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with any similar selection of Decipher expansions. 



Virtual Block 6: Mercenaries
D A R K  S I D E

POWER 2 ABILITY 4

3

4

•Brangus Glee (V) 3•02

•Brangus Glee (V)

66

FORCE-SENSITIVE

     2. Deploys -1 and forfeit +1 at a docking bay or 
aboard a starship. During your control phase, if at 
a battleground, may use 1 Force (free if at Casino) 
to exchange a card in hand with a random card in 
Lost Pile. Immune to attrition < 3.

         

Original concept by Bill Kafer, League Cube Tournament 2009Original concept by Bill Kafer, League Cube Tournament 2009

Original concept by Brad Eier, Coruscant Regionals Weekend 2006Original concept by Brad Eier, Coruscant Regionals Weekend 2006

     2. Ponda Baba’s Hold-out Blaster deploys and 
fi res for free on Bane. Once per turn, if Bane just 
used a weapon to hit a character, may ‘annihilate’ 
target (target is placed out of play when forfeited 
this battle).

Baniss Keeg (V) 3•01

4

4

POWER  4 ABILITY  2

1•Bane, The Bounty Hunter

66

•Bane, The Bounty Hunter

      

•IG-88 With Riot Gun (V)

     2, 3: IG-2000. Deploys -3 aboard IG-2000. Adds 
one battle destiny if alone or with a smuggler. 
During battle, if piloting a starship, may draw a 
destiny. Starship is immune to attrition < X, or its 
immunity is +X (limit +2), where X = destiny.

3•04

4

5

     Bounty hunter droid equipped with proprietary stealth 
technology. Archived several of its enhancement subroutines
in favor of sophisticated tracking and capture programming. 

POWER  4 ARMOR 5 ASSASSIN DROID

1•IG-88, Renegade Droid

66

•IG-88, Renegade Droid

      

Original concept by Jarad Konsker, Online V-Card Tournament 2009Original concept by Jarad Konsker, Online V-Card Tournament 2009

POWER 3 ABILITY 3

4

5

•Jodo Kast (V) 3•05

•Jodo Kast (V)

66

ARMOR  5

Once per game, if a character was just ‘transported’ 
here by Nabrun Leids, may capture that character. 
At same site, opponent must fi rst use 1 Force to 
fi re a weapon. May be targeted by Hidden Weapons. 
May ‘fl y’ (landspeed = 3).

Original concept by Steve Jones, Volunteer of the Year 2008Original concept by Steve Jones, Volunteer of the Year 2008

Nal Hutta Operative (V) 3•06

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

2

3

      ISB. Female.

POWER  2 ABILITY  2

2Mercenary Shadow Pirate

66

Mercenary Shadow Pirate

    

•Major Turr Phennir (V) 3•08

     3. Once per game, may  a TIE Defender. 
While piloting, opponent may not cancel or 
substitute battle destiny draws here. While piloting 
an Imperial starfi ghter, it is maneuver +2 and he 
draws one battle destiny if unable to otherwise.

3

5

      Leader. 

POWER  3 ABILITY  3 FORCE-ATTUNED

1•The Emperor’s Reach

66

•The Emperor’s Reach

       

POWER 2 ABILITY 4

3

4

•Grotto Werribee (V) 3•03

•Grotto Werribee (V)

66

FORCE-SENSITIVE

     2. If opponent’s       card just added a destiny 
to total power or attrition here, draw two destiny, 
choose one, and subtract it from their attrition and 
total power. Your characters here are immune to 
Clash Of Sabers and attrition < 3.

       16

POWER 4 ARMOR 3

4

4

Security Battle Droid (V) 3•07

Security Battle Droid (V)

66

BATTLE DROID

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

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2010

Original concept by Peter Nordstrom, Northern CA Local 2009Original concept by Peter Nordstrom, Northern CA Local 2009 Original concept by Brian Herold, Minnesota States Weekend 2007Original concept by Brian Herold, Minnesota States Weekend 2007

EPIS    ODEI



•Endor: Ewok Village (Dark) (V) 3•14
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66

Jabba’s Sail Barge m
ay deploy here. If your Trandoshan present, Force drain +1 here.

•Kashyyyk: Wookiee Slaving Camp

Original concept by Tom Frafjord, Rosemount Championship 2008Original concept by Tom Frafjord, Rosemount Championship 2008

Storm Clouds

Unless you control a related site, your Force drains here 
are -1. For each restricted (•••) TIE present, your total 
battle destiny here is -1.

If you control a related battleground site, your Force 
drains here are +1 and may not be canceled. Your Force 
generation at the related system may not be limited.

3•16

STORM CLOUDS

Clouds (Dark) (V)

STORM CLOUDS

•Cloud City: Port Town District (V) 3•15

•RALLTIIR: SPACEPORT FINANCIAL DISTRICT
•R
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66

Sam
e and related spaceport sites opponent does not control gain one     .

•Ralltiir: Spaceport Financial District

Virtual Block 6: Mercenaries D A R K  S I D E

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

66

•Operational As Planned (V) 3•12

•Operational As Planned (V)

Once per turn, if taken into hand using Protocol Failure, 
may immediately reveal this Interrupt to return Protocol 
Failure from Lost Pile to hand. Use 1 Force to  
Grotto Werribee or an Immediate Effect. OR Use 2 
Force to  an Effect that deploys for free.

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

66

Walker Garrison (V) 3•13

Walker Garrison (V)

If your AT-ATs occupy three related battleground 
planet sites, your Force drains at same and related 
battlegrounds this turn are +1 (or +2 if at Hoth). OR If 
you occupy a site with an AT-AT, cancel a Force drain 
at a related site.

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2010

E F F E C T

Oo-ta Goo-ta, Solo? (V) 3•09

•Guild Of Assassins 4

66

Deploy on table. Maul is lost. Once per character, when 
you deploy Aurra, Galen, Guri, or Mara to a Coruscant 
or Tatooine site, may take any one card from Used Pile 
into hand; reshuffl e. At locations you occupy, your Force 
generation may not be prevented or canceled.  A

      Greedo cheskopokuta klees ruya Solo. Hoko yanee 
boopa gush Cantina. Cheeco wa Solo’s anye nyuma Greedo 
vakee. Jabba kul steeka et en anpaw. 

E F F E C T

•Overseeing It Personally (V) 3•11

•The Emperor Is Coming Here? 3

66

•The Emperor Is Coming Here?

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

•Revenge Of The Sith•Guild Of Assassins (V)

Original concept by Aaron Nelson, West Nationals 2009Original concept by Aaron Nelson, West Nationals 2009 Original concept by Cole Lepine, Canada Nationals 2009Original concept by Cole Lepine, Canada Nationals 2009

Original concept by Jan Westergard, New Jersey States 2008Original concept by Jan Westergard, New Jersey States 2008

Deploy on table. Once per game, if Emperor on table, 
may  a Royal Guard. You may play Force Lightning as
follows: “USED: During battle, target a character present 
with Emperor. Draw destiny. If destiny + 3 > ability, 
target loses immunity to attrition and is power -2.”  A

66

16

E F F E C T

•Vader’s Cape (V) 3•10E

•Revenge Of The Sith 6

66

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

      A symbol of the Dark Lord of the Sith, and of the 
seductive power of the dark side. Hologram.

Original concept by Stephen Kim, PC Volunteer Award 2009Original concept by Stephen Kim, PC Volunteer Award 2009

           



      Designed to emulate Rebel starfi ghter advantages. 
Production began shortly before the Battle of Endor. Armed 
with laser cannons, ion cannons and missile launchers.

2•Colonel Jendon In Onyx 1

•Colonel Jendon In Onyx 1

      

1•Justif ier

•Justifi er

 TIE Avenger (V) 3•19

2

4

POWER  3 MANEUVER   4

66

May add 1 pilot and 1 astromech. While TIE Fighter 
Construction Facility on table, pilot is forfeit +2 and 
this starship may not be lost before the damage 
segment of battle. May  an astromech aboard. 

STARFIGHTER: TIE/AD

HYPERSPEED   3

TIE Avenger (V)

Virtual Block 6: Mercenaries D A R K  S I D E

Patrol Craft (V) 3•20

May add 1 pilot and 8 passengers. Permanent pilot 
provides ability of 1. While AT-AT Driver piloting, 
he is forfeit +2 and this vehicle is power +1 and 
immune to attrition < 5.

5

6

      Enclosed.

POWER  5 ARMOR       7 LANDSPEED      1

1Cyclone Walker

66

Cyclone Walker

COMBAT VEHICLE: AT-AT

•Bespin Motors Void Spider THX 1138 (V) 3•21

Deploys -1 to same site as your MTT. AT-AT Cannon 
may deploy aboard, and targets it hits may not be 
used to satisfy attrition. Unless alone, draws one 
battle destiny if not able to otherwise.

3

5

      Enclosed.

POWER  4 ARMOR       4 LANDSPEED     2

2Droid Walker

66

Droid Walker

COMBAT VEHICLE: WALKER

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2010

Original concept by Justin Desai, Origins Championship 2003Original concept by Justin Desai, Origins Championship 2003Original concept by Jeremy Gardner, PC Volunteer Award 2009Original concept by Jeremy Gardner, PC Volunteer Award 2009

Image courtesy of ObiHahnImage courtesy of ObiHahn

•Onyx 1 (V) 3•17

4

6

POWER  5 MANEUVER  5

66

May deploy as a ‘react.’ Permanent pilot is •Jendon 
who provides ability of 2. When deployed, may  
a weapon on Onyx 1. Adds one battle destiny if with 
Onyx 2. Immune to attrition < 4.

STARFIGHTER: TIE DEFENDER

HYPERSPEED   3

•Avenger (V) 3•18

9

10

POWER  8 ARMOR       6

66

Lost if your Endor or your other capital starship 
on table. May add 1 admiral as a pilot. Permanent 
pilots aboard provide total ability of 4. Immune to 
attrition < 7 (< 10 if your admiral aboard).

CAPITAL: IMPERIAL-CLASS STAR DESTROYER

HYPERSPEED   3

EPIS    ODEI



Virtual Block 6: Mercenaries

I’m Here To Rescue You (V)

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

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

I’m Here To Rescue You (V) 3•29

66

•It’s Not My Fault! (V)

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

•It’s Not My Fault! (V) 3•30

66

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

Firefi ght (V)

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

Firefi ght (V) 3•28

66

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

Original concept by Chris Gogolen, League Cube Tournament 2009Original concept by Chris Gogolen, League Cube Tournament 2009
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•Desperate Tactics (V)

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

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

•Desperate Tactics (V) 3•27

66

•Obi-Wan Kenobi, Padawan Learner (V)

66

•Obi-Wan Kenobi, Padawan Learner (V) 3•24

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

POWER 6 ABILITY 5 FORCE-SENSITIVE

6

8

•Phylo Gandish (V)

66

•Phylo Gandish (V) 3•25

     2. If opponent’s       card just added a destiny 
to total power or attrition here, draw two destiny, 
choose one, and subtract it from their attrition and 
total power. Your characters here are immune to You 
Are Beaten and attrition < 3.

POWER 1 ABILITY 4 FORCE-SENSITIVE

3

4

        66

•General Solomahal

•General Solomahal

      Leader. Scout.

3

66

Solomahal (V) 3•22

POWER 3 ABILITY 3 ARMOR  3

3

3

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

•••Jedi Pilot

•••Jedi Pilot 

      

1

66

•Lieutenant Telsij (V) 3•23

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

POWER 2 ABILITY 6 JEDI KNIGHT

4

6

            

Veteran Rogue

Veteran Rogue

      

3

66

•Kin Kian (V) 3•26

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

POWER 0 ABILITY 2

1

2

       

L I G H T  S I D E

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

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

55

             

66

EPIS    ODEI EPIS    ODEI

•Dressel

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

2

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

2

3•31

•DRESSEL

•Alderaan (Light) (V)

•DRESSEL

66



•Tatooine: Anchorhead (V) 3•32

SPACEPORT SCOUNDRELS GUILD
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66

May not deploy to Bespin, Dagobah, Endor, Hoth, or Yavin 4. Characters (except Lando, 
bounty hunters, Corellians and sm

ugglers) are each power and forfeit -1 here.

Spaceport Scoundrels Guild

Original concept by Jonathan Murray, DragonCon Open 2009Original concept by Jonathan Murray, DragonCon Open 2009

Republic Starfi ghter

66

Republic Starf ighter 2

STARFIGHTER: RECONNAISSANCE FIGHTER

A-wing (V) 3•33

Permanent pilot provides ability of 1. May add 1 
pilot (suspends permanent pilot). Pilots deploy -1 
aboard (-2 if a Jedi). May be revealed or deployed 
using Get To Your Ships!.

POWER 3 MANEUVER 4

3

5

HYPERSPEED 5

      

Rogue Squadron X-wing

66

Rogue Squadron X-wing 2

STARFIGHTER: X-WING

X-wing Laser Cannon (V) 3•34

May add 1 pilot and 1 astromech. While Rebel Aces 
on table, pilot is forfeit +2 and this starship may 
not be lost before the damage segment of battle.
Matching starship for any Rogue Squadron pilot. 

POWER 3 MANEUVER 4

2

4

HYPERSPEED 5

      

Virtual Block 6: Mercenaries L I G H T  S I D E
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Image courtesy of masterofhobbitonImage courtesy of masterofhobbiton


