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*FENN RAU

Reluctant Rebet

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

performs an attack during this phase.

Comms SHutTLe: While you are docked, your
carrier ship gains 4. Before your carrier ship
activates, it may perform a ™ action.

e 4

SHEATHIPEDE-CLASS SHUTTLE

o“0ODD BALL”

CC-2237

After you fully execute a red maneuver or

perform a red action, if there is an enemy

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

Pratep Huie: \While you defend, if
you are nat critically damaged, change
1 3% result to a ¥ result.

BTL-B Y-WING
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Payload list

While a friendly ship at range 0-3

defends, it may roll 1 additional defense

die for each friendly bomb at
range 0-1 of it.

Prarep Huie: \While you defend, if
you are nat critically damaged, change
1 3% result to a ¥ result.

e NORRA WEXLEY

Gold Nine

While you defend, if there is an enemy
ship at range 0-1, add 1 <} result to your
dice results.
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; F *HERA SYNDULLA
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Phoenix Leader

While another friendly ship at range 1-2

defends or performs an attack, during a

Modify Dice step, you may transfer 1 of

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

Vecrorep THRusTERs: After you perform
an action, you may perform a
red «}» action.

RZ-1 A-WING

4 ¢ ARLIZ HADRASSIAN

e Crimson Blade

While you perform a @ attack, if you
are damaged, you may change 1 of your
@ resuts tao a 3% result.

While you defend, if you are damaged,
before the Modify Defense Dice step,
you must change 1 of your & results
t0 a blank result.

:

BTL-A4 Y-WING
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*HERA SYNDULLA

Phoenix Leader

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

that ship.

4 4

A/SF-01 B-WING

e COMMANDER MALARUS

Vindictive Taskmaster

While a friendly ship at range O-2 performs
a primary attack, before the Modify Dice step.
if it has 1 or mare blank results, that ship
must gain 1 strain token to reroll
7 blank result, if able.
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X-CLASS LIGHT SHUTTLE
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eee KELRODO-AI HOLDOUT

Separatist Stalwart

After you are destroyed, you may
transfer each of your locks and green
tokens to another friendly
o e o KELRODO-AI HoLDouT at range 0-3.

After you are destroyed, you may
transfer each of your locks and green
tokens to another friendly
e e o KELRODO-AI HoLDouT at range 0-3.

MopiFiep For ORGANics: This ship is
not affected by the Standardized
restriction. Reduce the difficulty of your
speed 2 and 3 bank [ or 7] maneuvers.
Increase the difficulty of your speed 3
turn [+1 or 1 maneuvers.

MopiFiep For ORrcanics: This ship is
not affected by the Standardized
restriction. Reduce the difficulty of your
speed 2 and 3 bank [ or 7] maneuvers.
Increase the difficulty of your speed 3
turn [+1 or 1 maneuvers.

i' ee KELRODO-AI HOLDOUT

4 Separatist Stalwart

After you are destroyed, you may
transfer each of your locks and green
tokens to another friendly
e e o KELRODO-AI HoLDouT at range 0-3.

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

MopiFiep For ORrcanics: This ship is
not affected by the Standardized
restriction. Reduce the difficulty of your
speed 2 and 3 bank [ or 7] maneuvers.
Increase the difficulty of your speed 3
turn [+1 or 1 maneuvers.

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

S}
3

NANTEX-CLASS STARFIGHTER

VERSION 1.3.2 [16.06.20241



These printouts are intended to be used as a reference for the errata during gameplay

VERSION 1.3.2 [16.06.20241

STAR. WARS

(Il

\\

\ |, |
=

and are not tournament legal without the original card.

k 4 E’ PETRANAKI ARENA ACE

v

The Petranaki Arena is a massive edifice on
Geonosis that was a key site in the first battle
of the Clone Wars.

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

3 4

NANTEX-CLASS STARFIGHTER

e BERWER KRET

Hive Guard Captain

After you perform an attack that hits, each
friendly ship with €@» on its action bar and
a lock on the defender may perform a red

«@p action.

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

*SUN FAC

Archduke’s Enforcer

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

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

3 4

NANTEX-CLASS STARFIGHTER

e CHERTEK

i Opportunistic Ace

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

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

3 4

NANTEX-CLASS STARFIGHTER
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Designed for the unique physiology of
Geonosian pilots, Nantex-class starfighters are
capable of manevuers that would rip most

ships-and pilots-apart.

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

S |
3 4

NANTEX-CLASS STARFIGHTER

After a friendly ship at range 0-3 with
a lower initiative than yours partially

executes arevealed maneuver, it may

perform a red <& action.

AutotHrusters: After you perform an
action, you may perform a red <P or
red «}+ action

3 3

TIE IN INTERGEPTOR
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* LAPIN

Stickler for Details

While you defend or perform an attack,
if the enemy ship is stressed, that ship's
dice cannot be modified.

NorcHep StasiLizers: \While you move
you ignore asteroids.

MopiFiep TIE/LN FIGHTER

E * LIEUTENANT DORMITZ

Hypercomms Specialist

Setup: After you are placed, other
friendly TIE/fo or TIE/sf fighters can be
placed anywhere in the play area at
range 0-2 of you.

Livkeo Barrery: While you perform a €0
attack, roll 1 additional die.

\/ UPSILON-CLASS COMMAND SHUTTLE
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BTL-Ad Y-wing -

®|DN CannoON TurRrRET
Artack: If this attack hits, spend
1 ¥ or ¥¥ result to cause the
defender to suffer 1 3 damage. All
remaining 3/ 3% results inflict ion
tokens instead of damage.

@ADV. ProTon TORPEDDES
Attack [-3): Spend 1 #.
Change 1 ¥ result to a 3% result.

Hoee: After another friendly ship at range 0-3 is destroyed, you may perform

a & or 4 action - G TARGETING ASTROMECH

After you spend a lock during an attack, choose a friendly ship at ran
The chosen ship may acquire a lock on the defender.

After you perform a <3+ action,
you may perform a red &) action.

TIE/in INTERCERPTOR

@ PreDaTOR
While you perform a primary
attack, if the defender is in
your (M), you may reraoll
1 attack die.

@FanaTIC

Before a friendly TIE at range 0-1 would suffer damage, you may spend 2 @) While you perform a primary

If you da, prevent 1 damage. attack, if you are damaged,

you may change 1 &> to a
¥ result.

Sensmve ConrroLs: During the System Phase, you may perform a red «Os
or red < action.

VERSION 1.3.2 [16.06.20241
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SeTup: After placing farces, assign the
HunTED condition to 1 enemy ship.

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

to a ¥ result. SEPARATIST OR SCUM,

IMPERIAL HUGE SHIP

1 . S
. i 4!
COMPOSURE

After you fail an action, if you have no

green tokens, you may perform a &

action. If you do, you cannat perform
additional actions this round.

SCUM,
CUSTOMIZED YI-1300

e JUTRIDER

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

After you fully execute a maneuver, if
you moved through or overlapped an
obstacle, you may remave 1 of your red
REBEL, YT-2400 or orange tokens.

IMPERIAL OR FIRST ORDER
OR SCUM

VERSION 1.3.2 [16.06.20241

During the System Phase,
you may spend 1 3. If
you do, each enemy ship in
your ® at range 0-1 gains
1 strain token unless it
chooses to gain
1 jam token.

e LANDO’S MILLENNIUM FALCON

1 Escape Craft may dock with you.

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

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

e PROTECTORATE GLEB

After you coordinate a
friendly ship, you may transfer
1 orange or red token to the
ship you coordinated.
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e SLAVE |

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

Add @ slot.
SCUM, FIRESPRAY-CLASS
PATROL CRAFT

e STALWART CAPTAIN

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

HUGE SHIP

e URSA WREN

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

After a friendly ship at range 0-3 is
locked by an enemy ship, you may
acquire a lock on an enemy ship.

VERSION 1.3.2 [16.06.20241

HUGE SHIP

STATIC DISCHARGE VANES

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

During the System Phase, you may
spend up to 3 @ to launch that
many tracking torpedoes using the
% 31, [t 41, and [ 3] templates.
Each device must use a separate
template. Then each device may
aquire a lock on an object you have
locked, ignoring range restrictions.

This card’s @ cannot be recovered.
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