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Discard any open cargo
and replace it with this card.

When defending in a dogfight,
your Swoop maneuvers beat

everything.

artifact

airfoil

THE CARD GAMETHE CARD GAME

X

M
AN
EU
VE
R

B
E
A
T
S
4
T
O
1
3
;
O
P
P
O
N
E
N
T
IM
M
E
D
IA
T
E
LY
D
R
A
W
S
A
C
A
R
D

LU
CK
Y
SH
OT

1
2
3
4
5
6
7
8
9
1
0
1
1
1
2
1
3

This card may only be played
as packed cargo.

When in play as open cargo,
this card may not be discarded.
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Discard any open cargo
and replace it with this card.

Your Passengers’ bonuses to
SHIPPING, RANGE and PILOT

are ignored.
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Discard any open cargo
and replace it with this card.

Whenever this card is revealed as open
cargo, you may flip over a Location.
Players may not play cargo at that
Location. If any other Locations
are flipped over, flip them back.
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EFFECT: Use your Player’s total PILOT
for this dogfight.

REWARD: Open 1 cargo.
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Discard any open cargo
and replace it with this card.

Your movement
is 1 no matter what is rolled.
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Play on your turn.

Select any Group Passenger
in play and put them in
your first position.
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Play after an opponent
rolls the die.

Choose one of that opponent’s
Passengers. That Passenger’s
die effect table is considered

to be blank.
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Play when an
opponent moves.

Move to his or her
Location.
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Play on your turn.

Look at any player’s hand.
You may take any one Cargo

or Artifact card.
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Play on your turn.

Discard any 1 open cargo.
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Play on your turn.

Select one of your
Passengers, roll the die, and
perform the indicated effect.
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Play on your turn.

Look at any player’s hand.
Select one card and remove

it from the game.
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Play after you draw
PILOT bonus cards.

For this dogfight, the
defender must play maneuvers
lower than the attacking
maneuver to win.
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1: Draw any Action card from
the discard pile.

2-3: Draw 1 card.

4-5: Discard Dr. Debolt.

6: Draw any Artifact card from
the discard pile.
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EFFECT: If you also control Spigot,
Dunder is +2 SHIPPING and
+2 PILOT.

1-4: No effect.

5-6: Move Dunder to last position.
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1-3: No effect.

4-6: Move any Passenger
to the last position in
their chain.

passenger - thembria - group
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Play on your turn.

Bring any one of your
played cargo to your hand.

return to sender
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EFFECT: You may re-roll any die roll
once. You may only do this
once per turn.

1-4: Move Khan’s Board to
any position.

5-6: No effect.
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EFFECT: Ratchet is +3 PILOT if you
are at the Iron Vulture.

1-3: Move 1 Location.

4-6: No effect.
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1: No effect.

2-4: Draw any Thembria character
from the discard pile.

5-6: Discard 1 card, draw 1 card.

passenger - thembria

col. spigot
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