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Virtual Set 13: Remote Outpost
L I G H T  S I D E

q a      site. OR If opponent just modified your battle 
destiny draw, cancel and redraw it (and it may not be 
modified). OR If opponent just canceled your battle 
destiny draw, make that destiny = X instead, where X 
is the number of battlegrounds you occupy.

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

•Darklighter Spin (V) 05

•Darklighter Spin (V)

Substituted battle destinies do not count against battle 
destiny limits. If all your battle destinies were canceled 
(and not redrawn) your total battle destiny = 1. Once 
per game, may play a Defensive Shield from under your 
Starting Effect.

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

Chasm (V) 02

Chasm (V)

Deploy on a holosite.      Wipe Them Out, All Of Them 
ignores this site. “Effect” on Alter may be treated as 
“Mantellian Savrip.” The game text of your Effects here 
may not be suspended. Except during battles here, may 
play your Interrupts here as if from hand.

E F F E C T

Eyes In The Dark (V)

Eyes In The Dark (V) 06      2. While piloting Red 6, it is Heroic, immune to 
attrition < 4, Jek draws one battle destiny if unable 
to otherwise, and during your control phase, may 
use 1 Force to retrieve a Rogue squadron pilot or an 
X-Wing.

POWER  2 ABILITY  2

2
4

•Jek Porkins (V)

•Lieutenant Williams (V)

     2. While piloting Radiant VII, draws one battle 
destiny if unable to otherwise. During battle at a 
system, if about to draw a battle destiny here, may 
instead draw two and choose one; if at opponent’s 
system, may take other destiny into hand.

POWER  2 ABILITY  2

2
4

•Jek Porkins (V) 07

•Lieutenant Williams (V) 08

If two related unique (•) sites are on table, q the
related system. OR Peek at a face down card on table. 
OR If a character or starship’s power was just reduced, 
reset that card’s power to its printed power for 
remainder of turn. 

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

Perimeter Scan (V) 10

Perimeter Scan (V)
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•CORUSCANT: SENATE LANDING PLATFORM

Unless you occupy,      W
ipe Them

 Out, All Of Them
 ignores starship and holosite sites.

•Coruscant: Docking Bay (Light) (V) 03

•Coruscant: Docking Bay (Light) (V)
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•Yavin 4: Docking Bay (Light) (V) 04

•Yavin 4: Docking Bay (Light) (V)
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•DANTOOINE: BASE - DOCKING BAY

Your docking bay transit from
 here requires 2 Force.

Original concept by Kris Van Beurden V-Lite Ghent 2005

•Endor: Back Door (Light) (V) 09

•Endor: Back Door (Light) (V)

OUTPOST

Unless opponent’s m
atching operative at sam

e or adjacent site, those sites are im
m

une to 
No Escape.
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              Asteroid Field (Light) (V)

May not be deployed if an Alderaan site (or sector) on 
table. Star Cruisers ignore location deployment 
restrictions in their game text. 

2

When deployed, you choose: flip Set Your Course For 
Alderaan immediately or at the end of your next turn. 

2

01

•ALDERAAN (BLOWN AWAY)

         Asteroid Field (Light) (V)

•ALDERAAN (BLOWN AWAY)

<> <> <>
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ComScan Detection (V)

If two related unique (•) sites are on table, q the
related system. OR Peek at a face down card on table 
(except a Hidden Base indicator). OR If a character or 
starship’s power was just reduced, reset that card’s 
power to its printed power for remainder of turn.

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

ComScan Detection (V) 16

Abyss (V)

Substituted battle destinies do not count against battle 
destiny limits. If all your battle destinies were canceled 
(and not redrawn) your total battle destiny = 1. Once 
per game, may play a Defensive Shield from under your 
Starting Effect.

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

Abyss (V) 13
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•Executor: Comm Station (V) 14

•Executor: Comm Station (V)

•••AT-AT: DEPLOYM
ENT PLATFORM

May q
 Biker Scout Gear here, and while here, “deploy for free” in its game text may be treated as 

“may q
 for free.”
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    Spaceport Street (Dark) (V) 15

Spaceport Street (Dark) (V)

<>

•CARIDA: ISB TRAINING ACADEM
Y

Once per gam
e, if opponent just played an Interrupt with “Rebel” in title, m

ay stack it here.
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Original concept by Greg Shaw New Jersey States 2004

Virtual Set 13: Remote Outpost

D A R K  S I D E

•Naboo: Theed Palace Hallway (Dark) (V) 17

•Naboo: Theed Palace Hallway (Dark) (V)

•CORUSCANT: ISB CENTRAL OFFICE

If your spy here, you m
ay play non-      Interrupts with “advisor” in title for 1 Force.
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•Yavin 4: Briefing Room (V) 11

•Yavin 4: Briefing Room (V)
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M
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W
hile Redemption is at a system

 you do not occupy, you m
ay only deploy spies here.
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If you are about to recirculate at the end of your turn, 
and you have fewer cards in Used Pile than Force Pile, 
place your Used Pile under your Force Pile instead. 
OR Place the top card of your Used Pile on top of your 
Force Pile.

OUT OF PLAY INTERRUPT

Through The Force Things You Will See (V) 12

Through The Force Things You Will See (V)

Virtual Set 13: 
Remote Outpost

RULE CARD 1 of 1

ICON KEY
(Immune to Alter.)

(Immune to Control.)

(Immune to Sense.)

This icon indicates the card is a ‘grabber’.

This icon references a card with a 
maintenance cost.

X Replaced the phrase “Adds X to power of
anything he/she pilots”.

Replaced the phrase “Take into hand from
Reserve Deck; reshuffle”.

Replaced the phrase “Deploy on table from
Reserve Deck; reshuffle”.

A

C

S

 

p

q

X
X
X

Game Aid - Not For Play
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Virtual Set 13: Remote Outpost
D A R K  S I D E

Deploy on table. Once per game, may q Bluffs. Bluffs
gains     and     . Once per battle, may deploy a bluff 
card (if it is a character or vehicle) as a ‘react.’ To 
reveal a bluff card, opponent must first use X Force, 
where X = 4 - number of bluff cards.  A

E F F E C T

•Quietly Observing (V)

•Quietly Observing (V) 23

X

q a      site. OR If opponent just modified your battle 
destiny draw, cancel and redraw it (and it may not be 
modified). OR If opponent just canceled your battle 
destiny draw, make that destiny = X instead, where X 
is the number of battlegrounds you occupy. 

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

•Watch Your Back! (V)

•Watch Your Back! (V) 25
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•Tatooine: Desert Landing Site (V) 21

•Tatooine: Desert Landing Site (V)

    Big One: Asteroid Cave or Space Slug Belly (Dark) (V) 22

    Big One: Asteroid Cave or Space Slug Belly (Dark) (V)

•Tatooine: Jawa Canyon (Dark) (V) 24

•Tatooine: Jawa Canyon (Dark) (V)

•KESSEL: SPICE M
INES - EXTRACTION FACILITY

During your control phase, m
ay use 1 Force to place a ‘spice’ card in owner’s Used Pile. 
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•KESSEL: SPICE M
INES - PRISON

W
henever a droid is im

prisoned here, m
ay retrieve 3 Force (once per captive). 
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•RALLTIIR: IM
PERIAL SUPPLY ROUTE

Place all devices (and Effects) on your characters just lost from
 table in owner’s Used Pile.
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•Jabba’s Palace: Dungeon (V) 18

•Jabba’s Palace: Dungeon (V)

    Spaceport Prefect’s Office (V) 19

Spaceport Prefect’s Office (V)

DUNGEON (PRISON)

May not deploy to Bespin, Dagobah, or a Rebel Base. 
W

henever you im
prison a captive (without a bounty) here, m

ay retrieve 2 Force (once per captive). 
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ISB SECTOR OFFICE

Your total weapon and battle destiny here is + X, where X = highest printed influence at Conference Room. 
At related sites, may apply the ability of one Imperial Council Member here toward drawing battle destiny. 
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•Hoth: Echo Command Center (War Room) (Dark) (V) 20

•Hoth: Echo Command Center (War Room (Dark) (V)

•KESSEL: SPICE M
INES - DOCKING BAY

Your docking bay transit from
 here requires 1 Force (free if your sm

uggler present).
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