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*FENN RAU

Reluctant Rebel

Before an enemy ship in your firing arc
engages, if you are not stressed, you may
gain 1 stress token. If you do, that ship
cannot spend tokens to madify dice while it

performs an attack during this phase.

Comms SHutTLE: While you are docked, your
carrier ship gains ™. Before your carrier ship
activates, it may perform a ™ action.

e“0ODD BALL”

5]

After you fully execute a red maneuver or

perform a red action, if there is an enemy

ship in your M, you may acquire a lock
on that ship.

CCc-2237

PLatep Huce: \While you defend, if
you are not critically damaged, change
1 3% result to a ¥ result.

. S

BTL-B Y-WING

0“ED|JI”

Payload Specialist

While a friendly ship at range 0-3

defends, it may roll 1 additional defense

die for each friendly bomb at
range 01 of it.

PLatep Huce: \While you defend, if
you are not critically damaged, change
1 3% result to a ¥ result.

* NORRA WEXLEY

Gold Nine

While you defend, if there is an enemy
ship at range 0-1, add 1 ¥ result to your
dice results.

1 6 3

ARC-170 STARFIGHTER
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*HERA SYNDULLA
Phoenix Leader

While another friendly ship at range 1-2

defends or performs an attack, during a

Modify Dice step, you may transfer 1 of

your focus tokens, evade tokens, or locks
to that ship.

Vecrorep THrusTERs: After you perform
an action, you may perform a
red «§» action.

3 8 @2

RZ-1 A-WING

* ARLIZ HADRASSIAN

n Blade

While you perform a ® attack, if you
are damaged, you may change 1 of your
& results to a 3& result.

While you defend, if you are damaged,
before the Madify Defense Dice step,
you must change 1 of your @ results
to a blank result.

BTL-A4 Y-WING

*HERA SYNDULLA

Phoenix Leader

While anather friendly ship at
range 1-2 defends or performs an
attack, during a Modify Dice step,
you may transfer 1 of your focus
tokens, evade takens, or locks to

that ship.

4 4

A/SF-01 B-wING

* COMMANDER MALARUS

Vindictive Taskmaster

While a friendly ship at range 0-2 performs
a primary attack, before the Modify Dice step,
if it has 1 or more blank results, that ship
must gain 1 strain token to reroll
1 blank result, if able.

. by i@
XFGLASS LIGHT SHUTTLE
©LFL ©FFG
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JEDI KNIGHT

Fine-runvep Contros: After you fully execute
a maneuver, you may spend 1 € to perform
a b+ or «O. action.

If you would fail a «b action by overlapping
another ship, you may resolve it as though you
were partially executing @ maneuver instead.

While you perform an attack at attack range O,
treat it as an attack at attack range 1.

Vecroreo TuRusTeRs: After you perform
an action, you may perform a red
+}+ action.

N Y
3 2 2

RZ-1 A-WING

While you perform an attack at attack
range 1, you must roll 1 additional
die. After the attack hits, suffer 1 3£
damage.

Networked Calculations: \While you
defend or perform an attack, you may
spend 1 calculate token from a friendly

ship at range 0-1 to change 1 @@ result
to an <} or ¥ result.

B\ S
3 *CAPTAIN OICUNN

While you perform an attack at attack
range 0, treat it as an attack at attack
range 1.

o1’ 4

VT-49 DECIMATOR
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4 * COMMANDANT GORAN

While you perform a primary attack, if
the defender is tractored, rall 1 additional
attack die.

At the start of the Engagement Phase, choose a
friendly ship at range 0-3 with a lower initiative
than yours. The chosen ship gains 1 evade token |l r b

and removes 1 non-stress red token. Piveovt Tractor Array: You cannot
rotate your @ to your @. After you fully
execute a maneuver, you may gain 1
tractor token to perform a &) action.

AutHorHrusTers: After you perform an action,
you may perform a red <2 or red «b+ action.

3 3

TIEAN INTERCEFTOR

After you perform an attack that hits, each

friendly ship with @@p on its action bar and

a lock on the defender may perform a red
a@p action.

Pivpoint TRacTOR ARRAY: You cannot
rotate your @ to your @. After you fully
execute a maneuver, you may gain 1
tractor token to perform a &) action.

While you perform a primary attack, if the
defender is tractored, you may reroll up to
2 attack dice.

Piveoint TRacTOR ARRAY: You cannot
rotate your @ to your @. After you fully
execute a maneuver, you may gain 1
tractor token to perform a &) action.
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E 4 E’ PETRANAKI ARENA ACE

]
g 2

Designed for the unique physiolagy of
Geonosian pilots, Nantex-class starfighters are
capable of manevuers that would rip most

ships-and pilots-apart.

The Petranaki Arena is a massive edifice on

of the Clone Wars

Pivpoint TRacTOR ARRAY: You cannot
rotate your @ to your @. After you fully
execute a maneuver, you may gain 1
tractor token to perform a &) action.

Piveoint TRaCcTOR ARRAY: You cannot
rotate your @ to your @. After you fully
execute a maneuver, you may gain 1
tractor token to perform a &) action.

g

3 4

E [ * ANAKIN SKYWALKER
4

After an enemy ship moves through or overlaps you,
relocate to its front or rear guides (you are at range
0 of this ship). You cannot overlap an object this
way. If you cannot be placed at either set of guides,
you and that ship each suffer 1 % damage.

After you fully execute a maneuver, if there

is an enemy ship in your ® at range 0-1 or

in your (), you may spend 1 €% to remove
1 stress token.

Five-runven ControLs: After you fully execute
a maneuver, you may spend 1 €% to perform

! EnGAGEMENT PHASE: At your initiative, each enemy
a+kor action.

ship at range O suffers 1 3% damage.

"
1;. H

2 3 3 3

Dewra-7B AETHERSPITE
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During the System Phase, you may gain
1 disarm token and choose a friendly ship
at range 1-2. If you do, it gains 1 tractor
token, then repairs 1 of its faceup Ship
trait damage cards.

Piveoint Tractor Array: You cannot
rotate your @ to your @. After you fully
execute a maneuver, you may gain 1

tractor token to perform a &) action.

After a friendly ship at range 0-2 spends a
focus token, you may spend 1 3. If you do,
that ship gains 1 focus token.

Fine-runvep Conmrods: After you fully execute
a maneuver, you may spend 1 € to perform

a +I+ or <94 action.

) () @) 8
e 3 3 3

Dewra-7B AETHERSPITE

.- .’i‘ .

'3 4

5 [ *«PLO KooON

4 [ * MACE WINDU

At the start of the Engagement Phase, you
After you fully execute a red maneuver, ";ay spend 1 D‘?QETF DhDSSB another f"B"dfly

e ‘3’ ship at range . If you do, you may transfer

e Al : 1 green token to it or transfer one orange
Fine-runvep Contros: After you fully execute |8 : t_D_Igen fm[niim_ yuurs_e_lf. :
a maneuver, you mey spend 1 € to perform > Five-runvep ControLs: After you fully execute
a b+ or «94 action. .
a maneuver, you may spend 1 € to perform

a <+ or <94 action.

.

12»"3 z» §
e 3 3 2

Dewra-7B AETHERSPITE

4 ,»‘-

2 3 3 3

Dewra-7B AETHERSPITE
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* AHSOKA TANDO

3]

After you fully execute a maneuver, you may
choose a friendly ship at range 0-1 and spend

1 €. That ship may perform an action, even
if it is stressed.

Five-runven ControLs: After you fully execute
a maneuver, you may spend 1 €% to perform
a+kor action.

s Al &
e 3 3 2°

Dewra-7B AETHERSPITE

After a friendly ship at range 0-2 reveals its

dial, you may spend 1 &%. If you do, set its

dial to another maneuver of the same speed
and difficulty.

Five-runven ControLs: After you fully execute
a maneuver, you may spend 1 €% to perform
a+kor action.

..
.;. H

B

Dewra-7B AETHERSPITE

— .+

4 [ * LUMINARA UNDULI

While a friendly ship at range 0-2 defends, if
it is not in the attacker's ™), you may spend
1 &». If you do, change 1 3% result to a ¥

result or 1 ¥ result to a & result.

Finve-runven ControLs: After you fully execute
a maneuver, you may spend 1 €% to perform
a+kor action.

Covi (@ B
e 3 3 2°

Dewra-7B AETHERSPITE

* BARRISS OFFEE

ol |

While a friendly ship at range 0-2 performs

an attack, if the defender is in its ™, you may

spend 1 &% to change 1 @& result to a ¥
result or 1 ¥ result to a 3 result.

Pa

Finve-runven ControLs: After you fully execute
a maneuver, you may spend 1 €% to perform
a+kor action.

Dewra-7B AETHERSPITE
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* MAJOR VERMEIL

While you perform an attack, if the defender
does not have any green tokens, you may
change 1 of your blank or <&@ results to a

¥ result.

While you defend, if the attacker does not
have any green tokens, you may change 1 of
your blank or & results to an ¥ result.

ControLLep AiLerons: Before you reveal ‘
your dial, if you are not stressed, you |
may boost.

ControLLep AiLerons: Before you reveal ‘
your dial, if you are not stressed, you :
may boost.

TIE REAPER TIE REAPER

After you move using your
ConrroLLep Aierons ship ability, you may

perform a o action. If you do, skip your 4
Perform Action step.

ControLLep Aierons: Before you reveal |
your dial, if you are not stressed, you :
may boost.

your dial, if you are not stressed, you
may boost.

TIE REAPER

TIE REAPER
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You may choose not to use your ApapTive
AILERONS.

You may use your ApAPTIVE AILERONS even
while stressed.

Apaprive AiLerons: Before you reveal

your dial, if you are not stressed, you
must boost.

TIE/sK BTRIKER

While you perform an attack, if you have 1 or
fewer damage cards, you may roll 1 additional
attack die.

Apapnve AiLerons: Before you reveal
your dial, if you are not stressed, you
must boost.

2 4

TIE/sK BTRIKER

While you defend, after the Neutralize Results |
step, if you are not stressed, you may suffer
1 damage and gain 1 stress token. If you

do, cancel all dice results.

Apaprive AiLerons: Before you reveal
your dial, if you are not stressed, you
must boost.

e 4

TIE/sK BTRIKER

L

@ BLACK SQUADRON ScOUT @

Aparnive AiLerons: Before you reveal
your dial, if you are not stressed, you
must boost.

2 4

TIE/sK BTRIKER
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After you move using your
Apapive AlLERONS, if you are not
stressed, you may drop 1 device.

Apapmive Aierons: Before you reveal Apaptive AiLErons: Before you reveal

your dial, if you are not stressed, you your dial, if you are not stressed, you
must boost. must boost.

TIE/SK STRIKER L TIE/SK STRIKER
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Setup: After placing forces, assign the
HunTeD condition to 1 enemy ship.

While you perform an attack against
the ship with the HuNTED condition,
you may change 1 of your @ results

to a ¥ result.
IMPERIAL

COMPOSURE

After you fail an action, if you have no

green tokens, you may perform a @

action. If you do, you cannot perform
additional actions this round.

* JUTRIDER

While you perform an attack that
is obstructed by an obstacle, the
defender ralls 1 fewer defense die.

After you fully execute a maneuver, if
you maved through or overlapped an
obstacle, you may remove 1 of your red

REBEL, YT-2400 Or orange tokens.

LFL OFFG

\ | |
=

During the System Phase,
you may spend 1 ¢ If

you do, each enemy ship in

your ® at range 0—1 gains
1 strain token unless it

chooses to gain
SEPARATIST OR SCUM, 1 jam token.
HUGE SHIP

e LANDO’S MILLENNIUM FALCON

1 Escape Craft may dock with you.

While you have an Escape Craft
docked, you may treat its shields as if
they were on your ship card.

While you perform a primary attack
against a stressed ship, roll 1

scUM, T :
sy e additional attack die.

- 1 |

* PROTECTORATE GLEB

After you coordinate a
friendly ship, you may transfer
‘ orange or red token to the
ship you coordinated.

IMPERIAL OR FIRST ORDER
OR SCUM
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* SLAVE |

After you reveal a turn (+1 or ) or bank
(% or 7) maneuver you may set your
dial to the maneuver of the same speed
and bearing in the other direction.

Add @ slot.
SCUM, FIRESPRAY-CLASS

PATROL CRAFT

LFL OFFG

* STALWART CAPTAIN

After you are destroyed, you are
not removed until the end of the
End Phase.

LFL OFFG

+C1-10P (ERRATI-E:I

After you fully execute a maneuver, you
must choose a ship at range 0-1. It
gains 1 jam token.

©LFL ©FFG.

STATIC DISCHARGE VANES

Before you would gain 1 ion or jam
token, if you are not stressed, you
may choose another ship at range 0-1
and gain 1 stress token. If you do, the
chosen ship gains that ion or jam token
instead, then you suffer 1 3 damage.

During the System Phase, you may |
spend up to 3 @ to launch that
many tracking torpedoes using the
[ 31, [t 4], and [7 3] templates.
Each device must use a separate
template. Then each device may
aquire a lock on an object you have
locked, ignoring range restrictions.

HUGE SHIP | This card's ® cannot be recovered. |

sV

GRAPPLING STRUTS (OPEN)

You ignore obstacles at range 0. You cannot)

perform 9. actions. After you reveal your
dial, if you reveal a maneuver other than a
[21] and are at range O of an asteroid or
debris cloud, skip your Execute Maneuver
step and remove 1 stress token; if you
revealed a right or left maneuver, rotate
your ship 90° in that direction. After you
execute a maneuver, flip this card.
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GRAPPLING STRUTS (CLOSED)

Setup: Equip this side faceup.

After you execute a maneuver, if you
overlap an asteroid or debris cloud
and there are 1 or fewer other friendly
ships at range O of that obstacle, you
may flip this card. If you do, you do not
suffer the effects of overlapping the
asteroid or debris cloud.

At the start of the
Engagement Phase, you
may spend 1 % and gain
1 deplete token to rotate
your @ indicator.
VULTURE-CLASS
DROID FIGHTER

«C1-10P
Y

Setup: Equip this side faceup § During an attack, before

a ship at range 0-2 ralls
After you fully execute a attack or defense dice, if all
maneuver, you may spend 1 ® of your €% are active, you
to perform a red +§ action, even may spend 1 €% and name
while stressed. a result. If the roll does not

During the End phase, if this a contain the named result,

; i the ship must change 1 die
I :
BEPUBLIC card has O active @), flip it. SEPARATIST \ to that result.

DEDICATED ] «4ZEB” ORRELIOS

While another friendly ship in your While you perform an attack at attack
® or @ at range 0-2 defends, if it is range O, you may spend focus tokens
limited or has the DEDICATED upgrade rg']a:lltthse'D\?I?i::uégfeﬁtiﬁ;[;?;;gk
and you are not strained, you may gain o U s efcackar ey epond
i sﬁgn?ﬁegf gh‘;?f b?:ﬁiﬁ:j{inder & focus tokens for their default effect to

REPUBLIC, CLONE ' . modify results.
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i 2 tE
FERROSPHERE PAINT

After an enemy ship locks you, if you
are not in that ship's @, that ship
gains 1 stress token unless it chooses
to break its lock.

LANDING STRUTS (CLOSED)

Setup: Equip this side faceup.

After you execute a maneuver, if you
overlap an asteroid or debris cloud
and there are 1 or fewer other friendly
ships at range O of that obstacle, you
may flip this card. If you do, you do not
suffer the effects of overlapping the
asteroid or debris cloud.

* LIRSA WREN

You can maintain up to 2 locks. Each
lock must be on a different object.

After a friendly ship at range 0-3 is
locked by an enemy ship, you may
perform a =2= action.

=

After a friendly ship reveals
a non-l0 =] maneuver,
you may spend 1 &% . If
you do, the chosen ship
reduces the difficulty of
that maneuver.
RESISTANCE

LANDINE STRUTS (OPEN)

("You ignore obstacles at range 0. You cannot)
perform «9s actions. After you reveal your
dial, if you reveal a maneuver other than a

[21] and are at range O of an asteraid or
debris cloud, skip your Execute Maneuver
step and remove 1 stress token; if you
revealed a right or left maneuver, rotate
your ship 90° in that direction. After you
execute a maneuver, flip this card.

¢
'w

BB ASTROMECH

During the System Phase,
you may spend 1 #® to
perform a <94 action.

RESISTANCE
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CONTRABAND CYBERNETIC

" Before you activate, you
may spend 1 @. If you

During the System Phase, do, until the end of the

round, you can perform
youﬁma}r spe‘rad. 1 @q.ED actions and execute red
perform a or

; maneuvers, even while
action. stressed.

This card's ® cannat

RESISTANCE be recovered.

LFL ©FFG
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