‘M Doy EonTAINER

ATTACH TO FIGHTER OR BOMBER WING.

DEcOY CONTAINER REDUCES THE DAMAGE
THAT WOULD BE DEALT TO THE ATTACHED UNIT
THIS TURN BY 2.

PAY 2: KEEP DECOY CONTAINER TO USE IN
THE NEXT TURN. THIS ABILITY MAY ONLY BE
USED ONCE PER CARD THROUGHOUT THE
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THE END OF THE TURN.
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'WHEN THE ATTACHED CAPITAL SHIP IS DE

STROYED, VEP RA IS INSTANTLY PLACED IN |
THE FLEET ZONE. THE OWNING FLAYER CAN
MOVE VEP RA TO THE USED CARDS POT ANY
TIME DURING THE NEXT TURN.
IF VEP RA IS PLACED IN THE USED CARDS PoOT
IN THIS WAY, THE OWNING PLAYER GAINS X CP.
IN THIS CASE, X IS THE CP USED TO PLAY THE
NOW-DESTROYED.. CARPITAL SHIF THAT WAS

ORIGINALLY ATTACHED TO VEP RA.
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