
 •Chewie (V) bk 1 

•Chewie (V) 

POWER 6   ABILITY  2  

3 
6 

•Mandalorian Mishap (V) 

 •Mandalorian Mishap (V) 

For remainder of turn, Effects with “gangster” in game 
text are suspended. OR Target a bounty hunter and/or 
gangster at a site (same site if targeting both). For 
remainder of turn, target(s) may not fire weapons or  
use their game text. 

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

bk 6 

•Luke (V) 

 •Luke (V) bk 5 

•Vader (V) 

POWER  6   ABILITY  6 DARK JEDI 

6 

8 

 •Vader (V) bk 12 

•Darth Vader’s Lightsaber (V) 

 •Darth Vader’s Lightsaber (V) 

Deploy on Vader. May add 1 to Force drain where  
present. May target a Jedi or Skywalker for free. Draw 3 
destiny and choose 2. Target hit (may place any  
Interrupt from opponent’s Lost Pile out of play) and 
forfeit = 0, if total destiny > defense value. 

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

bk 10 

Not endorsed or sponsored by LucasFilm Ltd.                                                                                             SWCCG Player’s Committee 2005 

•Gold Leader In Gold 1 (V) 

POWER  4   

 •Gold Leader In Gold 1 (V) 

2 
4 

bk 3 

MANEUVER 3 HYPERSPEED   4 

May add 1 pilot or passenger. Permanent pilot  
aboard is •Dutch, who provides ability of 2.  
Opponent must use 1 Force to draw a card for  
battle destiny here. May use 1 Force to cancel a 
‘react’ at same system. 

POWER 3   ABILITY  4 FORCE-SENSITIVE 

3 
7 

  P  3. Adds one battle destiny if with Biggs or piloting 
a T-16. While piloting a T-16 alone at Beggar’s  
Canyon, to draw a card from Force pile or retrieve a 
Force, opponent must first use 1 Force. Once per  
game ▼any T-16 here. Immune to attrition < 3. 

  P  2, 3: Falcon. While piloting Falcon, adds 2 to 
maneuver, draws one battle destiny if not able to 
otherwise and your battle destiny draws (and total 
battle destiny) at same system may not be modified, 
canceled or reset by opponent. 

The SWCCG Player’s Committee presents 

Virtual Set #10 
To use these cards, simply print them out and cut out the area beneath the card title (not on the actual card), and place the cutout in a sleeve with the original 
card. We recommend using opaque sleeves for non-objective cards. If you use clear sleeves, the cutout must be attached to the original card using tape or some 
other adhesive so the cutout does not slide. The adhesive must not be visible and must not noticeably increase the thickness of the card. If it does, the  
tournament director may interpret it as cheating and may penalize you appropriately. DISCLAIMER: For best card size printing results, click on the print icon (or 
File, then Print) and uncheck all boxes under Copies and Adjustments, located on the right side. 
ICON KEY-                                           
 A   (Immune to Alter.)         C   (Immune to Control.)      S   (Immune to Sense.)        P  X (Replaced the phrase “Adds X to power of anything he/she 
                                                                                                                               pilots” in the game text, unless otherwise specified, and is  
                                                                                                                               considered to have a Pilot icon.)      

Evacuation Control (V) 

 Evacuation Control (V) 

Deploy on table. When deployed, shuffle your Reserve 
Deck, peek at top 3 cards, and place them face-down 
here. Once per battle, you may place one card here in 
your hand to prevent either player from drawing more 
than one battle destiny (battle destiny draws may not  
be modified or canceled).   A 

E F F E C T 

bk 2 

 •Han Solo (V) 

POWER 4   ABILITY  3 FORCE-ATTUNED 

•Han Solo (V) 

bk 4 

3 

6 

  P  3, 4: Falcon. May use 1 Force to cancel Jabba  
or Boba Fett’s game text for remainder of turn.  
Cards with “Han” in title are destiny +3. During 
opponent’s turn, may use 1 Force: For remainder of 
turn, in battles at Han’s location Light Side always 
gets the first weapons phase action. 

Imperial Justice (V) 

 Imperial Justice (V) 

Deploy on table. When deployed, shuffle your Reserve 
Deck, peek at top 3 cards, and place them face-down 
here. Once per battle, you may place one card here in 
your hand to prevent either player from drawing more 
than one battle destiny (battle destiny draws may not  
be modified or canceled).   A 

E F F E C T 

bk 8 

•Vader’s Anger (V) 

 •Vader’s Anger (V) 

Target a Jedi present with Vader. Initiate an ‘Epic Duel’ 
between them. Both players draw 2 destiny and add 
power. Loser (lowest total) is placed out of play and 
losing player loses 5 Force. OR If Vader just hit a Jedi, 
retrieve any 3 cards. 

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

bk 13 

•Veers (V) 

POWER  3   ABILITY  3 FORCE-ATTUNED 

3 

5 

 •Veers (V) bk 14 

•Shocking Information (V) 

 •Shocking Information (V) 

If you do not have senate majority and opponent just ▲ 
or ▼a character (except with an Effect with “matching” 
in its game text) or drew a card into hand from the top  
of their Reserve deck (except with a Starting Effect),  
they must place 2 other cards from hand in their Used 
Pile (if possible).  

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

bk 7 

 
The Dark Side 

•Shocking Revelation (V) 

 •Shocking Revelation (V) 

If you do not have senate majority and opponent just ▲ 
or ▼a character (except with an Effect with “matching” 
in its game text) or drew a card into hand from the top  
of their Reserve deck (except with a Starting Effect),  
they must place 2 other cards from hand in their Used 
Pile (if possible).  

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

bk 9 

  P  4. Deploys -2 to Hoth. While on Hoth, your 
Imperials and AT-ATs are deploy -1 and forfeit +1  
at related locations. Your combat vehicles are 
defense value +1 at same and related locations. 

  P  4. Jedi are defense value -1 and forfeit -2 at 
same and related sites. Once per battle here, if you 
are about to draw a card for weapon or battle 
destiny, you may instead use an Interrupt of destiny 
< 4 from hand. Immune to attrition < 5. 

•Insignificant Rebellion (V) 

 •Insignificant Rebellion (V) 

E F F E C T 

bk 11 

Deploy on table. Your troopers are power = 2. While  
Ralltiir Operations or In The Hands Of The Empire on 
table: Ralltiir sites are immune to Ounee Ta; you may 
activate 3 Force when you deploy a site to Ralltiir;  
whenever you draw battle destiny, you may exchange one 
card from hand with one card in your Lost Pile of the 
same card type.   A 


