\

Jg Until end of turn, each of your opponent’s

drains is —1 at each location related to a site
where you have target kizen,

INTERRUPT (Lo

LO¢

Put target ship y p of yor
used pile = Download a site that has “Alnak
Station” in its title. You may use this ability only
during your deploy phase.

ick on the Anant

=+ Put two cards from your hand on top of

& your used pile in any order = Make this ship

power +1 until end of turn.

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

As an additional cost for a player to attack at a
related location, that player loses 2 energy.

When your opponent controls this site,
dismiss this asset.

Each attack you perform costs 1less energy

to perform.

As an additional cost for a player to drain, that
player pays 3 energy unless he or she hasa
ship at a battleground sector and a unit ata
battleground site.

Sy N EHAND HOE D § WL NG L Y4H. 34N A8 ST

LOCATION (Si7e)
there are no characters here, you may lose 1 energy. If you do, put

Each time target character you have at a location would be lost, if
target here instead.

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

« Pay 2 energy = If this character is aboard a
ship that has a weapon beneath it, damage
target ship in a battle here.

CHARACTER -« Kizen « Nest » UNiT

power L9 macnics | (9 oerense &5 |

« Lose a card at random from your hand = This (o
character isimmune to attrition until end of tum.

« Pay 4 energy = Until end of turn, make this

character defense +2if

instead if that destiny = 3 or 4; or power +6, tactics

+6, and defense +6 instead if that destiny =5 or 6.

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

Each time your Tilak character here would

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

LOCATION (SiTe) - Port
Move target unit you have here to another site. You

may use this ability only during your move phase. Your opponent

may use this ability during his or her move phase.

Pay 2 energy

CHARACTER « ANANT « TECH « UniT

vower J| TACTICS g oerense J|

As long as this character is at a site and
damaged, each of your units here is immune
to attrition.

£z

I As long as this character is at a site, each of

your drains at a related site is +1.

Each time one of your fighters is lost froma 8
battle, if there are no cards stacked on this asset,
you may stack that fighter on this asset. o
Pay 2 enerqy = Play a fighter stacked on this
asset at full cost to an asteroid sector. You may
use this ability only during your deploy phase.

ORDER (LosT)

Play target character from your lost pile at
full cost who has tactics < your target
kizen's tactics.
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INTERRUPT (Usen)

Make target kizen defense +3 until end of
tum for each of your locations that has “Earth*

7 inits title.

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

+ Put a card from your hand on top of your
used pile = Your oppanent chooses one

of his or her units in a site battle here and
damages it, unless he or she puts two cards
from his or her hand on top of his or her used
pilein any order.

Invert your inverter. You may play this
interrupt only during your control phase.

INTERRUPT

l" Make your battle destiny +3 in a site battle
B where you have target kizen.

ASSET (Sive)

‘ou may play this asset beneath one of

8 your opponent’s sites.
i Each time a unitis lost from here, its owner

may pay 3 energy. If he or she does, put that §
unit in that player’s hand.

= Pay 1 energy = Choose target unit your
opponent has in a site battle here. If target’s
defense < (®, opponent chooses: Destroy
target; or put a card from his or her hand on
top of his or her used pile.

= QuAim » Uit

oerense 5 |1

Each time you win a battle here, you may
damage target other unit here. If you do, you
may undamage this character.

LOCATION (Si

As long as a player has an inverted ship here, he
or she generates 2 mare energy here.

~
INTERRUPT (Lost)

The next time an ability of one of your
weapons damages a unit this turn, damage up

 totwo target units at that weapon's location.

As long as this character s at a site where

P~ you have a higher total tactics than your
" opponent, you cause attrition +2 here.

Piloting 2 (/s long as this character is aboard a %
ship, that ship is power +2 and tactics +2.)

+Pay 3 energy = Move target ship this character
is aboard. You may use this ability only during
your deploy phase, N

HLUS. Y WESLEY BKT

~ CHARACTER < KATAL « INveRTeR « UNiT

L& power ¥ TACTICS 2 v DEFENSE g

ose 3 energy = Invert this unit.
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ANANT « UniT

Piloting 3

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

Your total power s +2 in each battle ata

7 related site.

CHARACTER » CARTEL « MERCHANT « UNIT

As long as there are at least eight cards in your
active pile, this character is power +4.




Begaing for Hercy

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

ILLUS. BY D (00

SHIP (Capacity 1) « CARTEL « FIGHTER

rowern 3 -: TacTics 23 4 DEFEN§E3:~

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

up to two cards from your hand on top of your ‘3 .
reserve in any order.

HLUS. 8 DENS CALER0

h'target location P

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

INTERRUPT (Lost)

LOCATION (SecTon)

Encampment (Stack this card beneath target location
where you have an energy icon, unit, or ship. This card is
nolonger a location or sector and target gains this card's
enerqy and support icons that are on your side. You may.
stack only one encampment here.)

ASSET (Sive}

Destroy target unit that doesnt have piloting |
ata sector location.

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

Your opponent reveals his or her hand and
chooses a destiny number on one of the revealed
cards. Choose a revealed card with that destiny
number and pu( it on top of his or her used pl[e

You may play this asset beneath one of your
oppanent’s sites.

Eam unit your opponent plays here costs 1
more energy to play for each ship you have at
ea(h related sector.

CHARACTER « HELLCATS « TECH « UNiT

= 1
POWER g2 € TACTICS 2 _,’, oerense 3 |

Quickdraw 1 (Add a - to each activated

ability on @ weapon beneath this character that
already has one.)

As long as this character has a weapon beneath
her, you generate 2 more energy here.

LS. B ERAN AANER 10 6. 2005 DECIPHER NC

Target pending ship doesn't add its power toa
player’s total power until end of turn.

ASSET (Locaion)

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

You can't play more than one of this asset beneath

the same location.

Your opponent’s battle destiny in a battle here is —3.
When your oppanent contrals this location, dismiss.
this asset.

When you play this asset, stack the top card of

‘your oppanent’s reserve face up on this asset.

MNo player can play a card that has the same title as §
the card stacked on this asset.

When this asset leaves play, put each card stacked §
on this asset on top of its owner's used pile.

LOCATION (SEcTOR) - STATION _.

Encampment (Stack this card beneath target location

where you have an energy icon, unit, or ship, This card is
no longer a location or sector and target gains this card’s
energy andsupport icons that are on your side. You may.
stack anfy one encampment here.)

LS. 8Y UERAN YANMER Th & © 7005 DECIPHER I

VEHICLE - CoGs - Unit

rower & € TACTIcs 22 9 DEFENSEGL‘

Size 3, Transport 2

Each time you reveal a card for battle destiny during
asite battle here, you may pay 1 energy. If you

do, make that card destiny +1. You may change

no more than one card’ destiny using this ability &G
each turn,

5 BY SEAN ALY

CHARACTER « ANANT « WARRIOR « UN T

r. POWER 22 r acties | r DEFENsEsr

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

1 DRV BARER

CHARACTER « CARTEL + TECH + UNIT

LAl Ll
vower J| : TAcTIcs 22 |9 DEFEN;E]_

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

*(al’s [law

SHIP (CAPACITY 1) « HELLCATS « INVERTER + FIGHTER
v L f
. i z s
POWER g {3 Tacries AL 5 oeese |

Each time you play a character who has piloting
aboard this ship, you may invert this ship.
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" ASSET (Kizen)
i

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

As long as you've won a battle since this asset
entered play, this kizen is power +6.

Each time an interrupt is played, if no card is stacked
on this asset, you may pay 3 energy. If you do, stack
that interrupt on this asset after its effects have
been performed.

As an additional cost for a player to play a card that
has the same title as a card stacked on this asset,

he or she pays 3 energy.

Target pending unit doesn’t add its power to a
player’s total power until end of turn.

SHIP (CAPACITY 5 « MAKAL + CAPITAL

o rower 2 ‘ Tactics DEFENSE

Pay 3 energy = Move target vehicle ata
B related site to an adjacent site. You can't use
this ability during a battle phase.

—e

. P e ®
) ASSET (Kizen)
B

Your opponent has total tactics —4 here
unless he or she has a kizen here.

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

WEAPON (Kizen) « MELEE

This kizen can't be damaged.

- Pay 1 energy = Choose target unit your opponent

has in a site battle here. Reveal the top two cards
of yourreserve, choose one and note its destiny,

then put them on top of your used pile in any order, =

Damage target f its defense < that destiny.

e W) C15yn Courdinalors

« Pay 1 energy = Look at the top card of any
reserve.

\
Unlimited (You may have any number of copies
of this card in your deck.)

Each card a player reveals for battle destiny
during a battle here is destiny —2.

+ Lose 1 energy = Choose target vehide in a site
7 battle here. Damage target if its defense < (@.

Chijo Warrior

_“‘.1., ._ (' »

CHARACTER « CHuO « WARRIOR « UNIT

rower I mos L oerense 3

- Pay 0 energy = If this character is at a site

and has a weapon beneath it, play a unit hereS

at full cost.

INTERRUPT (Lost)

When you play this interrupt, if you have a

kizen at a battleground location, you may

pay 1 energy. If you do, this interrupt is used
¥ instead of lost.

— Cancel target pending drain.

I

As long as at least one of your units here has
higher tactics than any of your opponent’s

2 units here, this character is power +2 and

defense +2.

&
sE
CHARACTER « IKAZUCH! » TECH « WARRIOR = UNiT

power B | macnes B | oeense B

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

LS. Y DREW BAXER T8 €205 DECPHER INC | 9 L&)

Your battle destiny in a site battle here is
- -+1foreach of your kizen here and at each
 related site.

& - Pay 0 energy =~ Move this character toa
§ related location. You may only use this ability
during your move phase. i




Dismiss this weapon = Damage each unitina
site battle here that has defense < @.

Choose three cards at random from your lost
pile. Then choose one of those three to put in
your hand.

Size 3, Transport 2

Each time you win a site battle here that has
exactly 7 casualties, your opponent loses three
cards from his or her hand.

4 )1 Commerce Ruthority Figher

2010~

Each interrupt your opponent plays during a
7 battle here costs 1 more energy to play.

= Pay 1 energy = Choose target ship your
opponent has in a sector battle here. If target’s

defense < (), damage it and retrieve a card. SSEW

You may play this interrupt only during your
move phase.

Put your target ship or unit in its owner’s hand.

Until end of turn, make target unit that has a
weapon beneath it you have in a site battle
2 power +4 and defense +4.

+ Damage a character you havein a site battle [

here = Activate energy equal to twice its ’
energy cost. i

Scouting (You may play this character ata
site that has no enerqy icons on your side.)
As long as this character is at a site that has no

energy icons on your side, it is power +2 and
immune to attrition.

Piloting 1 (A5 fong as this character is aboard
a ship, that ship is power +1 and tactics +1.)

characteris aboard a fighter, you may move
that fighter to the same location.

= Pay 3 energy = Choose target unit your
opponent has in asite battle here. [f target’s
defense < @, destroy it and put the card you

revealed for destiny on top of your reserve. &

.
l

As long as this character s at a site where you
 have a vehicle, this character is power +2.

ASSET (Kizen)

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

« Pay 0 enerqy = The next time this kizen

§ moves to a site this tum, put target unit at

that site that has tactics < this kizen's tactics f‘ ¥
in its owner's hand. Vi

g

il

INTERRUPT {Lost)}

Choose target ship in a sector battle.
Damage target if opponent’s @ < the
number of fighters you have at that sector.

VEHICLE « IKAZUCH! = UniT

power @ | tacnes | || oerense 3

Size 3, Transport 4

When this vehicle enters play at a site where *
you have a bot or another vehicle, you may
retrieve a card.

CHARACTER « BoT« UNiT

power I | tacnes L 1 oerense I T

« Reveal an Earther card from your hand
and put it on top of your used pile = Target
location gains a &% support icon until end

4. 2005 DECHHER INC. g L
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INTERRUPT (Lost)

You may play this interrupt only during your 3

move phase.

Destroy target vehicle at a site where
~ youhavea higher total tactics than your
» opponent.

Each time a player reveals a card for battle destiny "

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

Each time a player’s unit is damaged by an
ability of a weapon, if any of that player’s
other units is damaged, he or she loses 2
energy.

Damir Quarrel

Adquarefs biggest asset i

As long as you have a ship at a sector and
aunit at a site, each player can drain at no
more than two locations during each of his or
her turns.

Each card you play costs one more & suppart
icon to play.

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

DEFENSE

= Pay 3 energy = Choose target fighterina
battle here. Damage target if its power +
defense + oppanent’s (©) < this ship’s power
+ defense + @.

Size 2, Transport 1

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

this vehicle,
| wodsuel) ‘z 321§

Each time you reveal a card for battle destiny,
you may retrieve a card for each of your
aopponent’s damaged units in that battle.

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

You may play this interrupt only during a site
battle.

¥~ You cause attrition +1in that battle for each
* of your warriors in that battle.

Size 2, Transport 1

« Invert this vehicle = Undamage your target other
unitinasite battle here.

« Pay 4 energy = Invert this ship.
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SHIP (CapaciTy 3) » CAPITAL

rower @@ | tacies 1 1 oerense 2

Pay 2 energy = Your side of this ship’s location
qains an «% support icon until end of turn.

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

Piloting 2 (4s long as this character is aboard a ship,
that ship is power +2 and tactics +2.)

= Lose 1 energy = If this character is aboard a ship
that has a weapon beneath it, until end of tum,
make that ship and each character aboard it immune
to attrition. Also, make that ship power +4.

« Reveal two cards from your hand that have
matching destinies and put them on top of your
used pile in any order ~ Choose target unit your
opponent has in a site battle here. Destroy it
unless your opponent reveals two cards that have
matching destinies from his or her hand and puts
them on top of his or her used pile in any order.




Dauntless Defense

at target location defense +1 until end
of tun,

6

You may play this interrupt only during a ¢
battle at a location where you have more than
one support icon.

Make your battle destiny in that battle +@. ;

£

and passtory
n peaple with a

NOBOT » DiGan = BoT « UNIT
rowen G Tacrics &g oerense B

Size3
When you do not have at least two ather Gongen
units here, dismiss this NoBot. :

Aslong as this NoBot is at a site that has nosupport
icons on your side, your opponent causes attrition
~2here.

CHARACTER « Bot « Unit

rowen @ | tacncs I | oerense 3!

Each time you lose a battle here, if your casualties
are more than 5, they are reduced to 5.

« Pay 4 energy = Ifthis ship is at a sector that
has a @ support icon on your side, invertit.
213 3|1eq 101335
euj diys 13buey abeweq = diys sy 13y -

ASSET (Sive)

| You may play this asset beneath one of your

opponent’s sites.

1" Youmay play this asset only beneath a site where 4
£ you have a unit. .

At your opponent’s end of turn, dismiss this asset
and, if a player’s total power here is higher than
his or her opponent’s, that player loses 4 energy.

CHARACTER = DEIGAN « WARRIOR « UINIT

rowen @2 | TacTcs @ || oerense o3

Each time a site battle begins here, you %
may lose 3 energy. If you do, damage target
unit here.

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

M £0 canfinue

as, evert when the

Each of your damaged characters and
damaged fighters is defense +1.

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

You may play this asset only beneath a
location where you have an infiltrator.

As an additional cost for your opponent to
drain here, he orshe pays 3 energy

At the end of each of your opponent’s battle
phases, if your opponent has a unit or ship
here and didn't attack here, he or she loses
1energy.

Each interrupt costs 3 more energy to play.

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

V

LU, BY KIERAN TANMER

INTERRUPT (LosT)

Each Ikazuchi unit is defense +4 until end
of turn,

# IS BY CHRISTIAN SCHWAGER

As long as you have no more than one card
in your used pile, this ship is power +2 and
defense +2.

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

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

CHARACTER

Each time one of your opponent’s units enters
play here, if this character is at a site, you may
activate 1 energy.
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Duress Uatarma

LOCATION (SiTe)

+ Pay 1 energy = Damage target unit your
opponent has in a site battle here that has
defense < this character’s tactics, unless your
opponent reveals a card from his or her hand
that has destiny > 3 and puts it on top of his
or her used pile.

| *EarthiCorparate headquarters
Each time a player’s vehicle enters play here, that player may play a

warrior here. That warrior costs no energy to play.

Choose target character in a site battle where As an additional cost to play this interrupt,
you have a character that has a weapon beneath damage your farget unit that has scouting
it. Until end of turn, make target power -3 and inasite battle,

defense -3, and s tactics aren't added toa Make each of your units at that site immune
player’s total tactics during a battle. to attrition until end of tutn.

) INTERRUPT (Lost) INTERRUPT (Los1)
- \ &

The next time your opponent loses cards to
target pending drain, you retrieve a card for
each card lost to that drain.

Until end of turn, as an additional cost for
your opponent to draw a card during the draw:
phase, he or she pays 1 energy.

5 10 provide.

i SHIP (CAPACITY 2) = 1Com « CAPITAL
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here to.a moon sector where a battle istaking
place. Any player may use this ability.

You cause attrition +1 here for each related
 site where you have a vehicle.

| LOCATION (Sector) - Moon

J‘-" S . -
= 3
CHARACTER « Bot - Unir

power I | macies 1 oeense I

LOCATION (SecToR) - PLANET

As long as you have a ship here, your side of this
location gains an « support icon.

Put this character on top of its owner’s used
pile =Your side of target location gains an &¥
support icon until end of turn. You may use this
ability only during your deploy phase.

ASSET « EviDENCE

Each time your total battle destiny is exactly st

1at the end of the battle destiny step, you ™= >

may make target character power +3 until (2% When this ship enters play, your opponent
end of tum for each of your evidence assets. A& Bl [0ses 2 energy for each of that player’s units
+ Pay 2 energy = Put this asset on top of J§ here that doesn't have piloting.

your reserve,

Y DAV DEEN

You may play this asset beneath one of your |
opponent’s locations. i As long as this character is at a site, as an ¢
You may play this asset only beneath a additional cost for a player to play a unit here, !
location where your opponent has a ship y

orunit. I U " Each time you drain here, if this characterisat
Each of your drains here s +3. = asite, youlose 2 energy.

i

INTERRUPT (Last)

Choose one: Download an encampment that has

a support icon matching one you have in play; or,
if you have only one type of support icon in play,

download an encampment.

(When you downioad a card, search your reserve
for that card, reveal it to your opponent, and putit
in your hand. Then shuffle your reserve.)

When you play this asset, stackthetop 8
card of your opponent’s reserve face up on
this asset.

§ Each time a copy of a card stacked on this
asset is placed in your opponent’s lost pile
from play, your opponent loses 3 energy.




festering Cargo
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A INTERRUPT (Usen) ‘

You may play this interrupt only during a
battle, after the loss step.

Put target damaged character you have in
that battle on tap of its owner’s used pile.

You may play this interrupt only during your
move phase.

Destroy target ship that has power 3 or less.

Your opponent reveals his or her hand. If any
interrupts or orders are revealed, he or she
loses one of them.

Until end of turn, make target kizen defense 488
+2and it can't be targeted by your opponent. /3 P

o

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

Until end of turn, each of your opponent’s
drains at a site related to a site where you
7 have avehicleis -1.

As long as this character s at a site, you

cause attrition +1 here.

» Pay 1 energy = Choose target unit your

opponent has in a site battle here. Damage

target if its defense < @ -+ the number of
. warriors you have here.

A

Put two cards from your hand on top of your
reserve in any order.

= Pay 4 energy = The next time your target
unit would be destroyed this turn, prevent
7 thatand, if it's damaged, undamage it.

VEHICLE « CARTEL « UNiT *
—_— =

oerense €

“(0)

Size3

Each time your opponent reveals a card for battle
destiny during a site battle here, you may pay

1 energy. If you do, make that card’s destiny
~1.You may change no more than one card’s
destiny using this ability each turn.

ASSET (5irc)

'ou may play this asset beneath one of your
opponent’s sites.
At the end of the battle destiny step of each
battle at a related site, make your battle destiny
inthat battle + @.
When your opponent controls this site, dismiss
this asst

ach time you win a battle here and have no
more than one card in your used pile, you may

4 invert this character.

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

Your opponent can't drain at an adjacent site.

When your opponent controls this site,
dismiss this asset.

As an additional cost to play this interrupt, %
revert your target inverter.

§ Cancel target pending drain at a location

related to that inverter’s location.

Target player puts his or her used pile

I beneath his or her reserve and shuffles

that reserve.

NIT

DEFE!

When this character enters play, you may
reveal the top three cards of your reserve and
replace them in any order.
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INTERRUPT (Usen)
is tactics —1, unfess that ship i

LOCATION (Secror)

Each ship here
ship.

ash

*Ganymede/Drhital

Fuel Theft
icons until end of turn.
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related to alocation where you have a kizen,

Until end of turn, as an additional cost for
that player pays 2 energy.

a player to play a ship or unit at a location
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DERGROUND.

L-OEATION
Each time a player’s unit enters play here, that player's opponent pays 1

LOCATION (SecTor) - Moon

Each player's drain here ls +11
site he or she controls.

*Ganymede/Traginium Well

*Ganymede/Underground Bunker

*Ganymede/Subterranean Passage
pay 8 energy. If that player does, he or she destroys target character

here,
As long as you have a unit here, your side of this location gainsa R

Each time a player’s Quay character moves here, that blayer may
support icon.

Sdlfale N BHATD MO 1L OVALSUM 071 A9 ST 0 . 630 TIAYD A8 ST ciffbla® 0 010 HOOE O T WL KO OUAYED A9 ST ¥ N VLY A9 ST

is site and have a kizen here, your total

LOCATION

*Ganymede/Unstable Ground
*Ganymede/lalley
*Ganymede/Uantage Point
*Ganymede/Forward Base
power is +2 at each related site.

As long as you contral

Each time a card i revealed for destiny while using an ability of a weapon

Ateach player's end of turn, that player must put one of his or her units
here, that card’s destiny is +2.

here on tap of its owner’s used pile.
download a location that has “Ganymede” in its titl

When this location enters play, you may pa

Each drain here is +1.

Sdifale 6 BHATD HIOL D 1L VIS G A8

Geisha Bot

CHARACTER « BoT « Unit CHARACTER « DEIGAN » TECH » UNiT

powen I 1 menes L) oeense I 3 " obown LT s 2 |7 perense 2

Damage this character = Put your target
When this character enters play, you may | bot here or your target vehicle here in its
draw up to @ cards from your reserve, owner’s hand. You may use this ability only
4 during a battle here.

*Ganymede/Unstable Ground

+ Reveal a Gongen card from your hand and
putit on top of your used pile = Target location
gains a &d support icon until end of turn.

here on tap of its owner’s used pile.

LOCATION (Sie)
Each drain here is +1.
At each player’s end of turn, that player must put one of his or her units

lflliler N EIHARASON ST M 1S40 A8 ST

LOCATION

7

CHARACTER « Bot « Unit

rowen | racies I 1 oerense

WEAPON (CHARACTER) » MeLEE

This character is defense +2.

= Pay 1 energy = Choose target unit your
opponent has in a site battle here. Damage g8
target if its defense < @, L

Pay 3 energy = Put this weapon in its owner’s
hand.

Put this character on top of its owner’s used pile
= Your side of target location gains a Ra support
icon until end of turn. You may use this ability
only during your deploy phase.

*Gongen/lce Hine
Each time a vehicle enters piay here or moves to here, put it on top

of its owner’s used pile.
When you play a NoBot here, it costs 3 less energy to play. Any

player may use this ability.




*Gongen/Pilgrims” Haven

LOCATION (SecTon) = PLANET

Each player who has at [ea
icons in play generates 1 more ene

powen @@ | mccs 1 DEFensE 3

Size 3, Transport 4

Each time an ability of a weapon beneath
this vehicle damages another unit, you may
pay 2 energy. If you do, destroy that unit.

As long as this character is at a site where you
- have a unit that has tactics > 4, this character
is power +4,

SHIP (CAPACITY 6) » TENNO « CaPITAL

rowen & | taccs 3| oerense 55

Transport 4 (Fach time this ship moves, you # X
may move with it up to four of your fighters.)

+» Pay 2 energy = Choose target unit your
opponent has in a site battle here. Reveal

the top two cards of your reserve, choose

one and note its destiny, and put them on top
of your used pile in any order. Damage target
if its defense < that destiny.

5. B CHRISTAN PARCE T 6.6 2005 DGR NG| g

| CHARACTER - CARTEL » RocuE « Unir é
b

POWER g € Tcrics 2 |5 oerense '_'

Quickdraw 1 (Add a = to each activated

ability on a weapon beneath this character that
already has one.)

When this character enters play, you may reveal
the top card of your used pile. If you do, you &
may put that card on top of your reserve.

CHARACTER « DEIGAN « WARRIOR « UINIT

POWER menes @@ | oerense B

« Pay 4 energy = Your target character at this X
site can't be damaged until end of turn.

LS. 8GRI LOFGREN THE © 2035 DECIPHER INC |y 16}

VEHICLE « IKAZuCH! « Unit

powen 2@ | Tactis @ || oerense K

Size 3 (This vehicle counts three times againsta
ship’s capacity.)

Transport 4 (Fach time this vehicle moves, you
may mave with it up ta four of your characters.,)
When this vehicle enters play at a site, activate 1
energy for each of your other units here.

1581 SKINER ThA © 200

Giorget Cannan

'WEAPON (CrHaRACTER) » RANGED

As long as this character is at a site, you cause
attrition +1 here.

- Pay 1energy = Choose target unit your

P~ opponent has in asite battle here. Damage

target if its defense < @ -+ the number of units
* your opponent has here.

W[ VEHICLE - FenGRav = Unit

| vower 3 [ racncs 2 [ oerense 2

Size 2 (This vehicle counts twice against a ship’s
capacity.) \
Transport 1 (Each time this vehicle moves, you may
71 mave with it ane of your characters.)
+ Pay 4 energy = If this vehicle is in a site battle,
make your battle destiny +2 in that battle.

T © 700

Hagaard Hulk

TNy

W2
2 id

{4 SHIP (CAPACITY 2) + CARTEL + INVERTER « FiGHTER 4
o orow 3 | macnies 3o oerense 3 |

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

Pay 3 energy = Invert this ship.

A
Lown [0 Lo

T o 20 C

NOBOT + DEGAN « INVERTER  BOT + UNIT
power S menes 3 oerense 10

Lose 3 energy = Invert this NoBot.
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Grade 7 Fluid Laser

You cause attrition +2 here.
+ Pay 1 energy = Choose target ship your
opponent has in a sector battle here. Damage
target f its defense < @ + the number of

y capitals you have here.

CHARACTER » CHUO » TECH » UNIT

rower I tacnes I | oerense 3

You generate 1 more energy here.

CHARACTER = Kizen « CROWN « DAMIR « UniT

r. POWER 2 ( Tacics & r DEFENSE 3 \

As long as this character is at a site and has
aweapon beneath it, your opponent causes
attrition -3 here.

Until end of turn, as an additional cost for
your opponent to play a unit, he or she pays
1energy.




*Hauwk’s Wing

Size 2 (This vehicle counts twice against a ships
Move your target vehicle at a site to an capaity.)
adjacent site where a battle is taking place. = Transport 1 (Each time this vehicle moves, you may
move with it one of your characters.)
— When this vehicle enters play, dismiss a unit here.

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

Your opponent can't lose cards from his or her
hand to a drain here.

E CHARACTER - Kizen « Unir

: T rower 2@ || Tacrics & DEFENSE g2

f } ¥k 1 (¢ Each time one of your fighters is lost from a

i : battle, you may stack it on this asset. y
Dismiss this asset = Make your total power *

at target sector +2 until end of tun for each
fighter stacked on this asset.

3 you control. b r | - Lose 2 energy =This character isimmune ta
{ i

attrition until end of turn. d
has in a sector battle here. Damage target if its / [ When this character is lost from a site, retrieve”
defense < @. ! L ! up to three cards.

—_—
y ) founded

ilities Unleashed

belongs fo the mast persevering

. S
i INTERRUPT (Lost) |

Piloting 3 (As long as this character is aboard
aship, that ship is power +3 and tactics 43.)
= Pay 3 enerqy = This character is immune to
attrition until end of turn.

move phase.

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

[ You may play this interrupt only when you could \

perform an attack.

¥~ Perform an attack at no cost at target location

where a battle has already taken place this turn.

e

~ CHARACTER + Tan ren s Unit

POWER meties | DEFENS

3)\d pasn
N0 WoJy pied e meiq = Jaeleyd ity Hardy

The next time one of your characters moves to

asite this tumn, destroy target unit at that site if ;

its power < that character’s power.

+ Reveal a Quay card from your hand and put
iton top of your used pile = Target location
gains a 4 support icon until end of turn.

Size 2 (This vehicle counts twice against a ships
capacity.)

Transport 1 (Fach time this vehicle moves, you may.
move with it one of your characters.)

When this vehicle enters play, dismiss a unit here.

AN

L

e

MNOBOT s [KAZUCH « BOT » UNIT

rowen & | Tacics 2 | oerense &

Size 3 (This NaBot counts three times against |
aship’ capacity.) L
= Pay 2 enerqgy = Make target other unit here
defense +2 until end of tum.




Ikazuchi Follower

CHARACTER - | HI+ WARRIOR » UniT

powen @ | Taics 2 | DErense

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

LS. B PAUL TOBIN T & 2005 DECIPHER INC_ 0

As long as this character is at a sector, each
ship here without a character who has piloting
aboard is tactics -1.

When this ship enters play, you may put
§~ target unit here that doesn't have piloting on
top of its owner’s used pile.

ASSET (Kizen)

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

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

CHARACTER - IxazucH! « WARRIOR « UNIT

rowen I macncs " perense D

When this character enters play, reveal the top 8
card of your reserve. If it’s a Gongen unit, you
may play it here. It costs 3 less energy to play.

When this ship enters play, your opponent
pays 1 energy.

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

This character is power -1, tactics -1,

and defense -1

As long as this character is at a site where

y- you have a character that has tactics > 2, this

character is power +2.

CHARACTER JCHI » TECH « UNIT

power J| T 2 DEFENSE T

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

Each unit you play aboard this ship that has

7 piloting costs 2 less energy to play.

SHIP (CAPACITY 3] « CAPITAL

rowen @ | menes I oeense &

Pay 2 energy = Your side of this ship's location
gains a ¥ support icon until end of tum.

VEHICLE « FEDGRAV « UniT

SIZ! 2 (This vehicle counts twice against a ships
capacity.)
Transport 1 (Each time this vehicle moves, you may

" mave with it one of yaur characters.)

Pay 2 energy = If this vehicle is at a site adjacent to

= asite battle, move it to the location of that battle.

VEHICLE « IkazucHi - Unit

rower 3 T s D | L

Size 3 (This vehicle counts three times againsta
ship’ capacity.)

Transport 4 (Each time this vehicle moves, you
may move with it up to four of your characters.)
Each time a site battle begins here, your opponent
pays 3 energy.

As long as you have a unit that has piloting
~ aboard this ship, you cause attrition +2 here.

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

This kizen is power +2.

Each time a unit is targeted by an activated ability
of a weapon beneath this kizen, make that unit
power 3 and defense -3 until end of turn.




3 at the end of the battle destiny step, you
may draw a card from your reserve for each of
your evidence assets.

+ Pay 0 energy = Put this asset on top of

yOur reserve.

As an additional cost for your opponent to use b
1 asupporticon here, he or she pays 1 energy.

SHIP (CAPACITY 6) » TENNO « CAPITAL

rower 3 s 3 || oerense 5

Transport 4 (Each time this ship moves, you
may mave with it up to four of your fighters.)
= Put a ship from your hand on top of your
used pile = Make this shipimmune to
attrition until end of turn.

) - JosselSuin

attrition until end of turn.

Each time you would reveal a card for battle destiny in\=
a battle here, you may pay 3 energy. If you do, reveal =

three cards from the top of your reserve, choose one
of them to add to your battle destiny instead, then
put them on top of your used pile in any order.

Your opponent pays 2 energy for each Tahka

B unit you have at target battleground.

«Lose a card at random from your hand =This St}
e

character is immune to attrition until end of
turn.

Each time a power step ends here, if your total
poweris 21, destroy each of your opponent’s
units here.

 overogping

close formation,

SHIP (CAPACITY 1) « TENNO « FIGHTER

PowER 2 nenes 2| oerense K

As long as you have at least two other .
Gongen fighters here, this ship is defense +2.

ASSET (Unit)

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

When you reveal this card for battle destiny,
lose 3 energy. -

You may play this interrupt only during a site
battle where you have a kizen and no other
units.

Make your battle destiny in that battle +(®.

« Pay 3 energy = This character is immune to
attrition until end of tum.

» for each of your vehicles here.

Jikoku Interceptor

SHIP (CapaCITY 0) = TennG

power I |7 macncs B |7 oerense 2

This ship is defense -+1 for each of your other § %
ships here.

HLLUS. Y THOMAS DENMARK

Each movement targeting a unit aboard this
ship costs 1 less energy to perform.

« Pay 3 energy = Move target vehicle from

= aboard this ship to a related site.

As long as this character is at a location where
you have no support icons, this character is
immune to attrition.

fefense of Takuni
ter pack aflows far

Move target character you have at a site
adjacent to a site battle to the location of
that battle.

Quickdraw 1 (Add a - to each activated

ability on a weapon beneath this character that

already has one.) |

As long as this character has a weapon beneath A [
her, she is immune to attrition and each of your &S
drains here is +1.

ILLS. BY KRERAN YANNER

akizen ata location.
Destroy target asset.




Encampment eath target location

where you have an energy icon, unit, or ship. This card is
no longer a location or sector and target gains this card’s
energy and support icons that are on your side. You may.
stack anly one encampment here.)

" SHIP (CAPCITY 4) - TARKA < CAPITAL

rowen &5 " acties 3 r DEFENSE

haracters aboard this ship dont count
against its capacity.
« Lose 1 energy = Your opponent dismisses
a ship here. You may use this ability only
during your move phase when you have no
more than one card in your used pile.

LS. 8 M PAVELEC

~\ A

_ CHARACTER = TAHKA + PREDATOR = UNIT

ability on a weapon beneath this character
that already has one.)

Each of your opponent’s damaged units here §
is tactics 2.

LS. BY SEDONE THORGHILAY 0.8, 2005 DECIPHER INC_

*Riller Cait Grimalkin

CHARACTER « HELLCATS « TECH « UNiT

POWER € acrics B 9 DEFENSE‘*L

Piloting 3 (As long as this character is aboard o IS

ship, that ship is power +3 and tactics +3.)

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

LS. B ERAN AANER 10 6. 2005 DECIPHER NC

+Julan Rathe

CHARACTER =« CISYN = INFILTRATOR « UNIT

power H TACTICS g ﬁ oerense B

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

P unit here. You may only use this ability during

asite battle here.

& Pay 1 energy = Choose target unit your
opponent has in a site battle here. If target’s
defense < @, damage it and your opponent
chooses to pay or lose 2 energy. i

SHIP (CapacITY 1) « TENNO « FIGHTER

power 2 | TacTics 22 || oerense K

When this ship enters play, you may

download a card titled *Komoku Fighter.”
(When you download a card, search your reserves
for that card, reveal it to your opponent, and put
itin your hand. Then shuffle your reserve.)

" CHARACTER - KATAL - PREDATOR « UNIT

POWER r acries | T Derense 7 E‘

CHARACTER « TAHKA « PREDATOR « UNIT

o rowen cnics 3
I

& Lose 2 energy = The next time this charai
moves to a site where your opponent has a
character this turn, reveal the top two cards
of your used pile. If those cards are both units,f§
you may destroy target character here.

CHARACTER « KizEN = TiLAK « WARRIOR « UNIT

o =

CHARACTER « DEIGAN « WARRIOR « UNIT

POWER 3 menes 2 oerense &5

As long as this character is at a site and your &
opponent has fewer than three units here, he®8
or she can't reveal a card for battle destiny in

a battle here.

HLUS. Y APRIL LEE B © 2035 DECIPHER INC | 1)

tF_l |4=t22
\ Lo O Wi M
CHARACTER « Kizen - Ikazuch - Unir

e IR perense

This character can't be damaged.

« Put a card from your hand on top of your
used pile = Activate 1 energy.

haracters aboard this ship don't count

% against its capacity.

there are no other ships, you may put target g
unit at a related site in its owner’s hand.

CHARACTER « ANANT « WARRIOR « UNiT

ASSET (Unit)

4 POWER g r TACTICS 2 r DEFENSE g2 A

As long as you have another kizen here,
this character is power +2.

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

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

| POWER B ( TACTICS 22 r DEFENsEqr\

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

SHIP (CAPACITY 6) » TENNO « CAPITAL

rower & | tacies B | oerense 55

Transport 4 (Each time this ship maves, you
may move with it up to four of your fighters.)
When this ship enters play, for each related
site where you have a unit, this ship costs 1
less energy to play.

A SCHAGER




SHIP (CAPACITY 1) » TENNO « FIGHTER

powen 2@ | Tactics 2 || perense

When this ship enters play, you may
download a card titled “Komoku Fighter.”
(When you download a card, search your resei
for that card, reveal it to your opponent, and put
itin your hand. Then shuffle your reserve.)

" CHARACTER - Kizen - MakaL - Unit

rower 85 r Tactics & r DEFENEEGT’J

W= Put two cards from your hand on top of
g your used pile in any order = This character is
immune to attrition until end of turn.

-Lose d energy =The next time one of your
ather units is lost from a battle here this turn,
putitinits owner’s hand.

F

CHARACTER « HELLCATS » UNIT

R e A
vowen € Tactics @@ 0 oerense 3 |

Piloting 2 (As long as this character is aboard
aship, that ship is power +2 and tactics +2.)
Each time you win a sector battle here,
activate up to 3 energy.

VEHICLE « CoGs « UniT

rowen J : ractics :’ bErENsES

Size 2, Transport 2

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

LS. B ATHENA HUD 0 6 © 2005 DG

SHIP (Capacity 0) « TENNO « FIGHTER

rowen J meries " perense 2

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

LS. B THOAAS DENMMARK T € 2005 DECIPHER INC_ | 9%

" CHARACTER + MAKAL - PREDATOR « UNIT

rower ) F TACTICS g jr nEFEN;El-I-_

3. 81 SEAN MRRAT

" CHARACTER - TAHKA « INveRTen - Unit

POWER Ir meries Jr uEFmséz

“Abiaua
| 5350| Juauoddo Inoj, == JABIRD SIj) LI3AAY *

T sowow -'-,amm. )I :

T T T

You cause attrition +1 in each site battle
= here for each of your units here that has
tactics > 2.

Pay 5 energy = Invert your target inverter ship
here. You may use this ability only during your
draw phase. Any player may use this ability.

LS 8Y MICK STATROPDILOS T & © 005 DECIPHEE I

ASSET (Unit)

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

/2 This unit may not move.
Each of your opponent’s drains here is —1.

B PAMEIA i 2005 0k In Rl

As an additional cost to play this interrupt, =
put your other target character in a battle at 4
the same location as your kizen on the top of
your used pile.

Damage target character at that location.

WEAPON (SHiP) - RANGED

You cause attrition -1 here.

= Pay 1 energy = Choose target ship your
opponent has in a sector battle here. Damage

" target ifits defense < @ + the number of
+ fighters you have here.

CHARACTER » Kizen = SHIKAMI = UniT

power B || tacncs B || pesense @

« Lose 2 energy = This character is immune to =
attrition until end of turn. .

When this character enters play, you may pla 1

aunit here that costs 2 energy or less. That
unit costs no energy to play.

INTERRUPT {Lost}

Reduce your casualties by 5 for each of your
EA support icons at target location wherea 4
battle is taking place.

# ILYS 31 STIVE ELLS 1.8 2005 DECIPHER INC_ |

CHARACTER = TiLAX « TECH « UniT

r. POWER 22 ( actes | r DEFENsE 3 \

= Pay 5 energy = Put target other damaged
unit here in its owners hand.

INTERRUPT (LosT)

Reveal the bottom card of your reserve, noteits @
destiny and put it on top of your used pile. Reveal

the top X cards of your opponent’s used pile, where
Kis that destiny. Put target revealed card in its
owner’s lost pile, and put the other cards on top of &#
your opponent’s used pile in any order.

105 §1 ATRENA HUDDUESTON 148 6 2008 DECEHER NG Ve LB




ASSET (Locanion)

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

Each player can’t move his or her ships and units
to or from this location except during that pla
move phase.

LS. B SEDONE THORGHLAY T & 2005 DECIRHER I

Luhus Mauler

" CHARACTER - LURUS - INVERTER - UniT

POWER g r TACTICS 2 r’ DEFENSE

2431 un 136:e) abewep Aew nok ‘1Y
il Sjueq e Buunp Japesey) sip Laau) nok uaypm

Each time a player’s capital enters pl
player may play a fighter here. That fighter costs
no energy to play.

I location as target character who has quickdraw.

Loremaster

CHARACTER » CHuO « WARRIOR » UNIT

powen I | tactics @@ || oerense I

% Luhus Dalaka

)

\ & e
v &
!

\ v

~ WEAPON (CHARACTER) - MeLeE

When this characteris lost from a location,
you may put target other card from your lost -
pile on the bottom of your active pile.

N

CHARACTER - Luus « INvenTeR « UNIT

this ability only when this characteris at the same X Characters aboard this ship don't count against #
B its capacity.
Lmeippind ff FRED W Each of your drains at a related location is +1,
— ' |
L ) 5
€ o}

InC SRR A

As long as this ship is at a sector that has
P~ “Luna”inits title, this ship is power +2,
" tactics +1, and defense + 2.

e

N, )

»ﬁ. e

f“"ANt; /‘ A .;)\". 7

; AN LNy ' 4
“UNY P

 WEAPON (ChaRacTe) - MeLce

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

= Pay 3 energy = Choose target damaged
unit your opponent has in a site battle here.
Destroy target if its defense < @.

}' Each time you win a battle here, you may pay %

M 1 energy. If you do, search your used pile fora j

Wb card, put that card in your hand, then shuffle g
your used pile. i

I8 We oy

e

" SHIP (CAPACITY 4) + MAKAL = CAPITAL

Pay 3 energy = Make this unit power -+2 until .

ASSET (SecTon)

power & F acTics Jr oerense & )

You may play this asset beneath one of your *
Characters aboard this ship don't count i opponent’s sectors. 3

I against its capacity. | As an additional cost for a player to drain

- Pay 2 energy = Choose target unit your
opponent has in a site battle here. If target’s
defense < (®, damage it and your opponent
chooses to pay or lose energy equal to its
energy cost.

Put target pending ship or pending unit in its
owner’s hand, unless its owner pays 2 energy.

end of turn. e Ml Each unit your opponent plays at a related
I {I" site costs 1 more energy to play.

here, his or her ships here must have at least
8total power.




CHARACTER - Bor » Unir

powen I | s 1 oerense I

Put this character on top of its owner’s used
pile = Your side of target location gains a ¥®*
supporticon until end of turn, You may use this
ability only during your deploy phase.

ASSET (Kizen)

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

» Pay 4 energy = Put target unit you have
here on top of its owner’s reserve.

CHARACTER « NEST « ROGUE « UNIT

vowen @@ 1o tacies | 9 oerense
| € F

- Pay 4 energy = If this character s at a site,
cancel target pending attack that is targeting

U5, BY PETER FERGUSON

ASSET (Kizen)

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

+ Pay 2 energy = If your opponent’s @ <
this kizen's tactics, your opponent causes

attrition —4 here until end of tum.

HELLE SPALONG.

A ‘I»

.--v

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

Cancel that attack.

' LOCATION (SEctoR) - PLANET _.

As long as a player has exactly
that player’s total power here is +4.

ORDER (Usep)

Reveal the bottom card of your reserve, note i
its destiny, and put it on top of your used pile.

Ifits destiny = @, you may play a card. If you

do, that card costs 6 less energy to play. :

This character is tactics +2, a kizen, and
immune to attrition.

5H|PE(AF‘AEI1Y 1) « KNAVES » FIGHTER

il

PowER 3 -' menes I _: DEFENSES

Each time you would reveal a card for battle
destiny during a battle here, you may reveal
the bottom card of your reserve and use its
destiny instead. If you do, put that card on
top of your used pile.

SHIP (CAPACITY 2) « HELLCATS « INVERTER « FIGHTER

* 4 f
rower 13 acncs & & oerense |

Pay 6 energy = Invert this ship.

“AB1aua £ 01.dn 31eare ‘313Y diys paLaAU

Frsanos

ASSET (Sie)

| Youmay play this asset beneath one of your

opponent’s sites.

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

Each of your opponent’s units here is tactics -1,

When your opponent contrals this site,
dismiss this asset.

'WEAPON (NGBor) - MeLee

« Pay 6 energy = Damage target unit your
opponent has in a site battle here.

ASSET (Kizen)

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

«Pay 1 energy = Reveal the top card of your
reserve. Then you may reveal a card from yol
hand that has the same destiny as that card.
Ifyou do, exchange those cards.

ASSET (Si7e)

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

Each time a player’s unit enters play here,
destroy it if its defense < his or her
opponent’s @

Quickdraw 1 (Add a - to each activated ability on X
aweapon beneath this character that already has
yn at feast one.)
When this character enters play, you may pay 2
. energy, Ifyou do, download a weapon.

CHARACTER « HELLCATS = UNIT

3 > 3
POWER € TacTics 2 & oerense 3 |

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

= Pay 4 energy = Make a ship this character is A T
aboard power + until end of turn. & 1

15 BY MCHELLE SPALDNG




ASSET (SiTe)

You may play this asset beneath one of your
opponentss sites.

As an additional cost for a player to drain
here, he or she must have at least 8 total
tactics here.

% W) il Bombardment !
Cpo

vonus” 1o Corn (o S

opponent’s sites.

« Lose 2 energy = Choose target unit ina
battle here and target related sector. Damage
that unit ifits defense < @ + the total
tactics of your ships at that sector.

As long as this character is at a site, yourside
of that site gains an energy icon.

LAK « TECH « UNIT

DEFENSE

As long as this character is at a site, your
opponent causes attrition —1 here for each
 support icon on a related location.

Ominaus Presence

ASSET (Kizen)
You can't play more than one of this asset
beneath the same kizen.
This kizen is tactics +1.

Pay 2 energy = Take target asset here from
beneath one card and give it to target other
eligible card.

e groy

ASSET (Secor)

‘ou may play this asset beneath one of your
opponent’s sectors.
Each time you lose a battle at a related site, you
may lose 5 energy. If you do, reduce your casualties
in that battle to 0.
When your opponent controls this sector, dismiss
this asset.

Cancel target pending interrupt or pending
order unless your opponent pays 1 energy.

INTERRUPT (Lost)

The next time your target unit would be
destroyed this turn, prevent that and, if itis

~  damaged, undamage it.

SHIP (Capact
INTERRUPT (LosT) v
POWER macnes 1 oerense 2 !
You may play this interrupt only during a battle.

Play a XeLabs ship or XeLabs unit to the location
2 of that battle at full cost.

Pay 2 energy = Your side of this ship’s location
qains a & support icon until end of turn.

» Lose 3 energy = If this character has a
weapon beneath it, until end of turn, make
this character power +3, tactics +3, defense
+3, and immune to attrition.

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

INTERRUPT (Usép OR Lost)

USED: If your opponent has thirteen or mare cards in"
his or her hand, choose all but eight at random and
put them on top of his or her used pile.

LOST: You may pay 4 energy. If you do, your oppol
reveals his or her hand, Then you choose a title your
opponent has revealed two or more copies of, and"
he or she loses all revealed cards that have that fitle:

: iy R 14 & © 1004 BECIFRR I

*Phobos/Disputed Territor 0

ay
deploy phase, dismiss it unless you have another
i support icon in play or reveal a Gongen card
from your hand.

Each time a player drains here, that player may
pay 3 energy. If that player does, he or she
retrieves a card.

The first movement targeting this character
2 each turn costs 1 less energy to perform.

LS. 8Y MK SEATHOROULDS




INTERRUPT (Usen)

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

b~ Reveal the top card of target reserve. You may

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

moke -

] *Pompeii i

Each activated ability used during a battle

. here costs 3 more enerqgy to use.

Each time a card is revealed for battle
destiny, you may lose 1energy. If you do,
make that card's destiny +1or —1. You may
change no more than one card's destiny
using this ability each turn.

SHIP (Capacry 3) « CapITAL

rowen @@ | mccs 1| oerense 2 !

Pay 2 energy = Your side of this ship’s location
gains a &d support icon until end of turn.

INTERRUPT

Choose a different location for target

& pending ship or pending unit to enter play

at. If target is a ship, you must choose

B another sector. If target is a unit, you must

choose a site related to where it would have
entered play.

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

Plasma Cannon

bur ot ren in o Bundies

/7~.._“
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. i

'WEAPON (UniT) - RANGED

This unitis defense +1.

» Pay 1 energy = Choose target unit your opponent
has inasite battle either here oratan adjacent o8
site, Reveal the top two cards of your reserve, -
chioose one and note its destiny, then put theman
top of your used pile in any order. Damage targetif:
its defense < that destiny.

CHARACTER - Bot « Unir

power I 1 s LT oeense I

« Reveal a Shi card from your hand and put
iton top of your used pile = Target location
gains a & support icon until end of turn.

Make target ship and each unit aboard it
immune to attrition until end of turn.

(uay Bot

Th

CHARACTER « BoT « UniT

At the end of each battle you‘ve won here,
youmay pay 1 energy. If you do, invert
this ship.

SIUOVL

ASSET (Kizen)

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

This kizen is defense +1.
Pay 2 energy and dismiss this asset = Until end

of turn, each time you lose a battle here, your
casualties are reduced to 0.

= Dismiss target other unit you have here =
This character is immune to attrition until end
of turn.

Dismiss two target other characters you have here
= Damage target character in a site battle here.

power I | acies I oeense I ' DEFENS
» Reveal a ship from your hand and put it \ 5 Rs f
on top of your used pile = Your opponent (& Piloting 1 (4s long as this character is aboard @ ) A
chooses one of his or her ships in a sector & ship, that ship is power +1 and tactics +1.) :
battle here and destroysit, unless he or she B Each time your opponent drains at a related
reveals a ship from his or her hand and puts it location, you may put this character on top of its,
on top of his or her used pile. awner’s used pile, If you do, cancel that drain,

Put this character on top of its owner’s used pile
= Your side of target location gains a 4 support
icon until end of turn. You may use this ability
only during your deploy phase.

Destroy target infiltrator your opponent has at
asector, Then your opponent loses 3 energy.




" CHARACTER - QuAi - Preoaton « UniT

vower | [r actics r DEFENiEZ}E

} Each time another unit here is lost, if this

B character is at a site, you may pay 7 energy.
If you do, play that unit here to use as yours.
It costs nothing to play.

Wigde"

;-.'\\L)W’

~ WEAPON (CHARACTER) + MELEE_

- Pay 1 energy = Choose target unit your

& opponent has in a site battle here. Damage

target if its defense < ® + the number of
ather weapons you have here.

Haider

SHIP (CapACITY 2) = HELLCATS = INVERTER » FIGHTER
: 4 7
o 1 2[

Each time you reveal a card for battle destiny that &
has destiny 6 or more, you may pay 3 energy. If you
do, invert this ship.

‘313 Jayyby sayio
12b1e) fonysap Lew nod ‘diys siyy Lanus nok uayp

CHARACTER « KIiZEN + CROWH « ANANT « UNiT
N o 1 r Tactics &5 r DEFENSE 3

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

= Dismiss target other unit you have here =This
character isimmune to attrition until end of turn,
- Pay 2 energ this character is aboard a ship,
maove that ship to a sector battle at another sector.

“CHARACTER « TAHKA + PREDATOR + UNIT

POWER r TacTics 73 r oerense 3 I ’

stockpile asset and this characteris ata site,
you cause attrition 3 here.

\ [I's
e 2005 DCPHEL NG ELRELY 41|

SHIP (CapaciTY 4) « KNAVES » CAPITAL

rowen B : TAcTIcS 2 4 DEFENEES

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

Each time the attrition step ends here and your
opponent has attrition remaining, this character s
power +3 until end of turn.

2|

CHARACTER = Kizen = Accoro » WAMIO: Unar

e ..
vower | © Tactics & _‘ oerense @ |

+ Lose 3 energy = If this character is at a site,
destroy all other units here. You may use this
ability only during your control phase.

TH & € 2008 DECHER INC. | VR

" SHIP (CapacrTy 4) - QuAm « CAPTAL

rower B F Tactics 3 Jr oerense |

aracters aboard this ship don't count
against its capacity.

~ CHARACTER - Qurim » Tech - Unir

1
Piloting 1 (As lang as this character is aboard ™y ‘
aship, that ship is power +1 and tactics +1.)
When this character is destroyed, you may

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

POWER 2 r macnies r oErense 3 E.

CHARACTER = CROWN « ANANT = UniT

4 POWER 22 ( Tacrics 3 r oerense & |

Piloting 2

As long as this character is aboard your ship
and your opponent has no ships here, he or
she must lose 2 energy to play a ship here,

HLUS. 51 DREW BATER

Seie (Covycek ) cHoaves s Wasavet s B
i 7
.
1owguo j_TACTICS 1 o oeense 3 |

Each time you revea\ a card for battle destiny ™
that has destiny 6 or more, you may pay 3
energy. If you do, invert this ship.

ISNI430 | SIUOVL |
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" CHARACTER « QuAi - PReoaTon « UniT

POWER [r tacrics r oerense |

I As long as this character is at a site, each
character here that has piloting is defense 2.

Pay 3 enerqy = Reveal the top card of your used
pile. Ifit's a Quay unit, put it in your hand.

ASSET (CHARACTER)

This character is defense +2.

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

ILAUS. B PAUL BURIOW

SHIP (CAPACITY 6) « TILAK « INVERTER  CAPITAL
4 vower I r racrics F DEFENSE g

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

"J0as
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control phase

§ Your opponent loses 1energy for each
battleground location you control.

Reliable Quarrel

You may play this ship at no energy cost ata
sector where you have no ships.

This ship can‘t move if it entered play this tum.

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

Each time your opponent drains at an adjacent
site, you may put this character on top of its
owner's used pile. If you do, cancel that drain.

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

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

CHARACTER « CHiso Unit

This ship gains this ability: “As long as
each of yourships here is an infiltrator,
neither player can attack here.”

Pay 3 energy = Put this ship in its owner’s
hand.

Puta card from your hand on the bottom of
your reserve,

Restricted Passage

Avoiding

INTERRUPT (Usen)

Until end of tum, your opponent can't attack
at target location where four or more of his or
her units have entered play this turn.

=+ CISYN « Unit

Each time your opponent’s kizen of tactics
Xis destroyed here, you may pay X energy.

" Ifyou do, play that kizen here to use as yours.

It costs nothing to play.

DEFENSE PowER 2 TacTIcs 2 oerense &

As an additional cost for a player to play a location

When this ship enters play, your opponent As long as this character s at site that has no 38 that has no supparticon, that player loses 2

puts a card from his or her hand on top of his support icons on your side, you generate 2
or her used pile. more energy here.

As long as you have a card stacked on your
 stockpile asset, this character is tactics +2.

and ewill glve you.
wowe will ihicken ouf

INTERRUPT - INTERRUPT {LosT)

You may play this interrupt only during your =

move phase. 1 ) As an additional cost to play this interrupt,
Your opponent loses 2 energy from his or her” S As an additional cost to play this interrupt, lose Your opponent chooses one of his or her units Ji il youmust have at least two fighters at the:
g reserve. s 4 energy. to put in its owner's hand. b same sector.

Destroy target ship at a sector where you have a i IAK Activate 4 energy.
ship that has a weapon beneath it. A




*Rogan Hallard

Piloting 2
= Invert this character = Undamage your target
character in a battle here.

CHARACTER - Danr - WaRRIOR « UNIT

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

Put all of the cards from your used pile in
your hand.

You may play this character at no energy cost at
asite that has a & support icon on your side.
This character can't move from a site that has a
& support icon on your side.

4 POWER g2 ( TACTICS 2 r oerense B \

ASSET (WeArON)

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

b L5 1 J0F BOULDEN T © 2005 DECPHER NC_ | e LA L

Pay 0 energy = If there are five or fewer
cards stacked on this asset, stack the top card
of your reserve face up on this asset.

» Lose three cards stacked on this asset =

If those cards each have the same destiny,
damage target unit in a battle.

SHIP (CAPACITY 1) « DAMIR = FIGHTER

_ LOCATION {SECTOR) » PLANET

When this location enters play du

deploy phase, dismiss it unless you have another
& support icon in play or reveal a Shi card from
your hand.

y. rowerR 3 r Tactics r DEFENSE6r\

As long as your side of all locations have more
total & support icons than any other type of
support icons, this ship is power +2.

+ Lose 3 energy and put a card from your hand
on top of your used pile = Move this ship to
target sector.

*Rugged mpty

Each time you win a battle here, you may
invert this ship.
T+ 13y uelp
buipuad 19bue1 ayely = diys s1y) Larsy
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ORDER (LosT}

Your opponent loses a card at random from »
his or her hand. i

VI NI A8 ST

immune to

LOCATION (SiTe) » Port
Make your target kizen in a battle he

attrition until end of turn. Any player may use this ability.

Pay 4 energy

TH 5 © 7005 DECHHER 1N | RELLLI

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

SHIP (CapaciTy 3) » CAPITAL

POWER macnes 1 oerense 2 !

Pay 2 energy = Your side of this ship's location
qains a 4 support icon until end of turn.

LR —

| — — =0
: CHARACTER - Bot - Unir Y

power J acmies perense J !

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

TLAUS. B JOSHUA fhebAMES SHAW T8 2005 DECPHER INC. " Ggg [ Ll

o +Soyal/Light Side ]

I . LOCATION (Secton) « PLANET .’

As long as you have a ship here, your side of this

location gains a & support icon.

Each time an ability of a weapon damagesa
ship or unit, you may pay 2 energy. If you do,
destroy that ship or unit.




ORDER (LosT)

As an additional cost to play this order, dismis
aunit atasite.

Play target Gongen unit from your lost pile a
that site. It costs 3 less energy to play.

was the first NaBat to appear and!

Gonger,

vowen | tacnes oerense 6

Size 3 (This NdBot counts three times against
aship’s capacity.) 1
Aslong as you have at least two other Gongen
units here, this NoBot is power +2.

WEAPON (CHARACTER) « RANGED

As long as this character s at a site, you
cause attrition +1 here.

+ Pay 3 energy = Choose target unit your
opponent has in a site battle here. Damage
target f its defense < (@ + this character's
tactics.

DEFENSE

Size 2, Transport 2

Each time asite battle ends here, if your battle
destiny at the end of the power step was exactly
11, your opponent loses all cards from his or
her hand.

at the top card of any reserve, If you do, you

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

«Pay 1 energy = Put the top card of any
reserve beneath that reserve,

e
CHARACTER « SHIKaM| = WARRIOR + UnIT

rowen @2 | tacics T3 | oerense @2

Dismiss one of your other units here = Make &8
your opponent’s battle destiny ina battle 3
here 3.

Name a number. Then reveal the top two cards
of your opponent’s reserve, note their total
destiny, and return them in any order. If your
number equals that total destiny, until the
end of your deploy phase, you may perform
movements as if it were your move phase,

As long as this characteris at assite, this
character gains the ability: “As long as each of \¢
your units here is an infiltrator, neither player

- cn attack here.

Pay 3 energy = Put this character in its
awner’s hand.

——t V\‘-‘
CHARACTER « Bor » Uni

power I | macies 1 oeense I

Put this character on top of its owner’s used pile
= Your side of target Ication gains a & support
icon until end of turn. You may use this ability
only during your deploy phase.

VEHICLE - SHikami « Unir
rower 3 acries | DEFENSE g2

Size 3 (This vehicle counts three times againsta
ship’s capacity.)

Transport 4 (Each time this vehicle moves, you
may move with it up to four of your characters.)

« Pay 2 energy = If this vehide s at a site, make
target unit here defense —2 until end of tumn,

oerense ()

Put two cards from your hand on top of your

¥ used pile in any order = This character is immune

to attrition until end of turn.
Your total power in each site battle here is —4.

When this character s lost from a site, your opponent t
loses 1 energy for each of his or her units at tha

of target character at same location as
your kizen.

(Effects that alter target’s tactics alter its
defense instead, and vice versa, until end of

W] Siiftin Tacics 5

"undingc;:-"_""

INTERRUPT (Lost)

You may play this interrupt only during a
battle, before the battle destiny step.

The next time you would reveal a card for

¥~ battle destiny, make your battle destiny +X

instead, where X is the tactics of target unit

— you have in this battle.

CHARACTER » SHiKAMI = WARRIOR » UNIT

rower @2 | tacncs @@ | perense T3

When this character enters play at a site
where you have a bot, you may retrieve
acard.

Pay 4 energy and damage this ship = Damage
target ship your opponent has in a battle here.

ORDER (LosT)

Destroy target infiltrator your opponent has
atasite. Then your opponent loses 3 energy.
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WEAPON (CHARACTER) « RANGED

ar
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" CHARACTER - LunUs - PRepATOR « UNIT

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

l This character can't move.
A Dismiss this character and lose 2 energy =

Destroy each unit at this location. You may use
this ability only during your control phase.

-

INTERRUPT (Usen)

Activate energy equal to target damaged
unit’s defense.

SHIP (CAPACITY 1) » VISHAL = FIGHTER

N

VEHICLE « HELLCATS « UniT

roweR 3 i TAcTics @@ 4

Size 3 (This vehicle counts three times against
aship’ capacity.)

Transport 2 (Fach time this vehicle moves,
Yyou may move with it up to two of your
characters.)

SHIP (CAPACITY 1) = SUDEVA * FIGHTER

4 rowen r meries r oerense 6 A

As long as you have no other ships here,
for each of your opponent’s ships here,
this fighter is power +1 and defense +1.

Each time your Deigan unit is destroyed, if
there are no cards stacked here, you may stack’
that unit on this asset. N
Lose a card from your hand = Put target card
stacked here in your hand. You may use this
ability only during your deploy phase.

LS. BY CHRIS TREVAS TME © 2035 DECIPHER INC [ L)
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A CHARACTER « Accorn « ROGUE « UNIT ﬁ
b

CHARACTER = SuDEVA = WARRIOR « UiT

4 POWER 3 F Tacties r DEFENSE

Each time you attack here, if each player has
only one ship here, your opponent loses 1
energy.

4 POWER g r TACTICS 2 r DEFENSE 3 A

Each time you use an activated ability of a
weapon beneath this character, draw up to three
cards from your reserve. You may draw no more
than three cards using this ability each battle.

rower & € tacies B |0 oerense 85 ;

Each time a card is revealed for battle destiny
during a site battle here, you may pay 3
energy. If you do, make that card’s destiny

+2.You may change no more than one card’s £S&S

destiny using this ability each turn.

28

INTERRUPT (Last)

The next time you lose one or more cards
to a drain at target location this turn, put
target ship or unit at that location inits
owner’s hand.

-
INTERRUPT (Useo)

You may play this interrupt only during a
battle at a site where you have at least four

. warriors.
= Make your battle destiny in that battle +@.

Damage target unit in a site battle where
your total tactics are at least twice your
opponent’s total tactics.

SHIP (CAPACITY 1) « SUDEVA « FIGHTER

4 POWER 2B r acrics I r oerense @6 |

As long as this ship is at a sector that has
“Seyal” in its title, this ship is power +2.

Target pending unit can’t move until end

Y- of tum,

CHARACTER = SUDEVA « WARRIOR « UniT

r. POWER r TACTICS 2 r perense & \

« Lose 4 energy = If this character s in a site
battle, destroy target damaged unit here. You
can't use this ability until after the attrition
step of a battle.




Sultry Dpportunist

Nicky St

CHARACTER -+ NEsT « ROGUE « UNiT

vower J| € s | 9 DEFENiEq:"

At the start of each of your control phases,
you may pay 2 energy. If you do, and @ >
opponent’s (), retrieve a card.

INTERRUPT (Usen)

Target pending ship can't move until end
of tum.

INTERRUPT (Useo)

For each of your opponent’s units at the site of \
target pending drain, he or she chooses to pay
7" 1 energy or dismiss that unit.

" As long as this unit entered play this turn, '
each unit here is tactics —1 until end of tum. [

CHARACTER - Kizen « CROWN = Damig « UNiT

. rower & r hctics B r oerense B A

« Dismiss one of your other units here =
This character is immune to attrition until
end of tum.

« Pay 3 energy = Your opponent causes

attrition —2 here until end of tum.

Swiftwave Rttacker

SHIP (CAPACITY 1) = ANANT - FIGHTER

. rowen P r meries r oerense 6 A

Captain — Ashmahi-Anant (s fong a5
Ashmahi-Anant is aboard this ship, this ship and
each unit aboard it is immune to attrition.)

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

LS 1 J0F BOULDEN

- \.\.;‘: i %
b

oo
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SHIP (CAPACITY 6) « TENNO + CaPITAL

rowen & T macnics 3 oerense B

Transport 4 (Each time this ship moves, you
may move with it up to four of your fighters.) 3
+= Pay 1 energy = Make your target ship here
defense -+1 until end of turn.

LS. B CHRISTIAN SCHWAGER TNE © 2035 DECIPHER INC | L 3

P Tahka Life Ship

haracters aboard this ship don't count
gainst its capacity.

owner’s used pile = Make this ship power +1§
until end of turn.

EAT When this ship enters play at a sector where %8
" you have no support icons, you may search

I

i
‘: ¢ ‘ﬂ,_

- Pay 2 energy = Your opponent loses 2
energy. You may use this ability only during
your control phase when you control a

battleground site and a battleground sector. §

[ P ———
{7t o ComsnaN iaace

T 2005 DECPHER N 04

INTERRUPT (Lost)

For each asset in play, that asset’s owner must,

choose to either lose 2 energy or dismiss that
asset.

* IS Y CHRIS TREVAS

6 2008 DECHER NG | 6

SHIP (CapaciTy 2) «

rower B ﬁ TACTICS 2 ﬁ

Synched Up

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

pile and one of them in your lost pile. Putthe 48 ¢
other card on the top of your reserve, g

IS §1 MICHELLE SPALDING T8 €205 DECIPHER INC_ gL [ 4

(//'_,/(3,/-

 SHIP (CAPACITY 3) « Tasika « CAPITAL

CHARACTER « TAHKA « PREDATOR « UNIT

your used pile fora card and put it into your
hand. If you do, shuffle your used pile.

HLUS. BY 10K BOULDER

TN E 7005 DECMHER N BB el

£ Each time you win asite battle here, you may |
B pay 1 energy. If you do, your opponent loses

rower &g [r TACTICS 22 r oerense 6 :Ii
T

J |

1 energy.

},' Each time your opponent drains at a related

location, you may put this ship on top of its

owner's used pile. If you do, cancel that drain. ff {

WEAPON (FIiGHTER) « RANGED

This fighteris defense +2.

+ Pay 3 energy = Choose target ship your
opponent has in a sector battle here.
Damage target if its defense < @ + the
number of Gongen ships you have here.




Takumi Shadow Warriors

CHARACTER - DeiGaN « WaRRIOR « UNIT

rowen 5 [ Tactics 3 " perense R

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

This character may have two weapons
beneath it.

LS. B FRANCS T4 T & 2005 DECIPHER INC_ 9

Jamon Interceptar

>

e

SHIP (CaPACITY 0) » TENNOD « FIGHTER

rowen I | tacnes B oerense 2

When this ship is destroyed, you may putit # X
ontop of its owner’s used pile.

LU, BY THOMAS DERIMRK 4 & 002008 DECIPHER INC 9%

*Tennaru ari

CHARACTER « KiZEN » IKAZUCH! « UNiT

rowen & | macncs®p || perense &

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

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

LS. BY APRILLEE .. 2005 DECIPHER INC | L )8
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ty only during your move phase.
during his or her move phase.

LOCATION (STe) « PoaT
Mave any number of target units you have here to

another site. You may use thi

@ Your opponent may use this a

*Themis/Landing Pad

Pay 2 energy

"~ CHARACTER - Kizen - Quiim - Unit

POWER 2B r ThcTics g2 F DEFEN;EG;‘

» Put two cards from your hand on top of

§ your used pile in any ord his characteris

immune to attrition until end of turn.

+ Put target character you have here ontopof  §
its owner's used pile = Make this unit power +2 §
until end of turn.

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

You may play this asset any time you could
play an interrupt.

When you play this asset during a battle that you
are losing, reduce your casualties in that battle by 8.
Each time your opponent performs an activation
action, he or she may activate 2 more energy.

] £ 0 :

Nontige aERI 1
=

LOCATION (SECTOR) » ASTEROID _.

As long as you have a ship here, your side of this
location gains a *®* suppart icon.

SHIP (CapaciTY 6) = TENNO « CAPITAL

rowen & Tactics 3 1 oerense &5

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

When this ship enters play, each player
dismisses all other capitals here unless he or
she dismisses a fighter here.

A -~
CHARACTER « DEIGAN « WARRIOR + UNIT

ower & T racncs 2 oeense I

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

HLUS. B PAUL BURRDW T 5 2095 DECIPHER INC | g L1

|
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SHIP (CaPACITY 1) » TENNO « FIGHTER

roweR 2@ | TacTics 2@ || perense B

When this ship enters play, you may retrieve X
acard.

_— 1
CHARACTER - DAMIR » WARRIOR « UNIT

rower ) r TACTIcs 2 r DEFENSE 2 \

Each of your opponent’s drains at a related
siteis—1.

Search your used pile for an inverter, putitin §
your hand, then shuffle your used pile.

WEAPON (CHARACTER] « MELEE

When the character this weapon is beneath i
is destroyed, you may put this weapon ints
awner’s hand. »

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

LS. Y BRADLEY WILIWKS T & 2 2005 DECIPHER INC_ | 3

*The Gambler

CHARACTER « Kizen « CARTEL » Ut

rower 3 € Tacnes 9 DEFENSE6L
= (0)

« Lose a card at random from your hand =
This characteris immune to attrition until
end of turn.

» Pay 2 energy = Put a card from your hand
on top of your reserve.

Ve

CHARACTER » KizEN « CROWN s TiLAK « UniT !

| power g r TACTICS 2 r ummsel-l-r\

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




SHIP (Capa

As long as this ship is at a sector where
you have no & support icons, this ship is
power +2.

IARACTER « KATAL « INVERTER « UniT

ractics perense 3
Invert this unit.

"N} JO pua [uUn
213y |+ uonyyie asned nos = Abiaua z Aed -

=« Pay 1 energy == If you control three or more
} battlegrounds and there are fewer than two cards
stacked here, your opponent luses 1energy and

B GUTENNE T & 2035 DEC

y tirved easy, though e

ASSET (Sire)

You may play this asset beneath one of your opponents
sites.

This site is a part.

Pay 1 energy = Move target unit you have here to target™

site, You may use this ability only during your move p

Pay 1 energy = Mave target unit you have ata port to
You may use this ability only during your move phase.

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

“ABuaua ¢ sas0] ays Jo 3 ‘a3 sdiys 3iow ou

seu pua aydiyse sa‘;o] 1uauodd0 JNJ.K awn u)e]
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= Pay 1 energy = If you have two fighters at
the same sector and there are fewer than

this asset. You may use this ability only during

your deploy phase.

LS. B CHAISTIAN SCHIAGER T 5. 2005 DECIPHER INC_|

- Pay 1 energy = If your battle destiny is
greater than your opponent’s battle destiny
and there are fewer than two cards stacked
here, your opponent loses 1 energy and stacks

use this ability during a battle after the battle S
destiny step.

LS. Y60 (00

Each time one of your units in a battle ata
related site would be destroyed, you may pay 4
energy. If you do, put that unit aboard this ship
instead. You may move no more than one unit
using this ability each turn.

~Titan/Raving Red's Refuge

CATION (SecTor)
Each time target fighter you have ata location
would be lost, if there are no fighters here, you

may lose 1 energy. If you do, put target here
Instead.

JLLUS. BY SEAN MIRAY TWE © 2004 BECIPHERINE

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

ASSET « STOCKPILE

= Pay 1 enerqgy = If there is no card stacked
here, your opponent loses 1energy and stacks
7. that card face down on this asset.

trying fo double-crass

INTERRUPT

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

Cancel target pending interrupt or pending
order.

Pay 0 energy = If there are five or fewer cards
stacked on this asset, stack the top card of your
reserve face up on this asset.

= If those cards each have the same destiny, your
opponent can't reveal any cards for battle destiny
until end of turn,

INTERRUPT (Useo)

You may only play this interrupt if you've
won a battle this turn,

Your opponent reveals two cards from his or
her hand, then puts them on top of his or ‘-_"
reserve pile in any order.

UCHI « TECH « UNIT

tacnes B oerense 3

When this character enters play, if you have
a card stacked on your stockpile asset, you
may take target vehicle from your lost pile
into your hand.

VEHICLE « Stikami « Unit

roweh 2@ | TacTics @ || oerense B

Size 3, Transport 4

= Lose 3 energy = If this vehicle is at a site,
play up to four units here that each has.
tactics < 2. Each one costs 2 less energy
to play.




" target site. If the number of those units < @,

ol N1 VIHN0 S0 S ¥ WL VIRV 0N G ST

*[lenus/Gula Hons Correctional Fac

ORDER (Usen}

Choose any number of target units you have at Fach time you drain here, you may drain

using energy icons on your side of the location

move them toa related site. . sl
instead of your opponent’s side.

T

* You can't play more than one of this asset
beneath the same kizen.
Dismiss this asset = Until end of tumn, make
this kizen power +3 and you cause attrition
+2 here.

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

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

CHARACTER « CARTEL « BOT « UNIT

rowen @) L) Tacies 39 ngrwsaz
S - Prasest N -

As long as this character is at a site, your Pay 0 energy = Play a unit at a related site.
opponent’s total power at each related P~ Thatunit costs 1 less energy to play. You may
location is —4. \ use this ability only during your deploy phase.

*lenus/Research Base

LOCATION {

When this locati ay

deploy phase, dismiss it unless you have another
2 supporticon in play or reveal an Earther card
from your hand.

As long as you control this location, as an additional cost for your

opponent to play a ship or unit, he or she pays 1 energy.

You can't drain here.

SHIP (CapaciTy 1) « FIGHTER

rower @ | mees 1 oerense 3

As long as this ship is at a sector that has
no support icons, this ship is power +2 and
defense +2.

ASSET (Kizen)

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

= Pay 1 energy = Examine the top two cards

+ of target player’s reserve. Return one of them,
* then put the other on top of that player’s
. used pile.

This ship and each unit aboard it is immune
to attrition.

Encampment (Staci rd beneath target

where you have an energy icon, unit, or ship. This card is
nolonger a location or sector and target gains this card's
energy and support icons that are on your side. You may:
stack onfy ome encampment here.)

| POWER 2 acties |

ORDER (LosT)

As an additional cost to play this order,
remove your target kizen from the game.
Retrieve X cards, where X is the energy cost of
target. Remove this card from the game.

* IS §Y BB LOFGREN

You may play this interrupt only during a
battle, before the battle destiny step.
Reveal a card from your hand and put that
card on top of your reserve,

]' DEFENSE 5

As long as this ship is at a sector that has

P “Venus” in ts title, this ship is power +2,
" tactics +1, and defense +2.

+ Pay 4 energy = Make ¢
in a battle here power +5. Any player may use
this ability.

) )
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*[Jesta/Coveted B

As long as you have no other ships here,
this ship is tactics +3 and defense +3.

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

Pay 2 energy = Invert this ship.

You may play this asset beneath one of your
opponent’s locations.
« Pay 3 energy = Make your total power here
-+4 until end of turn.

When your opponent controls this location,
dismiss this asset.

Each time you win a battle, you may stack the
top card of your reserve face down on this asset.
Put three cards stacked on this asset on top of
your used pile in any order = Play a character
from your lost pile. It costs 3 less energy to play.

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

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

+ Stack target card in your oppanent’s lost pile face
down on your stockpile asset = Invert this ship.

)1 UD PAYDE]S SPIED 310U J0 AUO SBY 8] 51385
3|idyp03s nok jo yea o) £+ samod si diyys siy|
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Piloting 1 (A5 long as this character is aboard

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

fighter, target ship here can't move until end

— ofturn.

- Reveal a card from your hand, note its
destiny, and put it on top of your used pile =
Choose target unit your opponent has in a site
battle here. Damage it unless your opponent
reveals a card that has a higher destiny from
his or her hand.

« Lose 3 energy = Put target ship here in its
owner's hand. You may use this ability only

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

» Lose 1 energy = Look at the top X cards of
your reserve, where X is the number of your
 supporticons. Choose one of those cards
to putin your hand and put the rest on tap of
your used pile in any order.

ut target other character you have here on top
of its owner’s used pile = Invert this unit.

*fBiaua 7 01 dn a1eAne noA pue Abiaus 7 sked
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INTERRUPT (Usep)

n i the Be
Fogan Hailard

SHIP (CAPACITY 2) » XELABS * FIGHTER

=i 20 -

You may play this ship at full cost to a sector
where a battle is taking place any time you

7 could play an interrupt. If you do, lose 1




3

“The day shail come when our noble couse will become:
then, Farthers must be g to sacrifice afl
-~ James Howler, 2388

" When this character enters play, dismiss a
. unit here.

ncho's I marix allows the fighte
o perform an efaborate and deadly dance.

SHIP (CAPACITY 1) » TENNOD « FIGHTER

POWER 2 TACTICS 2 oerense

As long as you have at least two other
Gongen fighters here, this ship is power +1.

D i " The strategic coordinarrs
Iroaps rely an s

smissed f
salvaged Zhangs were. cannat provide.

Size 2, Transport 2 2 As an additional cost to play this interrupt,

When you play this vehicle, you may put up ' pay X energy.
o two cards from hand on top of your used

pile and draw the same number of cards from

your reserve,

The interceptor model features almost 16 more thrust 1
than previous Gongen designs.

SHIP (CapaciTy 0) « TENNO « FIGHTER

rowen J TACTIcS 23 DEFENSE g2

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

LS. BY THOMAS DENMARK DECIPHER INC

from the South tsunami and flood carme to heap
acha willstand to hold back th
Jervyu naming cevemony, 2382

SHIP (CapaciTy 6) » Te

power B TacTics B oerense 8

Transport 4 (Each time this ship moves, you
may move with it up to four of your fighters.)
This ship is power +1 for each of your other
ships here.




