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& Base Ability Table (based on Hit Point value) 3,

Move the highest
cost Empire or
neutral card from the
galaxy row to the
Muster area, face up.

Discard all Rebel
cards from the galaxy
row. Deal 1 damage
to Rebel base for
each card discarded
this way.

At the beginning of each
Purchase step: enemy
spends 413 to destroy
the highest Hit Point
opposing capital ship in
play (if there’s any).

Gain Shuttle. Move the
highest cost Empire

or neutral card from
the galaxy row to the
Muster area, face up.

Gain Shuttle. If force
is all the way to the
enemy, Discard all
Rebel cards from the
galaxy row. Otherwise,
enemy gains 4®.

Gain Shuttle. Enemy
Stormtroopers gain
+1€.
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