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EFFECT: Discard Ignatz toidraw an
card with a maneuver value of 7
or less from the discard pile!

PASSENGER - KHAN PASSENGER - GROUP

EFFECT: Mrs. Snarlyis -+3:SHIPPING
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1-2: No effect.
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2-5: Name a non-Cargo card. If any.
layer has that card in hand,

1: Move to first position.
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2-3: Draw 2 cards. Discard 1Yof{thEm}
4: Discard Ignatz.
5-6: No effect.
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3-4: Draw any Khan character” from
the discard pile.

6: Move to first position.
5-6: Discard 1 card. Draw 1 card.
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EFFECT: Defender can only'play
defensive maneuvers with an
even value.
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