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Virtual Block 7: Ultimate Conf lict
D A R K  S I D E

POWER 2 SERVANT DROID

4

5

•5D6-RA-7 (Fivedesix) (V)

•5D6-RA-7 (Fivedesix) (V)

77

     2. Power +1 while with your leader. If at a Scomp 
link when opponent draws destiny of:  1-3, you may 
activate 1 Force; 4-6, you may draw top card of your 
Reserve Deck; 0 or 7, you may retrieve 1 Force.

•Captain Gilad Pellaeon (V)

     2. May be revealed from hand to  Justifi er 
and deploy both simultaneously (for -1 Force each). 
Opponent’s passengers here are forfeit = 0. Once per 
game, if aboard Justifi er, may lose 1 Force to move 
away from battle as a ‘react’ (at hyperspeed +2). 

3

5

      Corellian leader. Lied about his age to enter the 
Academy. Took command of Chimaera when its captain was 
killed at the Battle of Endor. Admires Grand Admiral Thrawn.

POWER  3 ABILITY  3 FORCE-ATTUNED

2•Admiral Pellaeon

       

77

•Admiral Pellaeon

•Drop Your Weapons (V)

Lost if Droid Racks on table. While a Blockade 
Flagship site on table, draws two battle destiny if 
unable to otherwise.

5

4

      In situations of confrontation, a command high on a 
battle droid’s priority queue is to neutralize any kind of 
armament an opponent has.

POWER  3 ARMOR  3 BATTLE DROID

3•Battle Droid Squad

77

•Battle Droid Squad

EPISODEI

POWER 1 ABILITY 2

3

3

•Garindan (V)

•Garindan (V)

77

     1. May deploy -1 as a ‘react’; shuffl e any 
Reserve Deck. Ignores Objective deployment 
restrictions. Unless alone, may place Garindan in 
Used Pile to cancel a just drawn weapon destiny 
here.        Imperial Domination ignores Garindan.

POWER 4 ABILITY 3

4

6

•Grand Moff Tarkin (V)

•Grand Moff Tarkin (V)

77

     2. Destiny +2 when drawn for destiny. Draws 
one battle destiny if unable to otherwise (if with 
Vader or an Imperial leader, may add one instead). 
During battle, if you just drew a destiny < number of 
Imperials here, may cancel and redraw that destiny.

        

•IG-88 (V)

Shockstaff deploys and fi res for free on this droid. 
While on Blockade Flagship or Coruscant (or with 
Cyborg Commander), this droid is Heroic and power 
+2. Your characters here are immune to Ambush, 
Clash Of Sabers, and attrition < 4.

4

4

       

POWER  3 ARMOR 4 GUARD DROID

3•••IG Bodyguard Droid

77

•••IG Bodyguard Droid

POWER 2 ABILITY 2

2

3

•Lieutenant Tanbris (V)

•ISB Sector Commander

77

     2. Once per game, when deployed, may retrieve 
up to two Imperials (or one into hand). While present 
at a site you control, Effects with “Celebration” in 
title at related system are suspended and, once per 
turn, may use 1 Force to  a trooper.

      ISB leader. 

3•ISB Sector Commander

POWER 1 ABILITY 1

1

3

•Sy Snootles (V)

•Sy Snootles (V)

Once per turn, may use 1 Force to ‘court’ a male 
present. That character is power -3 and requires +2 
Force to use landspeed for remainder of turn. Once 
per game, may  Set For Stun, They’re Still Coming 
Through!, or You Want This, Don’t You?.

       

              

        

12

FORCE-ATTUNED

Original concept by Michael Richards, Dantooine Regionals 2008Original concept by Michael Richards, Dantooine Regionals 2008
77

EPISODEI

Original concept by Cole Lepine & Alex O’Shea, Ontario Provincials 2009Original concept by Cole Lepine & Alex O’Shea, Ontario Provincials 2009
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•Chall Bekan (V)

3

3

      

POWER  3 ABILITY  2

3•Spice Mine Administrator

77

Deploys –1 to Kessel. While at a Kessel battleground 
site, your Force drains are +1 at X related locations, 
where X = number of ‘spice’ cards on Spice Mine 
Operations, and once per turn, may use 3 Force to 
take a ‘spice’ card you own into hand.

•Spice Mine Administrator •Kessel Surveillance System

Deploy on a Kessel site. Opponent’s Force drains are -1 
here. Once per turn, if you are about to lose Force from 
Reserve Deck, may place a ‘spice’ card in owner’s Lost 
Pile to make that Force satisfy 1 additional Force loss. 
Once per game, may  Spice Mine Administrator here.

D E V I C E

E

•Kessel Surveillance System

      Remote surveillance viewers with droid controllers 
supplement security. Can activate alarms and automated 
weapons when needed, bringing help to endangered locations.

0

77

Observation Holocam (V)

••Trophy Of A Kill

Deploy on Cyborg Commander, Galen, or your female of 
ability > 3. Character is immunity to attrition +2 (and 
power +2 if female). May add 1 to Force drain where 
present. This device lost if character Disarmed.

D E V I C E

••Trophy Of A Kill

      

6

77

•Mara Jade’s Lightsaber (V)

E F F E C T

77

•Jabba’s Palace Sabacc (Dark) (V)

•Jabba’s Haven

Deploy on table. May  Nal Hutta. Once per game, may 
retrieve an alien or       starship into hand. While Fearless 
And Inventive on table, once per battle, may lose 1 Force; 
your battle destiny modifi ers affect your total battle 
destiny instead.   A

•Jabba’s Haven 4

      Jabba has won the service of many of his guards 
and other henchbeings through games of chance.

•Insidious Prisoner 0

•Insidious Prisoner

If A Stunning Move on table, deploy on Palpatine’s Quarters 
(if        We Have A Plan on table, this card always 
relocates to Palpatine if possible (even if a captive)); 
opponent may deploy a Jedi and/or a lightsaber here.
Evil Is Everywhere: Opponent may not Force drain here. 
Adds one       at same site. If just lost, relocate to Blockade 
Flagship: Prison. Once per turn, if a player controls this 
site, they may have this card (unless on Palpatine) follow 
their fi rst character to move from here using landspeed or 
docking bay transit to a non-shielded site.

•Emperor’s Power (V)

77

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

77

•A Dark Time For The Rebellion (V)

•A Dark Time For The Rebellion (V)

If opponent went fi rst this game, retrieve 1 Force when 
you play this Interrupt. Add or subtract 1 from opponent’s 
just drawn destiny. OR Activate up to 2 Force. OR  
Control. OR Until end of turn, battle destiny draws may 
not be modifi ed or canceled (unless being redrawn). 

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

77

Evacuate? (V)

Evacuate? (V)

Use 1 Force to target your character of ability > 3 alone 
at a site. 
USED: During any move phase, take target into hand. 
LOST: If opponent has exactly one non-spy character at 
target’s site, place target in Used Pile.

15

     

EPISODEI

Original concept by Jarad Konsker, Online League MPC 2010Original concept by Jarad Konsker, Online League MPC 2010 Original concept by Jake Nelson, MN Superweekend 2010Original concept by Jake Nelson, MN Superweekend 2010
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•Cloud City: Casino (Dark) (V)
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W
hile Insidious Prisoner on table, Cyborg Commander is immune to attrition.

•Coruscant: Palpatine’s Quarters

•Jabba’s Sail Barge: Passenger Deck (V)

•KESSEL: SPICE M
INES - ADM
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If opponent just used this site’s game text, may 
 (or retrieve into hand) any one card.

•Kessel: Spice Mines - Administrator’s Offi ce

•Spice Mine Operations

If your       offi ce on table, deploy on table. Program 
Trap is canceled. Cards stacked here are ‘spice’ cards. 
Once per turn, if you control Extraction Facility, may 
place a ‘spice’ card in owner’s Lost Pile to draw up to 2 
cards from Reserve Deck. Once during your turn, may: 
use 2 Force to stack a card from Lost Pile here,  a 
non-character card with “Kessel” in title, and/or ‘mine’ 
(opponent draws destiny; draw up to X destiny, where X 
= 1 plus number of Kessel locations you occupy; if any 
of the printed destiny numbers match, stack opponent’s 
destiny or top card of your Lost Pile here).

•Rogue Asteroid (Dark) (V)

•Spice Mine Operations 0

77

C R I T I C A L  M I S S I O N

Invasion (V)

A Stunning Move

77

Deploy Palpatine’s Quarters, Private Platform, and 
Insidious Prisoner.
For remainder of game, Sidious and Imperials are lost.  
Once per turn, may  a Blockade Flagship site. Blockade 
Flagship may not be ‘blown away.’
While this side up, Insidious Prisoner only follows 
opponent’s characters when moving to Palpatine’s 
Quarters. Once per game, may  (for -2 Force) Cyborg 
Commander or The Count to a site you occupy.
Flip this card if Insidious Prisoner is on Blockade Flagship.

0

In Complete Control (V)

A Valuable Hostage

77

Immediately  (or retrieve into hand) a       droid. 
While this side up, immunity to attrition of opponent’s 
Jedi, starships, and vehicles is limited to < 5. During your 
control phase, opponent loses 1 Force for each 
battleground you control. Once during your turn, may 
search your Force Pile and reveal any one card; reshuffl e. 
Opponent may lose 2 Force to place that card on bottom 
of your Used Pile; otherwise, take it into hand.
Flip this card if Insidious Prisoner not at a Blockade 
Flagship site.

7

A Stunning Move / A Valuable Hostage

•Cloud City: East Platform (Docking Bay) (V)

•CORUSCANT: PRIVATE PLATFORM
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If deployed by your        objective, may not be separated from Palpatine’s Quarters. 
Your docking bay transit to or from here is free.

•Coruscant: Private Platform (Docking Bay)

17
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•Virago (V)

4

5

POWER  4 MANEUVER  5

77

May add 1 pilot and 3 passengers. Permanent pilot is 
•Elis, who provides ability of 2. Once per game, may 

 a smuggler aboard. While at opponent’s system, 
adds one      . Immune to attrition < 5.

STARFIGHTER: HEAVILY MODIFIED FREIGHTER

HYPERSPEED   4

•Elis in Hinthra

      

2•Elis in Hinthra

L I G H T  S I D E
•Captain Antilles

77

Rebel Squad Leader (V)

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

POWER 2 ABILITY 2

2

4

•Captain Antilles

      

3

•Commander Narra

77

•Ryle Torsyn (V)

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

POWER 2 ABILITY 2

2

3

•Commander Narra

      Rogue Squadron leader.

3

•Dack Ralter

77

•Dack Ralter (V)

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

POWER 2 ABILITY 2

2

4

           

•Derek ‘Hobbie’ Klivian (V)

77

•Derek ‘Hobbie’ Klivian (V)

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

POWER 2 ABILITY 2

2

4

       

•Master Kenobi

•Ten Numb (V)

77

•Ten Numb (V)

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

POWER 2 ABILITY 2

2

4

            

•Tycho Celchu (V)

77

•Tycho Celchu (V)

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

POWER 2 ABILITY 2

2

4

           

FORCE-SENSITIVE

•Luke Skywalker, Rebel Hero

77

Captive Pursuit (V)

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

POWER 4 ABILITY 4

4

6

•Luke Skywalker, Rebel Hero

      Rogue Squadron pilot.

1

      

               

        

Original concept by Chris Schoenthal, California States 2010Original concept by Chris Schoenthal, California States 2010

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

77

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

POWER 5 ABILITY 6 JEDI KNIGHT

5

9

•Master Kenobi

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

1

               EPIS    ODEI
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•Wes Janson, Rogue Veteran

77

•Wes Janson (V)

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

POWER 2 ABILITY 2

2

4

•Wes Janson, Rogue Veteran

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

2

•Planetary Shield

•Planetary Shield 4

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

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

D E V I C E

•Planetary Defenses (V) 

77

•The Shield Is Down! (V)

E F F E C T

•The Shield Is Down! (V)

77

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

        

•Run Luke, Run! (V)

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

•Run Luke, Run! (V)

77

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

•Use The Force

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

••Stone Pile (V)

77

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

•Use The Force 4

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

•Yub Yub, Commander

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

•Paploo (V)

77

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

•Yub Yub, Commander 5

     

•Bacta Infi rmary

•Bacta Inf irmary 3

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

E F F E C T

•Bacta Tank (V)

77

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

          

           

        EPIS    ODEI

77

•Wise Advice (V) E

•Communing 0

77

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

•Communing
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•Coruscant (Special Edition)

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

0

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

0

E

•CORUSCANT

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

•CORUSCANT

77

•Cloud City: Core Tunnel (V)
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Characters of ability > 4 are defense value -1 here.

•Coruscant: Lower Levels

•Cloud City: Casino (Light) (V) E
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W
hile Center Of Tyranny on table, you generate no Force here.

•Coruscant: Main Power Plant

Dantooine Base Operations (V)

 Center Of Tyranny / A Liberated World

 Center Of Tyranny 0

77

Deploy        Coruscant, Main Power Plant, Lower Levels, 
Planetary Shield, and Rogue Insertion.
For remainder of game, Rogue Squadron pilots are 
Insurgents and may fi re blasters for free. Your destiny 
draws for        Sabotage are -1 and may not be further 
reduced. Your characters of ability > 4 are deploy +4.
While this side up, during your deploy phase, may use 1 
Force to  a Coruscant battleground site.
Flip this card if Planetary Shield ‘disabled.’

More Dangerous Than You Realize (V)

A Liberated World 7

77

Immediately retrieve into hand (or ) any one card.
While this side up, “1” on Declaration of Rebellion is 
treated as “2”. Your Force generation at Coruscant system 
is +2. While you occupy a system, your Force drains are 
+1 at each related battleground site you control with a 
Rogue Squadron pilot. Once per turn, if opponent just lost a 
starship from a system, you may lose 1 Force to steal it into 
hand. Once during your turn, if you just forfeited a Rogue 
Squadron pilot, may use 1 Force to  any one card. 

Rebel Strike Team / Garrison Destroyed (V)

Rebel Strike Team (V)

77

Deploy Endor system, Back Door, and       The Shield Is 
Down!.
For remainder of game, your      characters and       rifl es 
are lost. Your Force generation is +1 at your Endor sites. 
May use 1 Force to  an       Epic Event.
While this side up, your Force drains on Endor are -1. Your 
Bunker gains one      . If you occupy Bunker at the end of 
a battle you just won there, may use your       Epic Event 
to attempt to “blow away” Bunker. 
Flip this card if Bunker “blown away.”

Garrison Destroyed (V)

77

While this side up, Endor Shield is canceled. May raise 
your converted Endor to the top. If Establish Secret Base 
on table, Force generation at Endor locations may not be 
canceled. At Endor sites you occupy with a scout, your 
Force drains may not be modifi ed by opponent. Whenever 
you initiate a battle with a scout, may retrieve 2 Force. Once 
per game, may  (or deploy from hand) a Rebel starship 
for half its printed deploy cost (round down).

       

77

11

77

     EPIS    ODEI 33

         

•Tatooine: Obi-Wan’s Hut (V)

•TATOOINE: OBI-W
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If you control, Force drain +1 here.

•Tatooine: Obi-Wan’s Hut (V)


