V) 2 • 21

66

FEROCITY    CLAWS   4

V I C I O U S  C R E A T U R E

EPISODEI

•Thrown Back (V)

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

E F F E C T

66

•Thrown Back (V) 2 • 24

                             

          


