
•Allegations Of Corruption

Plays on table. Once per game, may use 1 Force to 
stack one Interrupt just played here. To play any new 
Interrupt of the same name, player must fi rst stack 
it here and use +1 Force for each Interrupt in stack, 
even if Interrupt is normally free.

D E F E N S I V E  S H I E L D

•Allegations Of Corruption

Plays on table. Unless Battle Plan on table, for either 
player to initiate a Force drain, that player must fi rst 
use 3 Force unless that player occupies a battleground 
site and a battleground system.

D E F E N S I V E  S H I E L D

•Battle Order

•Battle Order

Plays on table. While you occupy a battleground and 
opponent occupies less than two battlegrounds, cancel: 
Asteroid Sanctuary, opponent’s Force drains at non-
battleground locations, and opponent’s Force retrieval.

D E F E N S I V E  S H I E L D

•Come Here You Big Coward

•Come Here You Big Coward

Plays on table. S-foils and Maneuvering Flaps are 
suspended where you have either a weapon present or 
a starship (or vehicle) with maneuver > 3 present.

D E F E N S I V E  S H I E L D

•Crossfi re

•Crossfi re

Plays on table. If opponent just retrieved Force using an 
Interrupt or Utinni Effect, you may place that card here. 
Opponent’s Force retrieval is reduced by X, where X = 
number of cards here.

D E F E N S I V E  S H I E L D

•Do They Have A Code Clearance?

•Do They Have A Code Clearance? •Fanfare

Plays on table. Cancels Order To Engage and 
Scramble. Once per game, you may S an Immediate 
Effect. While opponent occupies no battleground 
systems, Staging Areas is suspended.

D E F E N S I V E  S H I E L D

•Fanfare

These V Slips are for the original Ref lections III Defensive Shields. They are placed on the Effect version of the named card.

Plays on table. While you occupy a Subjugated planet 
location, operatives are forfeit = 0, operatives do not 
add to Force drains, and your Force drains may not be 
reduced. (Subjugated planet is defi ned on the Objective card 
Local Uprising.)

D E F E N S I V E  S H I E L D

•Leave Them To Me

•Leave Them To Me

Plays on table. At opponent’s     site where opponent’s 
creature present, you may deploy without presence or 
Force icons, and your Force generation there is +1.

D E F E N S I V E  S H I E L D

•No Escape

•No Escape

<> Plays on table. Your Immediate Effects may play for 
free. Whenever opponent cancels your card with Sense 
or Alter, place that canceled card in Used Pile.

D E F E N S I V E  S H I E L D

•Oppressive Enforcement

•Oppressive Enforcement

Plays on table. While you occupy at least three 
battlegrounds or opponent occupies no battlegrounds, 
you lose no more than 2 Force from each Force drain or 
‘insert’ card.

D E F E N S I V E  S H I E L D

•Resistance

•Resistance

Plays on table. If opponent is about to retrieve X Force, 
opponent must fi rst use X Force or that retrieval is 
canceled. (X is equal to the full amount of Force allowed to 
be retrieved, regardless of the number of cards in opponent’s 
Lost Pile.)

D E F E N S I V E  S H I E L D

•Secret Plans

•Secret Plans

Plays on table. Sense and Alter are now Lost Interrupts. 
When any player makes a destiny draw for Sense or 
Alter, and that destiny draw is successful, that player 
loses 2 Force.

D E F E N S I V E  S H I E L D

•There Is No Try

•There Is No Try

•Wipe Them Out, All Of Them

Plays on table. While opponent has a non-unique alien 
or non-unique starfi ghter in battle, opponent may not 
draw more than two battle destiny.

D E F E N S I V E  S H I E L D

•Wipe Them Out, All Of Them

Plays on table. If an ‘insert’ card was just inserted or 
revealed, it is canceled.

D E F E N S I V E  S H I E L D

•You Cannot Hide Forever

•You Cannot Hide Forever

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2014



D E F E N S I V E  S H I E L D

•A Tragedy Has Occurred

•A Tragedy Has Occurred

Plays on table. Once per game, may use 1 Force to 
stack one Interrupt just played here. To play any new 
Interrupt of the same name, player must fi rst stack it 
here and use +1 Force for each Interrupt in stack, even 
if Interrupt is normally free.

D E F E N S I V E  S H I E L D

•Aim High

•Aim High

Plays on table. Whenever opponent retrieves X cards, 
opponent must fi rst use X Force or that retrieval is 
canceled. (X is equal to the full amount of Force allowed to 
be retrieved, regardless of the number of cards in opponent’s 
Lost Pile.)

D E F E N S I V E  S H I E L D

•Another Pathetic Lifeform 

•Another Pathetic Lifeform

Plays on table. While opponent has a non-unique 
alien or non-unique starfi ghter in battle, opponent
may not draw more than two battle destiny.

D E F E N S I V E  S H I E L D

•Battle Plan

•Battle Plan

Plays on table. For either player to initiate a Force 
drain, that player must fi rst use 3 Force unless that 
player occupies a battleground site and a battleground 
system.

D E F E N S I V E  S H I E L D

•Do, Or Do Not

•Do, Or Do Not

Plays on table. Sense and Alter are now Lost Interrupts. 
When any player makes a destiny draw for Sense or 
Alter, and that destiny draw is successful, that player 
loses 2 Force.

D E F E N S I V E  S H I E L D

•Don’t Do That Again

•Don’t Do That Again

Plays on table. Once per game, may S an Immediate 
Effect. While opponent occupies no battleground 
systems, Mobilization Points is suspended.

D E F E N S I V E  S H I E L D

•Let’s Keep A Little Optimism Here

Plays on table. While you occupy a Renegade planet 
location, operatives are forfeit = 0, operatives do not 
add to Force drains and your Force drains may not be 
reduced. (Renegade planet is defi ned on the Objective 
card Imperial Occupation.)

•Let’s Keep A Little Optimism Here

D E F E N S I V E  S H I E L D

•Ounee Ta

•Ounee Ta

Plays on table. At each opponent’s    site, your Rebels 
are each deploy -2 and your Force generation is +1.

<>

D E F E N S I V E  S H I E L D

•Ultimatum

•Ultimatum

Plays on table. While you occupy at least three 
battlegrounds or opponent occupies no battlegrounds, 
you lose no more than 2 Force from each Force drain 
or ‘insert’ card.

D E F E N S I V E  S H I E L D

•Wise Advice

•Wise Advice

Plays on table. Your Immediate Effects may plays for 
free. Whenever opponent cancels your card with Sense 
or Alter, place that canceled card in Used Pile.

D E F E N S I V E  S H I E L D

•Your Insight Serves You Well 

•Your Insight Serves You Well

Plays on table. Cancels Scanning Crew. If an ‘insert’ 
card was just inserted or revealed, it is canceled.

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Players Committee 2014

These V Slips are for the original Ref lections III Defensive Shields. They are placed on the Effect version of the named card.


