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Upgrade Slots

Expansion

| Shields | Defense Tokens . Firing Angle || Exposure || Offensive Value

- I * +
AruuweEiu?\;isugm gmpie | s | 54 |5 2 1 3 S ol e % e B2l2|2|2f 2 o | 1|t |o|ofi]|ofofofo]1|o|tfofofo|of o 0.00 (0.00 | 0.00
v
I
Arquitens-class E s | s fs 2 2 3 L NN 2)2|2{2f 2|01 |1]|o]|of1|1]o|ofof1]|of1]|ofo]afo]| 0 0.00 |0.00 [0.00
‘Command Cruiser QLo - . " .' .
I
oo e
Gladiator |-class Star [N LI
Boshore Empre | S [ 56 f5 2 2 3 oo NN alzf2|1f1|1]|1]|o0|o|of1]|1]|1|1|o]ojofofofofo|o] 0 725 | 110 [67.5 | 170 |147.5 180 | 1.16 |3.52 |0.54
nnns CAERE
e e
¥ i
Gladiator Il-dlass Star Empire s |62 s 2 2 3 i M M M sl2f2{1f 1|1 |1]|0|o|of1]1|/1]1|ofo|o]ofo]ofo]|0]| 0 72.5 | 110 |67.5 || 170 |147.5| 180 | 1.16 |2.64 |0.54
nnns CEERE
G”Zé‘"“'ma” Empire | SF | 23 f 3 1 2 2 - e B1l1|1|1fo|o|1]|o|1]of1]|o|ojo|1|oflofof1|oflofo]| 0 0.00 |0.00 |0.00
ruisers i
Wi
Gozant Class Assault Empre | SF | 28 § 3 1 2 2 T . - 11|11 fo|o|1]o|1 of1lo|o]ol1]|o]olof1|o|o]o] 0 0.00 {0.00 | 0.00
Wi
Gozant Glass Separatists | SF | 27 | 3 1 2 2 T e Bela|1|1folo]1|o|1]|oft]|o]1]ofo]of1|olo]o]ofo] o 0.00 {0.00 | 0.00
1[0
ol b,
Imperial I-class Star [ wole
Bostoyer Empie [ L | 110 f 11 3 4 4 i b JHelsls2f 2o |1 |o|ofifof1fof2]1[1lojofo|of1]o0 725 |97.5 |92.5 [ 215 [ 135 | 210 | 1.74 |1.56 |0.00
i wole e
B N
’ i
\mper;\e!"rg;:sw Empire L | 120 11 3 4 4 il e al3laj2f2|1]|o|1]|0o|0of1|of1|of1]|1]1]1]o]o]|o|1]| 0 725 |97.5 92,5 | 215 [ 135 | 210 § 0.00 0.00 |0.00
1[0
Imperial Star e NS N
Destroyer Cymoon 1 Empre | L | 112 f 11 3 3 4 M JHel3ls|zf 2o |1 |o|oft]of1|oft|2fofofofo|1[1]o0 7255 |97.5 |92.5 | 215 [ 135 | 210  0.00 |0.00 |0.00
Refit 00
-
AR
Imperial Star e B
Desimeyor gt Refit Empre | L | 112 f11 3 2 4 o . JHel3lszf 2o 1o o frfofr|1|t]of1|1|ofofof1]o0 725 |97.5 |92.5 [ 215 135 | 210 | 1.74 |1.56 |0.74
nnns RAEREEN
b
3
Interdictor Supression Empre | M | 90 fo 2 2 5 i sl2f2l2f 1|1 |o|2]o]ofi]1|olo]|1|ol1]|o]ol2]o|0] 0 0.00 {0.00 | 0.00
1[0
R
Interdictor Combat gmpre | M | 93 o 2 2 5 - Helzlz22 ol 2]o|oftf1]|ofo]r|oft|ofof1]|o]o]0 0.00 {0.00 | 0.00
1[0
g
Lo
Onager-class Testbed empie [ L | 96 fof 3 1 3 ok e Us|z2|2|tf | |ofofo|1 fr]1]2]|o]|o]o]ojofofofofof 1 0.000.00 |0.00
v
1 .
L[] .
N
Onager-class Star Empie | L | 110 J 10 3 2 3 clel s|2|2[1f 1| 1]0o]o|o|1Qilo]2]o]o|1]|o|ofofofo]o]| 1 0.00 [0.00 | 0.00
Destroyer me aatrItx .
oo
1[I0 N
Quasar Fire l-class i
B e empre | M |54 f6 2 4 2 i 2(2(2|1f 1|1 ]|o]o|o|of1]|o|1|of2|ofofofofofo|1]0 0.000.00 |0.00
[
Quasar Fire Il-class I . .
Cruiser-Carrier Empire M 61 6 2 4 2 1 . 212121 1 1 o o o 0 1]10{2fo0of1fo|0|OfOfO]|O 1 0 0.00 {0.00 (0.00
DE
I
Raider I-class ! .
Corvette Empire s |4 R4 1 1 2 TN ol ' f2|2(2|2fo|1|2]|0o|o|ofoj1|1|1]|ofojo]ojofofo|o]| 0 72,5 97.5 925 |} 215 | 135 | 210 § 1.16 |0.78 | 0.00
-] M
i
Raider ll-class 0L
oot empre | S |48 f4 1 1 2 T RN Hz2l2)2|2f o1 |2 oo |ofo|t|of1|of1fofojofo|ofo] o 725 |97.5 |92.5 | 215 | 135 | 210 058 |0.78 |0.00
nnj- M
oo foe
stor Droadnoucht IR NN 33 0.00 000 |0.00
ar Dreadnough v [ ||
Command Prototype Empire H 220 22 4 5 4 6 2 2 2 0 2 0 0 3(of1fof1|1|1|ofofO|2 1 o
GRS . 3|3
oloe
vofoe
Y + 33
0.00 |0.00 | 0.00
Star Dreadnought E H | 250 f22 ] 4 5 4 Mg Ak 6 2Q2|2 0|2 0|ofs|of1]of2]|2]2]ofofo|o|1]|o0
Assault Prototype mpire EREE T T
3s
K
oo oo
ERN MM 5(5
¢ 0.00 {0.00 (0.00
.
EX“'CD“:E“;;};’U‘FL;(SW empie | H | 381 Jasfl 4 6 5 LR L 6| | lafl2|2|of2|o|ofaloft1|oft][1]|1]o]ofo]a|1]o0
bofoa | 4|
E 5(5
oloe
"
M o l® 000 [0.00 0.0
Executor ll-class Star LR P O M
Dreadnought Empire H a1 33 4 6 5 61——3 2 2 o 2 o 0 4|0|1|0f2f2|2]|0|0f0]|1 1 0
o e R
.
v oo slg
: v
Victory I-class Star e
Destroyer Empire M 73 8 3 3 4 | L > . 3(3(3|1 2 1 o o o o 11011 [1|0o|1]|0f0fO]|O 1 0 105 | 85 | 85 225 | 140 | 225 §2.52 [0.68 |0.00
oo e
|
Victory Il-class Sta N
ctory li-class Star Empire. M |8 §s 3 3 4 oo 3|3|3|1f2|1]|0|0o|o|of1|of|1|o|1]|1|1][o|ofo]|o|1]| 0 105 | 85 | 85 || 225 | 140 | 225 § 0.00 |0.00 [0.00
Destroyer | B
i
ol o
Victory |-class Star Republic | M | 75 8 3 3 4 I L N 33|a{1f 1|1 |ofo|o|1f1|1]1]|2]1]o|ofo]ofo]o|o]| 0 105 | 85 | 85 225 | 140 | 225 § 2.52 |0.68 |0.00
. IR
8
i
AssaultFrigate Mark Rebel | M |81 f6 3 2 4 i 4f3|aj2f 1|1 |1 [o|o]|of1|of1|ofr]{1]|of1]|ofofo|1]0 67.5| 110 (725 || 145 | 145 | 195 J 0.00 {0.00 |0.00
1]
8
i
AssaultFrigate Mark Rebel | M |72 f6 3 3 4 i N R 4l3|aj2f 1|1 |1 [o|o]|of1|of1|oft|{1]|of1]|ofofo|1]0 67.5| 110 (725 || 145 | 145 | 195 J 0.00 {0.00 |0.00
1[0
It
[ N
CR90 Corvette A Rebel | S |44 R4 1 1 2 inn A M I 2(2f2|1f 1 |o|2]o|o|of1|1]|ofofo|1|of1|ofo]o]o] 0 85 | o5 | 85 250 [137.5) 170 0.00 |0.00 |0.00
nnne




mll Upgrade Slots
F—
v
I
[t
CR90 Corvette B Rebel | s | a0 4 1 1 2 A 2|2f2[1f 1 |o|2|ofo|oft|1]o|ofofof1|1[o]ofo]o] o 85 | o5 | a5 250 [137.5( 170 f 0.00 [0.00 [0.00
W
GRe75 Medum Rebel | sF | 18 3 1 2 2 DR - ettt olo|t]o]|t]|of]ofoloft|o]ofo]|1]o|ofo]0 0.000.00 |0.00
ransports [T

GR-75 Combat I

AR, Rebel | sF | 24 3 1 2 2 o - 1{1f{1{1fofo|1|o|1]|oft|ofofo|t|ofoo|r]ofo]o] 0 0.00 [0.00 |0.00
Wi
Hammerhead -y
Torpado Conette Rebel | s |36 5 1 1 2 i e o lzrft|1 g fo|1]|1]|o|of]|o|1|1|1]|ofofofofofo]|1]| 0 0.00 [0.00 |0.00
.
i
e
Hammerhead Scout Revel | s [41 §5 1 1 2 i 2011|1101 |1]|o]|oft1|of1|oft][1]|ofo]ofo]a|1]o0 0.00 (0.00 | 0.00
Wil
o SECECER
MC30c Scout Frigate Rebel | s |60 ffa 2 1 3 boloel® 3|s|3j2f2|0o|2[o|o|oft|of1|[1|o|1]of1|o]o]ofo]o 625 (1125|725 |1 135 | 145 | 210 | 1.00 |2.70 058
Qo]0 . . .
o=
Ol
MC30c Torpedo Revel | s |63 f4 2 1 3 bopel’, 3l3|aj2f2|o|2|o|o|of1|of1|1]of1]|of1]|ofo]ofo] 0 62,5 [112.5(72.5 [ 135 | 145 | 210 J 1.00 |2.70 |0.58
igate ann PR
o=
o
Mere Armored Rebel | L | 104 fo 3 3 4 IR als|sfaf 1|1 |of2]o|oft]oft|1|1]|1][t|[1|o]o]o|1]0 0.00 [0.00 |0.00
uiser e N ol
nnEN B
0 vo oo
VT8 Otdnance Rebel | L | 100 fo 3 2 4 volool* |« Qals|afsh 1|1 o]2|o|oft]|of1|2[1]|o]o|tfofofo|1]o0 0.00 [0.00 |0.00
ruiser e a . . M
noEN B
T
MC80 Command Rebel | L | 106 |8 3 4 4 ! R Belele|3h2] o1 ]ofoftfr]|ofo]r|1][1|1]ofo|o]o]o0 57.5 [122.5/57.5 [| 145 [162.5] 145 J 0.00 |0.00 [0.00
1[0
b feefen
MC80 Assault Rebel | L | 114 f8 3 3 4 o ofeelee alajajsf2|1|o|1]|0o|of1|1]ofofo|t|[1|2|0o]o]0f0]0 57.5 [122.5/57.5 [| 145 [162.5] 145 J 0.00 | 0.00 [0.00
1
ooem
.
MC80 Star Cruiser Rebel | L |9 8 3 2 4 " v fsl2|2|2f 1|20 |o|o|oft|r|1|ofo|2[1|o|o]o|ofo] o0 0.000.00 0.0
i
MC80 Battle Cruiser Rebel | L | 103 §8 3 2 4 —— o ofs|2|2|2f 1| 2]o0|o|o|oft|1]|1]|o|o|2]|1]|ofofofofo] 0 0.00 [0.00 |0.00
[
.
Modified Pelta-class . . . . .
‘Assault Ship Rebel | s | 56 5 2 1 4 i M AR AR AR alz|2(1f 1| 1|1 ]o]o|of|1]of1|ofofofofofo|1|0]0 0.00 [0.00 |0.00
[ M
Modified Peta-class .
Command Shi Rebel | s |60 5 2 3 4 i D A R A 3lz|2(1f 1| 1|1 ]o]o|of1|1]ofof1]ofofofo]o|1|0]0 0.00 [0.00 |0.00
I M
' me B
Neb“";g;ém" Revel | s |57 §5 2 2 3 an- DR 3l1|1{2fo|2|1|o|o|of1|1]o|ofof1]|ofo]ofo]o|o]| 0 55 125 | 55 1135 | 155 [ 135 0.0 [0.00 |0.00
1[0
' e
Nebulor B Support Revel | s |51 §5 2 1 3 o AR sl1|1{2fo|2|1|o|o|of1|1]o|ofof1]|ofo]ofofo|o] 0 55 125 | 55 1135 | 155 [ 135 f 0.00 [0.00 |0.00
.
1 [T
.
Starhawk-class LR M .
Battieahip Mark | Rebel | L | 140 f1aff 4 3 4 i 6|afaj2f 1|1 |o|1]o|1f2]oftfof1]|1]1|olo]ofof1]1 0.00 [0.00 |0.00
o e e
N
Starhawk-oass Rebel L | 150 f14 4 3 4 el [ We|ala|zf |1 |o]1]|o|1f2fof1|o]t]|1|1]ofofo|of1]1 000 [0.00 0.0

Battleship Mark Il [

Acclamator I-class - . )
Nosault Ship Republic | M | 66 | 7 3 3 4 s CON N PR U EAEACIEY IR ECH KCH ORI BN RN ERES ERCH CACHCRCHRRRCN [+ 0.000.00 |0.00
1[0
) Tlee b o Cione,
“”}j::‘u‘;:gh‘ff“ Republic | M | 71 7 3 3 4 Tl | |0 [ ofel2|2]2) 1|1 [ofofo |t frfo]i|t|o|1]o|tfofofo|ofo0 Sombera, 0.00{0.00 | 0.00
SHITE DN ransp
i
. [
C"”s“‘a’a‘ifj”"‘e" Republic | s | 37 f 4 1 1 2 il R 2(2]2{1f1|o|1]|1]|0o|of1|1|o|1|ofo|o|1|ofofo]|0]| 0 2 0.00 | 0.00 | 0.00
'S - .
njnfn
i
Consular-class [
oo ov0 Republic | S | 45 |4 1 1 2 T ol o f2|z2]2|tf 1 {o|1|1]o|oft|t]ofol1]1]ofo|o]o|ofo]| 0 f ceme 0.000.00 |0.00
[l
PE“E"C‘EZZJ‘E”SW" Republic | s |45 |5 2 2 4 ”: e Pl Belz|2[ oo o ft|1]ofofojofoft|1fofo|of o [ oo, 0.00 (0.00 | 0.00
.
Pelta-class Medical [l Clone,
i Republic | s | 49 |5 2 2 4 . A slz2|2(1f 1] 1|1 ]0o]|o|ofi|1]|ofof1]|ofofof1|o]|o|o| o} Sere 0.00 000 |0.00
- L3 r " .
venalg;ls}mjsm Republic | L | 90 o 3 3 4 IO 2 alsfajzf 1|1 o] 10| 1 fr]of1|t1]1[1]o]ofofo|1|1]| o [JOinered 0.00 {0.00 | 0.00
nnan RINNE
i B
Venator llclass Star Republic | L | 100 f o 3 5 4 i M o lelslsl2f 1ot fo| 1 Qrfoft|t|1|t]of1]ojofo]1| o J e 0.00{0.00 | 0.00
Bombard
i . .
-1 B
V"/"a‘“'""i‘szfs‘a' Empie | L | 100 |9 3 3 4 i A *Belslsl2l i1 fo| 1ot fifo]|1|2]o]1|o]1|o]o|ofo]| o [ Eomeen 000 [0.00 0.0
noEn B .
R
Hﬁ}‘:;:!pﬂf‘fs Separatists | S | 47 | 5 1 2 3 i - sfaf1]2f 1|1 |1]o|o|of2]|1|ofofojofofof1]o|o|o]| 0 f e, 0.00 {0.00 | 0.00
Wi
2l
Hardcell dass Battle Separatists | s | 52 5 1 1 3 Tl [ oo - B3faltlz | [t o fo|oft|ojoloft|1]oltfofofo|of o | e 0.00 |0.00 |0.00
nji M
. == RS Orold,
Providence-class Separatists | L | 105 | o 3 4 4 - o lon e s(als|2f 1|1 |o|1]o|1f1]of1|1|[1]1|2]ofo]o]o|1] o0 J comms 0.000.00 0.0
9 - O RS . Support
Wi
. = A Orold.
Providence-class Separatists | L | 105 | o 3 4 4 . o offs|s|s|2f 1|1 o] 1ot frlofo|1|1]1]1|1]ofof1[0]| o | eombars 0.000.00 0.0
TR [ee]oo] o Transport
Wi
Providence-class e Comens.
i Rebeis | L | o5 fo 3 2 4 . . ooflsiafaj2l 1|11 ]ofo|1f2|2|2]|o|2|o]|ofofofofo|of o f o= 0.000.00 |0.00
W lee|en] e
1[0
Munificent-class Separatists | M | 70 f 6 2 3 4 0 MM alalalel v ololo|a Balilololt]t]1]o]olo]o]o]| o | e 0.00 {0.00 | 0.00
Comms Frigate ROSStEt i el el Comms.
o e
T Droid,
Munfcent lss Star soparatss [ M | 3 fo ]l 2 | 2 4 " clo s Relslslzl | Te oot Ralalofofol ]| lofofo]o]| o | s 000{000 {000
rigate miv KR Transport
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on .M m_nm Defense Tokens Upgrade Siots Firing Angle || Exposure || Offensive Value
N B Mllﬂﬂﬂlnﬂl,ﬂ INSRICIRA]20 v 4P <>l lafr] v 4 far] v |
o Separatists | L | 85 J 8 3 2 3 I oK 3(3(3|20 1 | 1|1 [0[0]1 Droid 0.000.000.00
estroyer m! Vileelee] e
of .
Recusant-class vo el :
Support Destroyer Separatists | L | 90 f 8 3 3 3 OIS AN dslsls|2f 1|1 |ofo|1 fr]|of1fofz|1|ofofolofo|1]| 0 Droid 0.000.00 0.0
1 [1]-




TIE Advanced Empie | No | 12
. ) \While atacking each of your critcal cons adds 1 damage
Darth Vader Empire | Yes | 21 1o the damage total
« Tempest Squadron | Empire | Yes | 13
While aftacking, you may choose anofher friendly
+ Zertik Strom Empie | Yes | 15 squadron at distance 1. If you do, that squadon suffers 1
damage and you may reroll any number of attack dice.
TIE Bomber Empre | No [ 0 |
Friendly squadrons at distance 1 can attack enemy ships
« Major Rhymer Empire | Yes | 16  close-medium range using al dice in thei battery
o ; While a friendly ship s attacking a ship at distance 1 of
Captain Jonus Empire | Yes | 16 you, it may change 1 die to a face with an Accuracy icon.
- Gamma Squadron | _Empire_| Yes
TIE Fighter Empire | No
While another friendly squadron with SWARM at distance.
« "Howlrunner” Empire | Yes | 15 s attacking a squadron, it may add 1 blue dice to ts
o0l
 Mauler” Mi . After you move, each squacron engaged with you suffers
‘Mauler” Mithel Empire | Yes | 16 i
i ) While an enemy squadron is engaged with another
Valen Rudor Empie | Yes | 13 uadron, it cannot aftack you
+Black Squadron |  Empire | Yes
TIE Interceptor Empie | No | 11
After @ squadron you are engaged with performs a non-
+ Soontir Fel Empire | Yes | 18 COUNTER attack, it suffers 1 damage i it did not attack
. Ciena Ree Empire || Yes || 17 W you re defending, e tacks reated a5
+ Saber Squadron | Empire | Yes | 12
© Vult Skerris Empro | Yes | 18 Duting e Squadion hase. you cannot ke non-
Agressor Assault ’
Fonter Empire | No | 16
. ’ Youignore the ESCORT and COUNTER keywords on
1688 Empire | Yes | 21 o
‘Alihe star of he Squadron Phase. you may (oggle your
164 aciivation sider to the actvated side. If you do, you may
1G-888 Empire | Yes |J2d rform an anti-squadron attack against each enemy
squadron a distance 1.Treat thes attacks as obstructed.
Firespray-31 Empie | No | 18
. ; When you activte, choose 1 enemy ship or squadron at
Boba Fett G || %= distance 1. That ship or squadron suffers 1 damage.
During your activation, instead of attacking, you may
. ’ toggle the activation sider of 1 squadron at dstance 1 to
Hondo Ohnaka Empire | Yes (B the activated side. If it was already activated, you may
place it anywhero at distance 1 of you.
JumpMaster 5000 | Empire | No | 12
. } When another friendly squadron i atdistance 1- 2 it has
Dengar Empire | Yes | 20 COUNTER 1, or increases its COUNTER value by 1.
[While you have a readied defense token, you gain Escort
. Afte defending against an attack, if you discarded a
Tel Trevura Empire | Yes | 17 defense token, you may recover up to 3 hull (even if you
would be destroyed).
YV-666 Empie | No | 15
While attacking, ifyou have 6 or fewer hull points
* Bossk Empire Yes | 23 remaining, you may add1 blue die set to the accuracy
icon to your atack pool.
When an objective token at distance 1-2 and not on an
. ’ obstacle is moved or removed from the play area, you
Moralo Eval Empirs. | Yes| g may move up to a distance 1 and attack as f you were
TIE Defender Empire | No | 16
. Maarek Stele Empre | Yes | 21 Wl atacking. youmay change 1 di 0. facowiha
. ’ While attacking a urique squadron, each of your Crit
Darth Vader Empire | Yes icons adds 1 damage to the damage total,
TIE Phantom Empie | No | 14
Afer defending against an attack, if you spent a defense
+ "Whisper" Empire | Yes | 20 ‘oken, you may move up to distance 1, even if ou are
engag
Lambda-class Shuttle | Empire | No | 15
During your activation, instead of attacking you may
. ’ choose 1 friendly squadron at distance 1-2. That
Colonel Jendon Empire | Yes | 20 squadron may perform an attack (even if it has already
ivated
VT-49 Decimator | Empire
Wl tacing, you may spond { doersa e o ok
. ’ er of dice in your attack pool
Morna Kee B aciate you may fecover one ofyour rcarded coense
tokens
Mandalorian Gauntlet | e | no | 20
. Gar Saxon empre | ves [123 i an ey s i i o Rty st st
When you are chosen [0 aciivate by a Squadron
command, after the activation is resolved, choose up to 2
+ Fenn Rau Rebel | Yes | 24 non-unique squadrons at Distance 1. The chosen squads
may acivate as f they were chosen by the Squadron
mmand.
A-Wing Rebel No "
B You are not prevented from moving or attacking ships
Tycho Celchu Rebel | Yes | 16 v g o
. e perominga Couior atak,cach Cial con
Shara Bey Rebel | Yes | 17 1 damage o the damage tofal.
. Whio periorminga Counlor aack, oach Crial con
Green Squadron Rebel | Yes | 12 SRRl
B-Wing Rebel | No | 14
While attacking a ship, fthe defending hull zone has no
+ Keyen Farlander Rebel | Yes | 20 shields, you may reroll any number of dice in your attack
pool
While aftacking a squadron, you may spend 1 biue die
+Ten Numb Rebel | Yes | 19 with a Critcal icon. If you do, sach other enemy squadron
at distance 1 of the defender suffers 1 damage.
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Armament Defense Tokens Keywords
Squadron Name Faction  Unique Points [ Speed Hull Swarm Assault Special Ability Expansion Pack
sowon sip [] oo some e fomoer (46 Cloak nter [46con (47147 vy 47161 47: Roay 900 47 Sipe Statogo e AU adept AIAS LB Dodge Soou Soreen
- Dagger Squadron | Rebel | Yes | 15 | 2 |5 ‘. oo | o v v Gorellian Confiict
X-Wing Rebel | No | 13 1 3 |5 . o oo v v
 Luke Skywalker Rebel Yes | 20 3 |5 . 2 0 0 v v While attacking a ship, ‘ff.;?;i defending as having no @
. N While attacking an activated squadron, you may add 2 Rebel Fighter Squadrons
Wedge Antilles Rebel Yes | 19 3 |5 2 o o v v e dice to your attack pool. Expansion Pack
Before a friendly squadron with Escort at distance 1
suffers damage during an attack, you may reduce the
+ Biggs Darklighter Rebel Yes 19 3 5 . 2 0 o v v total damage by 1. If you do, choose a friendly squadron Corellian Conflict
with Escort at distance 1. That squadron suffers 1
+ Rogue Squadron Rebel | Yes | 14 | 3 |5 . oo | o v v Corellian Conflict
. When you are activated, friendly squadrons at distance 1
Hera Syndulla Ree Ve 2 e & M 2 © @ 4 4 that have Escort gain Adept 1 until the end oft the round. R P R e e
.
Y-Wing Rebel | No | 10 I 3 |6 . o | o | o v v
When a squadron you attack suffers at least 1 damage,
"Dutch® you may toggle its activation slider to the activated side. If Rebel Fighter Squadrons
Dutch” Vander Racel 2 || 1D 2@ M 2 © ® 4 & it was already activated, it suffers 1 additional damage Expansion Pack.
inst
. Friendly squadrons with Bomber at distance 1 gain:
Norra Wexley Rebel | Yes | 17 | 3 |6 . 2 | o | o v e The Setencing ol ora losas s ahic” Corellian Confiict
+ Gold Squadron Rebel | Yes | 12 | 3 |6 oo | o v Corellian Confiict
HWK-290 Rebel | No | 12 1 3 |4 oo | o 2 v
. While a friendly ship at distance 1-2 is defending, it can Rogues and Villains Expansion
Jan Ors e Ve £s E 4 M il i @ z 4 spend your defense tokens. Pack
While attacking a ship, you may spend 1 die with a Gt
« Kanan Jarrus Rebel | Yes |19 | 3 |4 2 | o | o v v v icon. Ifyou do, the defender gains 1 raid token of your [ Repelion ofthe Rim Campaign
ooy Expansion
Scurrg H-6 Bomber Rebel No 16 3 6 . 0 o 0 v v v
. Blue Critical: If the defender is a ship, you may choose Rogues and Villains Expansion
Nym Rebel Yes 2 3 6 . 2 0 0 v v d discard 1 of its defense tokens. Pack
Once per activation, while a riendly ship is attacking a
. ship at distance 1 of you and you are engaged by 1 or Rebellion of the Rim Campaign
Malee Hurra Reel Ve “ g © 2 © C 4 4 fewer squadrons, the attacker my spend 1 die to change Expansion
1 die to a face with a Crit icon.
YT-1300 Rebel No 13 2 7 0 0 0 1 v
. Atthe start of the Ship Phase, you may activate as ifyou [ Rogues and Villains Expansion
Han Solo Rebel | Yes | 26 3|7 . 2 0 o v v were activated by a Squadron command Pack
[While attacking, you may discard a defense token to set 1
die to any face. That die cannot be modified again. While
- Lando Calrissian Rebel | Yes | 23 3 |7 ‘ 2 0 0 v v defending, you may spend 1 of your defense tokens to | IRebellion of the Rim Campaign
force the attacker o re-roll one or more dice of your B
choice.
YT-2400 Rebel | No | 16 | 4 |6 . o | oo v
. While attacking, you may reroll 1 die for each enemy || Rogues and Villains Expansion
Dash Rendar Rebel Yes | 24 4 |6 M 2 0 o v v squadron or ship at distance 1 Pack
At the start of the Squadron Phase, you may toggle your
« Mart Mattin Rebel | Yes | 22 | 4 |6 . 2 | o | o v v activaton siider (o the actvated side.If you do, you may [jtSREPellon CERE M Campaign
place 1 proximity mine token at distance 1. S
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. Rebel Fighter Squadrons Il
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“Axe Republic | Yes | 17 f 3 |5 . 11| o v v damage during an atiack, you may spend 1 defense Galactic Republic Fleet Starter
token {0 reduce the total damage by 1
. After you perform an attack, you may move up to distance Republic Fighter Squadrons
Kickback Republic | Yes | 16 3|5 M 2 o o v v 1, even if you are engage Expansion Pack.
ARC-170 Squadron | Republic | No | 15 -2 |7 oo | o v 1
+ Odd Ball ARC-170 While attacking, if you moved during this activation, you Republic Fighter Squadrons
Squadron EeRblicy) Yes (N3 e 7 . U i U may reroll up to 2 dice. Expansion Pack.
BTLB Y.wing Republic | No | 10 f 3 |6 oo | o v v
quadron .
+ Anakin SKywa\Kev
AV o During your activation, you may spend 1 defense token to [§ Republic Fighter Squadrons
BTL-B Yowi Republic | Yes | 19 3 |6 2 o o v v 2 ignore engagement until the end of your activation. Expansion Pack
Sauadon”
* Matchstick BTL-B Y- While you are unengaged, friendly squadrons with Rebel Fbghlar Squadrons Il
wing Squadron ol | | ¢ O] N 2 e & 4 Bomber at Distance 1 gain Rogue. Expansion
Delta-7 Aethersprite | ‘gopipic | No | 17 4 |a 0 0 0 2 1 1
Squadron
.
After you move, you may choose another friendly
« Ahsoka Tano Delta-7 squadron at distance 1. That squadron performs an Republic Fighter Squadrons
Aethersprite Squadron [IRCROCUGHY Yes (825 ¢ B L i ® 2 4 U attack against an enemy squadron at distance 1 with an Expansion Pack
. ‘anti-squadron armament of 2 blue dice.
+ Luminara Unduli While an enemy squadron at distance 1 is attacking an o Fi
Delta-7 Aethersprite | Republic | Yes [ 23 f 4 |4 1 1] o0 2 1 non-unique, friendly squadron, the aftack is ireated as BEpRbicHiohterSqlacions
Expansion Pack
Squadron N
. When you spend a defense token, you may discard i, If o F
Kit Fisto Delta-7 Republic | Yes | 26 4 |4 2 0 0 2 v 2 you do, reduce the total damage by 3 instead of resolving [l [RePUBIi Fighter Squadrons
Aethersprite Squadron that token's effect. Expansion P
.
 Plo Koon Delta-7 Non-riaue ey squadrons wiot countr at Republic Fighter Squadrons
Aethersprite Squadron | RCPUBlie | Yes |24 T 4 |4 U L ® 2 2 ance 1 gain counter Expansion Pack
.
While aftacking a squadron during your activation, at the
+ Anakin Skywalker end of the Resolve Damage step, you may choose up to
Delta-7 Aethersprite | Republic | Yes | 24 4 |4 . 1 1 0 2 2 1 2 enemy squadrons at distance 1 of the defender. If the Rapid Reinfocements |
uadr R defender was damaged, the chosen squadron suifers 1
Vulture-class Droid R
o Saundron | Separatists | No | 8 4 fa ', oo o 1 1
" Hoor Chall Protot Before an enemy ship or squadron at distance 1 moves,
o ‘ao Ia 50 ot ydpes Separatists | Yes | 16 4 |3 . N 1 1 0 1 1 you may perform an attack against that ship or squadron || Separatist Alliance Fleet Starter
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« DFS-311 Vulture-

While you are defending, if the attack is obstructed, you
may force the attacker to reroll 1 die of your choice:

class Droid Fighter
Squadron
Belbullab-22 .
Squadron Wave Nine

. . While attacking a ship or squadron with no readied
IGeneml Grievous Jdefense tokens, each of your Crit icons adds 1damage to
Belbullab-22 Squadron the total.

Belbullab-22 Starfighter
Squadron

Droid Tri-fighter
Squadron

Wave Nine

- Phiac-Arphoce-
Prototype Droid Tri-
fighter Squadron

After an enemy squadron ends its activation at distance
1, that squadron suffers 1 damage.

« DIS-T81 Droid Tri-

fighter Squadron Your attacks cannot be obsiructed.

Hyena-class Droid

Bomber Squadron

* Baktoid-Prototype While attacking a ship, if another friendly squadron with

Hyena-class Droid bomber i at distance 1 of the defender, you may change
Bomber Squadron 1 die t0 a face with an Accuracy ico

- DBS-404 Hyena-class. While attacking, if you are touching the defender, you

Droid Bomber v v 1 may suffer 1 damage to add 1 die to your attack pool of a

Squadron Color that s already in your attack pool.

Wave Nine




Compartment Fire
Crew Panic
Blinded Gunners
Comm Noise
Life Support Failure
Damaged Controls
Injured Crew

Faulty Countermeasures
Power Failure

Ruptured Engine
Targeter Disruption
Shield Failure

Projector Misaligned
Point-Defense failure
Thruster Fissure

Coolant discharge
Capacitor Failure

Thrust Control Malfunction
Damaged Munitions
Depowered Armament
Disengaged Fire Control
Structural Damage

12
34
56
7-8
9-10
112
13-16
17-18
19-20
21-22
23-24
25-26
27-28
29-30
31-32
33-34
35-36
37-38
39-40
41-42
43-44
45-52

Crew You cannot ready your defense tokens

Crew Before revealing your command dial, discard it with no effect, or reveal it, but take one damage

Crew You cannot spend Accuracy rolls while attacking

Crew Your opponent may either reduce speed by 1 or choose a new command on your command dial, then flip face down
Crew Discard all command tokens, you may not have any command tokens

Crew When you overlap a ship or obstacle, deal a face down damage card to your ship (in addition to all other obstacle effects)

Crew Choose and discard 1 of your defense tokens, then flip this card facedown

Ship
Ship
Ship
Ship
Ship
Ship
Ship
Ship
Ship
Ship
Ship
Ship

You cannot spend exhausted defense tokens

Your engineering value is reduced by half, rounded down

After you execute a manuever, if your speed on your speed dial is greater than 1, suffer 1 damage

While attacking, you cannot resolve critical effects

‘Your opponent may choose up to 2 hull zones, each of those zones loses one shield, then flip facedown.

Your hull zone with the most remaining shields loses all of its shields, if multiple are tied, choose between the tied hull zones, then flip this card face down
When attacking a squadron, before you roll your attack pool, remove one die of your choice

‘When you change your speed by one or more, suffer one damage.

Only one attack you perform each round can target a ship

If a hull zone has no remaining shields, you cannot recover shields in it, nor move shields to it, if that hull zone is defending, you cannot spend redirect tokens.

The yaw value for the last adjustable joint at your current speed is reduced by 1.

When attacking a ship before you roll your attck pool, remove 1 die of your choice.

You cannot attack at long range

When declaring the target of an attack, you cannot choose a target against whom the attack would be obstructed.
Deal an additional damage card to this ship, then turn this card facedown.

Crew Cards 30.77% 16/52
Ship Cards 69.23% 36/52



[1] Blue critical: Cancel all attack dice to deal 1 faceup damage card to the defender."
[2] This card is exclusive to the Core set.

[3] While attacking at close-medium range, you may spend up to 2 shields from any of your hull zones to
add the same number of blue dice to your attack pool.

FAQ clarification:

If this ship spends two shields, it may take
both from the same hull zone or one each
from two different hull zones

[4] This card is exclusive to the Core set.

[5] Before an enemy ship is dealt a faceup damage card, look at the top 4 cards of the damage deck, place
1 on top of the deck and discard the others.

[6] This card is exclusive to the Core set.

[7] At the start of each Ship Phase, you may choose 1 command. Each friendly ship gains a command
token matching that command.

[8] This card is exclusive to the Core set.

[9] When you reveal a command, you may choose another friendly ship at distance 1-5 and change that
ship's top command to your revealed command.

[10] This card is exclusive to the Core set.

[11] When a friendly ship at distance 1-5 resolves Repair command, it gains 1 additional engineering point.
[12] This card is exclusive to the Core set.

[13] type here

When you spend a command token, you may exhaust this card to gain 1 command token of the same type.
FAQ clarification:

If a ship spends a command token to resolve

a command, it cannot spend the matching token gained by exhausting Wulff Yularen to resolve that
command or its effect again this round.

[14] This card is exclusive to the Core set.

[15] Black Critical Hit: Exhaust this card. Each hull zone adjacent to the defending hull zone suffers 1
damage.

[16] Before you reveal a command, you may spend 1 command token to change that command to a
Navigate or Repair command.

[17] While defending you may exhaust this card to spend 1 defense token that your opponent targeted with
an Accuracy result.



[18] Engineering command: Gain 1 additional engineering point.

[19] Modification:

The battery armaments for your left and right hull zones are increased by 1 red die

[20] Your squadron value is increased by 1.

[21] Icon Command ConcentrateFire.png: The next attack you perform this activation can be performed
from this hull zone. Each of your hull zones, cannot target the same ship or squadron more than once
during that activation.

Rules Clarification:

This effect can be resolved once while this ship is resolving a Concentrate Fire command, during the
Resolve Attack Effects step of an attack. If it does, the NEXT attack during this ship's activation may
declare target from the same hull zone.

[22] While attacking, you may change 1 die face with a hit or critical icon to a face with an accuracy icon.

[23] Navigate command: Your navigate tokens can either change your speed or increase your yaw value by
1.

[24] Blue critical: Exhaust all of the defender's defense tokens.

[25] Before you reveal a command, you may spend 1 command token to change that command to a
concentrate fire or squadron command.

[26] After you resolve a squadron command, exhaust this card to toggle the activation slider of 1 squadron
activated with that command.

[27] This card is exclusive to the Assault Frigate expansion pack.

[28] Squadron command: Squadrons that you activate can move even if they are engaged. When an
engaged squadron moves in this way, treat it as having a printed speed of “2.”

FAQ clarification:

If a ship has Corruptor and Admiral Chiraneau equipped, engaged squadrons with bomber that it activates
have a speed of “3.”

[29] This card is exclusive to the Gladiator-class Star Destroyer expansion pack.
[30] The hull value of each friendly ship is increased according to its size class:
Small ship: 1

Medium ship: 2

Large ship: 3

FAQ clarification:

If a ship’s hull value becomes equal to the

amount of damage cards it has as a result

of losing Admiral Motti’s effect, that ship is
destroyed.



[31] This card is exclusive to the Victory-class Star Destroyer expansion pack.

[32] "Once per activation, when a friendly ship is attacking, it may spend 1 die to change a die to a face with
a critical icon.

FAQ clarification:

Screed can change a black die to the face that

contains both a critical icon and hit icon.

[33] This card is exclusive to the Gladiator-class Star Destroyer expansion pack.

[34] When you resolve the Redirect token effect, you can choose more than one hull zone to suffer
damage, which may include a nonadjacent hull zone.

[35] This card is exclusive to the Assault Frigate expansion pack.

[36] Squadron command: the speed of each squadron with Bomber you activate is increased by 1 until the
end of its activation.

[37] This card is exclusive to the Victory-class Star Destroyer expansion pack.

[38] During your Attack step, you can perform only 1 attack.

You can perform 1 of your attacks after you execute your first maneuver during your activation.
FAQ clarification:

If Demolisher is equipped with Engine Techs, it

can perform one of its attacks after it executes

the maneuver granted by Engine Techs.

Demolisher only affects one of the ship’s

attacks. It must perform its other attack

during the Attack step of its activation or that

attack is forfeited.

[39] This card is exclusive to the Gladiator-class Star Destroyer expansion pack.

[40] When you reveal a command, you may look at all command dials assigned to 1 enemy ship.

[41] This card is exclusive to the Victory-class Star Destroyer expansion pack.

[42] Navigate command: After you execute a maneuver in which you did not overlap a ship, you may
exhaust this card to execute a speed-1 maneuver.

[43] Modification:

The battery armament for your front hull zone is increased by 2 black dice.

[44] This card is exclusive to the Gladiator-class Star Destroyer expansion pack.
[45] Squadron command:

The anti-squadron armament of each squadron that you activate is increased by 1 blue die until the end of



its activation.

[46] Before a friendly squadron at distance 1 suffers damage from an attack, reduce the total damage by 1.
[47] This card is exclusive to the Assault Frigate expansion pack.

[48] After deploying fleets, place 2 non-consecutive round tokens on this card. At the start of the Ship
Phase during each round matching 1 of those tokens each friendly ship may gain a number of command
tokens equal to its command value.

FAQ clarification:

A ship cannot have more than one copy of
the same command token.

[49] This card is exclusive to the Assault Frigate expansion pack.

[50] The black dice in your battery armament can be used at medium range. This effect applies only while
attacking the rear hull zone of a ship.

FAQ clarification:

This ship can initiate an attack against the
rear hull zone of an enemy ship at medium
range even if it does not have red or blue
dice in its armament.

[51] This card is exclusive to the Gladiator-class Star Destroyer expansion pack.

[52] While attacking, after you roll your attack pool, you may exhaust this card to choose 1 defense token. If
that token is spent during this attack, discard that token.

[53] Blue critical:

Choose and discard 1 command token from the defender. If the defender does not have any command
tokens, the defending hull zone loses 1 shield instead.

[54] This card is exclusive to the Victory-class Star Destroyer expansion pack.

[55] You can ignore the effects of overlapping obstacles.
Your attacks cannot be obstructed.

[56] This card is exclusive to the CR90 Corvette expansion pack.
[57] While attacking, you may spend 1 blue die to reroll any number of dice in your attack pool.

[58] When a friendly ship resolves the Evade token effect, it can cancel 1 die at medium range or reroll 1
additional die at close range or distance 1.

[59] This card is exclusive to the CR90 Corvette expansion pack.
[60] While attacking a ship you have already attacked this round, add 1 black die to your attack pool.
[61] This card is exclusive to the Assault Frigate expansion pack.

[62] While attacking a squadron at close range, you may reroll your critical icons.



[63] When you reveal a command, you may gain 1 matching command token without spending the
command dial.

[64] This card is exclusive to the CR90 Corvette expansion pack.
[65] While attacking a ship from your front hull zone, your critical icons count as 2 damage instead of 1.
[66] This card is exclusive to the Nebulon-B expansion pack.

[67] While attacking, you may exhaust this card and spend 1 die to change 1 of your dice to a face with an
Accuracy icon.

[68] Before you gain a command token, 1 friendly ship at distance 1-5 may gain that token instead.
[69] This card is exclusive to the CR90 Corvette expansion pack.

[70] When you reveal a command, you may discard this card to gain 1 command token of your choice.
[71] While attacking you may rotate 1 die face with an accuracy icon to a face with a hit icon.

FAQ clarification:

Warlord can change a red die to the face that
contains two hit icons.

[72] This card is exclusive to the Victory-class Star Destroyer expansion pack.

[73] While attacking if the defender spends a Redirect token, it cannot suffer more than 1 damage on hull
zones other than the defending hull zone when it resolves the Redirect defense effect.

[74] Critical: The first 2 damage cards dealt to the defender by this attack are dealt faceup.

[75] Squadron command: Each squadron you activate may choose to only attack during your activation. If it
does, while attacking, it may add 1 die to its attack pool of a color already in its attack pool.

[76] This card is exclusive to the Nebulon-B expansion pack.

[77] Before a friendly ship's Attack Step, it may choose to attack from only its left and right hull zones this
round. If it does, it may add 2 red dice to its attack pool while attacking a ship.

[78] This card is exclusive to the Home One expansion pack.

[79] While defending against a ship, if your speed is 3 or higher, the attack is treated as obstructed.
After you execute a maneuver, if you overlapped a ship, discard this card.

[80] This card is exclusive to the Imperial Raider expansion pack.

[81] During each friendly ship's Determine Course step, it may change its speed by 1.

[82] This card is exclusive to the Imperial Raider expansion pack.

[83] While defending, during the Spend Defense Tokens Step, you may discard a readied defense token to
cancel 1 attack die."

[84] This card is exclusive to the MC30c expansion pack.



[85] Black Critical: Exhaust this card. Deal 1 faceup damage card to the defender.
[86] This card is exclusive to the MC30c expansion pack.

[87] While attacking, you may exhaust this card. If you do, the defender cannot spend more than 1
exhausted defense tokens during this attack.

[88] Squadron command: You can activate friendly squadrons at close-long range (instead of close-
medium).

[89] At the start of the first round, you may replace 1 of your defense tokens with an evade defense token.
[90] This card is exclusive to the Imperial-class Star Destroyer expansion pack.

[91] After a squadron performs an attack against you, even if you are destroyed, you may discard this card
to roll 4 blue dice. That squadron suffers 1 damage for each hit or critical icon rolled.

[92] This card is exclusive to the Home One expansion pack.

[93] While a friendly ship is attacking a ship, it may spend 1 defense token to reroll any number of dice in its
attack pool.

[94] This card is exclusive to the Imperial-class Star Destroyer expansion pack.

[95] While attacking a ship that has already activated this round, add 1 die of any color to your attack pool.
[96] This card is exclusive to the Home One expansion pack.

[97] Once per round, while attacking from your front hull zone, you may add 1 blue die to your attack pool
for each discarded defense token

[98] This card is exclusive to the Imperial-class Star Destroyer expansion pack.

[99] Before you reveal a command, you may change it to an engineering command.

[100] When you resolve the evade defense effect, you can effect 1 additional die.

When you resolve the redirect defense effect, you can choose 1 additional adjacent hull zone to suffer
damage.

[101] This card is exclusive to the MC30c expansion pack.

[102] Once per round, when a friendly ship or friendly unique squadron is destroyed, it remains in the play
area and is treated as if it was not destroyed until the end of the Status Phase.

[103] This card is exclusive to the MC30c expansion pack.

[104] While attacking, the brace defense effect cannot reduce the damage total by more than 1 unless it is
the only defense token spend by the defender during the attack.

[105] This card is exclusive to the Imperial-class Star Destroyer expansion pack.

[106] While another friendly ship at distance 1-5 is attacking, it may change 1 die to a face with an accuracy
icon.



[107] This card is exclusive to the Home One expansion pack.

[108] At the end of your Attack Step, choose 1 of your hull zones. You may perform an attack against 1
enemy squadron from that hull zone, even if you have already attacked from that zone this round.
[109] This card is exclusive to the Imperial Raider expansion pack.

[110] Squadron command: Each squadron you activate may increase its speed to 4 until the end of its
activation. Squadrons that change speed in this way cannot attack this activation.

[111] This card is exclusive to the Home One expansion pack.

[112] Enemy squadrons at distance 1 are treated as if they are engaged by 2 additional squadrons, even if
they are not currently engaged.

[113] This card is exclusive to the Imperial Raider expansion pack.

[114] While defending, during the Spend Defense Tokens Step, you may discard this card to force the
attacker to reroll one or more dice of your choice.

[115] This card is exclusive to the MC30c expansion pack.

[116] Before you reveal a command, you may change it to an navigate command.

[117] This card is exclusive to the Home One expansion pack.

[118] Blue Critical: You may exhaust this card to force the defender to choose and discard one of his
defense tokens.

[119] This card is exclusive to the Imperial-class Star Destroyer expansion pack.

[120] While attacking, you may reroll up to 2 of your black dice.

[121] Modification. When you activate, you may exhaust this card to choose 1 enemy ship of your size class
or smaller at distance 1-5. That ship must spend a navigate token or reduce its speed by 1 to a minimum of

1.

[122] Repair command: You may spend up to 2 engineering points to move that many shields from your
ship to a friendly ship at distance 1-5.

[123] This card is exclusive to the Home One expansion pack.

[124] While defending at distance 1, if the attacker is a squadron, you have counter 1.

[125] Modification:
The battery armaments for your left and right hull zones are increased by 1 black die
[126] Modification.

At the start of each Status Phase, you may recover 1 shield.



[127] The total number of command dials that must be assigned to your ship during the Command Phase is
reduced by 1.

[128] After attacking a squadron, you may deal 1 damage to a friendly squadron engaged with the
defender. If you do, the defender suffers 1 damage.

[129] This card is exclusive to the Imperial-Class Star Destroyer.
[130] Modification.
You cannot attack more than once per round.

While attacking, you add 1 red die to your attack pool.

[131] At the start of the Command Phase, you may discard this card to discard all of your command dials.
[132] While attacking a ship, each of your unspent blue accuracy icons adds 1 damage to the damage total.
[133] Before you reveal a command, you may change it to an concentrate fire command.

[134] This card is exclusive to the Imperial-class Star Destroyer expansion pack.

[135] While attacking, you may spend 1 evade token to change 1 red die to a face with a critical icon or 2 hit
icons.

[136] This card is exclusive to the MC30c expansion pack.

[137] When you activate, you may discard this card to recover 1 of your discarded defense tokens.
[138] This card is exclusive to the Home One expansion pack.

[139] Before you reveal a command, you may change it to an squadron command.

[140] While attacking a unique squadron, add 1 die of any color to your attack pool.Officer

[141] This card is unique to the Imperial Assault Carriers expansion pack.

[142] While a friendly squadron with BOMBER at distance 1-5 is attacking a ship, it may reroll 1 die.

[143] While defending against an attack that does not target your rear hull zone, before you suffer damage
recude that total damage by 1.

[144] This card is unique to the Rebel Transports expansion pack.

[145] After the Reveal Command Dial Step, you may remove 1 command token from this ship to assign a
matching token to another friendly ship at distance 1-5.

[146] While a friendly small or medium ship is defending against a ship, if the defender is at speed 3 or
higher, the attack is treated as obstructed.

[147] This card is unique to the Rebel Transports expansion pack.
[148] After deploying fleets, place 2 non-consecutive round tokens on this card. At the start of the Ship

Phase during each round matching 1 of those tokens each friendly ship may recover 1 of its discarded
defense tokens.



[149] This card is unique to the Imperial Assault Carriers expansion pack.

[150] While a squadron at distance 1-2 is attacking or defending against a squadron, the attack is treated
as obstructed.

[151] Navigate Command: After you execute a maneuver, you may exhaust this card to execute a 1-speed
maneuver with a yaw of "-".

[152] This card is unique to the Rebel Transports expansion pack.

[153] Repair Command: Instead of spending engineering points, you may discard 1 damage card from a
friendly ship at distance 1-2.

[154] This card is unique to the Rebel Transports expansion pack.

[155] After you execute a maneuver, you may exhaust this card to choose an enemy ship at distance 1-3.
You may choose a new command on its top command dial.

[156] This card is unique to the Imperial Assault Carriers expansion pack.

[157] After an enemy ship ends its activation, if it is at distance 1-3, you may choose and exhaust 1 of his
defense tokens.

[158] This card is unique to the Imperial Assault Carriers expansion pack.
[159] While another friendly ship or squadron at distance 1-3 is attacking, it may reroll 1 blue die.
[160] This card is unique to the Rebel Transports expansion pack.

[161] Squadron Command: The speed of each squadron without HEAVY you active is increased by 1, to a
maximum of 5, until the end of its activation.

[162] This card is unique to the Imperial Assault Carriers expansion pack.

[163] At the start of each Status Phase, you may choose any number of enemy ships at distance 1-5 of at
least 2 friendly non-flotilla ships, 1 of which must be of medium or larger size class. For each chosen ship
you may discard 1 Navigate token from it or increase or decrease that enemy ship's speed by 1 to a
minimum of speed 1.

[164] This card is unique to the Interdictor expansion pack.

[165] At the start of the first round, you may change 1 enemy ship's speed by 1.

[166] This card is unique to the Interdictor expansion pack.

[167] After you execute a maneuver, if you overlapped an obstacle, you may discard this card instead of
resolving the effects of overlapping that obstacle.

[168] This card is unique to the Liberty expansion pack.

[169] When another friendly ship at distance 1-3 reveals a command, you may exhaust this card to gain 1
command token of the same type.

[170] This card is unique to the Interdictor expansion pack.

[171] At the start of the first round, gain 1 contain defense token.



[172] This card is unique to the Liberty expansion pack.

[173] After you execute a maneuver, you may select a number of unengaged friendly squadrons up to your
squadron value at close-medium range. Those squadrons may move up to distance 1.

[174] During the Resolve Damage Step, you may exhaust this card to resolve 1 additional critical effect.
You cannot resolve the same critical effect twice.

[175] This card is unique to the Liberty expansion pack.
[176] During your activation, you can resolve your squadron command after you execute a maneuver.
[177] This card is unique to the Interdictor expansion pack.

[178] Before an enemy ship at distance 1-5 resolves the Determine Course step, you may exhaust this card
to temporarily reduce its speed by 1 to a minimum of speed 0 until the end of the maneuver.

[179] This card is unique to the Interdictor expansion pack.

[180] Before deploying fleets, place 1 grave well token anywhere in the play area. When a ship deploys at
distance 1-3 of a grav well token, its speed dial must be set to 0.

[181] This card is unique to the Interdictor expansion pack.

[182] When a friendly ship resolves a navigate command, if it spent a navigate dial it may increase 1
additional yaw value by 1. if it spent a navigate token, it may either change its speed or increase 1 yaw
value by 1.

[183] This card is unique to the Liberty expansion pack.

[184] Before deploying fleets, place 1 grav shift token anywhere in the play area. After deploying fleets, you
may move each obstacle at distance 1-3 of that token to within distance 2 of that obstacle's current location.
Obstacles cannot overlap tokens, obstacles, or ships.

[185] This card is unique to the Interdictor expansion pack.

[186] Modification. The battery armaments for your left and right hull zones are increased by 1 blue die.

[187] This card is unique to the Liberty expansion pack.

[188] When a ship activates, you may exhaust this card to ready 1 other upgrade card equipped to this
ship.

[189] This card is unique to the Interdictor expansion pack.
[190] Squadron: if you spent a squadron token, you may activate 1 additional squadron.
[191] This card is unique to the Liberty expansion pack.

[192] Before you are dealt a faceup damage card with the crew trait, you may discard this card to discard
that damage card.

[193] This card is unique to the Liberty expansion pack.

[194] Concentrate Fire: While attacking a ship, the defender cannot spend more than 1 defense token
during this attack.



[195] This card is unique to the Liberty expansion pack.
[196] Blue Critical: Choose and exhaust 1 of the defender's upgrade cards.

[197] While attacking, if at least 1 red die face has an accuracy icon. add 1 red die set to the accuracy icon
to your attack pool.

[198] Before you reveal a command, you may discard this card to discard your top command dial.

[199] This card is unique to the Liberty expansion pack.

[200] Modification. The battery armaments for your front and rear hull zones are increased by 1 red die.
[201] This card is unique to the Liberty expansion pack.

[202] While a friendly ship at distance 1-3 is defending at close range, during the Spend Defense Tokens
step, you may exhaust this card to force the attacker to reroll up to 4 dice of your choice.

[203] This card is unique to the Interdictor expansion pack.
[204] While attacking, you may exhaust this card to reroll all dice in your attack pool.

[205] When a friendly ship is attacking a ship at distance 1 of at least 1 friendly squadron, the attacker may
replace up to 2 dice in its attack pool with an equal number of dice of any color.

[206] The card is unique to the Phoenix Home expansion pack.

[207] Modification.

While attacking, you may exhaust this card to add 1 red die to your attack pool. If you do, remove 1 die
from the attack pool.

[208] This card is unique to the Imperial Light Cruiser expansion pack.

[209] During a friendly ship's Determine Course step, it may suffer 1 damage to change the first yaw value
of its current speed to "lI" until the end of its activation.

[210] This card is unique to the Imperial Light Cruiser expansion pack.

[211] At the start of the Ship Phase, you may discard this card to discard up to 3 of your facedown damage
cards.

[212] This card is unique to the Imperial Light Cruiser expansion pack.

[213] When you resolve the Contain defense effect, you can prevent the attacker from resolving any critical
effects.

[214] This card is unique to the Imperial Light Cruiser expansion pack.

[215] You gain an additional Defensive Retrofit icon in your upgrade bar.

You cannot equip this card to a medium or large ship with a Defensive Retrofit icon in its upgrade bar.
[216] This card is unique to the Imperial Light Cruiser expansion pack.

[217] When another friendly ship resolves a Squadron command, up to 2 of the squadrons it activates can
be at close-medium range of you.



[218] This card is unique to the Imperial Light Cruiser expansion pack.

[219] When you reveal a command, you may exhaust this card to choose another friendly ship at distance
1-5 and ready 1 of its defense tokens.

[220] This card is unique to the Imperial Light Cruiser expansion pack.

[221] Before deploying fleets, you may set aside a number of friendly squadrons up to your squadron value
next to your ship card.

Squadron: For each squadron you would activate with this command, you may instead place 1 of your set-
aside squadrons within distance 1. It cannot move this activation.

[222] Before you suffer damage from an attack, you may exhaust this card to reduce the total damage by 1.
[223] The card is unique to the Phoenix Home expansion pack.

[224] During the activation of a friendly ship at distance 1-5, you may exhaust this card to discard 1
command token from that ship. If you do, that ship may gain 1 command token of any type.

[225] The card is unique to the Phoenix Home expansion pack.

[226] While attacking a squadron, you may spend 1 black die with a Crit icon to toggle its activation slider to
the activated side.

[227] The card is unique to the Phoenix Home expansion pack.
[228] You gain 1 additional Officer icon in your upgrade bar.

You can be assigned up to 4 command tokens instead of a number of command tokens equal to your
command value.

[229] The card is unique to the Phoenix Home expansion pack.

[230] At the start of the Ship Phase, you may discard this card or spend a Squadron token. If you do, until
the end of the round, the speed of each squadron that a friendly ship activates is increased by 1, to a
maximum of 5, until the end of that squadron's activation.

[231] At the start of the Ship Phase, you may discard this card or spend a Navigate token. If you do, until
the end of the round, each friendly ship may change its speed by 1 during its Determine Course step.

Rules Clarification:
If the ship with this upgrade equipped is destroyed after resolving this effect, friendly ships are still affected
until the end of the round.

[232] At the start of the Ship Phase, you may discard this card or spend a Repair token. If you do, until the
end of the round, before a friendly ship reveals a command, it may recover 1 shield.

Rules Clarification:
If the ship with this upgrade equipped is destroyed after resolving this effect, friendly ships are still affected
until the end of the round.

[233] When you overlap an enemy ship, the enemy ship suffers a faceup damage card instead of a
facedown damage card.

[234] The card is unique to the Hammerhead Corvettes expansion pack.



[235] When you suffer damage from an attack, you may choose and exhaust a copy of this card on another
friendly ship at distance 1-3. If you do, that ship suffers 1 of your damage instead. While this card is
exhausted, you cannot spend engineering points.

[236] The card is unique to the Hammerhead Corvettes expansion pack.

[237] While attacking, you may choose and exhaust a copy of this card on another friendly ship at distance
1-3 to reroll up to 2 attack dice. While this card is exhausted, you cannot attack ships.

[238] The card is unique to the Hammerhead Corvettes expansion pack.

[239] When a friendly ship resolves a command by spending a command dial, if it has not resolved another
command this round, it may resolve that command as if it spent a matching command token. If it does, that
ship may not resolve additional commands this round.

A ship cannot resolve the same command more than once per round.

A ship can spend both a command dial and a command token to combine their effects. Doing so counts as
a single resolution of the command.

You treat the effect of Commander Leia Organa "as if" you already spent a dial and a token. This counts a 1
command. Spending an additional matching command token would be a second command which is

forbidden. Therefore a player cannot combine the effect of this Commander Upgrade Card with the effect of
another matching command token.

[240] The card is unique to the Hammerhead Corvettes expansion pack.

[241] At the start of the ship phase, you may discard this card to choose 2 different command tokens and
place them on 2 different ships. Then your opponent chooses 2 different command tokens you did not
choose and places them on 2 different ships.

[242] The card is unique to the Hammerhead Corvettes expansion pack.

[243] When you reveal a command, you may discard a Squadron dial or token and this card to choose 1
enemy ship at close range. Look at its facedown damage cards and flip a number of them faceup up to your
engineering value (one at a time).

[244] When you reveal a command, you may discard a Squadron dial or token and this card to choose 1
enemy ship at close range. If you do you may choose a new command for each command dial assigned to
that ship.

[245] The card is unique to the Hammerhead Corvettes expansion pack.

[246] Modification.

While attacking a ship with a higher speed than yours, you may add 1 blue die to your attack pool.

[247] While attacking at close range, you may discard this card to add 2 black dice to your attack pool.

[248] The card is unique to the Hammerhead Corvettes expansion pack.

[249] When you reveal a command other than a Squadron command, you may discard this card to resolve
a Squadron. You treat this command as if you spent a Squadron dial.

[250] The card is unique to the Imperial Light Carrier expansion pack.



[251] When you activate, you may choose up to 3 unengaged friendly squadrons at close-medium range.
Those squadrons may move up to distance 2. If they do, they cannot end their movement engaged.

[252] The card is unique to the Imperial Light Carrier expansion pack.

[253] While a friendly squadron with Swarm at distance 1-2 is defending, the attack is treated as obstructed.
[254] The card is unique to the Imperial Light Carrier expansion pack.

[255] While a friendly squadron without Rogue is attacking, it may spend 1 die with an Accuracy icon to
g;i(ici)sgna.nd spend 1 of the defender's defense tokens. While attacking a ship, it may also reroll 1 die with a

[256] The card is unique to the Imperial Light Carrier expansion pack.

[257] When an enemy ship at distance 1-5 changes its speed, you may exhaust this card to increase or
decrease your speed by 1.

[258] The card is unique to the Imperial Light Carrier expansion pack.
[259] Small or medium ship only."

"When you activate, you may discard this card. If you do, the blue dice in your battery armament can be
used while attacking ships at close-long range until the end of the round.

[260] The card is unique to the Imperial Light Carrier expansion pack.

[261] When you reveal a command, you may discard a Squadron dial or token and this card to choose 1
enemy ship at close range. Choose and spend a number of its defense tokens up to your squadron value.

[262] The card is unique to the Imperial Light Carrier expansion pack.

[263] At the start of Ship Phase, you may exhaust this card to discard 1 command token from up to 3
friendly ships at distance 1-5. If you do, each of those ships may gain 1 command token of any type.

[264] The card is unique to the Chimaera expansion pack.

[265] You gain 1 Fleet Command icon in your upgrade bar. You cannot equip this card if you have a Fleet
Command icon in your upgrade bar. At the start of the Command Phase, you may discard 1 Fleet
Command upgrade card you have equipped and replace it with another Fleet Command upgrade card.
[266] The card is unique to the Chimaera expansion pack.

[267] "Star Destroyer" only.

"While defending against an attack that targets your front hull zone, before you suffer damage, you may
choose and exhaust a copy of this card on another friendly ship at distance 1-4 to reduce the total damage
by 1.

[268] The card is unique to the Chimaera expansion pack.
[269] After deploying fleets, place 3 facedown command dials on this card. At the start of each Ship Phase,
you may reveal and discard 1 of those dials. If you do, until the end of the round, before each friendly ship

activates, it gains 1 additional dial matching that discarded dial.

[270] The card is unique to the Chimaera expansion pack.



[271] At the start of each Ship Phase, you may choose 1 of your hull zones and mark it with a chaff token.
Until the end of the round, while a ship or squadron is attacking that hull zone, the attack is obstructed.
After the Status Phase, remove that chaff token.

[272] At the start of the Ship Phase, you may discard this card or spend a Concentrate Fire token. If you do,
until the end of the round, while each friendly ship is attacking a ship, it may change 1 die to a face with 1
Hit icon and no other icons.

[273] Large ship only.

When you overlap a ship of a smaller size class (or are overlapped by a ship of a smaller size class), deal 1
fewer facedown damage card to your ship.

Hardened Bulkheads does not protect a ship against the card effect of Garel's Honor (Hammerhead Title
Card).

[274] The card is unique to the Chimaera expansion pack.

[275] While defending at distance 1-2 of an obstacle, during the Spend Defense Tokens step, you may
exhaust this card to choose and cancel 1 attack die.

[276] The card is unique to the Chimaera expansion pack.

[277] After deploying fleets, you may place 1 round token on this card. If you do, during the round matching
that round token, you must activate at the end of the Ship Phase (after all other ships have activated).

[278] The card is unique to the Chimaera expansion pack.

[279] While a friendly non-Heavy squadron is at distance 1-2, it has Counter 1 or increases its Counter
value by 1.

[280] The card is unique to the Chimaera expansion pack.

[281] Large ship only.

When it is your turn to activate, you may exhaust this card to pass your turn (your opponent activates a ship
instead).

[282] When you reveal a command, you may discard a Squadron Command dial or token and this card to
choose 1 enemy ship at close range. Choose and discard 1 non-commander upgrade card equipped to that
ship.

[283] The card is unique to the Chimaera expansion pack.

[284] After deploying fleets, choose and place 1 command token on this card. When you reveal a command
matching that token, you may gain 1 matching command token without spending the command dial.

[285] The card is unique to the Chimaera expansion pack.

[286] When you deploy this ship, you may move shields to up to 2 of your hull zones from your other hull
zones. If you do, the number of shields in a zone cannot exceed a maximum of "6". You cannot recover
shields while any zone is greater than its maximum shield value.

[287] The card is unique to the Profundity expansion pack.

[288] Before deploying fleets, you may set aside 1 small ship with a command value of 1.

At the start of any round, you may deploy the set-aside ship at distance 1. You may un-equip up to 1



Commander and 1 Officer upgrade cards and equip them to it (if able).
[289] The card is unique to the Profundity expansion pack.
[290] "MC" only.

Repair: You may choose and exhaust another copy of this card on a friendly ship at distance 1-4. If you do,
gain 2 additional engineering points.

[291] The card is unique to the Profundity expansion pack.

[292] Before deploying fleets, you may set aside 1 other friendly ship. At the start of any round, you may
deploy that ship at distance 1 of a friendly ship. That ship cannot be deployed overlapping squadrons and
cannot be the first ship to activate that round.

[293] The card is unique to the Profundity expansion pack.

[294] Blue Crit: You may exhaust this card. If you do, the defending hull zone and each adjacent hull zone
loses 1 shield.

[295] Medium or large ship only.

After deploying fleets, you may place 1 round token on this card. At the start of the Ship Phase of the round
matching that round token, if you are the second player you must activate, if you are the first player, you
may gain up to 2 command tokens of your choice.

[296] The card is unique to the Profundity expansion pack.

[297] While attacking a squadron with Counter or Intel, add 1 die of any color to your attack pool.

[298] The card is unique to the Profundity expansion pack.

[299] Medium or large ship only.

At the end of your Attack Step, you may exhaust this card and choose 1 of your hull zones. Then perform
an attack from that hull zone with an anti-squadron armament of 1 black die, even if you have already
attacked from that zone this round.

[300] The card is unique to the Profundity expansion pack.

[301] Black Crit: If the defender is a ship, choose 1 other ship or squadron at close range of the defender.
That ship or squadron suffers damage equal to half of the total number of black Hit icons in your attack
pool, rounded up.

[302] The card is unique to the Profundity expansion pack.

[303] While attacking, you may exhaust this card to reroll any number of dice of 1 color.

[304] The card is unique to the Profundity expansion pack.

[305] When you reveal a command, you may discard a Squadron dial or token and this card to choose 1
enemy ship at close range. If that ship has no raid tokens, it gains 2 raid tokens of your choice. If that ship
has an objective token, you may also gain 1 victory token.

[306] The card is unique to the Profundity expansion pack.

[307] When a friendly ship spends only a command token to resolve a command, you may exhaust this
card. If you do, that ship resolves that command as if it had spent a dial of the same type instead.



[308] The card is unique to the Super Star Destroyer expansion pack.

[309] After deploying fleets, place 1 defense token of each type on this card. At the start of each Ship
Phase you may discard 1 of those tokens. If you do, until the end of the round, if an enemy ship or
squadron spends a matching token during its Spend Defense Tokens step, discard that token.

[310] The card is unique to the Super Star Destroyer expansion pack.

[311] At the start of the first round, you may execute a speed-1 maneuver.

[312] The card is unique to the Super Star Destroyer expansion pack.

[313] While a friendly ship at distance 1-5 attacking a ship, it may discard 1 of its Commander or Officer
cards (other than Darth Vader) to reroll any number of dice in its attack pool.

[314] The card is unique to the Super Star Destroyer expansion pack.

[315] When an enemy ship or unique squadron declares you as the target of an attack, it must spend 1 of
its defense tokens (if able).

[316] The card is unique to the Super Star Destroyer expansion pack.

[317] Concentrate Fire: While attacking at medium-long range, if you spent a Concentrate Fire dial, you
may also reroll any number of red dice in your attack pool. If you spent a Concentrate Fire token, you may
also reroll up to 2 red dice in your attack pool.

[318] The card is unique to the Super Star Destroyer expansion pack.

[319] When you are dealt a faceup damage card, you may spend 1 Repair token to flip that card facedown
(without resolving its effect).

[320] The card is unique to the Super Star Destroyer expansion pack.

[321] While you are defending, the attacker cannot resolve critical effects. After you perform an attack
against a ship, discard this card.

[322] The card is unique to the Super Star Destroyer expansion pack.
[323] While attacking a squadron, you may reroll 1 attack die.
[324] The card is unique to the Super Star Destroyer expansion pack.

[325] When an enemy ship overlaps you, the enemy ship suffers a faceup damage card instaed of a
facedown damage card.

[326] The card is unique to the Super Star Destroyer expansion pack.

[327] You can be assigned any number of command tokens of any types, instead of a number of command
tokens equal to your command value.

[328] The card is unique to the Super Star Destroyer expansion pack.

[329] Concentrate Fire: Your Concentrate Fire tokens can either reroll 1 attack die or add 1 die to your
attack pool. If you add a die, that die must be of a color already in your attack pool.

[330] The card is unique to the Super Star Destroyer expansion pack.



[331] When you resolve the Evade defense effect, you can cancel 1 die at close range or distance 1.

Squadron: You may discard this card to choose 1 enemy ship at close range. That ship gains 1 raid token
of your choice.

[332] The card is unique to the Rebellion of the Rim expansion pack.

[333] At the start of the ship phase, you may discard this card to place 1 proximity mine token in the play
area at distance 1-2 of an obstacle and beyond distance 3 of enemy ships.

[334] The card is unique to the Rebellion of the Rim expansion pack.

[335] When you reveal a command, you may discard this card to move 1 obstacle at distance 1-2 so that it
is within distance 1-2 of its current location.

[336] The card is unique to the Rebellion of the Rim expansion pack.

[337] Squadron: You may choose 1 enemy ship at close range. That ship gains 1 raid token of your choice.
While you are at distance 1-3 of an enemy ship. that ship can discard only 1 raid token of any type when it
discards a command dial.

[338] The card is unique to the Rebellion of the Rim expansion pack.

[339] After you resolve the first command during your activation, you may exhaust this card to gain 1
command token of any type.

[340] The card is unique to the Rebellion of the Rim expansion pack.

[341] While a friendly, non-SWARM squadron at distance 1-3 is attacking a squadron, it may reroll 1 die of
any color.

[342] The card is unique to the Rebellion of the Rim expansion pack.

[343] While defending, during the Spend Defense Tokens step, when you spend a Redirect defense token,
you may reduce the total damage from the attack by 1 instead of resolving that token's effect.

[344] The card is unique to the Rebellion of the Rim expansion pack.

[345] Repair: You may treat the maximum shield values of your right and left hull zones as increased by 1
when you recover or move shields to those zones. If you do, the number of shields in those zones cannot
exceed a maximum of 4.

[346] Before deploying fleets, you may discard this card to place a number of proximity mine tokens equal
to half your engineering value, rounded down. You may place these mines anywhere in the play area
beyond distance 5 of enemy ships (and distance 1 of each other).

[347] The card is unique to the Rebellion of the Rim expansion pack.

[348] Friendly HEAVY squadrons at distance 1-2 prevent engaged squadrons from attacking ships.

[349] The card is unique to the Rebellion of the Rim expansion pack.

[350] Repair: You may treat the maximum shield values of your right and left hull zones as increased by 1
when you recover or move shields to those zones. If you do, the number of shields in those zones cannot
exceed a maximum of 4.

[351] After deploying fleets you may redeploy this ship within your deployment zone.



[352] The card is unique to the Rebellion of the Rim expansion pack.
[353] You gain 1 additional Support Team icon in your upgrade bar.

When you execute a speed-1 maneuver, during your Determine Course step, you may change your first
yaw value to Il until the end of your activation.

[354] The card is unique to the Rebellion of the Rim expansion pack.

[355] You gain 1 additional Fleet Command icon in you upgrade bar.

You cannot equip this card if you have a Fleet Command icon in your upgrade bar.

You cannot spend a command token to resolve a Fleet Command card's effect.

[356] The card is unique to the Rebellion of the Rim expansion pack.

[357] You gain 1 additional Weapons Team icon in your upgrade bar.

At the start of the first round, you may replace 1 of your defense tokens with a Redirect defense token.
[358] The card is unique to the Rebellion of the Rim expansion pack.

[359] You may reroll 1 die in your attack pool.

While attacking the first squadron during your activation, you may add 2 dice of any color to your attack
pool. If you do, you cannot declare additional squadron targets for this attack.

[360] The card is unique to the Rebellion of the Rim expansion pack.

[361] While attacking a ship, you may change 1 die face with an Accuracy icon to a face with a Crit icon.
[362] The card is unique to the Rebellion of the Rim expansion pack.

[363] At the start of the Ship Phase, you may discard this card or spend a Navigate token. If you do, until
the end of the round, each friendly ship may increase the last yaw value of its current speed by 1 during its
Determine Course step.

[364] The card is unique to the Rebellion of the Rim expansion pack.

[365] While a friendly ship is attacking a ship, if the attack is obstructed by a ship or obstacle, the attacker
does not remove a die (even if the attack is also obstructed by a card effect), and may add 1 red die to the
attack pool.

[366] The card is unique to the Onager expansion pack.

[367] You gain 1 Fleet Command icon in you upgrade bar.

You cannot spend a command token to resolve a Fleet Command card's effect.

[368] During your activation, you may resolve a command as if you had spent a command token. If you do,
gain 1 raid token of the matching type.

You may resolve this effect twice per activation.

[369] The card is unique to the Onager expansion pack.



[370] After you are declared as the target of an attack, if the defending hull zone has at least 1 shield
remaining, you may exhaust this card to ready 1 defense token.

[371] The card is unique to the Onager expansion pack.

[372] After the start of the Ship Phase, you may spend 1 Concentrate Fire to place your targeting token
within your special firing arc within the range specified by one of your Ignition keywords.

[373] The card is unique to the Onager expansion pack.

[374] Navigate: While executing a 0-speed maneuver, you can resolve clicks of yaw at the speed-0 joint,
and are treated as having a yaw value of "I" for that maneuver.

[375] The card is unique to the Onager expansion pack.

[376] Blue or Black Crit: You may discard this card to choose and discard 1 Offensive Retrofit, Defensive
Retrofit, Ordnance, lon Cannons, or Turbolasers upgrade card equipped to the defender.

[377] The card is unique to the Onager expansion pack.

[378] While attacking a squadron, before you gather dice, if the defender is not engaged with a friendly
squadron you may replace all of the blue dice in your anti-squadron armament with red dice.

[379] After you deploy, place 1 red die set to a blank face on this card. If you are the second player, set it to
any face instead.

While attacking a ship, you may spend 1 die from the attack pool to exchange it with the die on this card.
Both dice remain set to their current faces.

[380] The card is unique to the Onager expansion pack.
[381] After you deploy, you must replace 1 of your defense tokens with a Salvo defense token.
[382] Ignition (Long)

Ignition, Red Crit: Each other ship at distance 1 of the defender suffers 2 damage, and each squadron at
distance 1 of the defender suffers 1 damage.

[383] The card is unique to the Onager expansion pack.
[384] Ignition (Medium)

Ignition, Red Crit: The defender suffers 1 damage. This occurs once for each red or blue Crit icon in the
pool.

[385] The card is unique to the Onager expansion pack.

[386] After you deploy, gain 1 non-Scatter defense token."

"During your "Spend Defense Tokens" step, if your speed is not 0, you may discard 1 defense token to
resolve the effect of that defense token. You cannot resolve the effect of each type of defense token more
than once per attack.

[387] The card is unique to the Starhawk expansion pack.

[388] Red or Blue Crit: You may exhaust this card to ready 1 of your exhausted defense tokens.



You can resolve this critical effect during a Salvo attack.

[389] The card is unique to the Starhawk expansion pack.

[390] Before the end of the Squadron Phase, you may spend 1 Squadron token to choose up to 3 friendly
non-unique squadrons without Strategic at distance 1-5. Those squadrons gain Cloak until the end of the
round.

[391] The card is unique to the Starhawk expansion pack.

[392] After you deploy, gain 1 Evade defense token.

When an enemy ship overlaps you, you may deal 1 additional facedown damage card to both ships.
[393] The card is unique to the Starhawk expansion pack.

[394] After you deploy, gain 1 Salvo defense token.

While defending, if your speed is 0, during your Spend Defense Tokens step, you can spend 1 defense
token.

[395] The card is unique to the Starhawk expansion pack.
[396] After you deploy, gain 1 Redirect defense token.

While attacking a squadron, if the defender is engaged with a friendly squadron without the printed Heavy
keyword, you may reroll 1 die.

[397] The card is unique to the Starhawk expansion pack.

[398] After the end of your activation, you may exhaust this card to choose 1 enemy ship at distance 1-5.
That ship's speed is increased or decreased to match your speed.

While your speed is 0, you cannot ready this card.

[399] The card is unique to the Starhawk expansion pack.

[400] type hereWhen you reveal a command, you may discard a Squadron dial or token and this card to
choose 1 enemy ship at close range. Choose and discard 1 Weapons Team, Support Team, Offensive
Retrofit, Defensive Retrofit, Ordnance, lon Cannons, or Turbolasers upgrade card equipped to that ship.

[401] The card is unique to the Starhawk expansion pack.

[402] While a friendly ship is defending, when it spends a readied Redirect token, it may reduce the total
damage by 1 before it suffers damage.

[403] When a friendly ship reveals a command, you may discard up to 1 token of each type from this card.
For each token you discard, that ship gains 1 additional command dial matching that token's type.

[404] While defending, you may exhaust this card and spend a readied defense token to resolve the Salvo
defense effect instead of that token's effect. You cannot resolve the Salvo defense effect more than once
per attack.

[405] After your Reveal Command Dial step, you may exhaust this card and discard any number of
Concentrate Fire tokens from it to choose that many friendly ships at distance 1-5. Assign each chosen ship
a Concentrate Fire token.



[406] After your Reveal Command Dial step, you may exhaust this card and discard any number of Repair
tokens from it to choose that many friendly ships at distance 1-5. Assign each chosen ship a Repair token.

[407] Before deploying fleets, you may choose a number of friendly, non-rogue squadrons up to your
squadron value. Those squadrons gain scout.

[408] While attacking from your side or rear hull zones, you may exhaust this card to add 1 die to your
attack pool of a color already in your attack pool (you cannot add dice to a Salvo attack).

You can spend tokens from this card to ready it.

[409] When you reveal a Concentrate Fire, Navigate, or Squadron command, you may exhaust this card to
choose a friendly ship at distance 1-5. That ship may gain 1 command token matching your command.

You can spend tokens from this card to ready it.

[410] When you reveal a command, you may exhaust this card to choose 1 of your hull zones and mark it
with a focus token. While attacking a ship from that hull zone, add 1 die of any color from an adjacent hull
zone's armament to your attack pool. While attacking from adjacent hull zones, remove 1 die from your
attack pool. When you ready this card, remove that focus token.

[411] Clone only.
Concentrate Fire: You may discard a Concentrate Fire token assigned to another friendly ship at distance
1-5 of the defender. If you do, add 1 blue die set to the Icon Dice Accuracy.png to your attack pool.

[412] Before a friendly ship or squadron at distance 1-2 suffers damage from an attack, you may exhaust
this card and spend up to 2 shields from your front hull zone to reduce the total damage by that amount.

[413] Squadron: Each non-unique squadron that you activate gains swarm until the end of its activation.
Each squadron with swarm that you activate may reroll 1 die while attacking a ship.

[414] You gain 1 Fleet Support icon in your upgrade bar. You cannot equip Turbolasers or Ordnance
upgrades.

[415] During your Determine Course step, if you are at distance 1-2 of an obstacle, you may change your
speed by 1 or increase 1 yaw value by 1.

[416] You must choose at least 2 types of command tokens for this card.

At the start of each Ship Phase, you may discard 1 command token from this card. If you do, each enemy
ship gains a raid token matching that command token.

[417] Once per activation, while a friendly ship is attacking a ship, if another friendly ship is at close-medium
range of the defender, the attacker may change 1 die to a face with any 1 icon (and no other icons).

[418] During the Squadron Phase, when it is your fleet's turn to activate squadrons, you may exhaust this
card to choose a number of unactivated, friendly squadrons at close-long range up to you squadron value.
This turn, activate each of those squadrons. While attacking, each of those squadrons with Al are treated
as if activated by a Squadron command.

[419] When you reveal a command, you may choose another friendly ship at distance 1-5. If you do,
discard any number of command tokens from that ship, this card, or both, to gain 1 matching command
token for each discarded token.

[420] Repair: You may spend up to 2 shields from any of your hull zones or any 1 hull zone on another
friendly ship at distance 1-5 to gain twice that many additional engineering points.



[421] When you spend only a Repair, Navigate or Squadron command token to resolve a command, you
may exhaust this card. If you do, resolve that command as if you had spent a dial of the same type instead.

[422] Droid only.

Repair: You may exhaust this card. If you do:
- Flip any number of your faceup damage cards with the CREW trait facedown.
- Discarding facedown damage cards costs 1 fewer engineering point.

[423] When you activate you may exhaust this card and spend 1 or more of your Defense Tokens to
choose the same number of Defense Tokens of a friendly ship at distance 1-3 and ready those Defense
Tokens.

[424] Before you suffer damage from an attack, if the defending hull zone has at least 1 shield remaining,
you may exhaust this card to reduce the total damage by 1.

[425] While defending, if you are at speed 2 or higher, you may spend a defense token to resolve the
Evade defense effect instead of that token's effect. You cannot resolve the Evade defense effect more than
once per attack.

[426] Before you are dealt a faceup damage card with the SHIP trait, you may exhaust this card to discard
that damage card (without resolving its effect)

[427] At the start of each Ship Phase, you may discard 1 command token form this card. If you do, either
you gain 1 matching command dial, or each friendly ship gains 1 matching command token.

[428] When a friendly ship resolves a Squadron command, if it spent a Squadron token, it may activate 1
additional squadron.

When a friendly ship resolves a Repair command, it may spend engineering points on the following repair
effect:

Repair Squadron: Spend 2 points to choose a friendly squadron at distance 1-3. That squadron recovers 1
hull point.

[429] Before deploying fleets, un-equip this card and choose 1 friendly small ship that is not your flagship.
Equip this card to the chosen ship (even if it does not have a Fleet Command icon in its upgrade bar).

At the end of the game, if you are within the enemy deployment zone, increase your score by 40 points; if
you were destroyed, increase your fleet value by 20 points.

[430] While defending, when you suffer damage from an attack, you may suffer up to 1 of that damage on
the shields of a hull zone adjacent to the defending hull zone for each defense token you spent during the
Spend Defense Tokens step. If you do, suffer any remaining damage on the defending hull zone.

[431] When you execute a maneuver during your Determine Course step, if you have not resolved a
Navigate command during this activation, you may exhaust this card to increase or decrease your speed by
up to 3. If you do, you cannot resolve a Navigate command during this activation.

You can spend tokens from this card to ready it.

[432] After you deploy, gain 1 additional Icon DefToken Evade.png defense token.

[433] Before you reveal a command, you may discard your top command dial.

[434] While a friendly ship or unique squadron is defending, after the Spend Defense Tokens step, if it



spent fewer than 2 defense tokens, it may either ready 1 of its defense tokens it did not spend, or choose
another friendly ship at distance 1-5 and ready 1 of that ship's defense tokens.

[435] While a friendly squadron is attacking a ship at distance 1-3 of a friendly ship, the attacker may add 1
blue die set to an Accuracy icon to its attack pool. That die cannot be rerolled or changed.

Friendly squadrons without Adept gain grit while they are at distance 1 of a friendly squadron with Adept.
[436] While defending, after the attacker declares the defending hull zone, you may spend 1 Redirect token.
If you do, at the start of the Resolve Damage step, choose a different hull zone to be the defending hull

zone for this attack.

[437] Squadron: Each of up to 3 non-unique squadrons that you activate gain snipe 1 for each die in their
anti-squadron armament, to a maximum of snipe 3, until the end of its activation.

[438] Squadron: You may exhaust this card. If you do:

- Each of up to 3 squadrons that you activate without adept gain assault until the end of its activation.

- Each squadron that you activate with the printed assault keyword can spend a die with a Hit or Accuracy
icon to resolve the assault effect.

You can spend tokens from this card to ready it.

[439] Medium or large ship only.

While defending after the attacker gathers dice, you may spend 1 Brace token. If you do, choose and
remove half of the dice in the attack pool rounded down.

[440] At the start of the Squadron Phase, friendly squadrons with Adept gain Grit until the end of the phase.
If a friendly squadron with Adept is destroyed, you may choose 1 enemy ship at distance 1-2 of that
squadron. If you do, that ship gains 1 raid token of your choice.

[441] Treat each die in your anti-squadron armament as black.

While performing a Salvo attack, the black dice in your battery armament can be used at medium range
and the blue dice in your battery armament can be used at long range.

[442] Modification. "Star Destroyer" only.

Decrease you squadron value by 2.

Ignition [Close]

Each of your front, left, or right firing arcs is also a special firing arc. You have a special battery armament
of 5 blue dice and 1 black die.

After you place your targeting token, exhaust this card. While this card is exhausted, you cannot place
targeting tokens.

[443] You must choose at least 2 types of command tokens for this card.

After you resolve a command by spending a dial, you may discard 1 matching command token from this
card to gain that token.

[444] While defending, after the Spend Defense Tokens step, if you spent fewer than 2 defense tokens, you



may move up to 2 shields from 1 of your hull zones to the defending hull zone. If you do, the number of
shields in that zone cannot exceed a maximum of "6". You cannot recover shields while any zone is greater
than its maximum shield value.

[445] While another friendly non-flotilla ship resolves a Squadron command, up to 3 squadrons without
Adept that it activates can be at close range of you (even if the squadrons are beyond close-medium range
of that ship).

This effect is not active during the first round.

[446] When a friendly ship or squadron is destroyed, you may choose 1 friendly ship or unique squadron at
distance 1-5 of the destroyed ship or squadron. If you do, the chosen ship or unique squadron may either
ready 1 of its defense tokens or recover 1 of its discarded defense tokens and then exhaust that token.

[447] At the start of each Ship Phase, you may reveal and discard 1 command dial from this card. If you do,
until the end of the round, when a friendly ship spends only a matching command token to resolve a
command as if it had spent a dial and token of the same type instead.

[448] While a friendly unactivated squadron is at distance 1-3, it gains Counter 3 or, if it has the printed
counter keyword, gains an additional counter 1. After it performs a counter attack, toggle its activation slider
to the activated side.

[449] When you reveal a command, you may place a matching command token on this card. If you do gain
a command token of your choice.

During the Command Phase, if you have a command token on this card, you must choose that command
on each command dial that is to be assigned to you and show those dials to your opponent. Then discard
that command token.

[450] When an enemy ship declares you as the target of a Salvo attack, if this card is readied, the attacker
gains a raid token of his choice, if able.

When an enemy ship at close range reveals a command, it may discard a Squadron dial to exhaust this
card. While defending, if this card is exhausted, you cannot spend more than 1 defense token.

[451] Non-huge ship only.

While defending at close range or distance 1, during the Spend Defense Tokens step, you may force the
attacker to reroll 1 die of your choice.

[452] While performing a Salvo attack against a ship at close-medium range, you may exhaust this card. If
you do, the defender gains 1 raid token of your choice.

While attacking a squadron, you may exhaust this card. If you do, add 1 die of a color already in your attack
pool to your attack pool.

[453] You gain 1 additional Offensive Retrofit icon in your upgrade bar.
[454] While deploying fleets, if you are in the play area, when you would deploy a squadron with swarm,
you may set that squadron aside next to your ship card instead. You may set aside up to 5 squadrons in

this way.

Squadron: For each squadron you would activate with this command, you may place 1 of your set-aside
squadrons within distance 3. It cannot move this activation, and if it has Al, increase its Al value by 1.

[455] Treat your rear hull zone's printed battery armament as 3 red dice.



The battery armament of your left and right hull zones are each increased by 1 black die and decreased by
1 blue die.

[456] While a friendly ship is attacking, if the defending hull zone has at least 1 shield remaining, the
attacker may add 1 red die to its attack pool.

While a friendly ship is attacking a ship that has no shields remaining, after rolling the attack dice, the
attacker must cancel 1 attack die.

[457] Once per activation, while a friendly ship is attacking a ship, the attacker adds 1 black die to its attack
pool for each raid token the defender has, to a maximum of 2 additional dice.

[458] When you reveal a command, you may place a matching command token on this card. Then, if you
have at least 1 Navigate, 1 Squadron, 1 Concentrate Fire, and 1 Repair command token on this card, you
may gain 1 additional command dial of your choice.

[459] At the start of the Squadron Phase, you may discard any number of tokens from this card. For each
token you discard in this way, 1 additional squadron at close-long range of you may be activated during
each of your fleet's turns to activate squadrons this phase.

[460] After deploying fleets, you may place 2 non-consecutive round tokens on this card.

During each round matching 1 of those tokens, while attacking a ship you may reroll up to 3 dice.

[461] At the end of Command Phase or Ship Phase, you may discard a Redirect defense token to move
shields to 1 of your hull zones. If you do, the number if shields in that zone cannot exceed a maximum of
"6". You cannot recover shields in that zone while it is greater than its maximum shield value.

[462] When you are deployed, you must choose 1 of each type of command token for this card.

Your command value is increased to 4.

You can be assigned more than 1 of each type of command token.

When you reveal a command, you may discard all of the tokens from this card to gain them.

[463] While attacking a ship at medium-long range, if this is your first attack during your activation, you may
add 2 blue dice to your attack pool. If you do, you cannot attack again during this activation.

[464] Once per activation, while performing an attack against an enemy ship, you may spend 1 shield from
the attacking hull zone to change 1 die face to any result.

[465] After you perform an attack targeting a ship that has 1 or more raid tokens, if the defender suffered
one or more damage, you may remove 1 raid token and 1 command token from the defender. If you do,
gain a matching command token.

[466] Choose command dials for this card after deploying fleets.

At the start of each Ship Phase, you may reveal and discard 1 command dial from this card. If you do, until
the end of the round, when an enemy ship spends a matching command dial, it resolves that dial as though
it spent a token of the same type instead.

[467] While a friendly ship performs a salLvo attack, it may add 1 die to its attack pool of a color already in
its attack pool.

Once per activation, after a friendly ship performs an attack that targets an enemy ship, that friendly ship
may spend 1 % defense token. If it does, it may perform a sALvO attack targeting the same enemy ship.



[468] While attacking a ship, each of your critical icons adds 1 damage to the damage total, and you can
resolve a critical effect.

[469] After a squadron performs a non-Counter attack against you, you may attack that squadron with an
anti-squadron armament of X blue dice, even if you are destroyed

[470] Squadrons you are engaged with cannot attack squadrons without escort unless performing a counter
attack.

[471] You are not prevented from moving while you are engaged by only 1 squadron.
[472] You do not prevent engaged squadrons from attacking ships or moving.

[473] While an enemy squadron is at distance 1 of you, it has Heavy.

[474] You can move and attack during the Squadron Phase.

[475] While attacking a squadron engaged with another squadron, you may reroll 1 die.

[476] While attacking a ship, you may spend 1 die with a Hit icon. If you do, the defender gains 1 raid token
of you choice.



