J +Jorran Tierney, Armor Smith (001F) J Rookie Flyer (002C) J iCom Reserve Commander (003A)
Fresh out of Basic Flight, he s ready for combat. That's s Many high ranking iCom veterans serving planetside -
- returned to fleet duty. Donat Barton found the change welcome ="

Tierney designed the Juggernaut, FedGrav’s latest oy
contribution to the Earther armored divisions. He considers the what Admiral Hicks told his class at their commencement
elegant sphere to be nature’s perfect design. i address. and exhilarating.

CHARACTER « iCom * TEcH « UNIT

CHARACTER « FEDGRAV « TECH « UNIT T
-

oy

«« Pay 2 energy = Make your target vehicle immune

to attrition until end of turn.

-« Pay 2 energy = Make your target unit at a site with Piloting 1 (As long as this character is aboard = Pay 3 energy =~ Make this character tactics +2 =
"~ yourvehicleimmune to attrition until end of tum. " aship, that ship is power +1 and tactics +1.) = " until end of turn. =

« Pay 4 energy ~ Make your battle destiny +@ in = 3

3 3
ah ah
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target site battle where you have a vehicle.
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| Dirtside Operative (007D) } Trench Sweeper (009B)
; Less manueverable than the standard GR-Blade,

sweepers root out enemies hiding behind hardened defenses.

Not every iCom recruit is graduated from Basic Flight. “
Barow relies on ground aps to supply information about pirate "
intents and operations.

E CHARACTER + FEDGRAV « INVERTER * UNIT VEHICLE « FEpGRrav « UNiT

d s 1 8

Quickdraw 1 When this character enters play from your hand, -
Each time an activated ability on a if you have three or fewer support icons, you may
f. weapon beneath this character damages inéet “ujiqe payeaide
= an opponent’s unit, you may make your buipuad 1361} [32UR) = J31RIRY) SIY} 1IAASY

opponent lose 1 energy and put that card face {:“
. I c=3oEe

down on your stockpile asset. F
ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. IS5 § 110 R ILLUS. BY ILLUSTRATOR Th & © 2005 DECIPHER INC. [ESVS € |LLUS. BY ILLUSTRATOR

Size 2, Transport 1 (Fach time this vehicle
performs a movement action, you may move
. with it one of your characters.) -
= . Pay 3 energy = Cancel target pending drain =
atan adjacent site. =
&
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J Raven Ambusher (0158)

; Patrol Raven (0138)
Basic Flight does little to prepare a new Raven pilot for T . ;
pilot isn’t truly accepted as a Raven without Surviving @ s Though often outgunned, Raven squadron relies on
;hj i%j;ﬂ;gfg&gs nwd/sndwg;nur;;;quadmn vetey ground attack on an Accord hideout. i Barows insight and “Juice’s” trigger finger to see them through.

SHIP (CapAciTY 1) « ICoM « FIGHTER F SHIP (CapaciTy 1) « ICoM « FIGHTER E SHIP (CapAciTy 1) « ICoM « FIGHTER
"y

i~

- Pay 1 energy = Make this ship power +1 As long as you have a character that has E?]c: rteTaIfe):ioll:)rcg?iggniefntol:lsfglft::Ftl;](i)srts:ecc(;gr
- until end of turn for each of your stockpile - piloting aboard this ship, your total power at £ look at the fi y d of that plavercil
B ralnted locationsis 4.2 ; "~ you may look at the top card of that player’s
reserve.

= assets that has a card stacked on it.
B (o ~TX

=
3]
3
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Born on a station below the system’s ecliptic, “Juice”is == iCom regards medical aptitude highly and rewards top- ==
over-confident and far too vocal. But when the Ravens facea scoring students with choice assignments. Barow makes sure
nest of hekatons, he’s the man that Nann Barow calls. the Ravens get the best medical personnel.

CHARACTER + ICom * INVERTER » UNIT CHARACTER + iICom « WARRIOR « UNIT

CHARACTER « ICom * TECH « UNIT
I i

Piloting 2 (As long as this character is aboard " IR When this character enters play from your hand, & Quickdraw 1
if you have three or fewer support icons, you may - Dismiss your stockpile asset with X cards

a ship, that ship is power +2 and tactics +2.) ifyouh

- Pay 1 energy = As long as you have more IEE stacked on it = Add X to the destiny of each

characters with piloting here than your "a13Y ¢ q s3n{ensed ok dnpay card revealed using an activated ability on
a weapon beneath this character until end

opponent, make your battle destiny +@® in -
targetsecor bttle ere | €0 ] € ] oftum,
ILLUS. BY ILLUSTRATOR Th & © 2005 DECIPHER INC. [IESE 417 ILLUS. BY ILLUSTRATOR Th & © 2005 DECIPHER INC. [IESS 3§11 |LLUS. BY ILLUSTRATOR Th & © 2005 DECIPHER INC. [IESH §11

| Rolling Forerunner (010F) | Robber Wagon (0110)
Juggernauts operating unsupported in enemy teritory S = Light and agile, fencers screen advancing infantry from S

The first Earther vehicles to arrive provide attack —— ; - ; :
coordinates and eliminate potential r/;reazx are equipped with recioimer plants, capabl of converting counterattack.
: almost any energy source to power themselves. ;

VEHICLE « FEDGRAV « INVERTER « UNIT

Size 2, Transport 1 (Each time this vehicle " I Size 2, Transport 1 Size 2, Transport 1 (Fach time this vehicle
peffo’ms amOVemeﬂtaCﬁon, you may move with « Putthe top card stacked on your sto(kp“e assetin pe’forms amovement action, you may move with
it one of your characters.) = its owner’s used pile = Invert this vehicle. it one of your characters.)
When this vehicle enters play from your hand, if = L yodsues) ‘zazis | At same and related sites, your opponent’s units
you have three or fewer support icons, youmay & - can not move (or be relocated?) except during
download a location that has an «2 support iconl.'_.;il~ T . that opponent’s move phase.
ILLUS. BY ILLUSTRATOR Th & © 2005 DECIPHER INC. [IES 34778
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; P B After losing dozens of Juggernauts aboard iCom oo - ] ; s
i e ot o e sttt
V i prototype of this new design is the Stork. g 1

+ SHIP (CapaciTY 4) « ICom « CAPITAL + SHIP (CapaciTY 4) « FEDGRAV « CAPITAL E CHARACTER « Kizen « 1ICom « UNiT
| [%" Piloting 2, Quickdraw 1

« Pay 2 energy = If a battle has taken place

here this turn, perform an attack here at no :
cost. You cause no casualties during that =
battle. You may use this ability only during §

Captain — Nann Barow, Transport 2
You cause attrition +X during battles here - Lose 2 energy = Play a vehicle at full cost to
the location of target battle at a related site.

and at related locations, where X is the K t
number of iCom ships and iCom units you You cause attrition +@ in that battle.

have in that battle.

LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |[EES SRR

=
3
= your turn.
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{1 )] UellesGorget Tistutor 1A

Intended to be the ultimate infantry cannon, the W80K
ak havoc on any unfortunate souls nearby. Lightly
troops quickly I ) stand behind the bearer.

opponent has in a site battle here. Damage
target if its defense < ® +4. The first time
you use this ability each turn, dismiss your
other target undamaged unit here.

1LLUS. BY ILLUSTRATOR

 Privilege of Prowess (0246)

R
Commanders have learned to look the other way when
accomplished pilots bend minor regulations,
unauthorized mustaches.

TM & © 2005 DECIPHER INC. [IREREH S

cluding sporting

'« 2 less energy to play. You may use this ability
= only during your deploy phase.

ILLUS. BY ILLUSTRATOR

J *Ask Questions Later [U3[1E]_

ever you hit, call it the target. Just be sure you

Your characters that don’t have quickdraw
gain Quickdraw 1.

LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |JIES B €]
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When It AL Goes to Hell [l]lq ]

“Find something big to hide behind. Or just keep shooting s
and they'll be the ones to hide.”

—
INTERRUPT (Usep)

Make your character that has tactics > 2
defense +4 until end of turn.

e

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |SREREB T

Each activated ability costs 1 more energy
to use.

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. | D &2

INTERRUPT (LosT)

Y You may only play this interrupt if you have :
higher total tactics than your opponent in
target site battle.

"~ Make your opponent damage one of his or her
units in that battle.

1LLUS. BY ILLUSTRATOR

II':l.‘ J We Profect Our Own (026() i

I Rav les threaten our borders. Betrayers -
and lick their lips and sharpen their claws. They will
not find Earth an easy meal.” —Horatio Hicks

TM & © 2005 DECIPHER INC. [IESEH S¢
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opponent’s sites.

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

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |BRES P18




) «Claiming Prisoners (021A)

The Commerce Authority always gets its man.. ... or
woman, or Shi, as the case may be.

ASSET « STOCKPILE
-‘-.

i

Each time your character that has tactics >

2 enters play if there is no card stacked here,

. you may make your opponent lose 1 energy
= and stack that card face down on this asset.

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |SRESP S| &

'P ) _Pla;gue of Locusts (0270)

Nt dark and we heard the

g. i
de exploded, we knew the Quay were there.”

—Letter home from CGC grunt

-'-'.
At the end of your opponent’s turn, you may
return each unit here to its owner’s hand.

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

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |RES P81 (R

) *Aduance to Wasteland [[]2_2[1]

w you fear in a handful of dust.” —T.S. Eliot,

ORDER (Lost)

i

" Reveal the top X cards of your reserve, where
X =17 —the number of your locations. Play all
locations revealed. Shuffle your reserve. If you
played no locations, your battle destiny is +2
until end of turn.

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |BRERD &8

) Denying a Foothold (028A)

4 th found her forc ched thin as the Quay fought "%
e_ to stake a claim in the Asian Wastelands.

- Dismiss target location that has no ships
or units = Make target character in a battle
power +2 and defense +2 until end of turn.

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |ESP S (R

[ of crevices from which to
e the hand of death that reaches from the dark.”
o Hicks

* Fach time you play a character that has
piloting, you may stack a random card from
your lost pile face down on this asset.

" Remove a card stacked here from the game =
Make target ship power +1 until end of turn.

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |BRES PRI 8

rsion caused iCom

Each card you play costs one more 2 support
icon to play.

"~ Each of your ships and units is power +1.

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. | P S (R




*Qkurimono, Revered Sensei (031D)

“Duty we do not because of emotion, but because of
commitment to the society as a whole. Duty is greater than
any individual.”

CHARACTER - SHikami « Kizen « UniT
¥ =
POWER g2 TacTics perense ©)

This character is immune to attrition.

When this character enters play from your hand,
you may download a weapon for each of your
characters that has quickdraw.

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

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. =

Chinobu Yoshi stood the watch to high alert. He wasn't
going to be caught unawares by the Accord pirates again.

CHARACTER « TenNO » WARRIOR * UNIT

ower 2 | tactics B 1T oerense 5

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

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

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. =

< IR £omoku Patrol (0430)

Each group of five fighters in a Gongen carrier wing has @
pilot designated as flight leader. 1

8

SHIP (CapaciTy 1) « TENNO « FIGHTER

POWER g2 i TACTICS @2 i perense 2

When this ship enters play from your hand,
look at the top card of your reserve. Ifitis a
fighter, you may play it here. It costs 3 less

energy to play.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. %

+Yakan, Kitsune Aspect (032F)

Amask worn by a spirit in the death stone, Yakan
represents a fox demon, climbing trees and howling like a wolf

NOBOT « SHikami « BoT « UniT

POWER 8 i TACTICS 3 1 DEFENSE 5

Size 3

Each time you perform an attack here, you may
dismiss your stockpile asset that has a card :
stacked on it. If you do, you may take a card from
your lost pile into your hand.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

Drive Tender (038B)

The massive propulsion units that power a Gongen carrier
are maintained by gishi like Yasai Tsu. |

CHARACTER « TeNNO « TecH « UNIT

POWER 2 i TACTICS 1 1 DEFENSE 3

As long as this character is aboard a ship, that
ship and all units aboard it can't be damaged. ™

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

]
New carriers have been designed since the Gongen War
of Independence.

SHIP (CapacITY 6) » TENNO « CAPITAL
r r
rower 2 TAcTIcs 23 perense &

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

- Put your fighter here on top of its owner’s used
pile = This ship is tactics +1 and defense +1
until end of turn.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. ¢

Soulmaker (0338)

In ancient tradition, a warrior’ weapon represented his.
link to society and his bond with harmony. Sword makers such
as Nai Ogatsu are highly valued.

CHARACTER -« SHikami « TecH « UNIT

power J| i Tactics | 1 DEFENSE =3

Each time you drain here, if this character is
at a site, you may pay 3 energy. If you do,
take a random card from your lost pile into
your hand.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. ¢

At the NoBot facility aperated by the artificial intelligence
Shocho, no humans can be found. |

CHARACTER « Bot « TecH « UnIT
= =
rower JL Tactics L DEFENSE .3

When this character enters play from your
hand at a site where you have a bot, you may
take a bot or weapon from your lost pile into
your hand.

If this character is lost from a site, remove it

from the game.
ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

Tenno Flagship (045C)

Carriers enable the Tenryu to project its power quickly
throughout the Solar System.

SHIP (CapaciTy 6) * TENNO « CAPITAL
r r
rower 2 TACTIcs 23 perense &

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

« Put your fighter here on top of its owner’s

used pile =This ship and all units aboard it

are immune to attrition until end of turn.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. * 5 €111




Young students like Mina Shisayo have much to learn
from Master Okurimono.

. iy
CHARACTER « SHikami « WARRIOR « UNIT

POWER 2 1 TACTICS 2 1 DEFENSE 3

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

ILLUS. BY ILLUSTRATOR TI & © 2005 DECIPHER INC. %

Although his size makes a daunting impression, the
speed of his sword is remembered longer. Oushi and his sister
Torako are the best known of Okrurimono’s pupils.

g Y
';P‘

' "-I
WA
CHARACTER « SHikamI « WARRIOR « UNIT

power @ || Tactics B |1 oerense

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

Lose 2 energy = This character can
damaged until end of turn.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. =

Areckless maneuver is worth the risk ifit puts your ship on
the enemy’s tail.

SHIP (CapAciTY 1) » TENNO « FIGHTER

POWER g2 i TACTICS @2 i perense 2

- Pay 1 energy =~ Make each ship and each
unit here defense —1.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. %%
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Retasked Miner (035E)

Although demolotion is considered dishonorable, Okiro
Hikyu volunteered to study it.

e
CHARACTER « SHIKAMI « INVERTER * TECH « UNIT

POWER 2 i TACTICS 2 1 DEFENSE 4

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

313y - s1 Aunsap apeq sjuauoddo Jnog
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ILLUS. BY ILLUSTRATOR TM & © 2004 DECIPHER INC. =

The Shikami shrine in Michiyo is protected by two troops
of armored vehicles.

VEHICLE « SHikami « UniT
= =
POWER g2 Tactics L perense E

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

Each time you drain here, if this vehicle is at a
site, you may pay 3 energy. If you do, destroy
target asset.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. = =

When the trap was sprung, fighters from the Tamon
engaged the Accord bandits.

SHIP (CapAciTY 1) » TENNO « FIGHTER

POWER g2 i TACTICS @2 i perense 2

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

ILLUS. BY ILLUSTRATOR M & © 2005 DECIPHER INC. ¢

The plan to ensnare Red-Jane involved a convoy to lure
her and Shikami swordsmen to spring the trap. Nagen Fusai
was tasked with disquising his ship’s energy signature.

CHARACTER « TenNo » TecH « UNiT

power J| i TACTICS g2 1 oerense &

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

icons, you may download a location that hasa
&2 support icon.

ILLUS. BY ILLUSTRATOR M & © 2005 DECIPHER INC. *#¢

Like the guard on a sword’s grip, Gongen vehicles defend
and support infantry and NoBots.

VEHICLE » SHikami » UniT

rower 2 | tacics 2 |1 oerense @

Size 3, Transport 4 (Fach time this vehicle performs
amovement action, you may move with it up to four
of your characters.)

Dismiss this unit = All your units here can't be
damaged until end of turn. You may only use this
ability if you have two or more units here.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. ¢




Garrison forces on Ganymede rely on reqular deliveries of

provisions from Gongen.

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

ILLUS. BY GUY GENTRY TM & © 2005 DECIPHER INC. =

o R [nuincible (054F)

“Cannot be seen, cannot be harmed.” —Sido, Gongen
Philosopher

S"'L_

il

i

s M8

%

INTERRUPT (LosT)

Your target unit at a site can't be damaged
until end of turn.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. =

+Sensei’s Meditation (060D)

Amaster gains enlightenment through reflection.

Each card you play costs one more & support

icon to play.
Each of your ships and units is defense +2.

ILLUS. BY ILLUSTRATOR TI & © 2005 DECIPHER INC. %

Kaban Charge (0490)

High-energy explosive, or the will of Gongen?

4"3‘?)’\-
Py 0

WEAPON (CHARACTER) * ExpLOSIVE

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

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. =

You may play this interrupt only during a
battle.

Make all units defense —1 until end of turn.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

Trample (168E)

Friendly troops must be wary or else they too may be
trampled under foot.

INTERRUPT (Usep)

You may play this interrupt only if your unit in

a battle at a site has Size > 1.

Damage target opponent's character in that
battle ifits defense < @ -+ size of your unit.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. ¢

Gongen’s smaller moon is stilllittered with the hulks of
ships that crashed there during the Battle of Phobos.

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

Aslong as there is a card stacked here, your
opponent causes attrition —1in sector battles.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. ¢

o W Recovered Cargo (056E)

Some stolen goods from the Crimson Corsair were
transferred to the Zocho before Red-Jane made her escape.

Each time you drain, you may pay 3 energy.
If you do, you may retrieve a card.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.




Harm’s Way (051R)

“In skating over thin ice our safety is our speed.” —Ralph

Waldo Emerson

Each of your fighters is defense +1.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

% B Blood Feud (0576)

The Shikami sought vengeance from Raving Red-Jane
and the crew of the Crimson Corsair for the slaughter ofa
Gongen patrol. They sent their best to extract it.

Each asset costs 1 more energy to play.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. + ¢

*(laiming Honor (052F)

“My honor is my life, both grow in one, take honor from
me, and my life is done.” — William Shakespeare

] .
m-71.
ASSET « STOCKPILE

« Pay 0 energy = The next time you play a
weapon this turn, if there are two or fewer
cards stacked here, you may make your
opponent lose 1 energy and stack that card
face down on this asset.

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. ¢

Piece by Piece (0580)

Shocho and his bot workers never sleep.

ORDER (LosT)

Starting with you, players take turns paying
1 energy to take a card into their hands from
their lost piles until a player chooses not to.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. + ¢

“Do not allow the situation to define your choice of
weapon. Instead, choose a weapon to define your situation.
—Okurimono

=
o

-

ORDER (LosT)

Reveal the top X cards of your reserve, where
X =17 —the number of your locations. Play
any locations revealed. Shuffle your reserve.
If you played no locations, your opponent’s
battle destiny is —2 until end of turn.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. ¢

4 VR Clash of Swords (0508)

Boarding parties prefer swords and axes for shipboard
combat. No annaying hull breaches.

INTERRUPT (LosT)

You may play this interrupt only during a
battle at target site.

The player or players who have the least g
number of units at that site must damage one
of those units.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. + ¢




*Raving Red-Jane, Bathed in Blood §

“As a matter of fact, | did have to kill every last damned
one of them.” (0616)

CI:A-RACTE_R- EZEN_- Accao . \-N.ARRIOR . U_NIT

———— = ]
rower @ |+ TACTICS @ perense @ E
Ehbdiih = Bkl "8 Reilabied =4

Pay 1energy = If Raving Red-Jane is at a site,
destroy all your opponent’s units here. You may
use this ability only during your control phase.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

Cagey Swindler (067B)

Beatrice Lyra got cards printed that claim she’ in
“Acquisitions and Marketing.” Business is brisk.

CHARACTER Nest .+ ROGUE Unt

POWER 2 TACTICS 2 DEFENSE 3 ‘
Beeni N [Beled 9

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

JLLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

*Missing Persons (073()

The M/ssmg Persons isn't as prerry as she was before rhe
Earthers “misplaced” her, but shes a lot faster now and just
as well-armed.

Captain— Mercenary Flyer (As long as
Mercenary Flyer is aboard, this ship and each unit
aboard it is immune to attrition.)

*Amethyst Fatale (062R)

Amethyst checks her ride twice before every flight — once
for worn components and once for boobytraps.

—

CHARACTER ACCORD WARRlon Unit

POWER 2 Lo Tacics 2 perense 2 |
L

Piloting 2

Each time you reveal a card for battle destiny during
a battle here, you may reveal the next card and use
itinstead. If you do, and the second card has a lower
destiny than the first, you cause no attrition in that,

1LLUS. BY ILLUSTRATOR

+Evidence 1 (068B)

Lore

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

- Pay 2 energy = Put this asset on top of your§
reserve.

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

Raiding Bandit (074()

Red-Jane’s pilots call themselves “The Surgeons,” because
they Il slice you apen before you know it.

B SHIP (CAPACITV'I) ACCORD FIGHTER

POWER 2 TACTICS 2 DEFENSE 3 |
—..“

Each time a battle begins here, your opponent
pays 2 energy.

from Red-Janes rage. Expenen(e has taught him to how to
read the look in her eye and when to escape her killing zone.

Quickdraw 1

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

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

*"Brute Squad” Saark (0696)

“The rest of them? | am the Brute Squad.”

3 CHARACTER Nesr + ROGuE Unt

POWER 3 TACTICS 2 DEFENSE 3 ;
Beeiil - N Beded 9

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

1LLUS. BY ILLUSTRATOR

Gongen plunder has funded a squadron of pricey fighters
for the Accord.

N SHIP (CAPAClTv1) ACCORD FIGHTER =

POWER 2 TACTICS 2 DEFENSE -3 ‘
Bebeid 8 [Rllad —9

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

When this ship enters play from your hand, if

you have three or fewer support icons, you may
draw 2 cards from the top of your reserve.

« Pay 0 energy = Dismiss your rogue at a related g 'I‘
site. Cancel target pending attack at that site.
ILLUS. BY ILLUSTRATOR Th & © 2005 DECIPHER INC. | e A

ILLUS. BY ILLUSTRATOR Th & © 2005 DECPHER INC. |} ILLUS. BY ILLUSTRATOR Th & © 2005 DECPHERIN. |\ kb (Clile




Metal Freak (066B)

After losing a leg during a little job for Dooley, Vekker
knows what you need and how you can get it. The only told the medbot to take the other one, too. Even other
question is — are you willing to pay his price? (065€) Mavericks questioned that decision.

Serving on Red-Jane’s crew makes a person violent and
heartless, or dead.

i
5 o
CHARACTER « RoGuE « UniT IF | CHARACTER « NesT « MERCHANT « RoGUE « UNIT l‘ CHARACTER - INVERTER * NEsT « UNiT IF

POWER 2 : Tactics | -r DEFENSE '-I--‘ i POWER 2_ -l-r TACTICs 23 -r DEFENSE '-I--‘_ i POWER 2_ -l-r TACTICs 23 -r perense & ‘_

When this character enters play from your hand,
When this character enters play fromyour ™ (8 - Pay 2 energy = Look at the bottom X cards of ™ L ifyou have three or fewer support icons, you may
hand, if you have three or fewer support icons, - your reserve, where X is the number of rogues - invertit. 2l
A " : A | ypene
you may download a location that has a @ at this location. Take one of those cards into Butpuad 3a61e} [saue
support icon. ! your hand and put the rest back in any order. | .

L
€ 3sn33aa T € oo & ¥mod F

o
ILLUS. BY ILLUSTRATOR XR ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. XR ILLUS. BY ILLUSTRATOR TM & © 2004 DECIPHER INC. I“WJ

*Fvidence 2 (071B)
“I'm putting together a little job and we need somebody

to fly the boat. Ever flown any Earther crates? Pays in cash.” Lore ‘House" s the perfect choice for both opening bulkhead

doors and cracking Gongen armor.

~ CHARACTER - NesT - RogUe » UNT ! L — ' ~ CHARACTER - Accorp - WARRIOR + UNIT ;
e — -~ ] ASSET « EviDence 5 g — > ]
POWER g2 LE TacTics 2 perense E E e ——— = J rower Q) pE TacTics i DEFENSE g2 E
- Each time your total battle destiny is exactly
4 at the end of the battle destiny step, you
may activate an energy for each of your
evidence assets.

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

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

Dismiss your stockpile asset with X cards
stacked on it = Activate X energy.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. X ILLUS. BY ILLUSTRATOR ILLUS. BY ILLUSTRATOR

Bloodthirsty Bandit (0766) [ \ [ \ *Crimson Corsair (167C)

The Surgeons run a monthly contest to see which pilot Built at the Hephaistos Hoppers shipyards, this sleek Hephaistos Hoppers' masterwork. The stories say its
has the bounty. Each one makes sure his enemies know design is new to the Quter Rim — Maverick techs haven't had (1 y thugs, armed like a battleship, and faster than a ship
the chance to tinker with them. 3 half s size. The stories aren't far wrong.

) .SHIP (aw\-cnv_ﬂ . Azco-RD . FIGHT-ER — ! i B .SHIP (EAP:clTv-‘I) . AZORD « FIGHTER = ! 3 i .SHIP (EAPA_clTv-é) . AZORD . ICAPH-'AL = ;
| -~ 1 | - 1 e — - 1
POWER g2 [ mcTcs 2 1 DEFENSE 3 I : POWER g2 [ TAcTics 2 1 DEFENSE 3 L : rower & | TacTics 2 1 DEFENSE 6 E

F it Scouting (You may play this ship at a sector Captain — Amethyst Fatale (As long as
V\(’)'l‘ﬁ’(‘)th'; ;2:3 fg\}:e:?spal?nyirﬁgrr?uyiu(:rhgrgi’r - o that has no energy icons on your side.) - 8 Amethyst Fatale is aboard, this ship and each
yeunopp p When this ship enters play from your hand, unit aboard it is immune to attrition.)

from his or her hand and puts that card on top . y f p PN “4

of his or her used pile. Ifthat player can’t, he you may activate X energy, where X is the Each time an opponent’s ship or unit is lost

or she must reveal his or her hand. number of your opponent’s sectors where he | from here, you may activate energy equal to
or she doesn’t have a ship. . the destiny of that ship or unit.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |




."_i'.. Pirate’s Wages (079C)
Once it was silks and coins, now it superconductors and

electrical charge to stun a dinosaur.” —Hance Tech Holiday ttaginium; but booty s il booty.

(atalog

T 28
g S

5
FPO 34

ASSET (SiTe) INTERRUPT (Usep)

You may play this asset beneath one of your
« Lose a card at random from your hand = opponent’s locations.

Choose target character your opponent has in
asite battle here. Damage target if its defense /41 ‘."‘:
<@®+3. f

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

Each drain hereis +1.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

| Rppraiser (0848) I ine i 4 Transplatform Hookup (086R)

Not only can he tell you the book value, he can tell you ey told her if she could “obtain” it, he could find a W horok i< thin "
what it will fetch on the market. iyer. Now she just had to get it off Seyal. Where the plug on this thing:

i CHARACTER NF.ST ROGUE UNIT

POWER 2 TACTICS 2 DEFENSE 3 E

; Reveal the top X cards of your reserve, where
When this character enters play from your X =7 —the number of your locations. Play
hand, you may download an evidence asset. | BN any locations revealed. Shuffle your reserve. j - .
*When you reveal this card for destiny, itis : W fyouplayed no locations, you may activate 58 : Eﬁd: t|nf1eryouﬁi ralrnd, Iym: {n ?’1 atc y:/altne ]
destiny +1 for each of your evidence assets. | b 3 energy. B O b g

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

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. 1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. ¥ ’TTW X

| That's the Accord Way (090C)

“It’s just like a Gongen to bring a knife to a gun fight.”

INTERRUPT (LosT)

As an additional cost to play this interrupt, pay
Xenergy, where X is the power of target unitin a
battle, and damage that unit.

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

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. ¥ F 3X Rare_




~Taiming s 060

Kinnet likes to inspect Red-Jane’s prizes, as he has an
unmatched eye for potentially valuable a:

Sl 060

Accord raiders have heavily armored rooms to store their
ill-gotten plunder.

ASSET « STOCKPILE

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

location.

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

Your battle destiny is +2 here.

When your opponent controls this location,
dismiss this asset.

Each time your total battle destiny is exactly

6 at the end of the battle destiny step, you
may damage a unit in target battle for each of
your evidence assets.

« Pay 1 energy = Put this asset on top of yours
reserve.

“I don't know what you took from that museum, but
they're acting like they want it back!"

You may play this interrupt only during your
turn.

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

lan was simple. All he n
diplomatic summit, and access to NAMES personal
collection.

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

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




;Prgris_, I]am_ir [l_liqar_cﬂ_[l]‘]lf]

“Arrogance is the natural consequence of superiority.”

Each time you drain here, you may make your

opponent reveal his or her hand. If you do, choose
arevealed card. Opponent chooses to put either )
that card or the other revealed cards on top of their ¥
owner’s used piles.

Rcquisition Forerunner (097E)

“When we saw the bridge onboard one of the Shi
capitals, we couldn't even figure out what any of the stations
were used for.”—iCom Sensor Operator

CHARACTER + SUDEVA * TECH * UNIT

TACTICS

When this character enters play fomyour %'
hand, if you have three or fewer support 4
icons, you may download a location thathasa ¢
$ support icon.

Wavewalker Quarrel (103E)

Only new aeronauts assigned to patrol near Seyal find
this duty to be interesting and rewarding.

SHIP (CapPACITY 1) « DAMIR « FIGHTER

POWER 3 Tactics L perense €

\

Aslong as you have four or more & support
icons, your opponent’s total tactics at this
sectoris—1.

__ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

o 4 Trinket Uendor

Tandran says that a Shi’s trash is often some walker’s
treasure.

Scouting

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

during a move phase.

. ILLUS. BY WESLEY BURT TM & © 2005 DECIPHER INC. |

Coliseum Herald (098C)

“Those who are about to die salute you.”

TACTICS 2 DEFENSE 5

When this character enters play, from your

hand, if you have three or fewer support icons, ¥

you may invert it. ‘|-aesaNs
Jude(pe je sutesp sjuauoddo Jnofjo ey

€ 3sN33aa & SO\vL
|
5 ILLUS BY ILLUSTRATOR T & © 2004 DECIPHER INC

Resources gathered from throughout the Solar System are
brought back to help rebuild Seyal.

SHIP (CapaciTy 6) » DAMIR « CAPITAL
h rower & ’ TACTICS g2 r perense € r

As an additional cost to play this shiptoa
sector, put your target unit at that sector in its |
owner’s hand. ]

Your opponent causes —1 attrition here for each -."
card stacked on your stockpile asset that has the
most cards stacked on it.

__ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |

CHARACTER « DAMIR « MERCHANT « UNIT
power | Tactics | DEFENSE =3

i ). Damir House Guard [[]_'13[]

Since the Damir Museum enshrines irreplaceable artifacts
of Shi conquests, the House Guard is tasked with protecting it.

| ; CHARACTER - Kizen « DAMIR « WARRIOR » UNIT I
POWER 3 TACTICS 3 DEFENSE 6
As long as this character is at a site and you

have no other units here, this character is
immune to attrition.

ILLUS. BY ILLUSTRATOR

TM & © 2005 DECIPHER INC.

Dindhar Contender (099C)

Some of the aesthete class of Shi nobles find art and
beauty only in the coliseum.

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

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

_ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |

Crestrider Quarrel (1058)

Same fight, new arena. Aeronauts never pass up a
chance to fire on a hekaton.

SHIP (CAPACITY 1) » SUDEVA * FIGHTER

POWER 3 TACTICS 1 DEFENSE 6

Pay 2 energy = Target related location gains a
& support icon until end of turn.

__ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. |




Diplomatic Liaison (094D) Rlgorithmic Analyst (0950) Damir feronaut (096C)

Kahatapitiya greeted the “Earther ambassadors” and
enriched them with the grandeur of Praris' manse. The visitors
took special interest in the museum.

Signals between enemy ships and ground forces can be

expused and exploied by tacers ke Tavast. “Flight is intolerable contradiction.” —Muriel Rukeyser

h M ol ",
CHARACTER « DAMIR « MERCHANT « UNIT CHARACTER « DAMIR » TECH « UNIT
h POWER 23 ' TACTICS g2 F perense 2 r h rower JL ' e B F pEFENsE ]| r

When this character enters play from your hand, Scouting (You B lay this (harg(ter atasite
. L | that has no energy icons on your side.)

you may put your other character here in its 1 ) 1 el j ’

owner’s hand. When this character enters play from your hand Piloting 3 (As long as this character is aboard

atasite that has no energy icons on your side, you aship, that ship is power +3 and tactics +3.)

may pay 4 energy. If you do, destroy a ship ata

related sector.

. ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. XR . ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. X (o . ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

Pay 2 energy, damage this character =~ Undamage ¥
your other target damaged character here.

Crown Class Gladiator (100F) *Deetaka, the Unbalanced (1010) *livahak, Sudeva Challenger wo

“Fear death? ..let me taste the whole of it, fare like my. T “Balance is for the timid. Choose a discipline, master it 1 “Finish him with the Crashing Waves, Vivahak!”--an
peers, the heroes of old.” —Robert Browning = and find victory.” 4 adoring fan

i —————
CHARACTER -« Kizen « CROWN * SUDEVA  UNIT

power J| TACTICs @2 perense J|

Quick'draw 1 - ! As long as this character is at a battleground, \ As long as you have more units at this location 1
Each time you reveal a weapon, or a character with ! at the end of each of your opponent’s battle k than your opponent, this character is power +3.
quickdraw, for destiny when using an activated phases, if that player did not perform an | As long as you have more ships at this location

ability on a weapon beneath this character, you may : ¢
make your opponent lose 1 energy and put that card attack at this location, he or she loses a card than your opponent, your opponent causes
face down on your stockpile asset. from his or her hand. attrition —2 here.

. ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. XRa . ILLUS. BY ILLUSTRATOR X _ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

*Neshmar, Sudeva Flagship (1060

“The humans may not know what’s on the other side of

When will the humans learn not to expect mercy: e

SHIP (CapACITY 6) * SUDEVA « INVERTER * CAPITAL SHIP (CapaciTY 1) « DAMIR « FIGHTER

TACTICS @2 Tactics L

At the end of your opponent’s battle phase,
if he or she has a ship here and didn't attack
here this turn, you may invert this ship. ] - Pay 2 energy = Target ship here is tactics —2

“uoume oy aunwwi sidiyssiyy until end of turn.

© 3sn3aa §x soow | amod
|
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In the han
weapon beco

WEAPON (CHARACTER) * RANGED

kimpos tempted to escape the

use Guard were ordered to capture them alive.

INTERRUPT (Usep)

*Halt and Be Recognized (110()

om the assigned area. Please

INTERRUPT (Usep)

+ Put 3 cards from your hand on top of their

owner’s used pile = Choose target character in
asite battle here. Damage target if its defense
< @ + the number of your & supporticons. ¥

ILLUS. BY ILLUSTRATOR

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

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

Make target character defense —2 until end
of turn.

ILLUS. BY ILLUSTRATOR

*Delaged Strike (1156)

“Fortune favors the br

INTERRUPT (Usep)

ORDER (LosT)

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

You can’t play more than one copy of this
asset beneath the same character.

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

ILLUS. BY ILLUSTRATOR

ed of the
Shicitizens.

Pay 2 energy = Search your reserve deck for
a location and if your opponent has more
locations in play than you have, play it.

Shuffle your reserve. You may use this ability Y

only during your deploy phase.

ILLUS. BY ILLUSTRATOR TH & © 2005 DECIPHER INC.

|

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

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

Reveal the top X cards of your reserve, where
X =7 — the number of your locations. Play ¥
any locations revealed. Shuffle your reserve.

If you played no locations, you may draw two Y

cards from your reserve.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.




ASSET « STOCKPILE

arison [Hgl]_]

INTERRUPT (Usep)

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

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

INTERRUPT (Usep)

Make your target ship where you have no
other ships power +3 until end of turn. You
may only play this interrupt during a battle
after the battle destiny step.

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

itit?”

INTERRUPT (LosT)

Target unit or ship is immune to attrition until \
end of turn.

1LLUS. BY ILLUSTRATOR

_'_lnrdlq Iruu_e [HHE] .

foth / treasures met the hungry

ORDER (LosT)

You may play this interrupt only when you
could perform an attack.

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

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

Draw a card from your reserve for each
battleground where you have a ship or unit.

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

INTERRUPT (LosT)

You may play this interrupt only if it's your ¥
turn and four or more battles have taken place
this turn.

Take an extra turn after this one.

1LLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.




Deadly Invader (1238)

The Quay’s resistance to the radiation of the Asian
Wasteland gave them an edge over the planet’s defenders.

L I ’ -a-IARACTER « KataL « PRepATOR « UNIT -EHIEACTER * KATAL « PREDATOR « UNIT

1 : C.I-TI:F.{ACTER « Kizen « MAKAL « PREDATOR « UNIT ! 1 E

S 4 ! Tactics 2 l perense & ..' . POWER 3 ! TACTICS g2 ' perense 2 ..-' ~ power g2 Tactics | perense ..
W e Charzcterenters Pr:ayf"’.mhyowl?a"ﬁ a 4 3 When this character enters play from your e ht(r)esihzai?\ergtyafn?:itrgy\(tslrlgnig;hlfsr:(ter
i asite, you may destroy another unit here thathave & i hand, if you have three or fewer support T Bl this abilty only during your move phase f
you have more total power here than your

opponent.

[ = — —_— g oh v
B+, ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. 55 w fa | IE[ES.LILLPSIRATDR TM & © 2005 DECIPHER INC. &

Defiant Scrapper (1206)

“Blood and death are all the Makal need to keep fighting.
—Devakra-Sudeva, Coliseum High-Prime

Cinder Guardian (1270)

The first phase of Ulatak’s invasion required defense
against Earther counterattacks.

The bloody tactics of coliseum combat hearken back to
tribal wars fought on the planet Talgon.

"~ CHARACTER - KATAL  INVERTER - UNIT ~CHARACTER - MAKAL - PREDATOR - UNIT
& rower L Tactics L oerense . ) oerense @ | S rower 3 TACTICS g2 oerense 2
+ Lose 1 energy = Invert this character and { { ] _“i i=Quickdraw 1 (Add a - to each activated ability on
put the top card of your used pile into your £ (DS g aweapon beneath this character that already has
. ._ Pay 3 energy = If this character is in a site J et one)
I battle where your opponent has only ane I Lose 3 energy = Put target opponent’s damaged
R i1, make youroppanent [nse 2 enerdyy | ¥ character here face down on yourtarget stockpile
& SN0 & vl asset.

[ ——— i}
© X0 pu
ILLS. B ILLUSTRATOR T & © 2005 DECIPHER INC._ DU )

Yahkang Fire (133F) Yahkang Water (134E) Yahkang Wind (135F)

The Yahkang landing craft provided suppressive fire for
Ulatak’s Makal during the assault.

The Yahkang navigators name their ships after the four

When selecting a fleet for the invasion of Earth, Ulatak
basic elements in the universe.

did not hesitate before asking for Yahkang.

{ ] .
r h : ki
i o —.._‘\- (i W‘}
CE Smp-(C-AE\CITV 33 . Q_UF;IM + CapITAL

_SI-TP (CapaciTy 1) QU-RIM '_FIGHTER

POWER g2 Tactics | DEFENSE -3 | & rowesr & TACTICS @2 perense & |
el R J e R—

i

_SI'-"P.(-C-AECITV 1) (‘)JR-IMTF-IGHTER

!
i
1 B
= power 2 Tactics | DEFENSE =3 [ |
B ——— B —— e
! 4 I -.
f

_—— i !| Each time a battle begins here, if you have
i ship is power 1 for each battegroURu. three or fewer support icons, you may make  j§ i +1 for each related battleground site you

you control. ; B your opponent pay 2 energy. I L control.

D - i
1 LS. BYILLUSTRATOR Th & © 2005 DECPHER INC_ PG )




Hardened Inferloper (124A)

“Our goal was to secure this area in twelve days. We did
itin eight.”

_CHARACTER « KATAL « PREDATOR « UNIT

o rowr 3 ! TAcTics 3 F DEFENSE 3 '..-

Quickdraw 1

Each time you use an activated ability on a
weapon beneath this character, you cause
attrition +2 in site battles here until end of
turn.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. X

Naka Shaman (130F)

“Steal their faces, steal their lives, steal their souls.”

* CHARACTER - Kizen - MAKAL - PREDATOR - UNIT

rower Q) Tactics |
el ——

When this character enters play from your
hand, you may play target character in
opponent’s lost pile here to use as yours. It
costs nothing to play.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. a3 XR

Ulatak positioned his flagship to inspire fear. The Earthers’
realized their legendary defense net had been compromised.

_SHIP (CapaciTY 3) « QURIM « CAPITAL

power 2 ! TACTICS @2 F oerense & '..
e i)

Put this ship on top of its owner’s used pile =
Make each of your drains at related locations
+1 until end of turn. You may use this ability
only during your control phase. |

1§ | ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. F

Capable Navigator (125F)

The captain of each Qurim hekaton selects one of his four®
man crew to receive training as a navigator and as a tech.

" CHARACTER - QURIM - TEcH - UnIT

rower JL ar B
b S

Piloting 1 (As long as this character is aboard a 3
ship, that ship is power +1 and tactics +1.)

Put this character on top of its owner’s used
pile = Make target ship this character is aboard 8
in a battle here power +2.

Yulak Learner

As an lIna priest, Kalnatda serves as one of the Qurim
chieftain’s many disciples.

.

 CHARACTER - QURIM INVERTER « UNIT
o rowsr 3 ! TACTICS g2 F peFense ]| '.

Pay 2 energy = Invert this character.

(:7+ 31903 pup 7+ Jamod si diys Joy3 “diys B
D pIpoqo S| 12120i0L siy3 s buoj sy) Z bunojid #

8 3ISN3430 T souwove o ¥IMod ;.
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Yahkang the Jaquar (137()

The Yahkang fleet massed at Alnak Station, the Quay’s
first stronghold in the Solar System, before leaving for Earth.

_SHIP (CapACITY 4) « KATAL « CAPITAL

power 2 TacTics 3 DEFENSE 6 . ..
" R—

Characters aboard this ship don’t count
against its capacity.

At each related site, your opponents total
tactics is —1 for each of your predators at
that site.

DEFENSE '-I- ; ..

Lone Rival (1268)

With a weapon in each hand, Tandibak needs no other
Quay to fight at his side.

CHARACTER « MaKAL « PReDATOR « UNIT

s o @ ! TACTICs @2 F DEFENSE g2 '..-

have no other units here, your opponent’s
total tactics here is —4.

Tunnelers such as Arang enabled the invader’ strategy oi
seeking refuge below the planet’s surface.

_CHARACT-E-R--.QJmM « TecH « UniT
TACTICS 2 DEFENSE 3 |

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

icons, you may reveal your used pile and take i
a revealed card into your hand. If you do,
shuffle your used pile.




The Quay flame support weapon, named for a mythical
fire beast of andient lore, is effective against exposed trogps.

WEAPON (CHARACTER) « RANGED

- Pay 1 energy = Choose target character ina
site battle here. Damage target if its defense

<®+2

“The twolegs in their protective armor will be easy marks
for ambushes.”

Each player puts his or her used pile on top of

his or her reserve.

*Bedlam (1500)

“Holder assumes all risks and dangers incident to the

event for which the ticket is issued, whether occurring prior to,

during or after the same.” —Coliseum Ticket Disclaimer

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

Each of your opponent’s units is tactics —1.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC. &

*Beyond ALl Control (130€)

Some gladiators become too fierce for the handlers to
subdue. These moments both excite and frighten spectators.

ORDER (UsEp)

Make your opponent return one of his or her
units to his or her owner’s hand from target
location where your opponent has four or
more units.

Illusionary Foe (1458)

Quay shamans draw enemy fire using manifestations
called Naka.

Lose 2 energy = The next time your unit
would be destroyed during a battle this turn,

put that unit in its owner’s hand instead. You #

may only use this ability once each battle.

*fubah, Shaman of Naka (1690)

“Did you hear the stories about some of our boys killing

each other? Howler quarantined my entire B unit because they

wouldn't stop talking about it.” —Captain Bertran, (GC

Each time a battle begins here, you may pay
3 energy. If you do, add the power and game
text of target opponent’s character here to
this character until end of turn.
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*(laiming Territory (1400)

Alanding craft on Earth’s surface is but the first step in
Ulatak’s plan.

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

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

Saboteur (146E)

(utting power to Earther defenses was a priroity for
Ulatak’ attack team. Without a sensor grid, tracking the Quay:
undergound would become nearly impossible.

When this character enters play from your hand,
if you have six or more inverted cards, you may
invertit.

“UIN} JO PUB [13UN SIYS paje[al
18 7+ 318 SUIRIP INOA = JRYIRIBLD SIY} 1IAAJY «
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L B ikarth Wielder (1410)

F’ 'ri In the coliseum, often a Quay has only his valor and his
§ bikarrh on which to depend.

- ..r*'L- Bl -

) ._CHARACTER * MAKAL « INVERTER » UNIT

4
rower JL r Tactics L F perense ]I

|

INTERRUPT (LosT) _rg
- o

il R —

-—.-—..-.._n-..“
1
{

+ Pay 2 energy = Invert this character and add 2 to " i }'
the destiny of each card you reveal for destiny using S &
an activated ability of a weapon until end of turn. SRR

i
I'1|
I

" Make your opponent’s casualties +2 in target i
battle.
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Hext Step (140R)

The second phase of Ulatak’s plan went into effect upon "
the arrival of Howler’s Daggers.

Manifestation (147F) | *fidvance to Refuge (1480)

Humans build up. Quay build down.
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ASSET (CHARACTER) ORDER (LosT) INTERRUPT (LosT)

T
"-l' i

=Reveal the top X cards of your reserve, wherefgiy J;g
L
e i

——
e
- —

 The player or players who have the least total 4t ’11‘3
power in target battle at a site damage one of &
their units there.

* X =7 — the number of your locations. Play
any locations revealed. Shuffle your reserve. |
Ifyou played no locations, you may make [ 788
target ship or unit tactics —2 until end of turnky l
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Shi merchants have al

this huge beast, sinc

looked to purchase a mate for
long been a crowd favorite.

Pt
CHARACTER « PRrepATOR « WARRIOR « UNIT

rower & TACTICS @2 ! perense 2 '

¥

This character’s power, tactics, and defense can't
be modified.
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WEAPON (Kizen) « MEeLEE « ReLIC

As long as this character is at a site, each of your
drains here is +1.

« Pay 2 energy = Choose target character your
opponent has in a site battle here. Damage target
ifits defense < ® + @®.
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SHIP (CapaciTy 3) « CAPITAL ]

rower 2 TACTICS g2 N oerense 1/

Each time a battle begins here, damage this ship.

When this ship is destroyed, you may make your
opponent dismiss one of his or her ships here.
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&

“Iwill endure to be burned, to be bound, to be beaten,
and to be killed by the sword” —Petronius

CHARACTER - WaRRIOR + UNIT i

POWER 3 TACTICS 2 ! DEFENSE 3 '

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

- Pay 0 energy = Play a weapon beneath this
character. It requires 1 fewer support icon to play.

ILLUS. BY ILLUSTRATOR TM & © 2005 DECIPHER INC.

jon, it sees both
n of your enemys

Salvaged from a long dead i
otherwheres and otherwhens. lllumin
intent is a powerful asset.

ASSET « ReLic

As an additional cost for a player to play a card
during his or her opponent’s turn, that player pays
3 energy.
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[Uuminator Craft (154()

“I can't explain it. When it gets into range, we hit some
kind of field that muddles our tracking.”

SHIP (CapAciTY 1) « FIGHTER

POWER 2 TACTICS 1 § DEFENSE 3 ]

When this ship enters play from your hand, you
may make your opponent reveal his or her hand.

As long as this ship has a character aboard, this
ship is tactics +1.
3o ]
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*Dynamic Codex (157D)

“Hey, I see the combo to my locker.” ‘M
password.” “Looks like a comm code to me.

2
l'__.--"'
/

ASSET « ReLic

- Pay 2 energy = Reveal the top card of any
reserve and note its destiny. Search your used pile
for a card that has that destiny and take that card
into your hand. Shuffle your used pile.
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*Belt/Explorer’s Haven (1650)
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LOCATION (SECTOR) * STATION LOCATION (SECTOR) * STATION

Each time you drain here, you may download a -Pay 0 energy = Put a card from hand beneath
location. your used pile to draw a card from the top of
(When you download a card, search your reserve your reserve. You may only use this ability if you
for that card, reveal it to your opponent, and put it "y control this sector.

in your hand. Then shuffle your reserve.)
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