Size 2, Transport 1

Each time you win a site battle here, you may invert

this vehicle.
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Your battle destiny in a site battle here is
- +1foreach of yourkizen here and at each
related site.

[ You may play this interrupt only during a

battle at a location where you have more than

- one support icon.

® Make your battle destiny in that battle +@.

“We con leorm even from our enmies

/ You may play this interrupt only during your
move phase.

Attarget location where your ships and
units have a higher total tactics than your
opponent, put each ship and each unit in its
owner's hand.

ALLUS Y ROEERTO CAMPUS

- Pay 1 energy = Look at the top card of any

7 reserve,

TULYS BT ERK DESCHAMS

9 ) Gorget Carnon

As long as this character is at a site, you cause '
attrition 41 here.

+ Pay 1 energy = Choose target unit your
opponent has in a site battle here. Damage
target if its defense < @ + the number of units
your opponent has here.

IS §1 MICKELLE SPALDING

When this ship enters play, you may put

- target unit here that doesn't have piloting on

top of its owner's used pile.

ILLUS. BT STEPMEN CROWE

b

S e
wites of your ey, \_




'3' J Informational Aduantage

refid
eTs e

Quickdraw 1 (Add a - to each activated ability on -

aweapon beneath this character that already has
- at feast one.)
" When this character enters play, you may pay 2
- energy. If you do, download a weapon.

You may play this interrupt only if you have a
CISyn character at a battleground.

- Reveal the top card of target reserve. You may

put that card on top of its owner's used pile.

« Damage your kizen here or your other
infiltrator here = Damage target opponent’s

2. unit here, You may only use this ability during

asite battle here.

A5 Y WERAN YAMNER
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INTERRUPT (LosT)

You may play this interrupt only during a battle. |

Play a Xelabs ship or XeLabs unit to the location
2 ofthat battle at full cost.

o CIUTSENS (ke
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Each activated ability used during a battle

" here costs 3 more energy to use.
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ASSET (Unit}
Sttt

You may play this asset only beneath target
opponent’s unit at a site where you have an
infiltrator.

This unit may not move.
Each of your opponent’s drains here is 1.

HUUS BT PAMELIRG H

4

The next time your target unit would be
destroyed this tum, prevent that and, ifitis
2 damaged, undamage it.

LS, BT PAMELIRG H

Quickdraw 1 (Add a » to each activated ability on

a weapon beneath this character that already has

at least one.)

Each time the attrition step ends here and your

opponent has attrition remaining, this character is
= power +3 until end of tum.

TLUUS ¥ MICKELLE SPALDING
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? , Piloting 2
Each time your opponent’s kizen of tactics . « Invert this character = Undamage your target
Xis destroyed here, you may pay X energy. g As long as you have a card stacked on your = . character in a battle here.
f Ifyou do, play that kizen here to use as yours f_ stockpile asset, this character is tactics +2, | z6unopd
» It costs nothing to play. y = d

0

TACTICS ﬁ

You may play this asset any time you could
play an interrupt.
When you play this asset during a battle that you
. are losing, reduce your casualties in that battle by 8.
= Pay 1 energy = Put the top card of any = Each time your opponent performs an activation
reserve beneath that reserve. — action, he or she may activate 2 more energy.

Captain - Rogan Hallard (4s fong as Rogan
" Hallard is aboard this ship, this ship and each

AL, Y PIPRE R GUTENE
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TACTICS 1 ]

- Pay 1 energy = If there is no card stacked . 1 ! « Lose 3 energy = Put target ship here in its

here, your opponent loses 1 energy and stacks 1= 7 : owner’s hand. You may use this ability only

7 that card face down on this asset. = 3 : F - 3 ~ during your move phase. You can't use this
/ ability the turn this ship comes into play.
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INTERRUPT (LosT)

-' . As an additional cost to play this interrupt, o
You may play this ship at full cost to a sector . pay X energy. o - i} Each time one of your vehicles here is

where a battle is taking place any time you Ly, ition X locati destroyed, you may put that vehicle on top ofs
7 could play an interrupt. If you do, lose 1 /A4 Toucase attrition -+A at target location . its owners used pile, You may use this ability.
= energy. " where a battle is taking place. only once each tum. -

ILUS, ¥ DREW RALER

Combat Support 1.5.0. Dance of Steel

toprovide - A skilled swordsman @
e Forther bise: | and ecige tordefeat even o
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INTERRUPT {Last)
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Size 3, Transport 4 4 il Each time you reveal a card for battle destiny,
When this vehicle enters play at asite where = you may retrieve a card for each of your =
you have a bot or another vehicle, youmay opponent’s damaged units in that battle,
retrieve a card.

Each lkazuchi unit is defense +4 until end
of turn.

ALLLSS. BY BRADLEY WILLILWS 1 IR (N (| TS, BT CHAISTIAN SOHMWAGER

Gishi Combat Tech

d engineers libe Yoo Hisumi Targ s one fguin sergeants re - T e, e NBor

CHARACTER » De TecH » Unar CHARACTER » DEigaN » WARRIOR » UniT

e TACTICS 2 DEFENSE B . POWER DEFENSE ROt S ereTse T

. . « Pay 2 energy = Choose target unit your

Damage this character = Put your target 3 ! . il opponent hasin a site battle here. Reveal

bot here or your target vehicle here inits ~ ® - Pay 4 energy = Your target character at this & the top two cards of your reserve, choose 8

owner’s hand. You may use this ability only site can't be damaged until end of turn. ] one and note its destiny, and put them on top®

during a battle here. 1 3 of your used pile in any order. Damage target
" : if its defense < that destiny.

AL, Y £ LOFGREN ) GRINL TS, B CHATSTIAN PEARTE
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Lose 3 energy = Invert this NoBot.
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ASSET (KiZEN)

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

As long as this kizen is at a site, each time
you drain here and you have no other units
here, you may retrieve a card.

LLIFS. BT MAAR FVANS

SHIP (Capaciry 0) « T

e 1 TacTics 23

Each of your other ships here that has
“Komoku" in its title is immune to attrition.

LI BT THOMAS DENWARK

CHARACTER

POWER 2

As long as this character is damaged, itis
power +2.

SHIP (Capaciry 0 » Ten

power J " taem 3

This ship is defense +1 for each of your other: s
ships here.

AL BY THOMAS (ERMARK

Last Stand

kd support icons at target location where a
battle is taking place.

CHARACTER = IkAZUCH! « TECH = UNiT

e 1 TACTIcS 2 1 DEFENSE B

When this character is destroyed during
a site battle, you may put it on top of its
owner’s used pile.

IS, BT PAUL TORIN

tion could protect S8
paging Guay.

Tactics 2@ oerense 55

As long as this character is at a site and your
opponent has fewer than three units here, he®
orshe can't reveal a card for battle destiny in

a battle here.

IS, BT A9RAL LEE

ASSET (CHARACTER)

This character is defense +2.

Ifthis character doesn't have quickdraw, this
character gains Quickdraw 1.

IS, B PALIL BURDOW




Strength of Arms

rioe fights ke two, T

Each time your Deigan unit is destroyed, if %
there are no cards stacked here, you may stack®
that unit on this asset.

Lose a card from your hand = Put target card ¥
stacked here in your hand. You may use this
ability only during your deploy phase.

LU BT CHRrS TREVAS

Takumi Shadow Warriors

s, kogerushy doud theirindhdidiy RIS

CHARACTER » Dt WaRRIOR » UniT

vowen 5 | s 3 oreense &

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

This character may have two weapons
beneath it.

*Tennaru Hari

CHARACTER » Kizen » Inazucr) » Unim

vowen & 1 acics & oerense &

Quickdraw 2 (Add two « to each activated
abifity on a weapon beneath this character
that already has one.)

As long as this character has a weapon
beneath him, he can’t be damaged.

Uik firdiarmms, ihazichf swords provide defense i wellS8
as artack

choose to either lose 2 energy or dismiss that®
asset.

T & £ 2005 DECIPHER [NC,

Jamon Interceptor

The mew Gonge il e designed to combal
Technokgy from the ot fhenf,

I’ - - r
SHIP (CapaciTy O » Tenno » FIGHTER

power J " e 3 o 2

When this ship is destroyed, you may put it
on top of its owner's used pile.

AL BY THOMAS (ERMARK

When the character this weapon is beneath
is destroyed, you may put this weapon inits
owner's hand.

- Pay 1 energy = Choose target unit your
opponent has in a site battle here. Damage
target if its defense < @ + 2,

BADLEY WILLIAMS T €50 2005 DECIMHER INE.
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power & " tactics 3 oerense 5
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Transport 4 (Each time this ship moves, you
may move with it up to four of your fighters.) &

«= Pay 1 energy = Make your target ship here
defense +1 until end of turn. ]

LS. B CHAISTIAN SOMWAGER

CHARACTER » Deigan » Waraion » Unit

tactics @@ | oerense |

- Pay 1 energy = Move this character to target 2
adjacent site where a battle is taking place.
You may use this ability only during your
opponent’s tum.

ASSET = STOCKPILE

« Pay 1 energy = If you have two fighters at
the same sector and there are fewerthan
two cards stacked here, your opponent loses &
1 energy and stacks that card face downon 3
this asset. You may use this ability only during
your deploy phase.

IS, B CHATSTIAR SOHWAGER
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DEFENSE 3

When this character enters play, if you have
acard stacked on your stockpile asset, you

may take target vehicle from your lost pile

into your hand.

CHARACTER »

Each time you drain here for X, you may make
your opponent reveal X cards from the top of his
or her reserve. Choose a revealed card to be lost.

Your opponent puts the other revealed cards on L8
top of his or her reserve in any order. Y ‘

When this ship enters play, if you have a card
stacked on your stockpile asset, you may put

up to two cards from your hand on top of your
reserve in any order. &

iy dieeth.” = L eonardo da Vinti

ORDER {LosT)

As an additional cost to play this order,
remove your target kizen from the game.

Retrieve X cards, where X is the energy cost of#

target. Remove this card from the game.

U, 8 ER LOFGREN
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Piloting 2 (As long as this character is aboard a
ship, that ship is power +2 and tactics +2.)

= Pay 3 energy = Move target ship this character

is aboard. You may use this ability only during  SSES

your deploy phase.

ALUS. BY WESLEY BURT

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

As long as this character has a weapon beneath &

her, you generate 2 more energy here.

ALLLSS, Y WRERAN YAMNER

Zocho Interceptor

ares almost 16 more heust, 8
SIS,

SHIP (Capaciry 0) » Tenno « FIGHTER

e " tactics 3 DEFENSE 22

This ship is power +1 for each of your
opponent’s ships here.

Choose a number and reveal the top card of
your opponent’s reserve, If that card's destiny
is equal to the chosen number, draw up to
five cards from your reserve.

Each time you play a character who has piloting
aboard this ship, you may invert this ship.

“BNIR5U 40K Woly spiey oMy meiq = ABiaua ¢ Aeq«
upjjewyn 31e) sajjpy — ueidey




= Lose 2 energy from your hand = Activate 3
energy. You may use this ability only during
your tum.

- Pay 4 energy = If this ship is at a sector that §
has a ¥ support icon on your side, invert it.
‘Ja 3jueq 10335
e ui diys 1abiey abeweq = diys siy) 1133y «

Make target pending drain at a location where
you have no energy icons X, where X is the
number of evidence assets you have +1.

Each time a player reveals a card for battle destiny
during a battle here, you may pay energy equal

to the destiny of the card revealed. If you do, that
player reveals another card for battle destiny
instead. You may use this ability no more than
once each turn,

Each interrupt costs 3 more energy to play.

At the start of your control phase, dismiss
this asset.

¥

ACTER « CARTEL » WaRRIOR » UniT £
powen - | tactics JL o oerense & |
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When this character enters play, you may
reveal the top three cards of your reserve and
replace them in any order.

L1 81 MAERAN YAMNER

Darkslider
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= Pay 4 energy = Invert this ship.
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ASSET » EVIDENCE

Each time your total battle destiny is exactly 5
1at the end of the battle destiny step, you
may make target character power +3 until
end of turn for each of your evidence assets.

« Pay 2 energy = Put this asset on top of
JOur reserve,

Quickdraw 1 (Add a » to each activated

ability an a weapon beneath this character that
already has one.) [
When this character enters play, you may reveal

the top card of your used pile. If you do, you &
may put that card on top of your reserve.




Each time your total battle destiny is exactly &
3 at the end of the battle destiny step, you

may draw a card from your reserve for each of

your evidence assets.

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

Size 2, Transport 2

This vehicle is power +1 for each energy icon
on your side of this location.

Each time your total battle destiny is exactly

5 at the end of the battle destiny step, you
may put a card from your hand beneath your
reserve for each of your evidence assets.

- Pay 1 energy = Put this asset on top of
your reserve.

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

As long as this character has a weapon beneath

her, she is immune to attrition and each of your &

drains here is +1.

RAN YAMNER

Long 0dds

Witen the thréat fevel goes red the

feel oifve.

Reveal the bottom card of your reserve, note its
destiny and put it on tap of your used pile. Reveal
the top X cards of your opponent’s used pile, where
X is that destiny. Put target revealed card in its

owner's lost pile, and put the other cards on top of £8

your opponent’s used pile in any order.

POWER 22 |
J———

Each time you win a battle here, you may
invert this ship.

‘T4 Y UleIp
buypuad yabiey ey = diys sigy 1ansy

ASNIJI0 |

Dismiss this asset = If this unit is at a site,
make target pending drain here +3.

When you reveal this card for battle destiny, ".-. -

lose 3 energy.

As an additional cost to play this interrupt,
revert your inverter ship or your inverter unit
at the location of target pending attack.

Cancel that attack.

Until end of turn, switch tactics and defense &
of target character at same location as

your kizen,

(Effects that after target’ tactics alter its

defense instead, and vice versa, until end of
turn,)




) Synched Up

- ORDER (Usep)

Reveal three target cards from the top of your
reserve, Put one of them beneath your active

pile and one of them in your lost pile, Putthe /9 1

other card on the top of your reserve,

3 I

Randine i the ri
Tricky handing ioe the

- Stack target card in your opponent’s lost pile face §

down on your stockpile asset = Invert this ship.

“J1 U0 PAXIEYS SPAED U0 10 U0 SBY 18U S1a858
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Piloting 3

= Pay 4 energy = Choose target ship your
opponent has in a sector battle here. Damage
target if its defense < this character’s piloting
or tactics.

o

*Iraginium Stash

Make mg

« Pay 1 energy = Ifyour battle destiny is
greater than your opponent’s battle destiny
and there are fewer than two cards stacked
here, your opponent loses 1 energy and stacks
that card face down on this asset. You may only

use this ability during a battle after the battle S

destiny step.

WEHICLE » CarTEL » Unit

powen & 15 tactics
Wl T - Mot 1B -

Size 2, Transport 2

When you play this vehicle, you may put up
to two cards from hand on top of your used

pile and draw the same number of cards from g&

your reserve,

s Onposiiic
Carsin

+ Pay 1 enerqgy = Choose target unit your
opponent hasin a site battle here, If target’s
defense < @, opponent chooses: Destroy
target; or put a card from his or her hand on
top of his or her used pile.

« Pay 1 energy = Choose target unit your
opponent has in a site battle here and reveal
the bottom card of your reserve, Damage
target if its defense < the revealed card’s
destiny.

1, "~ Shi qeiom

You may play this asset beneath one of your
opponent’s locations.

Each time your Tilak character here would
be destroyed, you may pay 3 energy. If you
do, put that character on top of your reserve
instead.

INTERRUPT (Lost)

You can't play this interrupt unless you have a
kizen at a location.

Your opponent reveals his or her hand and
chooses a destiny number on one of the revealed
cards. Choose a revealed card with that destiny
number and put it on top of his or her used pile.




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

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

Each of your opponent’s units is defense 1.

As an additional cost to play this interrupt,
damage your target unit that has scouting
in a site battle.

Make each of your units at that site immune
to attrition until end of turn,

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

As long as this character is at a site that has no
energy icons on your side, it is power +2 and
immune to attrition.

« Lose 2 energy = Make this ship and each
unit aboard it immune to attrition until end
of turn.

df the Xelabs ships fieging the

You may play this interrupt only during your
move phase.

Destroy target ship that has power 3 or less.

1M & (2005 DECIPHER (N

Your opponent causes attrition —4 in a site
battle where you have target weapon.

This character is power +1 for each of your
S support icons.

As long as this character is at a site, your
opponent causes attrition —1 here for each of
your & support icons.

This ship costs 1less energy to play at a
sector for each of your opponent’s inverters at
locations related to that sector.




As long as you have a card stacked on your
stockpile asset, this character is immune to
attrition.

« Lose a stockpile asset from your hand =
Reduce your casualties in target battle here or
atarelated location by 2.

- Pay 5 energy = Put target other damaged
unit here in its owner’s hand.

INTERRUPT (

-Lose a stockpile asset from your hand = Invert
Piloting 2 this ship.

Make target ship and each unit aboard it 5 : s

immune to attrition until end of turm. As long as this character is aboard your ship ‘401235
and your opponent has no ships here, he or sayyoue 03 diys syl anoyy = diys siy 1anaY «
she must lose 2 energy to play a ship here,

ASSET (WEAPON]

Captain — Ashmahi-Anant (4s long os
Ashmahi-Anant is aboard this ship, this ship and
each unit aboard it is immune to attrition.)

Each character aboard this ship who has
piloting gains Piloting 2.

Each time an ability on the weapon this asset
is beneath damages a ship or unit, the owner
of that ship or unit loses 1 energy.

When this ship enters play, your opponent
puts a card from his or her hand on top of his
or her used pile.

HER N | .‘-.:um“




Each location where you have an Anant
character gains a & support icon.

Each time an opponent’s battle phase ends, if your
opponent didn't perform an attack action at every
location where both players have a ship or unit and
there are fewer than two cards stacked here, your
opponent loses 1 energy and stacks that card face
down on this asset.

(2%, .- Put two cards from your hand on top of

B your used pile in any order = Make this ship
power +1 until end of tum.

When this character enters play, you may
draw a card from your reserve.

is not the abjective

As an additional cost to play this interrupt,
lose 2 energy.

Make each opponent’s drain —1 until end
of turn.

enty
L g

. Invert your inverter. You may play this

interrupt only during your control phase.

When your opponent plays a ship here or moves a
ship to here, you may invert this ship.

*ABsaua £ 5350| AU 0 Y ‘s sdiys 0w o
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- Lose 1 energy = Look at the top X cards of
your reserve, where X is the number of your
 support icons. Choose one of those cards
to put in your hand and put the rest on top of
your used pile in any order.




5. Deft Attacker

Destroy target unit that doesn't have piloting T ‘ & - Pay 0 energy = Move this charactertoa : % Aslong as you have no more than one card
at a sector location. ' B related location. You may only use this ab:lny H 2 B in your used pile, this ship is power +2 and
@ during your move phase. 4 [ defense +2.

When you play this asset, stack the top . !
APA 8= card of your opponent’s reserve faceup on { (= As an additional cost to play this interrupt,
& When this ship enters play, your opponent OR this asset. Y revert your target inverter.
b loses 2 energy for each of that player’s units A5 M Each time a copy of a card stacked on this {72 B Cancel target pending drain at a location
here that doesn't have piloting. qr i assetis placed in your opponent’s lost pile £ J related to that inverter's location.
& from play, your opponent loses 3 energy. ;

INTERRUPT (Usep)

X | This ship is power +1 for each related location
Target player puts his or herused pile 4% T you control. 4
beneath his or her reserve and shuffles & | I +Pay 1energy = Choose target ship your opponent
that reserve. | W has in a sector battle here. Damage target if its
defense < ®




“ajid pasn
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A Characters aboard this ship don't count
= against its capacity.

! - Lose 1 energy = Your opponent dismisses

aship here. You may use this ability only
during your move phase when you have no
more than one card in your used pi

B A an additional cost to play this interrupt,

put your other target character in a battle at 3 i
the same location as your kizen on the top of §

your used pile.
Damage target character at that location.

A% Piloting 1 (As long as this character is aboard b
& aship, that ship is power +1 and tactics +1)

g /s long as this characteris at a sector, each

ship here without a character who has piloting
aboard is tactics ~1.

& ability on a weapon beneath this character

that already has one.)

Each of your opponent’s damaged units here §

is tactics 2.

oerense JL I

ay 2 energy = Invert this character. You may use "S&3
" this ability only when this character is at the same %

location as target character who has quickdraw,

L meapping §

. Your opponent pays 2 enerqy for eachTahka
unit you have at target battleground.

oerense 2 !

ach time an opponent’s unit is lost at this location} ) A
you may invert this character. A5

‘_ Ly 2/ ':'
y dd < {

" CHARACTER » Quam » Tecr » UniT

Pilating 1 (As long as this character s abod d

; a ship, that ship is power +1 and tactics +1.)

When this character is destroyed, you may
pay 2 energy. If you do, put this characterin
its owner’s hand.




utts o the Gongert

B stockpile asset and this character is at a site,
you cause attrition +3 here.

= Pay 2 energy = Your opponent loses 2
energy. You may use this ability only during
your control phase when you control a
battleground site and a battleground sector. §

Construction Bot

Mo dariomons fich 7 ¢ humans any
WO Gangercus figh TIUATIGETS. Gy TR

CHARACTER » Bot « Unir

vowen ' maencs LV oerense P \

- Reveal an Earther card from your hand
and putit on top of your used pile = Target
location gains a % support icon until end
of turn.

& A

INTERRUPT

As an additional cost to play this interrupt,
lose five cards from your hand.

Putall of the cards from your used pile in
your hand.

Latiding shi

Tk and i

T When this ship enters play at a sector where
you have no support icons, you may search
your used pile for a card and put it into your
hand. If you do, shuffle your used pile.

CHARACTER » Bor » Unir

power J| menes o oereense L |

- Reveal a Gongen card from your hand and
put it on top of your used pile =Target location
gains a kA support icon until end of turn,

h
|
i
[ j This character can't move.

M Dismiss this character and lose 2 energy =
Destroy each unit at this location. You may use g
this ability only during your control phase.

« Pay 1 energy = If you control three or more
battlegrounds and there are fewer than two cards 4
stacked here, your opponent loses 1 energy and
stacks that card face down on this asset. You may |
use this ability only during your control phase. g

CHARACTER « Bor » Unit

eower ' tacmes 7 oerense L !

- Reveal a Quay card from your hand and put
it on top of your used pile =Target location
qains a J support icon until end of tum.




Long Way Down

“Just hokd on/*

ASSET (Locanon)

You may play this asset beneath one of your

opponent’s locations.

Each player can’t move his or her ships and u

to or from this location except during that pla
move phase.

Restricted Passage

Pleose present yix

As an additional cost for a player to play a locatio
that has no support icon, that player loses 2
energy.

I THORGILAY

where you have an energy icon, unit, or ship. Fm: card s
nolonger a location or sector and target gains this cards
energy and support icons that are on your side. You may.
stack only one encampment here.)

Porter Bot

“How may.| be of service?”

CHARACTER » Bor » Unir

powen L 1 vacmes I T oeeense

» Reveal a Shi card from your hand and put
it on top of your used pile = Target location
qgains a & support icon until end of turn.

¢ somethifg =

powen 1 vacmes I 1 oeeense

« Reveal a Maverick card from your hand
and putit on top of your used pile = Target
location gains a @ support icon until end
of turn.

I, thet JANES, S50

- his ca
where you have an energy icon, unit, or ship. This card is
no longer a focation or sector and target gains this card's
enerqy and support icons that are on your side. You may.
stack only one encampment here.)

At the start of each player’s control phase, that
player loses 1 energy unless he or she pays 2
energy.

Aslong as a player ha
or she generates 2 more energy here.

mp! ] heneath target location
where you have an energy icon, unit, orship. This card is
nia longer a location ar sector and target gains this card's
energy and support icons that are on your side. You may
stack only one encampment here.)




+Seual/Dhanake’s Demesne

. This card is

where you have an energy fcon, unit, or ship.
na longer a location or sector and target gains this card's

Tk 5 © 005 BECIAER BN
Th & © 1005 DECIAER INC.

LOCATION (5

Pay 4 energy = Make your target kizen in a battle here immune to
attrition until end of turn. Any player may use this ability.

energy and suppert icons that are on your side. You may

stack only one encampment here.)

*Ganymede/Orbital Expanse
Jupiter/Approach Route

(LIS, BY JOE SCHLOEN

LU Y WK STAMDOULDS

orshe

i

M8 205 DECRER INC. =TT
M6 2005 DECMIR ME. P TUTI™
player may

LOCATION (Sive)

« Pay 3 energy = Your opponent loses 1 energy for each of your
inverted units here. You may use this ability only when you control
this site during your control phase. Any player may use this ability.

LOCATION (SiTe) » PoRY

When you play a NoBot here, it costs 3 less energy to play. Any
player may use this ability.
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LOCATION (SecTon) « 5

Pay 5 enerqy = Invert your ta

LOCATION {

- Put a card stacked on your stockpile asset n its owner’s lost pile = Make

Each time a player’s Quay character moves here, that ﬁ._mw_m« may
your target pending drain here +1. Any player may use this ability.

pay 8 energy. If that player does, he or she destroys target character
here.

here. You may use this ability only during your
draw phase. Any player may use this ability.

*Last Chance/Outer Rim Station
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" Size 2, Transport 1

« Invert this vehicle = Undamage your target other
I unit in a site battle here.

L wodsues| ‘zazis

Piloting 2

« Invert this character = Undamage your target
character in a battle here,

= | PRI SIUIVL

thunopd
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Uenus/Trade Route 0
F

* STATION

ath target ocation
where you have an enwykorr unit, or ship. This card is
no longer g focation or sector and target gains this card's

energy and support icons that are on your side; You may:

stack only one encampment here. )

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

= Pay 4 energy = If this character is at a sector,
your opponent can't reveal cards for battle
destiny during battles at target other sector
until end of turn.

When this character enters play, you may look'\s
at the top card of any reserve. If you do, you

- may put that card beneath its owner’s reserve.

= - Pay1energy = Put the top card of any
— reserve beneath that reserve.

1M & 1 2005 DECIPHER W

'Uenusf\‘aht Works 0
; -z

in a battle here power +5. nny playetmay use
this ability.

rowen 23 i tacncs 2 |0

= Damage your kizen here or your other
infiltrator here = Damage target opponent’s
7 unit here. You may only use this ability durmg
= 3 site battle here. ]

§1 DERAR TLAHER

= Lose 3 energy = Put target ship here inits

owners hand. You may use this ability only

£ during your move phase. You can't use this
— ability the turn this ship comes into play.




As an additional cost to play this interrupt,
pay X energy.
= You cause attrition +X at target location
* where a battle is taking place.

Sword Wall

Ui Rectzuachi sworels provide defense s Wl Se

choose to either lose 2 energy or dismiss that®

asset.

ORDER (Lt

As an additional cost to play this order,
remove your target kizen from the game.

Retrieve X cards, where X is the energy cost of$

target. Remove this card from the game,

e LOFGREN

palr the vehie as S8
fafhureto your mastes DUt
¢ o coupling?”

Each time one of your vehicles here is E-
destroyed, you may put that vehicle on top of®
its owner’s used pile. You may use this ability
only once each turn.

ALLLS, BY DREW BAXER

perense &

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

This character may have two weapons
beneath it.

ALLUS, BY FRANCES TSAI

Piloting 2 (As long as this character is aboard a
ship, that ship is power +2 and tactics +2,)

= Pay 3 energy = Move target ship this character

your deploy phase.

is aboard. You may use this ability only during  £S&8

L

dy Defian afe wo S
Mealre.

Lose 3 energy = Invert this NoBot.

A3 @ + U0 3SNE) NOK SR
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CHARACTER » Kizen = Ikazucki » Unim

Tactics & DEFENSE

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

As long as this character has a weapon
beneath him, he can't be damaged.

IS, BT A9RAL LEE

Each time you play a character who has piloting
aboard this ship, you may invert this ship.

“BNIR5U 40K Woly spiey oMy meiq = ABiaua ¢ Aeq«
upjjewyn 31e) sajjp) - ueide)




ASSET (UNiT) 2 s INTERRUPT

i . i < 1 A 3 AV g 4 @ Reveal the bottom card of your reserve, note its
Quickdraw 1 (Add a - o each activated , B8 Dismiss this asset = If this unit is at a site, ! J

5 ; : : ;g destiny and putiton top of your used pile. Reveal
ﬁ::’;g;:; ':;gﬂo n beneath this character that make target pending drain here +3. i B the top X cards of your opponent’s used pile, where

y 1 d When you reveal this card for battle destin BA| o (is that destiny. Put target revealed card in its -
As long as }hls character hla‘s aweapon beneath /8 P lose 3 g’n ergy. y & owner’slost pile, and put the other cards on top of &
her, she is immune to attrition and each of your & ) : | your opponent’s used pile in any order.

drains here is +1.

RAR TINNER

This character is power +1 for each of your [R5 an additional cost to play this interrupt, %

& support icons. IR lose five cards from your hand. When this ship enters play, you may put

As long as this character is at a site, your BIF Putall of the cards from your used pilein 78 V- targetunitthat doesn't have piloting at this
opponent causes attrition —1 here for each of W' your hand. Wy * sector on top of its owner’s used pile,
your & support icons. § =1

TS, B STEPHEN ()

Jamon Interceptor

W Gingen s de desiried to combal
¢ of the filf,

iy 0) » Tenno « F

POWER 1 | TACTICS 3 DEFENSE 2

| Quickdraw 1 (Add a~ to each activated ability on i e 3 " Quickdraw 1 (Add a - to each activated

@ weapon beneath this character that already has ! : il i
atleastone) : When this ship is destroyed, you may putit 8 : ﬂﬁgﬁ; i QLN : CUCER
- ontop of its owner’s used pile.
. opponent has attrition remaining, this character is
= power +3 until end of turn.




Size 2, Transport 2

When you play this vehicle, you may put up
to two cards from hand on top of your used ;
pile and draw the same number of cards from #5&

your reserve, ' \ _

- Lose a stockpile asset from your hand =
Reduce your casualties in target battle here or
atarelated location by 2.

BT When this ship enters play at a sector where 4
WF" you have no support icons, you may search
#8 your used pile for a card and put it into your

hand. If you do, shuffle your used pile.

INTERRUPT

Your opponent causes attrition —4 in asite
battle where you have target weapon.

Piloting 1 (As long as this character is aboal

£ aship, that ship is power +1 and tactics +1.)

When this character is destroyed, you may
pay 2 energy. If you do, put this character in
its owner’s hand.

- Pay 5 energy = Put target other damaged
unit here in its owner's hand.

stockpile asset and this characteris at a site,
you cause attrition +3 here.




