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CHARACTER = CRown « ANANT = Uit
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CHARACTER = CRown « ANANT = Uit

| 4 power J| F TACTICS g2 r

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 beneathit, damage
target ship in a battle here.

DEFENSE 3

| 4 power J| F TACTICS g2 r

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 beneathit, damage
target ship in a battle here.

DEFENSE 3

i o
r"“‘-"‘!- u- e
. /
—mil L Y
CHARACTER = CRown « ANANT = Uit

| 4 power J| F TACTICS g2 r

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 beneathit, damage
target ship in a battle here.

DEFENSE 3

CHARACTER - Crown « Damik « Unit

7. rower B r mc-nc53 r DEFENSES \

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
1 energy.

| 4 N F TACTICS 23 r

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

DEFENSE

| 4 N F TACTICS 23 r

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

DEFENSE

CHARACTER -« Kizen - TiLak - Wariion « Unim

CHARACTER -« Kizen - TiLak - Wariion « Unim

r POWER g2 r DEFENSE g

TACTICS g r

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

r POWER g2 r TACTICS g r DEFENSE g

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

CHARACTER -« Kizen - TiLak - Wariion « Unim

r POWER g2 r TACTICS g r DEFENSE g

As long as you have another kizen here,
this character is power +2.
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CHARACTER « HELLCATS « UniT
o

POWER g2 :_ TACTICS g &

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

« Pay 4 energy = Make a ship this character is ;5 ‘\'
aboard power +@® until end of turn. b

CHARACTER « HELLCATS « UniT
o

POWER g2 :_ TACTICS g &

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

« Pay 4 energy = Make a ship this character is ;5 ‘\'
aboard power +@® until end of turn. b

LLUS. BY MICHELLE SPALDMNG TM& 2004 DE

CHARACTER « HELLCATS « UniT
o

POWER g2 :_ TACTICS g &

Piloting 2 (As long as this character is aboard == g

aship, that ship is power +2 and tactics +2.)

« Pay 4 energy = Make a ship this character is ;_5 ‘\'

aboard power +@® until end of turn.

LLUS. BY MICHELLE SPALDMNG TM & © 2004 DEC

Ore Hound

Ore Hound

CHARACTER » CARTEL » TECH « UniT y |

power J| :_ tactics L r‘—

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

5. \
| :g‘f:_\ D
;> CHARACTER « CarTEL » TecH « UniT y |

power J| :_ tactics L r‘—

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

CHARACTER -« Kizew « CROWN = ANANT « Uit

r power J| r tactics 85 r DEFENSE T

Piloting 3 (4s fong as this character is aboard a
ship, that ship fs power +3 and tactics +3.)

= Dismiss target other unit you have here = This
character is immune to attrition until end of turn.
- Pay 2 enerqy = If this character is aboard a ship,

CHARACTER -« Kizew « CROWN = ANANT « Uit

PR\

CHARACTER - Damir « WarrioR « Unit

r power J| r tactics 85 r DEFENSE T

Piloting 3 (4s fong as this character is aboard a
ship, that ship fs power +3 and tactics +3.)

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

- Pay 2 enerqy = If this character is aboard a ship,
move that ship to a sector battle at another sector.

LIf5. BY KAY

r. POWER g2 r

TACTICS g r oerense &5

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 hasa
& support icon on your side.

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

LLUS. BY MICHELLE SPALDMNG
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VEHICLE « HELLCATS « UNIT y |

E 2 1 r
POWER € TACTICS g 4 oerense &5 .

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

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

VEHICLE « HELLCATS « UNIT y |

E 2 1 r
POWER € TACTICS g 4 oerense &5 .

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

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

N

VEHICLE « HELLCATS « UNIT y |

E 2 1 r
POWER € TACTICS g 4 oerense &5 .

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

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

TM & © 2004 DE

TN

[ -]

%

_—
VEHICLE « HELLCATS « UNIT y |

E 2 1 r
POWER € TACTICS g 4 oerense &5 .

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

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

TME 2004

SHIP (CapaciTy 3) « CaPITAL

tactics L 1 oerense 2 !

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

SHIP (CapaciTy 3) « CaPITAL

power @@ | Tactics | 1 oerense 2 !

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

SHIP (Capacrry 1) « Damir « FiGHTER I

SHIP (Capacrry 1) « Damir « FiGHTER I

r. POWER r tactics L r DEFE"556r\

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.

TM & © 2004 DECIPH

r. POWER r tactics L r

oerense @& r
\

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.

TM & © 2004 DECIPH

SHIP (Capacrry 1) « Damir « FiGHTER

r. POWER r tactics L r

oerense @& r
\

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.

TM & © 2004 DECIPH

WARS TCG - Incursion Starter "Suppression”



SHIP (Capacity 1) « ViSHAL » FIGHTER

SHIP (Capacity 1) « ViSHAL » FIGHTER

r. POWER r tactics L r

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.

oerense @&

r. POWER r tactics L r

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.

TM & © 2004 DECIPEER INC

oerense @&

SHIP {CapaciTy 1) « SubEva « FIGHTER

| 4 N r tactics L r oerense @6 \

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

SHIP {CapaciTy 1) « SubEva « FIGHTER

SHIP {CapaciTy 1) « SubEva « FIGHTER

| 4 N r tactics L r

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

oerense @6

| 4 N r tactics L r

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

oerense @6

SHIP {CapaciTy 1) « SubEva « FIGHTER

| 4 N r tactics L r oerense @6 \

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

SHIP (Capacity 1) « TiLak « FicHTER

SHIP (Capacity 1) « TiLak « FicHTER

r. POWER r tactics L r

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

oerense @&

r. POWER r tactics L r

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

oerense @&

SHIP (Capacity 1) « TiLak « FicHTER

Y. powEn3 r tactics L r DEFEN5E6 \

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

THE O 2004 DECIFER N, | Wi
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Ceres/Belt Hideawa
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(3415) NOILYD0

(SECTOR) » ASTEROID

LOCATION
ited (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.
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LOCATION (Sector) « Moon

Each player's drain here is +1for each related
site he or she controls.

JLLUS. BY DKVID DEEH

Aslong as you have a ship here, your side of this
location gains a #* support icon.

)

S
ILLUS. BY FEFF DEGERHARDT

Seyalshi duels are expected to be bloody. They wouldn't
be entertaining otherwise.

*anymede/lantage Point

+ Put a card from your hand on top of your
used pile = Your opponent chooses his or her
target unit in a site battle here and damagesiit,
unless he or she puts two cards from his or her
hand on top of his or her used pile in any order.
Your opponent can't choose a damaged unit.

7 LLUS. BY JOE BOULDEN TM & © 2004 DECIPHER INC.

K330 0 AR ST

LOCATION (SiTe)

When this location enters play, you may pay 1 energy. If you do,

download a location that has “Ganymede” in its title.

Seyalshi duels are expected to be bloody. They wouldn't
be entertaining otherwise.

+ Put a card from your hand on top of your
used pile = Your opponent chooses his or her
target unit in a site battle here and damagesiit,
unless he or she puts two cards from his or her
hand on top of his or her used pile in any order.

Your opponent can't choose a damaged unit.

INTERRUPT (LosT)

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 download a card, search your reserve
for that card, reveal it to your opponent, and put it
in your hand. Then shuffle your reserve.)

15 DIEN TMR © 2004 DECIFHER INC

LOCATION (SECTOR) » PLANET

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

ILLUS. BY DOM FRY

Seyalshi duels are expected to be bloody. They wouldn't
be entertaining otherwise.

+ Put a card from your hand on top of your
used pile = Your opponent chooses his or her
target unit in a site battle here and damagesiit,
unless he or she puts two cards from his or her
hand on top of his or her used pile in any order.

Your opponent can't choose a damaged unit.

INTERRUPT (LosT)

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 download a card, search your reserve
for that card, reveal it to your opponent, and put it
in your hand. Then shuffle your reserve.)

TME © 2004 DECIFHER INC
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If the Mavs can't win it in battle on Ganymede, they can

Jfack it from a transport negr lo.

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 her ¢

reserve pile in any order.

The Shi are
torment their

ASSET (Locamon)

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

+ Pay 3 energy = Make your total power here
+4 until end of turn.

When your opponent controls this location,
dismiss this asset.

If the Mavs can't win it in battle on Ganymede, they can

Jfack it from a transport negr lo.

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 her ¢

reserve pile in any order.

The Shi ar
torment their

ASSET (Locamon)
You may play this asset beneath one of your
opponent’ locations.

+ Pay 3 energy = Make your total power here
+4 until end of turn.

When your opponent controls this location,
dismiss this asset.

If the Mavs can't win it in battle on Ganymede, they can

Jfack it from a transport negr lo.

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 her ¢

reserve pile in any order.

The Shi ar
torment their en

ASSET (Locamon)
You may play this asset beneath one of your
opponent’ locations.

+ Pay 3 energy = Make your total power here
+4 until end of turn.

When your opponent controls this location,
dismiss this asset.

WARS TCG - Incursion Starter "Suppression”



