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aship, that ship is power +2 andtactics +2.) if you have three of fewer support kons, youmnay « Dismiss your stockpile asset with X cards
i stacked on it = Add X to the destiny of each =

= Pay 1energy = As long as you have more x invertit. 7
i = card revealed using an activated ability on =
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o ) Rolling Forerunner (010F)
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Size 2, Transport 1 (Each time this vehicle "".'. Size 2, Transport 1 Size 2, Transport 1 (Each time this vehicle
performs a movement action, you may move with + Put the top card stacked on your stockpile asset in | performs a movement action, you may move with
itane of your characters.) = its owner’s used pile = Invert this vehicle, - it one of your characters.)

When this vehicle enters play from yourhand, if = 7 Luodsue) ‘zomg = Atsame and related sites, your opponent'’s units
you have three or fewer support icons, you may : an not move {or be relocated?) except during
download a loation that has an & support icaq{;? ' that opponent’s move phase.
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e _ ' Each time your opponent uses a support icon
- Pay 1energy = Make this ship power +1 . As long as you have a character that has . e 3 e
- until end of tum for each of your stockpile : = piloting aboard this ship, your total powerat j onarelated bation, ifyou control his S

assets that has a card stacked oniit. i = related locations is +2. ) . f;i?:"r lookat the top card of that players S
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Captain - Nann Barow, Transport2 W X = Pay 1 energy = (hoose target unit your :

iy ; ] LY ; Y opponent hasin asite battle here. Damage
You cause atirition +X during battles here ; « Lose 2 energy = Play a vehide atfull costto B :
ou cause atlrition ] J. thelocation of target battle at a related ste. : ' targetifits defense < @ -+4.Thefirst time

o : ; : u use this ability each turn, dismiss your
;;'mhﬂtﬁ; itfgn:“ships and iCom units you ] You cause attrition + (@ in that battle. znmerlargel unda);naged el yo
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INTERRUPT (U=c) (

) ﬁpuh;na)r U‘Ih' p[‘?w:’; interrupt if you h.‘m ) Each time your character that has tactics >
Make your character that has tactics > 2 = I;? Elr;ggab;?ft TLyoitr Op pURCIEES - 2enters play if there is no card stacked here,
defense +4 until end of turn. . g : : ! I~ youmay make your opponent lose 1 energy
: = Make your opponent damage one of his or her and stack that card face down on this asset.

units in that battle.
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ASSET

Reveal the top X cards of your reserve, where " ach time you playacharacterthathas =
R )ro)t?r locations. Playall | piloting, you may stacka random card from =Fuy 0 energy = flay you charactes [
locations revealed. Shuffle your reserve. Ifyou - your lost pile face down on this asset. : pldting aboaoyosr hip. Tt i XS SAy

: yo fyou 2 2less energy to play. You may use this ability

played no locations, your battle destinyis+2 =

until end of turn. §
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Remove a @rd stadked here from the game = : ‘:

Make target ship power +1 until end of tum. Gy Gelia ya iy e ;{}'
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@ | Plague of Locusts (0270)
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ASSET (Smo) ASSET (Unm)

You may play this asset beneath one of your At the end of your opponent’s turn, you may ,

return each unit here to its owner’s hand.

= When you reveal this card for battle destiny,
lose 2 energy.

opponent’s sites.

f~ Each of your opponent’s drains here is —1 for
each related sector you control.

Each activated ability costs 1 more energy




@ ) Denying a Foothold (0280 _
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« Dismiss target location that has no ships
or units = Make target character in a battle
power-+2and defense +2 until end of tum.

CHARACTER » S ramis Kizens Un
POWER 2 TACTICS 7 DEFENSE 9

This character is immune to attrition.

When this character enters play from your hand,

you may download a weapon for each of your
characters that has quickdraw.

Each of your other characters that hasa weapon
beneath it is power +2, tactics +2, and defense +2. 4

K 1 LS rAToR 4 T

NIT

Promising Kovice (0348)
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CHARACTER » 5 Hscam

POWER 2 TACTICS 2 DEFENSE 3

Pay 3 energy = This character is defense +2
until end of tum.

-

Each card you play costs one more &% support \ :
icon to play. -

Each of your ships and units is power +1.

1= Unim

3 oms=eh

Size3

Each time you perform an attack here, you may
dismiss your stockpile asset that hasa card
stackedonit. If you do, you may take a card from
your lost pile into your hand.
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Retasked Miner (035E)
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CHARACTER « Ssmanus Iawvenmen « Tecu « Uniy
POWER TacTics g2 oerense &

When this character enters play from your hand,
ifyou have three or fewer support icons, you may
invert it.

a1y - 5| Aupisap apieq uauoddo noj
\ o 303030 @ DL

LU, BT RLISTRATOR L1 Xk

@ 1amod

3 | ~Rsk Questions Later (030F)
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Your characters that don't have quickdraw
= gain Quickdraw 1.

Tecss Unir

DEFENSE B

Each time you drain here, if this character is
ata site, you may pay 3 energy. If you do,
take a random card from your lost pile into
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CHARACTER « o+ Tecus U
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When this character enters play from your
hand, if you have three or fewer support .
icons, you may download a location that hasa
B supporticon.




Master at Airms (037C)

CHARACTER - Teseio+ son+ Unr

rowen I [ Tacmes 3 ! oerense B

Quickdraw 1(Add a- to each activated ability
ona weapon beneath this character that
already has one.)

Pay 2 energy = Play a weapon from your lost
pile at full cost beneath this character.
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CHARACTER -5

rower &

Quickdraw 2 (Add two - to each activated
ability on a weapon beneath this character
that already has ane.)

Lose 2 energy = This character can't be
damaged until end of turn.

Komoku Patrol (043D)

SHIP {Capacrry 1) = Tonac

IR
POWER @ TACTICS oerense &

When this ship enters play from your hand,
look at the top card of your reserve. [fitisa
fighter, you may play it here. It costs 3 less
energy to play.
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CHARACTER « Tenno» Tecu« Unir

power @@ | tacres L DEFENSE _p

As long as this character is aboard a ship, thal
shipand all units aboard it can’t be damaged.

Nidhiyo & profeched by I rooms s

WVEHICLE » SHscau » Unir
POWER > c oerense 2

Size 3, Transport 4 (Each time this vehicle
performs @ movement action, you may move with
it up tofour of your characters.)

Each time you drain here, if this vehicle is ata

site, you may pay 3 energy. f you do, destroy
target asset.

SHIP (Capacrry 6) « Tenmo « Capmac
I‘Ul’\'[:Hq TﬂLTKSa DEFENSE 5

Transport 4 (Each time this ship performs a
movementaction, you may move with it up to
four of your fighters.)

«Put your fighter here on top of its owner’s used.
pile =This ship is tactics +1 and defense +1
until end of turn.
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CHARACTER « Bor» Trcus Unir
rowen J| menes L DEFENSE

When this character enters play from your

hand at a site where you have a bot, you may g
take a bot or weapon from your lost pile into
your hand.

If this character is lost from a site, remove it
from the game.
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VEHICLE «

rower & TacTIcs g2 oerense 6

Size 3, Transport 4 (Fadh time this vehide performs
@ movement action, you may move with i up tofour o
of your characters.)

Dismiss this unit = All your units here can’t be
damaged until end of turn. You may only use this
ability if you have two or more units here.
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Tenno Flagship (043C)

= Fenvyu fo project i power qickly
r ysem

SHIP | ¥ 6) » Tenmo Pl
rowen L Taces 3 perense
Transport 4 (Fach time this ship performs a
movementaction, you may move with it up to
four of your fighters.)
« Put your fighter here on top of its owner’s
used pile =This ship and all units aboard it

are immune to attrition until end oflum
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Darting Fighter (046F)
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SHIP (Carnairy 1) w0 » FIGHTER

POWER 2 1 DEFENSE 4

= Pay 1 energy = Make each ship and each
unit here defense 1.
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Kaban Charge (0490)

High-enexyy explosie, a the will of Gongen
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WEAPON (Cramcro

When youropponent attacks here, you may
damage this character. If you do, damage
target opponent’ character here.

: N\ ,

ASSET- 51

«Pay O energy = The next time you play a
weapon this tum, if there are two or fewer
cards stacked here, you may make your
opponent lose 1 energy and stack that card
face down on this asset,
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Pursuit Fighter (047F)

Wh fitess from the lomoa

SHIP (Casacory 1) » Tenno « Faoums

POWER 2 TACTICS 2 DEFENSE ‘-.-

When this ship enters play from your hand,
you may dismiss your stockpile asset with X
cards stacked on it. If you do, you may destroy
target asset with an energy cost of X or less.

Each time one of your ships is destroyed, you
may stack that ship on this asset.

As long as there is a card stacked here, your

ORDER (Los)

Reveal the top X cards of your reserve, where
X =7 - the number of yourlocations. Play
any locations revealed. Shuffle your reserve.
Ifyou played no locations, your opponent’s
battle destiny is 2 until end of tum.

Resupply and Redeploy

mede refy on regular dedivenes of

= Pay 0 energy = Put a card from your hand
on the top of your used pile. You may use
this ability only during your control phase,

Each of your fighters is defense +1.

Invincible (054F)
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INTERRUPT

Your target unit at asite can’t be damaged
until end of tum.




*Hio More Hiding (055C)

never master ihe fesson of palien @,

INTERRUPT (Useo)

You may play this interrupt only during a
battle.

Make all units defense —1 until end of turn.

Piece by Piece (0S8D]

Shacha and s DO wear kers ever Skeep.

&

ORDER (Lost)

Starting with you, players take tums paying

1 energy totake a card into their hands from &

their lost piles until a player chooses not to.
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*Raving Red-Jane, Bathed in Blood 8§

W every fas e

Recovered Cargo (056F)

Each time you drain, you may pay 3 energy. "

If you do, you may retrieve a card.

1 s o shipboated

INTERRUPT (Lost)

You may play this interruptonly during a
battle at target site.

The player or players who have the least

number of units at that site must damage one

of those units.

AL, Y AT

Each asset costs 1 more energy to play.

+Sensei’s Meditation (0600)

icon to play.
Each of your ships and units is defense +2.
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Pay 1 energy = If Raving Red-Jane Isat asite,
destroy all your opponent’s units here. You may
use this ability only during your control phase.

Piloting 2
Each time you reveal a card for battle destiny during
abattle here, you may reveal the next card and use

itinstead. If you do, and the second card has a lower .

destiny thanthe first, you cause no attrition in that 8

Quickdraw 1 v o

Each time you reveal one or more cards for
destiny using an ability on a weapon beneath
this character, you may put one of the
revealed cards on top of your reserve.




When this character enters play from your
hand, if you have three or fewer support icons,

you may download a location that has a @

supporticon.

CHARACTER « Nest - Rogue - Uni
- - -

POWER g2 TACT
il W

When this character enters play from your
hand, you may put a card from your hand on
top of your reserve.

POWE

Piloting 2 (As long as this character s aboard "
aship, that ship is power +2 and tactics +2.)
Dismiss your stockpile asset with X cards
stacked on it = Activate X energy.

oerense 3 |

*Dooley, Purveyor of Possibilities |
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CHARACTER « Nest- M
~

rower 2@ | TACTIC
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« Pay 2 energy = Look at the bottom X cards o
your reserve, where X is the number of rogues

at this location. Take one of those cards into

your hand and put the rest back in any order. & &

*Fuidence 1 (0686)

Lire

Each time your total battle destiny is exactly s
2 atthe end of the battle destiny step, you
may destroy a damaged unit for each of your
evidence assets.

- Pay 2 energy = Putthis asseton top of yourg™

resenve.

Each time your total battle destiny is exactly
4 at the end ofthe battle destiny step, you
may activate an energy for each of your
evidence assets.

« Pay 0 energy = Put this asset on top of your
reserve.

W

CHARACTER - Nest-Unt__
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»
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When this character enters play from your hand,
if you have three or fewer support icons, you may

invert it.
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*“Brute Squad” Saark (06G)

¢ o the Brute uad.”

As long as target opponent’s order or opponent’s
interrupt is pending, youmay play this character
from your hand at any time you could play an
interrupt. If you do, cancel target.

Piloting 2 (As /ong as this character is aboard
aship, that ship is power +2 and tactics +2.)




~ SHIP (Casaamy 4) - NesteCanme_ ¥,
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Captain- Mercenary Flyer (Asfong as _
Mercenary Fyer is aboard, this ship and each unit
aboard it is immune toatirition.)

« Pay 0 energy = Dismiss your rogue at a related S8 3
site. Cancel target pending attack at that site. %

When this ship enters play from your hand,
your opponent reveals an interrupt or order
from his or her hand and puts that ard on top |

Pirate’s Wages (079C)

el % o

You may play this asset beneath ane of your ()
opponent’s locations.

You can't play more than one of this asset
beneath the same location.

Each drain hereis +1.

.SHIP{_C.

-
POWER g TACTICS
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Each time a battle begins here, your opponent

pays 2 energy.

SHIP

POWER
Wil S

Scouting (You may play this shipat a sector <KGEH

that has no energy icons on your side.)

When this ship enters play from your hand,
you may activate X energy, where X is the
number of your opponent’s sectors where he
or she doesn't have a ship.

SHIl = FIGHTE

4

-
power g TACTICS B DEFENSE L 4
r—————— Al Sp——

Scouting (You may play this ship at a sector
that has no energy icons on your side.)

When this ship enters play from your hand, if
you have three or fewer support icons, you may
draw 2 cards from the top of your reserve.

« Lose a card at random from your hand =
Choose target character your opponent has in

asite battle here. Damage target f its defense 4

<@®+3.

'

Each time your battle destiny at the end of the g

battle destiny step is > 6, you may make your
opponent lose 1 energy and stack that card
face down on this asset.




Each time your total battle destiny is exactly S&is}

6 at the end of the battle destiny step, you

may damage a unit in target battle for each of

your evidence assets,

= Pay 1energy = Put this asset on top of you
reserve,

Reveal the top X cards of your reserve, where

X =7 - the number of your locations. Play
any locations revealed. Shuffle your reserve.
If you played no locations, you may activate
3 energy.

Precarious Getaway (088C)

T Nl iR

Each card you play costs one more ¥
support icon to play.

Each card you reveal for battle destiny is
destiny +1.

Sealed (0830)

Al fitve ey Grmiared ro

You may play this interrupt only during your
tum.

The next 4 energy your opponent loses this
tum can'’t come from his or her hand.

Transplatform Hookup (0BGA)

y this thing
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As an additional cost to play this asset, lose
2 energy.

Each time you drain, you may activate 1
energy for each card lost to that drain.

fppraiser (0848)
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CHARACTER « Nest+ R
~
POWER g TACTH
P

When this character enters play from your
hand, you may download an evidence asset.

*When you reveal this card for destiny, itis
destiny +1 for each of your evidence assets.

You can't play more than one of this asset
beneath the same location.

Yourbattle destiny is +2 here.

When your opponent controls this location,
dismiss this asset.

1

As an additional cost to play this interrupt, pay
X energy, where Xis the powerof target unitina
battle, and damage that unit.

Look at the top X cards of your reserve and
replace them in any order.




Each time you drain here, you may make your
opponent reveal his or her hand. If you do, choose
arevealed card. Opponent chooses to put either
that card orthe other revealed @rds on top of their
owner’s used piles.

When this character enters play from your hand, W
you may putyour other character hereinits
owner'’s hand. J

Pay 2 enerqy, damage this character = Undamage
your other target damaged character here.

When this character enters play from your
hand, if you have three or fewer support
icons, you may download a location that has a
& support icon.
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CHARACTER » Daisie U

Scouting

Pay 2 energy and dismiss this character = Draw
X cards from your reserve, where X equals the
number of energy icons on your opponent’s side
of this location. You may use this ability only
during a move phase.

Scouting (You may play this characterat a site
that has no energy icons on yourside.)

When this character enters play fromyour hand
at asitethat has noenergy icons on your side, you
may pay 4 energy. If you do, destroy a shipat a
related sector.

POWER P
S—

When this character enters play, fomyour

hand, if you have three or fewer supporticons, ¥

you may invert it. ‘|- sl
Juadelpe 1 suieip s Juauoddo oK o 1peg

As long as this character is at asite and you
have no other units here, this character is
immune to attrition.

Piloting 3 (As long as this character is aboard
a ship, that ship is power 43 and tactics 43.)

Quickdraw 1 (Add a - to each activated ability
on a weapon beneath this character that
already has at least one.)

As long as this character has a weapon
beneathiit, it is power +2.




Quickdraw 1

Each time youreveal a weapon, or a character with
quickdraw, for destiny when using an activated
ability ona weapon beneath this character, you may
make your opponent [ose Tenergy and put thatcard
face down on your stockpile asset.

As long as you have four or more £ support
icons, your opponent’s total tactics at this
sectoris ~1.

UL 9 LLUSTRITON

SHIP (CarnciTy6)« S » InveRTE» CARTAL

Tk(TICE.-z DEFENSE 6

At the end of your opponent’s battle phase,
if he or she has a ship here and didn't attack
here this turn, you may invert this ship.
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*Deetaka, the Unbalanced (101C)

As long as this character is at a battleground,
at the end of each of your opponent’s battle
phases, if that player did not perform an
attack at this location, he or she loses a card
from his or her hand.

2 ;j *kavindi-Damir, Support Uessel yws

or Systenrale

Asan additional cost to play thisshiptoa
sector, put your target unit atthat sector in its
owner’s hand.

Your opponent causes — 1 attrition here for each
card stacked on yourstockpile asset that hasthe
most cards stacked on it.

I STILLSTRIO R

SHIP ([Caracrry 1) « D amss FigHrem

-Pay 2 energy = Target ship here is tactics -2
until end of tum.

/

 Divahek, Sudeva Challenger e

ghing Waves Whohal—on

As long as you have more units at this location
than your opponent, this character is power +3.

As long as you have more ships at this location

than your opponent, your opponent causes
attrition -2 here.

Pay 2 energy = Target related location gainsa
& support icon until end of tum.

- Put 3 cards from your hand on top of their
owner’s used pile =Choose target characterin
asite battle here. Damage target if its defense
< @ + the number of your & suppaort icons.

L5 31 LISITAOL




Make target character in a site battle tactics
—~1 until end of tum.

L)) Garison (1120)

Bl S S0

Make your target ship where youhave no
other ships power +3 until end of tum. You
may only play thisinterrupt during a battle
after the battle destiny step.

Your opponent’s drains are —1 at sectors
related totarget site you control until end
of turn.

3 Halt and Be Recognized (110C)

omihe awigned dreg. Feose:

.

INTERRUPT (I

Target unitor ship is immune to attrition until
end ofturn.

Reveal the top X cards ofyour reserve, where 3

X = 7 - the number of your locations. Play
any locations revealed. Shuffle your reserve.
If you played no locations, you may draw two
cards from your reserve.

A5 17 LUSTIADR

Each time you win a battle and there are two
orfewer cards stacked here, you may make
your opponent lose 1 energy and stack that
card face down on this asset.

Master Reronaut (114G)

o ¥ MEES emnas,

You may play this asset only beneath a
character that has piloting.

You @n't play more than one copy of this
asset beneath the same character.

This character gains Piloting 3.
Pay 2 energy = Put this asset in your hand.

INTERRUPT (Urci

u may play this interrupt only whenyou et

could perform an attack.

Perform an attack at no cost attarget site where
abattle has already taken place this turn. Both
players target one of their units at that site, All
other units thereare not in this battle. You cause
no casualties during this battle

[




You may play this interrupt only ifitsyour o8 ' Pay 2 energy = Search your reserve deck for
Draw a card from your reserve for each tum and four or more batties have taken place alocation and if your opponent has more

battleground where you have aship or unit. this tum. locationsin play than you have, playit.
. Shuffle your reserve. You may use this ability
Take an extra tum after this one.

only during your deploy phase.

I Rampaging Forerunner (122¢]

i ribe wihout @ pr

CHARACTER «

—
POWER 2

When this character enters play from your handat : 4T When this character enters play from your - Lose 2 energy =~ Destroy target character
asite, you may destroy another unit here that have &8 P hand, 'rf;ou feithreanr fg?e!: supert I § here that hastactics < 2. You may use

less power than the number of your support icons(] icons, you may download a location that has. o4 this ability only during your move phase if
i you have more total power here than your

o N 1
F . g
1§ % a 4 supporticon. ey

-« T
Re'B)F Capable Havigator (1257)

RER) Lone Rival (1255) 2

o L1
CHARACTER « Kata « Pagoatons Unim ~ CHARACTER- Quas CHARACTER « Maxa - P

W& Piloting 1 (Aslong as this character is aboard @ ' : r X .
Each time you use an activated ability ona R ship, that ship is power +1 and tactics +1.) As long as this character is at a site and you

weapon beneath this character, you cause 3 Put this characteron top of its owner's used :“I‘;el I’;" ]‘j"h*hr Uinits h:“’-' youropponent’s
attrition +2 in site battles here until endof i A9 pile = Make target ship this character is aboard olallactcs here is —4.
turn. 1 in a battle here power +2.
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- Lose 1 energy = Invert this character and
put the top card of your used pile into your

I ek Shaman (300 W

When this character enters play from your
hand, you may play target character in
opponent’s lost pile here to use as yours. [t
costs nothing to play.

« Pay 3 energy = Ifthis character is in asite
battle where your opponent has only one
unit, make your opponent lose 2 energy.

‘CHARACTER -
-— Lidel

POWER '

SHIP {C ¥1)«Q

rowER g2 macres

three or fewer support icons, you may make
your opponent pay 2 energy.

{11104

CHARACTER + Mk + P

Quickdraw 1 (Adda - to each activated abilty on
a weapon beneath this character that already has
at least one,)

+ Lose 3 energy = Put target opponent’s damaged
character here face down on your target stodkpile
asset,

Drift Delver (132¢)

SEPRng refuge il

hen this character enters play from your
hand, if you have three or fewer support
icons, you may reveal your used pile and take
arevealed cardinto your hand. If you do,
shuffle your used pile.

i

i 'fahkanq Wind (135) d

This ship is power +1, tactics +1, and defense j
+1 for each related battleground site you
control.
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Put this ship on top of its owner’s used pile =
Make each of your drains at related locations
+1 until end of turn. You may use this ability
only during your control phase.

location where your opponent has four or
more units.

) I guerrun (1420 &

v4) » Karae» Carmrae

haracters aboard this ship don't count
against its capacity.
At each related site, your opponent’s total

tactics is —1 for each of your predators at
that site.

At the end of each of your opponent’s turns S
“if you have three or more inverted units at

stacked here, you may make your op ponent
lose 1 energy and stack that card face down
on this asset.

Remove the Uermin (1430)

Ve il e for v W WO LS SPEres

«Pay 1 energy = Choose target characterina 4§
site battle here. Damage target f its defense §
<@®+2

Bikarrh Wielder (1410)

7S Dy s vk Gng s

the destiny of each card you reveal for destiny using
an activated ability of a weapon until end of tum.

Each player puts his or her used pile on top of
his or her reserve.

105 8T ATUATOn




2 Ilhlsmuarufne (1458) 1 R B Saboteur (1468) : _ 47 Hanifestation (147F)

A Mok s bk many for e, ind uding that of g il

ASSET

e —— T

. P You may play this asset beneath your
: i \When this character enters play from your hand, q _ f
Lose 2 energy = The next time your unit S #8M} ifyou have s or moreinverted cards, you may * 4 £ opponent’s character.
would be destroyed during a battle this tum, invert it. Dismiss this asset = The next time this

put that unit in its owner's hand instead. You '3 “wintjo pua un sais paejal S ¥ character is destroyed this turn, you may play | i

may only use this ability once each battle. 18 7+ 318 SUIRI N0 ~ APIRIE SIYI IAY - & it to use as yours at the location of your targegd f h
2 # kizen. [t costs nothing to play. P‘

s s T i -

INTERRUPT (Losn

 Reveal the to p X cards of your reserve, wheré® -
X=7 - the number of your locations. Play ; The p[a'fer or players who have the least total

1" any locations revealed. Shuffle your reserve. SRS powerin target battle at asite damage one of§
If you played no locations, you may make . i their unitsthere.
target ship or unit @actics -2 until end of turny

Each card you play costs one more 4
support icon toplay.

Each of your opponent’s units is tactics 1.

oyt "y
e e o i
e 2T e -

CHARACTER « Warrioa= Unr CHARACTER - Pa 1e Wi N . SHIP [Capacry 3) « Capmar

powen B | Tacrks @@ | oerense 3 | ronen 5 | mans 2 1 e 2 rowen & | s @2 1 ceese L

Quickdraw 1 (Add a-to each activated ability on
a weapon beneath this character that already has This character’s power, tactics, and deferse GO Each time a battle begins here, damage this ship.

atleastane.) e modifiad. When this ship is destroyed, you may make your
« Pay 0 energy = Play a weapon beneath this opponent dismiss one of his or her ships here.
character. It requires 1 fewer support icon to play.

b i TSR0 T L £ 2005 DECRIER IE




*Mystic Rondure (156D]

SHIP (Capaciry " Ll

rowin @@ | macnes L 1 oeense

WEAPON (KizN » Mruee» Reuc ¥ ASSET « Reuc
As long as this characteris at asite, each of your
When this ship enters play from your hand, you drains here s +1. As an additional cost fora player to play a card

may make your opponent reveal his or her hand. - Pay 2 energy = Choose target character your during his or her opponents tum, that player pays

As lang s this ship has a character aboard, this opponent has in asite battle here. Damage target 3 energy.
ship is tactics +1. if its defense < @ +

25 0 LT L L L5 ST ALIRIRNOR
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Dynamic Codex (1570)
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- Pay 2 energy = Reveal the top card of any |
reserve and noteits destiny. Search your used pile®
fora card that has that destiny and take that card
into your hand. Shuffle your used pile.
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+Pay 0 energy =

your used pile to draw a card fmm thetep of
your reserve. You may only use this ability if you
control this sector.

location.

{(When you download a card, search your reserve
for that card, reveal it to your apponent, and put it
in your hand. Then shuffle your reserve.)
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Piloting 2, Quickdraw 1 Captain — Amethyst Fatale (/s long as

- Pay 2 energy = If a battle has taken place W Amethyst Fatale is aboard, this ship and each
here this turn, performan attack hereatno. = B8 unit aboard it is immune to attrition.)

cost. You @use no casualties during that : Each time an opponent’s ship or unit is lost

battle. You may use this ability only during from here, you may activate energy equal to
your turn the demnyofthalshlp or unit

THE 0206 ML, =TT

INTERRUPT (Useo)

You may play this interrupt only if your unit in ! ) .
abattle atasite has Size > 1. N T Each time a battle begins here, you may pay

Damage target opponent’s characterin that G Sy [ ypasls, ad the pounss A

s 3 fs text of target opponent’s character here to
battle if its defense < (@ +size of your unit. this (Mr;cgle;fum S afhin




