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Virtual Set 16: Rebel Senate
L I G H T  S I D E

Deploy on Senate. Your     Political Effects are lost. 
While you have a character here with rebellion 
agenda, your Force drains at battlegrounds where 
you have a Rebel are +1 and may not be canceled. 
May not be canceled or placed in Used Pile.

P O L I T I C A L  E F F E C T

•So This Is How Liberty Dies (V)

•Vote Now! (Light) (V) 05

3•So This Is How Liberty Dies 

Agenda: rebellion. Adds one battle destiny with 
Leia. Your     senators and     Political Effects are 
lost. While at Senate: unique (•) Rebels of ability 
< 4 are power +2, and, if opponent just lost Force 
to a Force drain by a Rebel, may retrieve 1 Force.

POWER 3 ABILITY 3 POLITICS 2

2
5

•Bail Organa (V)

Kirdo III Operative (V) 01

•Bail Organa 3

Leader. Senator. 
EPISODEI

Agendas: justice, order. At same and related 
sites, vehicle weapon destiny draws are -2. Once 
per turn, may q an electropole, a     Naboo 
location, or a     vehicle. If at Senate, may place 
Jar Jar and a     Political Effect out of play.

POWER 3 ABILITY 3 POLITICS 2

2
4

•Senator Jar Jar Binks (V)

•General Jar Jar (V) 02

•Senator Jar Jar Binks 2

Agendas: justice, rebellion. Once per turn, if at 
Senate with Bail, may lose 1 Force to deploy a 
unique (•), non-     Rebel of ability < 4 from 
Lost Pile. If just lost from same site as Vader, 
place her out of play; opponent loses 4 Force.

POWER 3 ABILITY 4 POLITICS 4

3
7

•Senator Padmé Amidala (V)

•I’ve Decided To Go Back (V) 04

•Senator Padmé Amidala 1

Original concept by Brian Herold Minnesota States 2006

Agendas: justice, rebellion. When deployed, may 
play a Defensive Shield from under your Starting 
Effect (as if from hand). While aboard Alderaan 
Consular Ship, it is immune to Lateral Damage 
and attrition. Attrition against opponent is +2 here.

POWER 3 ABILITY 3 POLITICS 1

3
5

•Senator Leia Organa (V)

•Princess Organa (V) 03

•Senator Leia Organa 2

Gungan. 

Leader. Senator. 

Adopted by Bail Organa. Former senator of Alderaan. Natural 
leader. Helped steal the Death Star plans. A key figure in 
the Rebel Alliance. 

      “Vote now! Vote now! Vote now!”

EPISODEI

EPISODEI
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Virtual Set 16: Rescue The Chancellor
L I G H T  S I D E

Use 1 Force to q up to two clones. OR If your 
clones occupy three related battlegrounds during your 
control phase, use 2 Force (free if at Coruscant) to 
retrieve any one card into hand. OR If your clone in 
battle, add one battle destiny.

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

•Ambush (V) 06

•Ambush (V)

EPISODEI

•Endor: Bunker (Light) (V) 07

•Blockade Flagship: Prison (V)

•BLOCKADE FLAGSHIP: PRISON

W
hile Palpatine im

prisoned here, opponent’s Force drains everywhere are -1.
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EPISODE
I

     ���������������������������������������      2. While piloting a      starship at a 
battleground, forfeit +1 and your Force drains 
are +1 here. Anything he pilots is maneuver +1 
and immune to attrition < 3 (< 5 if all your pilot 
characters here are clones and/or Jedi).

POWER 1 ABILITY 2 ARMOR 3

2
4

Clone Pilot (V)

Rebel Pilot (V) 08

Clone Pilot 3

EPISODEI

Heroic. Power and forfeit +1 on Coruscant (+2 
if also at same site as a Jedi or leader). While 
They Will Be Lost And Confused on table, 
Palpatine is immune to attrition and your Force 
drains at this Clone Trooper’s site are +1. 

POWER 2 ABILITY 2 ARMOR 4

2
3

Clone Trooper (V)

Blast The Door, Kid! (V) 09

Clone Trooper 3

Agendas: ambition, order. While on Coruscant, 
Ambush is a Used Interrupt and, each time you 
initiate a Force drain with a clone, may draw top 
card from Reserve Deck. During your turn, may 
make an additional regular move. Valorum is lost.

POWER 2 ABILITY 4 POLITICS 5

4
6

•Supreme Chancellor Palpatine (V)

•Stay Here, Where It’s Safe����  (V) 10

•Supreme Chancellor Palpatine 0

      Leader.

Deploy Coruscant system (may not be converted) and 
Blockade Flagship: Prison with Palpatine imprisoned 
there. May deploy Security Control. 
For remainder of game, your Force generation is +1 at 
Coruscant battlegrounds. Unless you have 13 or more 
cards in hand, clones are immune to Monnok. 
While this side up, at Blockade Flagship sites, 
imprisoned captives may not be transferred. Once per 
turn, may q a battleground site to Coruscant. 
Flip this card if Palpatine on Coruscant.

We Have A Plan (V)

We Have A Plan (V) 11

Immediately p any one card. 
While this side up, whenever a card of ability > 2 is 
lost, its owner loses 1 Force. While you control two 
battlegrounds with clones, opponent must have two 
cards with ability (or two      droids) to initiate a Force 
drain. Once per turn, may deploy a clone from Lost 
Pile. Clones are immune to attrition < 4. 
Flip this card (and if possible, relocate Palpatine to a 
prison and imprison him there) if Palpatine about to be 
captured, lost, missing, or removed from table.

They Will Be Lost And Confused (V)

They Will Be Lost And Confused (V) 11

EPISODEI
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Virtual Set 16: Battle Of Kashyyyk
L I G H T  S I D E

•••Endor: Great Forest (Light) (V) 16

•Kashyyyk: Sacred Forest (V)

•KASHYYYK: SACRED FOREST

Unless Mosep on table, Force lost from
 your Force drains here m

ust com
e from

 hand, if possible. 
W

hile opponent has less than 13 cards in hand, W
ookiees are im

m
une to Monnok.

•K
AS

HY
YY

K:
 S

AC
RE

D 
FO

RE
ST

At
 st

ar
t o

f y
ou

r t
ur

n, 
m

ay
 d

ra
w 

a 
ca

rd
 fr

om
 to

p 
of

 R
es

er
ve

 D
ec

k 
fo

r e
ac

h 
Ka

sh
yy

yk
 si

te
 w

he
re

 
all

 yo
ur

 a
bil

ity
 is

 p
ro

vid
ed

 o
nly

 b
y W

oo
kie

es
. 

•Kashyyyk (Light) (V) 15

•Kashyyyk (Light) (V)

If this was your starting location, once per turn may 
q one Grrrghrrrgh! and/or a site to Kashyyyk. May not 
be converted.

6•KASHYYYK

EPISODEI

Deploy on your Wookiee. May target a character or 
vehicle for free. Draw destiny (may take drawn card 
into hand). Target hit if destiny +X > defense value, 
where X = number of Kashyyyk sites you control.

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

Bowcaster (V)

Bowcaster (V) 12

EPISODEI

     ��������������������������������������������       2. Deploys -2 to Kashyyyk. While stacked on 
Grrrghrrrgh!, Wookiees are power and forfeit +1. 
While hit, Chewie’s power is doubled. If you have 
8 or more cards in hand, add one destiny to total 
power in any battle involving your Wookiee.

POWER 7 ABILITY 2 ARMOR 4

6
7

•Chewbacca Of Kashyyyk (V)

•Chewbacca Of Kashyyyk (V) 13

EPISODEI

Deploy on table. If your Wookiee just lost, may stack 
it here. Wookiees are deploy -1, immune to attrition 
< X and defense value +X, where X = number of 
cards here. During any battle, may place a card here 
out of play to add one destiny to total power.   A

E F F E C T

•Grrrghrrrgh! (V)

•Let The Wookiee Win (V) 14

5•Grrrghrrrgh! 

X

EPISODE
I

•Endor: Ewok Village (Light) (V) 17

•Kashyyyk: Wookiee Haven (Forest) (V)

•KASHYYYK: W
OOKIEE HAVEN (FOREST)

At end of opponent’s deploy phase, if opponent controls this site with at least two W
ookiees and 

has 8 or m
ore cards in hand, lose 1 Force. •K
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EPISODE
I

Deploys -1 to Kashyyyk. May move as a ‘react.’ 
During battle, if he fires a bowcaster, adds one 
destiny to your total power. If about to be lost from 
table, may place any cards on him in owner’s Used 
Pile and may draw top card from Reserve Deck.

POWER 4 ABILITY 2

4
4

Wookiee (V)

Wookiee (V) 18

EPISODEI

Stack a Wookiee from your Lost Pile on Grrrghrrrgh!. 
OR Deploy a Wookiee stacked on Grrrghrrrgh! to 
Kashyyyk (as if from hand). OR Once per game, draw 
X cards from top of Reserve deck, where X = number 
of cards stacked on Grrrghrrrgh!. 

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

•Wookiee Guide (V) 19

•Wookiee Guide (V)

EPISODEI

If a battle was just initiated involving a Wookiee, add 
one destiny to your total power (two if alone). That 
Wookiee is defense value +3 for remainder of turn. 
OR If you have 8 or more cards in hand, cancel a 
Force drain. 

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

•Wookiee Roar (V) 20

•Wookiee Roar (V)

EPISODEI

Agenda: taxation. Deploys -2 to Coruscant or 
Kashyyyk. At end of your deploy phase, if with 
a Wookiee on Kashyyyk and you have 8 or more 
cards in hand, opponent must lose 1 Force. Your 
Wookiees on Kashyyyk move for free.

POWER 6 ABILITY 2 POLITICS 2

5
4

•Yarua (V)

•Yarua (V) 21

      “It’s not wise to upset a Wookiee.” “But sir, nobody 
worries about upsetting a droid.” “That’s ‘cause a droid don’t 
pull people’s arms out of their sockets when they lose.” 
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Virtual Set 16: Everything Else
L I G H T  S I D E

USED: If a captive on table, activate 3 Force. LOST: 
Once per game, if a Dark Jedi present with Leia or a 
Jedi (even as a non-frozen captive), they duel. Both 
players draw 2 destiny; add ability. Higher total wins. 
Loser may not participate in battle or move this turn.

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

•A Jedi’s Patience (V) 22

•A Jedi’s Patience (V)

May ‘fly’ (landspeed = 2). Once per game, may 
target up to two opponent’s droids present; owner 
must place targets in Used Pile or lose 4 Force. 
While aboard an     starship, it is power +3 and 
immune to attrition < 4 (or adds 2 to immunity). 

POWER 2 ASTROMECH DROID   

3
4

•Artoo, Brave Little Droid (V)

•Artoo, Brave Little Droid (V) 23

•Tatooine: Cantina (Light) (V) 30

•Coruscant: Night Club (Light) (V)

•CORUSCANT: NIGHT CLUB

Your characters here are defense value -1 and m
ay not be excluded from

 battle.
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EPISODEI

USED: Use 1 Force to q an Effect that deploys for 
free on table (or your side of table) and is always  A . 
STARTING: When drawing your starting hand, draw 
up to 12 cards instead of 8. Place this Interrupt in 
Reserve Deck.

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

•Don’t Tread On Me (V) 31

•Don’t Tread On Me (V)

X

Original concept by Tom Plis Chicago V-Lite 2006

Heroic. Permanent pilot provides ability of 2. When 
deployed, may play a Defensive Shield (and/or 
deploy a weapon on this starship) from under your 
Starting Effect (as if from hand).

POWER 4 MANEUVER 2 HYPERSPEED 4

2
4

STARFIGHTER: B-WING

•Blue Squadron 5 (V) 24

•Blue Squadron 5 (V)

May add 1 astromech. During battle, may target a 
starship with no character piloting. Draw destiny. 
If destiny > defense value, target hit. Permanent 
pilot provides ability of 4. Immune to attrition < 3. 

POWER 3 MANEUVER 5 HYPERSPEED 3

3
4

STARFIGHTER: N-1 STARFIGHTER

•Bravo Fighter (V) 26

•Bravo Fighter (V)

May add 2 pilots. While BoShek piloting: 
maneuver and hyperspeed +2; immune to 
attrition < 4; and if at a battleground system, 
may add 1 to Force drains here.

POWER 3 MANEUVER 3 HYPERSPEED 4

3
4

STARFIGHTER – MODIFIED LIGHT FREIGHTER

Medium Bulk Freighter (V) 25

•BoShek’s Modified Light Freighter (V)

•BoShek’s Modif ied Light Freighter 3

Original concept by Brian Terwilliger Syracuse V-Lite 2005

•Corellia (V) 27

•Corellia (V)

Once per turn, if you occupy with a Corellian, may 
activate 1 Force.

1•CORELLIA

Deploy on table if      Watch Your Step on table. X = 
number of spaceport sites controlled by Corellians. 
While you control Corellia, your total battle destiny is 
+X, and once per turn, if you are about to lose Force 
(except from your card), may reduce loss by X.   A

E F F E C T

•Corellian Engineering Corporation (V) 28

•Corellian Engineering Corporation (V)

X

•Coruscant: Jedi Council Chamber����  (V) 29

•Coruscant: Jedi Council Chamber (V)

•CORUSCANT: JEDI COUNCIL CHAM
BER

If your non-battleground site on table with no related locations (or if you do not control a 
battleground site),      W

ipe Them
 Out, All Of Them

 is suspended.
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EPISODE
I

Original concept by JW Millet PC Volunteer Award 2007

Original concept by Steven Lewis PC Volunteer Award 2008

      Modern Corellian design. Length 100 meters. Features 
engine system similar to that of a Corellian corvette. Dorsal 
hatch reveals hangar bay. 
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Virtual Set 16: Everything Else
L I G H T  S I D E

When deployed, you may not initiate battle here 
this turn. While at opponent’s site, adds one  
and one     . May ‘swing’ lightsabers for free. May 
never be won in sabacc. Immune to attrition < 5. 
End of your turn:     Use 1 or       Lose 1 or N. 

POWER 5 ABILITY 6 JEDI KNIGHT

5
5

•••Jedi Survivor (V)

•••Droid Merchant (V) 33

•••Jedi Survivor 3

      Female.

May add 1 pilot and 1 astromech. X = pilot’s 
ability. Obi-wan and Plo are matching pilots and 
deploy -2 aboard. While a Jedi aboard, power +2 
and immune to Lateral Damage and attrition < 5. 

POWER 2 MANEUVER X HYPERSPEED 6

3
5

STARFIGHTER – JEDI INTERCEPTOR

•••Green Squadron A-wing (V) 32

••Jedi Starfighter (V)

••Jedi Starf ighter 2

     2. Once per game, may q a weapon here. 
While piloting, may battle regardless of objective 
restrictions. If a battle was just initiated here, 
may place your weapon here in Used Pile to 
make all non-vehicle weapon destiny draws -1. 

POWER 5 ABILITY 7 JEDI MASTER

6
5

•Plo Koon (V)

•Plo Koon (V) 35
Original concept by Peter Jacobson Iowa States 2006

Heroic. Smuggler. When deployed, may play a 
Defensive Shield (and/or deploy a Vibro-Ax on 
him for free) from under your Starting Effect (as 
if from hand). When using a Vibro-Ax, it fires for 
free. Immune to attrition < 4.

POWER 3 ABILITY 3 FORCE-ATTUNED

3
4

•Sergeant Doallyn (V)

•Sergeant Doallyn (V) 36 Plays on table. While you occupy a battleground 
and opponent occupies less than two battlegrounds, 
cancel 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

•Simple Tricks And Nonsense (V)

•You Will Take Me To Jabba Now (V) 37

0•Simple Tricks And Nonsense 

•Yavin 4: Massassi Ruins����  (V) 39

•Yavin 4: Jedi Academy (V)

•YAVIN 4: JEDI ACADEM
Y

W
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Plays on table. While you occupy at least 3 
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

•Ultimatum (V) 38

•Ultimatum (V)

Original concept by Steven Lewis Georgia States 2007

POWER 1 PROTOCOL DROID 

2
3

•Lars’ Protocol Droid (V)

•K-3PO (Kay-Threepio) (V) 34

•Lars’ Protocol Droid 4

      

“Device” on Harvest may be treated as “     or 
droid.” While at a farm: your characters present 
are forfeit +3; may raise this site (if converted) to 
the top; and, once per move phase, may put hand 
in Used Pile to place a ‘crop’ on Reserve Deck.

Original concept by Drew Scott World Champion 2005

      “Et tu taka bu Jabba now.”

Original concept by Charles Clarkson New York States 2006

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Player’s Committee 2008
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Virtual Set 16: Imperial Senate
D A R K  S I D E

Coruscant Guard (V)

Heroic. Deploys -1 to Senate. While at Senate, 
Sidious is cumulatively politics +2, and, during 
your control phase, may place this character in 
Used Pile to p     Expand The Empire or take 
any one card into hand from Force Pile; reshuffle.

POWER 3 ABILITY 2

3
4

Coruscant Guard (Dark) (V) 42

Deploy on Sidious. If with     Expand The Empire 
during your control phase: relocate this card to an 
Jedi at a battleground or Senate (otherwise, retrieve 1 
Force). If on a Jedi, add one battle destiny here, and if 
that Jedi just lost, relocate this card to Sidious.

E F F E C T

•Order 66 (V)

•Kill Them Immediately (V) 48

7•Order 66 

      Hologram.

Deploy on Sidious. While at Senate, if battle was just 
initiated anywhere, opponent must relocate this card 
to their participating non-droid character; during 
battle here, your destiny draws may not be canceled. 
If character about to be captured, missing or lost, 
relocate this card to Sidious; may p any one card.

E F F E C T

•An Enemy Of The Republic (V)

Dead Jawa (V) 40

6•An Enemy Of The Republic 

EPISODEI

•Coruscant: Chancellor’s Office (V)

•Naboo: Theed Palace Throne Room (Dark) (V) 41
•CORUSCANT: CHANCELLOR’S OFFICE

Once per gam
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      Sidious here. W
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•••Elite Squadron Stormtrooper (V)

Clone. Heroic. Deploys -1 if a Dark Jedi at 
Senate. Power +2 if with Order 66. Jedi here 
are Heroic. Permanent weapon is blaster rifle 
(may target a character or vehicle for free; draw 
destiny; target hit if destiny > defense value).

POWER 3 ABILITY 2 ARMOR 4

3
3

•••Elite Squadron Stormtrooper (V) 43

EPISODEI

Deploy on Senate. May raise your converted Senate 
to the top. Jedi here are politics +4. While your total 
politics here > 5, at battlegrounds where you have an 
Imperial, your Force drains and battle destiny draws 
are +1. Your aliens (except Mara), senators, Maul, 
and      starships are lost.  A

E F F E C T

•Expand The Empire (V)

•Expand The Empire (V) 44

X

•Keder The Black (V)

While at Senate: Sidious is politics +3; 
“senators” on Squabbling Delegates is treated 
as “Coruscant guards;” and may lose 1 Force 
to place Keder and an opponent’s     Political 
Effect (or     senator here) in owner’s Lost Pile.

POWER 4 ABILITY 3 FORCE-ATTUNED

3
6

•Keder The Black (V) 45

EPISODEI

Deploy on Amidala or opponent’s senator. During your 
move phase, unless a Jedi here, your alien bounty 
hunter present may capture and seize that character. 
During your control phase, if that character is 
escorted by an alien, opponent loses 1 Force. 

E F F E C T

•Nute Gunray’s Bounty (V)

•Accepting Trade Federation Control (V) 47

4•Nute Gunray’s Bounty

Deploy on table. Your clones and Coruscant guards 
are destiny +1 when drawn for weapon or battle 
destiny. Once per turn, may cancel a Force drain by 
placing here from hand a clone or Coruscant guard. 
Characters may deploy from here as if from hand.

E F F E C T

•Strategic Reserves (V)

•Strategic Reserves (V) 49

EPISODEI

EPISODEI

Whenever a Jedi is forfeited and you have exactly 
two Dark Jedi on table, retrieve 2 Force. While 
at your Senate and you have no senators here, 
Sidious is politics +4 and his game text may not 
be canceled. Immune to     Leia and attrition.

POWER 5 ABILITY 7

6
8

•Emperor’s Power (V) 46

1

•Lord Sidious (V)

•Lord Sidious

DARK JEDI MASTER 

      Leader. Trade Federation.

      Palpatine suggested to the Queen that she acquiesce 
to the Trade Federation, just for the time being. 

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Player’s Committee 2008
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Virtual Set 16: Everything else
D A R K  S I D E

•3B3-10 (V)

Heroic. When deployed, may play a Defensive 
Shield from under your Starting Effect (as if 
from hand). During your move phase, may use 
1 Force to ‘break cover’ of an Undercover spy 
here. 3B3-10’s forfeit may not be reduced.

POWER 3 ARMOR 3 BATTLE DROID

2
3

•3B3-10 (V) 51

•Death Star: Conference Room (V)

•Death Star: Conference Room (V) 53

•DEATH STAR:  CONFERENCE ROOM

W
hile you occupy two non-Death Star battlegrounds and your total influence here is > 5, 

you lose no Force to Visage Of The Em
peror. •D
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Execution Arena (Pit) (V)

EXECUTION ARENA (PIT)

If opponent’s character here was just eaten, retrieve 3 Force (6 if Padm
é). If you control an 

adjacent site during your control phase (and a ferocious creature here), opponent loses 1 Force.
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EPISODE
I

Use 1 Force to deploy on your starfighter. May target 
a starship for free. Draw destiny (if on a Heroic 
starfighter, may first use 1 Force to add 3 to total). 
Target hit if total destiny > defense value.

S T A R S H I P  W E A P O N

Concussion Missiles (V)

Concussion Missiles (V) 52

Virtual Set 16: Imperial Senate
D A R K  S I D E

Deploy on Sidious. If at Senate, at start of your turn 
may draw 2 cards from Reserve Deck. During your 
move phase, relocate this Effect to a Rebel or Jedi at 
a battleground; that character loses all immunity to 
attrition. If this Effect just lost, relocate it to Sidious.

E F F E C T

•With Thunderous Applause (V)

•Vote Now! (Dark Side) (V) 50

6•With Thunderous Applause

      With enough political support, any number of devious 
plans can be put into motion. 

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Player’s Committee 2008

EPISODEI

Virtual Set 16: 
Revenge Of The Sith

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
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q

X
X
X

Game Aid - Not For Play



Virtual Set 16: Everything else
D A R K  S I D E

USED: Use 1 Force to q an Effect that deploys for 
free on table (or your side of table) and is always  A . 
STARTING: When drawing your starting hand, draw 
up to 12 cards instead of 8. Place this Interrupt in 
Reserve Deck.

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

•Surface Defense (V)

•Surface Defense (V) 64
Original concept by Steven Lewis PC Volunteer Award 2008

X

May add 2 pilots and 4 passengers. Vader deploys 
-3 aboard. While Vader piloting at a battleground, 
maneuver +2 and you lose no Force to 
Uncontrollable Fury or You Must Confront Vader.

POWER 2 MANEUVER 3 HYPERSPEED 5

2
4

STARFIGHTER: LAMBDA-CLASS SHUTTLE

•Vader’s Personal Shuttle (V) 66

•Vader’s Personal Shuttle (V)

Original concept by Nate Meeker World Champion 2006

Habitat: sites. Parasite: Imperials. While attached 
and present, at same site: all Force generation is 
canceled, Dark Jedi and Jedi are defense value -1 
and their weapon destinies are -1, and no attacks.

FEROCITY  3 FANGS  4

2
0

CREATURE - FORCE EATER

Sleen (V) 65

•Thrawn’s Pet (V)

4•Thrawn’s Pet

Original concept by Jeffrey Johns PC Volunteer Award 2007

•Watto (V)

“Free” on You’re A Slave? is treated as “2 Force.” 
Once per turn, may shuffle Reserve Deck and 
draw destiny. If destiny is odd, for remainder 
of turn your Force drains at      sites are +1; if 
even, may take card drawn into hand.

POWER 3 ABILITY 2

2
4

•Watto (V) 67

EPISODEI

Original concept by Blake Huffman

Justin Warren Memorial Tourney 2005

If opponent’s character was just hit during battle, add 
one destiny to your total power (two if character was 
a Wookiee); take cards drawn this way into hand. OR 
If you just lost X Force to a Force drain, draw up to X 
cards from Reserve Deck.

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

•Wounded Wookiee (V)

•Wounded Wookiee (V) 68

Plays on table. While you occupy at least 3 
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 (V)

•Resistance (V) 63

Deploy on table. While you have < 13 cards in hand, 
opponent may not peek at or remove those cards 
(except with Grimtaash). May lose 2 Force to target 
two     Political Effects; opponent may not place cards 
on either until the next time you use this text.  A

E F F E C T

•Organa’s Ceremonial Necklace (V)

•Organa’s Ceremonial Necklace (V) 60

X

If you just deployed a TIE/SA, deploy on a unique (•) 
TIE/SA. Bombing Run is  C . May place this card in 
Used Pile to p (or, once per game, retrieve) 
Bombing Run or ComScan Detection; opponent loses 
1 Force.  C

I M M E D I A T E  E F F E C T

•Pride Of The Empire (V)

•Pride Of The Empire (V) 61

X

X

Original concept by Dennis Hes PC Volunteer Award 2007

Destiny +2 when drawn for weapon or lightsaber 
combat destiny. USED: p Your Powers Are Weak, 
Old Man. LOST: If you just lost a character armed 
with a non-     lightsaber, lose 1 Force to take that 
character (or lightsaber) into hand.  

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

•Release Your Anger (V)

•Release Your Anger (V) 62
Original concept by Nate Meeker Coruscant Regionals 2006

May add 3 pilots, 6 passengers, and 4 TIEs. Your 
other Dreadnaughts here are power +1, forfeit +2, 
Heroic, and immune to attrition < 4. Permanent 
pilot provides ability of 3. Immune to attrition < 4.

POWER 5 ARMOR     4 HYPERSPEED 3

6
6

CAPITAL: DREADNAUGHT-CLASS HEAVY CRUISER

Dreadnaught-Class Heavy Cruiser (V) 56

•Katana (V)

3•Katana

Original concept by Thomas Caspersen Sandvika V-Lite 2005

•Myn Kyneugh (V)

Heroic. When deployed, may play a Defensive 
Shield (and/or deploy a Force Pike) from under 
your Starting Effect (as if from hand). When 
using a Force Pike, it fires for free and his total 
weapon destiny is +1. Immune to attrition < 4.

POWER 4 ABILITY 3 FORCE-ATTUNED

3
5

•Myn Kyneugh (V) 58

Heroic. Permanent pilot provides ability of 2. When 
deployed, may play a Defensive Shield (and/or 
deploy a non-cannon weapon on this starship) 
from under your Starting Effect (as if from hand). 

POWER 4 MANEUVER 4 HYPERSPEED 3

2
4

STARFIGHTER: TIE DEFENDER

•Onyx 2 (V) 59

•Onyx 2 (V)

Use 1 Force to q a pit. OR At end of your deploy 
phase, target a non-frozen captive at a site; captive 
is released and relocated to a related pit you do not 
occupy. OR During an attack, cancel a just drawn 
weapon destiny.

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

It’s Worse (V)

It’s Worse (V) 55

Deploy on your alien of ability < 4. Character gains 
bounty hunter skill and immunity to attrition < 4. 
If character just hit, may place this device in Lost 
Pile (Used Pile if on The Mandalorian) to restore it 
to normal.

D E V I C E

•Mandalorian Armor (V)

•Mandalorian Armor (V) 57

EPISODEI

      Introduced during the Clone Wars. 600 meters long. 
Some have cargo space converted to TIE hangar bays. Still 
used to maintain an Imperial presence in the Outer Rim. 

Not endorsed or sponsored by LucasFilm Ltd. SWCCG Player’s Committee 2008


