During the Activation Phase, after you draw
an Order token from your Order Pool, you .*
~ may (ad this card. If you do, draw a second
Order token from the Order Pool and choose 1
of the:drawn Order tokens to use. Then shuffle
the other Order token back into your Order
Pool. Ready this card during the End Phase.

During the Activation Phase, after you draw
an Order token from your Order Pool, you .*
~ may (ad this card. If you do, draw a second

Order token from the Order Pool and choose 1

of the:drawn Order tokens to use. Then shuffle

the other Order token back into your Order

Pool. Ready this card during the End Phase.

At the start of the Remove Tokens step, choose
either 1 allied Trooper unit within é of this
unit or up to 2 allied A Trooper units within

of this unit. Each chosen unit does not
remove up to 1 Dodge token.

VIGILANCE IMPROVISED ORDERS IMPROVISED ORDERS

Allied units within Q of this unit may use its
& when checking if they are Panicked.
This range can be reduced by other effects..

Allied units within Q of this unit may use its
& when checking if they are Panicked.
This range can be reduced by other effects..

This unit gains INSPIRE 2.

INSPIRING PRESENCE

¥

¢ i

‘

During the Activation Phase, when an allied
unit that has a faceup Order token starts
its Rally step, it may choose to remove
1 Suppression token instead of rolling dice,

During the Activation Phase, when an allied
unit that has a faceup Order token starts
its Rally step, it may choose to remove
1 Suppression token instead of rolling dice,

This unit gains INSPIRE 2.

LEAD By EXAMPLE STRICT ORDERS STRICT ORDERS
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At the start of the Remove Tokens step, choose
either 1 allied Trooper unit within é of this
unit or up to 2 allied A Trooper units within
This unit gains ScALE until the end © of this unit. Fach chosen unit does not This unit gains ScALE until the end
of its Activation. 48 remove up to 1 Dodge token. . of its Activation.

ASCENSION CABLES VIGILANCE ASCENSION CABLES

o il . ¥ ¢ . ¥ 5

This unit gains 4SPOTTER 1. v This unit gains 4SPOTTER 1. v This unit gains 4SPOTTER 1.

B1 Battle Droids units can equip this card even’ B1 Battle Droids units can equip this card even’ B1 Battle Droids units can equip this card even’
though they do not have a @) upgrade slot. though they do not have a @) upgrade slot. though they do not have a @) upgrade slot.

ELECTROBINOCULARS

¥
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This unit gains ScALE until the end
This unit gains ALLIES OF CONVENIENCE.. This unit gains ALLIES OF CONVENIENCE.. of its Activation.

UNDERWORLD CONNECTIONS UNDERWORLD CONNECTIONS ASCENSION CABLES
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This unit gains 4> TAKE COVER 1.

B1 Battle Droids units can equip this card even
This unit gains UNHINDERED. y though they do not have a @) upgrade slot. This unit gains UNHINDERED.

ENVIRONMENTAL GEAR PORTABLE SCANNER ENVIRONMENTAL GEAR

This unit gains EXPERT CLIMBER. . This unit gains EXPERT CLIMBER. . This unit gains EXPERT CLIMBER.

GRAPPLING Hooks
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This unit gains 4> TAKE COVER 1. v This unit gains 4 TaKke Cover 1.

B1 Battle Droids units can equip this card even B1 Battle Droids units can equip this card even
though they do not have a @) upgrade slot. though they do not have a @) upgrade slot. This unit gains UNHINDERED.

PORTABLE SCANNER PORTABLE SCANNER ENVIRONMENTAL GEAR
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This unit gains Scour 1. y CAacHE: DobGE 1. y This unit gains Scour 1.

RECON INTEL PREPARED SUPPLIES RECON INTEL

This unit gains PRECISE 7. y This unit gains PRECISE 7. y This unit gains PRECISE 7.

TARGETING SCOPES
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CAacHE: DobGE 1. y CAacHE: DobGE 1. y This unit gains Scour 1.

PREPARED SUPPLIES PREPARED SUPPLIES RECON INTEL
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When this unit would suffer 1 or more

Wounds from an enemy attack, you may

this card to prevent suffering up to 2 of those
Wounds and place an equal number of Wound-

_tokens on this card instead. If you do, at the

end of this unit’s next Activation, this unit

When this unit is defending against a Ranged removes each Wound token from this card When this unit is defending against a Ranged

attack, at the start of the Apply Dodge and and suffers Wounds equal to the number of attack, at the start of the Apply Dodge and
Cover step, it may gain 1 Suppression token. Wound tokens removed. y Cover step, it may gain 1 Suppression token.

"

Duck AND COVER EMERGENCY STIMS Duck AND COVER

When this unit is defending against a Ranged When this unit is defending against a Ranged
attack, at the start of the Apply Dodge and attack, at the start of the Apply Dodge and This unit may remove 1 Suppression token
Cover step, it may gain 1 Suppression token. Cover step, it may gain 1 Suppression token. at the end of the Activation Phase.

Duck AND COVER
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When this unit would suffer 1 or more [ When this unit would suffer 1 or more
Wounds from an enemy attack, you may Wounds from an enemy attack, you may
this card to prevent suffering up to 2 of those | this card to prevent suffering up to 2 of those
Wounds and place an equal number of Wound- Wounds and place an equal number of Wound-

_tokens on this card instead. If you do, at the _tokens on this card instead. If you do, at the
end of this unit’s next Activation, this unit . end of this unit’s next Activation, this unit
removes each Wound token from this card removes each Wound token from this card When this unit is defending against a Ranged
and suffers Wounds equal to the number of and suffers Wounds equal to the number of attack, at the start of the Apply Dodge and

Wound tokens removed. y Wound tokens removed. y Cover step, it may gain 1 Suppression token.

"

EMERGENCY STIMS EMERGENCY STIMS Duck AND COVER
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When this unit is attacking a Trooper unit that
has 1 or more Wound tokens, during the
Roll Attack Dice step, this unit may gain

1 Aim token.

ON THE HuNnT

When this unit is attacking a Trooper unit that
has 1 or more Wound tokens, during the
Roll Attack Dice step, this unit may gain

1 Aim token.

ON THE HuNnT

This unit may remove 1 Suppression token
at the end of the Activation Phase.

ENDURANCE

This unit may remove 1 Suppression token
at the end of the Activation Phase.

ENDURANCE

When this unit is attacking a Trooper unit that
has 1 or more Wound tokens, during the
Roll Attack Dice step, this unit may gain

1 Aim token.

This unit may remove 1 Suppression token
at the end of the Activation Phase.

ENDURANCE

When this unit is attacking a Trooper unit that
has 1 or more Wound tokens, during the
Roll Attack Dice step, this unit may gain

1 Aim token.

ON THE HuNnT

When this unit is attacking a Trooper unit that
has 1 or more Wound tokens, during the
Roll Attack Dice step, this unit may gain

1 Aim token.

This unit may remove 1 Suppression token
at the end of the Activation Phase.

ENDURANCE
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During the Activation Phase, when an enemy During the Activation Phase, when an enemy
During its next Move action this ’ unit starts its Activation within 0 of this unit, unit starts its Activation within 0 of this unit,
Activation, this unit has Tacricar 7. this unit may gain 1 Surge token. y this unit may gain 1 Surge token.

OFFENSIVE PusH INTO THE FRAY INTO THE FRAY

During the Activation Phase, when an enemy During the Activation Phase, when an enemy During the Activation Phase, when an enemy
unit starts its Activation within 0 of this unit, unit starts its Activation within 0 of this unit, unit starts its Activation within 0 of this unit,
this unit may gain 1 Surge token. y this unit may gain 1 Surge token. y this unit may gain 1 Surge token.

INTO THE FRAY
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During its next Move action this ; During its next Move action this ; During its next Move action this
Activation, this unit has TacricaL 1. Activation, this unit has TacricaL 1. Activation, this unit has Tacricar 1.

OFFENSIVE PusH OFFENSIVE PusH OFFENSIVE PusH
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When this unit uses GUARDIAN X,
you may (ad this card to cancel X results with
GUARDIAN X as if they were 3 results.

Ready this card during the End Phase,

PROTECTOR

This unit gains SENTINEL.

OVERWATCH

This unit gains SENTINEL.

OVERWATCH

This unit gains SENTINEL.

OVERWATCH

This unit gains SENTINEL.

When this unit uses GUARDIAN X,
you may (ad this card to cancel X results with
GUARDIAN X as if they were 3 results.

Ready this card during the End Phase,

PROTECTOR

During its next Move action this
Activation, this unit has Tacricar 1.

OFFENSIVE PusH

This unit gains SENTINEL.

When this unit uses GUARDIAN X,
you may (ad this card to cancel X results with
GUARDIAN X as if they were 3 results.

Ready this card during the End Phase,

PROTECTOR
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A~ OR A ONLY.

During the Issue Orders step of the Command
Phase, you may &3 this card. If you do, this unit
issues an Order to itself.

SEIZE THE INITIATIVE

A~ OR A ONLY.

During the Issue Orders step of the Command
Phase, you may &3 this card. If you do, this unit
issues an Order to itself.

SEIZE THE INITIATIVE

This unit gains OUTMANEUVER.

SITUATIONAL AWARENESS

This unit gains OUTMANEUVER.

SITUATIONAL AWARENESS

A~ OR A ONLY.

During the Issue Orders step of the Command
Phase, you may &3 this card. If you do, this unit
issues an Order to itself.

When this unit uses GUARDIAN X,
you may (ad this card to cancel X results with
GUARDIAN X as if they were 3 results.

Ready this card during the End Phase,

PROTECTOR

A~ OR A ONLY.

During the Issue Orders step of the Command
Phase, you may &3 this card. If you do, this unit
issues an Order to itself.

SEIZE THE INITIATIVE

This unit gains OUTMANEUVER.

When this unit uses GUARDIAN X,
you may (ad this card to cancel X results with
GUARDIAN X as if they were 3 results.

Ready this card during the End Phase,

PROTECTOR
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‘When this unit makes a Melee attack, during

the Form Attack Pool step, if it has 1 or more

Wound tokens or if it has had 1 or more of its

miniatures be defeated, it may add 1 red attack -
die to its Attack Pools.

TENACITY

‘When this unit makes a Melee attack, during

the Form Attack Pool step, if it has 1 or more

Wound tokens or if it has had 1 or more of its

miniatures be defeated, it may add 1 red attack -
die to its Attack Pools.

TENACITY

When this unit makes a Ranged attack against
an enemy unit within e, after that attack is
resolved, this unit gains 1 Dodge token.

Up CLOSE AND PERSONAL

When this unit makes a Ranged attack against
an enemy unit within e, after that attack is
resolved, this unit gains 1 Dodge token.

Up CLOSE AND PERSONAL

‘When this unit makes a Melee attack, during
the Form Attack Pool step, if it has 1 or more
Wound tokens or if it has had 1 or more of its

miniatures be defeated, it may add 1 red attack -

die to its Attack Pools.

This unit gains OUTMANEUVER.

SITUATIONAL AWARENESS

‘When this unit makes a Melee attack, during

the Form Attack Pool step, if it has 1 or more

Wound tokens or if it has had 1 or more of its

miniatures be defeated, it may add 1 red attack -
die to its Attack Pools.

TENACITY

‘When this unit makes a Melee attack, during

the Form Attack Pool step, if it has 1 or more

Wound tokens or if it has had 1 or more of its

miniatures be defeated, it may add 1 red attack -
die to its Attack Pools.

This unit gains OUTMANEUVER.

SITUATIONAL AWARENESS
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When this unit makes a Ranged attack against
an enemy unit within e, after that attack is
resolved, this unit gains 1 Dodge token.

Up CLOSE AND PERSONAL

8
o
s
<
®
)
[
i
®

This card may only be equipped by a unit
that has 1 or more &) upgrade icons.

At the start of this unit’s Activation,
it may flip this card.

When this unit makes an Aim action, it gains
2 Aim tokens instead of the normal 1.

This unit cannot spend Dodge tokens.

OFFENSIVE STANCE

O©LFL ©AMG 4. |

This card may only be equipped by a unit
that has 1 or more (& upgrade icons.

At the start of this unit’s Activation,
it may flip this card.

When this unit makes an Aim action, it gains
2 Aim tokens instead of the normal 1.

This unit cannot spend Dodge tokens.

OFFENSIVE STANCE

This card may only be equipped by a unit
that has 1 or more &) upgrade icons.

At the start of this unit’s Activation,
it may flip this card.

When this unit makes a Dodge action, it gains
2 Dodge tokens instead of the normal 1.

This unit cannot spend Aim tokens.

DEFENSIVE STANCE

This card may only be equipped by a unit
that has 1 or more &) upgrade icons.

At the start of this unit’s Activation,
it may flip this card.
When this unit makes a Dodge action, it gains
2 Dodge tokens instead of the normal 1.

This unit cannot spend Aim tokens.

When this unit makes a Ranged attack against
an enemy unit within e, after that attack is
resolved, this unit gains 1 Dodge token.

Up CLOSE AND PERSONAL

This card may only be equipped by a unit
that has 1 or more &) upgrade icons.

At the start of this unit’s Activation,
it may flip this card.

When this unit makes a Dodge action, it gains
2 Dodge tokens instead of the normal 1.

This unit cannot spend Aim tokens.

DEFENSIVE STANCE

This card may only be equipped by a unit
that has 1 or more &) upgrade icons.

At the start of this unit’s Activation,
it may flip this card.
When this unit makes an Aim action, it gains
2 Aim tokens instead of the normal 1.

This unit cannot spend Dodge tokens.

When this unit makes a Ranged attack against
an enemy unit within e, after that attack is
resolved, this unit gains 1 Dodge token.

O©LFL ©AMG 4. |

Up CLOSE AND PERSONAL
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This card may only be equipped by a unit
that has 1 or more &) upgrade icons.

At the start of this unit’s Activation,
it may flip this card.

When this unit makes a Dodge action, it gains
2 Dodge tokens instead of the normal 1.

This unit cannot spend Aim tokens.

DEFENSIVE STANCE

VEHICLE ONLY.

When this unit uses COORDINATE, it may
issue an Order to a unit within e instead

of within o

CommAaND
CONTROL ARRAY

Enemy units within o of this unit cannot
be issued Orders, unless they are issuing an
Order to themselves.

Comms JAMMER

Enemy units within o of this unit cannot
be issued Orders, unless they are issuing an
Order to themselves.

Comms JAMMER

VEHICLE ONLY.

When this unit uses COORDINATE, it may
issue an Order to a unit within e instead

of within o

CommAaND
CONTROL ARRAY

This card may only be equipped by a unit
that has 1 or more (& upgrade icons.

At the start of this unit’s Activation,
it may flip this card.

When this unit makes a Dodge action, it gains

2 Dodge tokens instead of the normal 1.

This unit cannot spend Aim tokens.

DEFENSIVE STANCE

This card may only be equipped by a unit
that has 1 or more &) upgrade icons.

At the start of this unit’s Activation,
it may flip this card.

When this unit makes an Aim action, it gains
2 Aim tokens instead of the normal 1.

This unit cannot spend Dodge tokens.

OFFENSIVE STANCE

VEHICLE ONLY.

When this unit uses COORDINATE, it may
issue an Order to a unit within e instead

of within o

CommAaND
CONTROL ARRAY

This card may only be equipped by a unit
that has 1 or more (& upgrade icons.

At the start of this unit’s Activation,
it may flip this card.

When this unit makes an Aim action, it gains

2 Aim tokens instead of the normal 1.

This unit cannot spend Dodge tokens.

OFFENSIVE STANCE

OLFL ©AMG 4 |
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At the start of this unit's Activation, if it was
activated with an Order token from the Order

Pool, you may a this card. If you do, this unit

gains 1 Aim token, gains 1 Dodge token,
or removes 1 Suppression token.

EMERGENCY
TRANSPONDER

During the Issue Orders step of the
Command Phase, after an enemy unit within
0 of this unit is issued an Order, this unit
may issue an Order to itself.

Hackep Comms UNiT

During the Issue Orders step of the
Command Phase, you may (ad this card.
If you do, this unit may issue an
Order to itself.

*HQ UPLINK

During the Issue Orders step of the
Command Phase, you may (ad this card.
If you do, this unit may issue an
Order to itself.

*HQ UPLINK

During the Issue Orders step of the
Command Phase, after an enemy unit within
0 of this unit is issued an Order, this unit
may issue an Order to itself.

Hackep Comms UNiT

Enemy units within o of this unit cannot
be issued Orders, unless they are issuing an
Order to themselves.

Comms JAMMER

At the start of this unit's Activation, if it was
activated with an Order token from the Order

Pool, you may a this card. If you do, this unit

gains 1 Aim token, gains 1 Dodge token,
or removes 1 Suppression token.

EMERGENCY
TRANSPONDER

During the Issue Orders step of the
Command Phase, after an enemy unit within
0 of this unit is issued an Order, this unit
may issue an Order to itself.

At the start of this unit's Activation, if it was
activated with an Order token from the Order
Pool, you may a this card. If you do, this unit
gains 1 Aim token, gains 1 Dodge token,
or removes 1 Suppression token.

EMERGENCY
TRANSPONDER
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EMPLACEMENT TROOPER
OR VEHICLE ONLY.

This unit gains TARGET 1.

LINKED
TARGETING ARRAY

VEHICLE ONLY.

This unit gains COORDINATE: TROOPER. .

OnBoARD COMMS
CHANNEL

VEHICLE ONLY.

This unit gains Al: AiM and PRECISE 2.

Arrack ProTocoLs

VEHICLE ONLY.
This unit gains Al: AiM and PRECISE 2.

Arrack ProTocoLs

VEHICLE ONLY.

This unit gains COORDINATE: TROOPER. .

OnBoARD COMMS
CHANNEL

EMPLACEMENT TROOPER
OR VEHICLE ONLY.

This unit gains TARGET 1.

LINKED
TARGETING ARRAY

VEHICLE ONLY.

This unit gains COORDINATE: TROOPER. .

OnBoARD COMMS
CHANNEL

VEHICLE ONLY.

This unit gains Al: AiM and PRECISE 2.

EMPLACEMENT TROOPER
OR VEHICLE ONLY.

This unit gains TARGET 1.

LINKED
TARGETING ARRAY
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While this weapon is in the Attack Pool,
this unit gains "5 : £1."

| FRAG GRENADE 81 IMPACT GRENADE -1 IMPACT GRENADE
| ; IMPACT 4 | ; IMPACT 4

Fi RSN T ON IMPACT GRENADES IMPACT GRENADES
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While this weapon is in the Attack Pool,
this unit gains "5 : £1."

FRAG GRENADE

FRAGMENTATION
GRENADES

During this unit’s Activation, you may
a this card. If you do, this unit makes
a D»SMokE 17 action.

SMOKE GRENADES

During this unit’s Activation, you may
a this card. If you do, this unit makes
a D»SMokE 17 action.

While this weapon is in the Attack Pool,
this unit gains "5 : £1."

FRAG GRENADE

FRAGMENTATION
GRENADES

During this unit’s Activation, you may
a this card. If you do, this unit makes
a D»SMokE 17 action.

SMOKE GRENADES
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VEHICLE ONLY.

This unit gains NiIMBLE, OUTMANEUVER,
and Al: DoDGE.

DEFENSE PrROTOCOLS

VEHICLE ONLY.

This unit gains Al: ATTack, MovE. .

ENGAGEMENT PRoTOCOLS ENGAGEMENT PROTOCOLS ENGAGEMENT PROTOCOLS

'

When this unit makes an attack with a Ranged
weapon that has FIXED, during the Form
Attack Pool step you may [ad this card. If you

do, add 2 white attack dice to the Attack Pool

and the Attack Pool gains SUPPRESSIVE. .

BARRAGE GENERATOR

VEHICLE ONLY.

This unit gains NiIMBLE, OUTMANEUVER,
and Al: DoDGE.

DEFENSE PrROTOCOLS

VEHICLE ONLY.
This unit gains Al: ATTack, MovE. .

When this unit makes an attack with a Ranged
weapon that has FIXED, during the Form
Attack Pool step you may [ad this card. If you
do, add 2 white attack dice to the Attack Pool
and the Attack Pool gains SUPPRESSIVE. .

BARRAGE GENERATOR

VEHICLE ONLY.

This unit gains NiIMBLE, OUTMANEUVER,
and Al: DoDGE.

DEFENSE PrROTOCOLS

VEHICLE ONLY.
This unit gains Al: ATTack, MovE. .

'

When this unit makes an attack with a Ranged
weapon that has FIXED, during the Form
Attack Pool step you may [ad this card. If you

do, add 1 black attack die to the Attack Pool

and the Attack Pool gains IMPAcT 1.,

OVERCHARGED
GENERATOR
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When this unit makes an attack with a Ranged
weapon that has FIXED, during the Form
Attack Pool step you may [ad this card. If you ARMOR-PIERCING SHELLS |$2-3|
do, add 1 black attack die to the Attack Pool FIXED: FRONT. IMPACT 3
and the Attack Pool gains IMPAcT 1. : ; =

OVERCHARGED
GENERATOR

ARMOR-PIERCING SHELLS ARMOR-PIERCING SHELLS

HIGH-ENERGY SHELLS m HIGH-ENERGY SHELLS m BuUNKER BUSTER SHELLS m
FIXED: FRONT. CRITICAL 1. b FIXED: FRONT. CRITICAL 1. 3 FIXED: FRONT. BLAST.
HIGH VEITY HIGH VEITY SCATTER.
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DARK SIDE ONLY. ' DARK SIDE ONLY.

When this unit suffers 1 or more Wounds, after When this unit suffers 1 or more Wounds, after
the effect is resolved, it gains 1 Aim token.. the effect is resolved, it gains 1 Aim token..

BUNKER BUSTER SHELLS
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DARK SIDE ONLY.
. - : DARK SIDE ONLY. ) DARK SIDE ONLY.
When this unit suffers 1 or more Wounds, after

the effect is resolved, it gains 1 Aim token.. This unit gains DEMORALIZE 1. This unit gains DEMORALIZE 1.

ANGER FEAR FEAR

DARK SIDE ONLY. B DARK SIDE ONLY.

Choose a non-vAw, non-A enemy Choose a non-vAw, non-A enemy
Trooper unit within u of this unit. ’ Trooper unit within u of this unit.
This unit gains DEMORALIZE 1. The chosen unit suffers 1 Wound. . The chosen unit suffers 1 Wound.

DARK SIDE ONLY.

FEAR
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DARK SIDE ONLY.

Choose a non-vAw, non-A enemy
Trooper unit within u of this unit.
The chosen unit suffers 1 Wound. . This unit gains INSPIRE 1. 48 This unit gains INSPIRE 1.

LIGHT SIDE ONLY. ) LIGHT SIDE ONLY.

FoRrce CHOKE
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LIGHT SIDE ONLY.

This unit gains INSPIRE 1.

HopE

LIGHT SIDE ONLY.

Choose a non-vAw, non-A enemy
Trooper unit within 6 of this unit.
The chosen unit gains 2 Suppression tokens.

JEDI MIND TRICK

¥

At the start of this unit's Activation, you may
€3 this card to treat this unit's maximum

Speed as 3 until the end of the Round. If you

do, during the End Phase, this unit gains 1
Immobilize token.

BURST OF SPEED

LIGHT SIDE ONLY.

Choose a non-vAw, non-A enemy
Trooper unit within 6 of this unit.
The chosen unit gains 2 Suppression tokens.

JEDI MIND TRICK

At the start of this unit's Activation, you may
€3 this card to treat this unit's maximum

Speed as 3 until the end of the Round. If you

do, during the End Phase, this unit gains 1
Immobilize token.

~ When another allied Trooper unit within
€ of this unit defends against a Ranged
attack, during the Modify Attack Dice step,
you may [ad this card to cancel either
1 £ result or up to 2 M results.

FORCE BARRIER

LIGHT SIDE ONLY.

Choose a non-vAw, non-A enemy
Trooper unit within 6 of this unit.
The chosen unit gains 2 Suppression tokens.

JEDI MIND TRICK

At the start of this unit's Activation, you may
€3 this card to treat this unit's maximum

Speed as 3 until the end of the Round. If you

do, during the End Phase, this unit gains 1
Immobilize token.

~ When another allied Trooper unit within
€ of this unit defends against a Ranged
attack, during the Modify Attack Dice step,
you may [ad this card to cancel either
1 £ result or up to 2 M results.

FORCE BARRIER
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~ When another allied Trooper unit within
€ of this unit defends against a Ranged
attack, during the Modify Attack Dice step,
you may [ad this card to cancel either
1 £ result or up to 2 M results.

FORCE BARRIER

Choose up to 2 allied units within
8 of this unit. Each chosen unit gains
1 Surge token.

FoRrRcE GUIDANCE

Choose an enemy Trooper unit within
o of this unit. The chosen unit makes a
Speed-1 Move, even if it is Engaged.
You resolve this Move.

ForcE PusH

Choose up to 2 allied units within
of this unit. Each chosen unit gains
1 Surge token.

FoRrRcE GUIDANCE

Choose an enemy Trooper unit within
o of this unit. The chosen unit makes a
Speed-1 Move, even if it is Engaged.
You resolve this Move.

This unit gains 1 Dodge token.. .

FORCE REFLEXES

Choose up to 2 allied units within
of this unit. Each chosen unit gains
1 Surge token.

FoRrRcE GUIDANCE

Choose an enemy Trooper unit within
o of this unit. The chosen unit makes a
Speed-1 Move, even if it is Engaged.
You resolve this Move.

This unit gains 1 Dodge token.. .

FORCE REFLEXES
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0

When this unit makes an attack with this weapon, '
during the Form Attack Pool step, choose 1 of this
unit's Melee weapons. The weapon dice for this

When this unit makes an attack with this weapon, '
during the Form Attack Pool step, choose 1 of this
unit's Melee weapons. The weapon dice for this
weapon are equal to half of the chosen weapon's total .
dice, rounding up, and the Attack Pool gains the
chosen weapon's weapon keywords.

dice, rounding up, and the Attack Pool gains the
chosen weapon's weapon keywords.

This unit gains 1 Dodge token..
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When this unit makes an attack with this weapon, '
during the Form Attack Pool step, choose 1 of this
unit's Melee weapons. The weapon dice for this
weapon are equal to half of the chosen weapon's total .
dice, rounding up, and the Attack Pool gains the
chosen weapon's weapon keywords.

SABER THROW

0

weapon are equal to half of the chosen weapon's total
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