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WING COMMANDER,

COLLECTIBLE TRADING CARD GAME

Your fighters are attacked the moment you clear the
navigation point. A pair of deadly-looking Dralthi IV
swoop from their hiding place among the asteroids.
Their huge, flattened side-hulls make the Kilrathi fight-
ers look like gigantic bats. The deadly array of missiles
strapped along their undersides glisten in the starlight.

The commlink sputters, and the feline face of the
Kilrathi ace, Stalker, crackles into view on the screen.

“Now is your time to die, monkeys,” the alien hisses.
His lead Dralthi spits death at your Thunderbolt.

“Attack my target,” you bark into the commlink.

Your wingman comes back with an encouraging, “Rock
'n Roll, Colonel!” and swoops up beneath the Kilrathi
Ace.

You throw your fighter into a sharp turn, bringing the
catlike alien's afterburners dead in your sites.

The battle is as fast as it is dﬁtrfous. The Kilrathi falls,
flaming, among the asteroids. Your craft is damaged,
but still operational. In the distance, you see the impos-
ing bulk of the Kilrathi carrier, the Sivar’s Glory.

Arming your torpedo, you begin your attack run. . . .

3



CREDITS
DESIGNERS Jeff Grubb
Don Perrin
ASST DESIGNERS Margaret Weis
Andrew Morris
Richard Garriott
ART DIRECTION Margaret Weis
CARD DESIGN Kevin Stein
Don Perrin
PACKAGE DESIGN Kevin Stein
Don Perrin
CARD ASSEMBLY Patrick Price
Don Perrin
Squadron Insignia Art by
Michael Scotte 1995 Mag Force 7, Inc.
PLAYTESTERS
Kirk Botula Randy Lee
Frank Dickos John MacKinnon
Richard Dhur Janet Pack
Richard Garriott, Dr. Brad Pontani

Andrew Morris and
ORIGIN Systems, Inc.

Andrew Robison
Mike Sakuta, Ph.D.

Glenn Goddard and Kevin Stein
Wargames West M. Craig Stockwell
on Central Burl Zom

Nicole Harsch

TABLE OF CONTENTS

The Goal of the Game

Tenninology

What the Card Means

The Setup

Getting Started

Sequence of Play
Power Point Pad
Sequence Reminder
Combat Example

Secret Orders

Attacking Carriers

Fighters
Pilots
Weapons
Crew

Maneuvers

Captured Pilots & Traitors
Building a Play Deck
Summary of Card Abilities

37 Battle Damage

42

37 Nav Pt Modifiers 43

39 Luck
40 Pilot Awards
41 Secret Orders

44
45
45

10
12
14
15
24
25
27
30
30
33
% o’
37



THE GOAL OF THE GAME

You have at your command the fighters, pilots
and crew of a space-going carrier. You are
engaged in deadly space combat with an
enemy carrier and its comﬁlﬁmen_t of space
fighters. Playing either the Kilrathi or Terran
side, you marshal your forces of fighters and
talented pilots to defeat your opponent.

You win the game by either:

1) destroyi our opponent’s carrier. This is
ar):complig;gg Ey scoring two hits directly into
the ship, by either torpedoes or bombing runs.

2) reducing the carrier and its fighters to the

oint where the enemy can no longer carry on
the battle, forcing the enemy to retreat. This is
accomplished by reducing your opponents
Power Points to 0.

TERMINOLOGY

Power Points: Both players start with 30 Power
Points. These represent the resources of your
carrier. When these points are reduced to 0, this
means that your forces have been so depleted
that you must retreat from Combat. Keep track
of the points on the Power Point pad. Players
gain 2 points every turn during their Draw
6

Phase. These points are added to the total. The
Power Point pad for keeping track of Power
Points is found in the center of this booklet.

When cards are put into play, the player’s
Power Point total is reduced %y the cards” mus-
tering cost (noted under the card’s title by small
fighters and medals). All cards ‘except
aneuver and Battle Damage cards have mus-
tering cost, though that cost may be zero.

When Fighters, Weapons, Pilots and certain
Nav Point Modifiers are lost in Combat, the
Power Point Total will be further reduced.

Mustering Cost: The mustering cost is the cost
required to play a card. When the card is
brought into play, the Power Point total is
reduced by the number of fighters indicated in
the mustering cost. «

Medal Points: These represent the heroic qual-
ities of pilots and crew. If any medals are
required to bring a card into play, then suffi-
cient crew, pilots, or other medal-producing
cards must be “ta ped,” or turned sideways to
indicate that they have been used, for that turn
in order to play the card. E



A Pilot’s Medal Points may be used:

1) To bring out other cards with Medal Point
requirements in their cost.

The Medal Points of a pilot in the Ready Area
may be used to bring into play cards that
require Medals in the mustering cost. The pilot
must be “tapped” to do so. A pilot who is
“tapped” cannot fly during that turn.

2) In Combat to increase any of the values of
the fighter to which the pilot is attached
(Example: add 1 Medal Point to an attack factor
of 1 to attack for 2. Add 2 Medal Points to a 0
defense to defend for 2, etc.). Using the Medal
Points to increase a fighter’s values does not
require the pilot to be tapped.

If a pilot that provides a Medal Point is
assigned to a fighter and launched, then the
Medal Point may be used to increase the abili-
ties of the fighter. However, when the pilot is
flying, Medal Points may not be used for mus-
tering.

A player who needs a Medal Point for muster-
inﬁiand has no crew or pilot available to tap for
a Medal Point may purchase Medal Points by

spending five Power Points for each Medal |

oint. Purchased Medal Points may be used
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only for mustering. They may not b
. : e used
increase the values of a l)i(ghtel}‘.’ e

Maneuver Cost: The cost of Maneuv

Battle Damage Cards is shown by the nirmal?edr
of arrows below the title of the card. This cost is
indicative of the difficulty factor of the maneu-
ver or the severity of the Battle Damage. A
Blayer must have a fighter whose Maneuver

alue either matches or exceeds (modified b

pilots and weapons) the number of arrows in

order to play the Maneuver and
Damage card during combat. TR AEN. e

The Maneuver Cost also represents the number
of Maneuver and/or BattlepDamage Cards that
may be played by a particular fighter within
one complete combat sequence. A fighter with
a Maneuver Value of 3 can on y play 3

Maneuver or Battle Damage cards in the com-
bat sequence.



WHAT THE CARD MEANS

Top - Card Type: A type of fighter, a pilot’s
name, a particular Maneuver, or a description
of Battle Damage.

Top below Card Name - The mustering cost of
the card, the difficulty rating of a Maneuver, or
Battle Damage card.

Center below Art - The name of squadron, its
squadron icon and motto, name of pilot,
maneuver, any special abilities of the card.

Bottom Left - Attack and Support Values. The
Attack Value is the amount of damage that a
fighter can inflict on the fighter directly across.

The Support Value is the amount of damage
that the fighter can lend to attack the enemy
fighter not directly across from it, but in the
same Nav Point. A fighter may use its Attack or
Support Values during combat, but not both.

Bottom Right -Maneuver and Defense Values.
The Defense Value is the amount of damage
that the fighter takes before being destroyed. If
the Defense Value is lower than or equal to the
enemy’s Attack Value, the fighter is destroyed.

Bottom Center - Numbers and symbols shown
represent special abilities, such as medals or
weapons modifiers (torpedoes, for example).
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THE SETUP

The playing surface is laid out as shown. Place
the five Nav Points as indicated between the
two rival carriers. Each carrier acts as a Nav
Point as well. A carrier can only be attacked by
enemy fighters at the Carrier Nav Point.
Neither carrier moves during the course of the
game.

The lines between the Nav Points indicate how
fighters may move during the Movement
Pl%ase. Fighters may only move one Nav Point
at a time.

Place the card deck to one side of the carrier. A

discard pile will be created next to that deck as

cards are lost or discarded. On the other side of

the carrier is the Ready Area, where fighters,

Eilots and weapon systems are held and assem-
led prior to launch.
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GETTING STARTED

1. One player plays with the Terran deck. The
other player plays with the Kilrathi deck. The
players place the two carriers (either those pro-
vided on the back of the Starter Deck box or the
carrier cards) and five Nav Points according to
the diagram. Carrier and Nav Point cards do
not go into the players’ decks.

2. Both Terran and Kilrathi players start with 30
Power Points.

3. Each player begins the game with four
Mustering points. These allow the fplayer to
bring out at no cost a selection of fighters,
weapons, and/or pilots. Total value must not
exceed four. Example: Four Darkets at 1 point
~ each. One Darket at 1 Point and a Pilot whose
cost is 3 Points. These may be put immediately
into the Ready Area. These cards may be only
Fighters, Weapons, or Pilots. If a card has a
Medal Point in the cost, it may not be brought
out at this time. If a player does not choose to
use all of the four points, the points can be
exchanged for Power Points. Example: If the
Kilrathi Player were to bring two Darket fight-
ers into the Ready Area (each costing 1 point)
and nothing else, then the player gains two
Power Points.
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For beginning fplayers, it is suggested that you
simply take four Power Points instead of
choosmg C@rds, until you are more familiar
with the different cards in vour deck. Thus,

both players would begin the game with 34
Power Points.

4. Each player shuffles and draws 7 cards.

A player may have no more than 9 cards in the
hand at the end of his or her turn. If a player
holds more than 9 cards at the end of the turn,
the player must discard to get down to 9.

5. Both players receive 2 additional Power
Points each per turn during their respective
Draw Phases. These points are called
Reinforcements and reflect support and sup-
plies from Earth and Kilrah. Certain cards may
Increase or decrease the number of
Reinforcement Points during the game.
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SEQUENCE OF PLAY

Wing Commander is played in a series of turns.
Turns are divided into Phases. The Kilrathi
Player completes all Phases of a turn, then the
Terran player takes a turn. In the computer
ame, Wing Commander Illl®, Heart of the
iger, the Kilrathi are the aggressors, therefore,
in the card game, the Kilrathi player always
oes first. %’lay proceeds in the following

hases:

DRAW
MUSTER
SCRAMBLE
MOVEMENT
COMBAT
- ATTACK IS DECLARED
- DEFENSIVE POSITIONING
- MANEUVER & BATTLE DAMAGE
- ASSIGN MEDAL POINTS
- COMBAT RESOLUTION
- AFTERMATH
DISCARD
SWITCH PLAYERS

L_ 16

DRAW PHASE

Add two Reinforcement Points to your Power
Point total. Draw 2 cards. “Untap” (turn
upright, ready for use) any “tapped” cards.

MUSTERING PHASE

During the Musterin Phase, you mav pla
cards 'om your hand, payi g tﬁe apprg Fiat}e'
Mustering Cost. Subtract the Musterin (ﬁst of

laying these cards from your total Power

oints. In addition to Power Points, Medal
Points may be required to bring powerful fight-
ers, pilots, crew and weapons into lay. If a
pilot or crew that provides a Mec:lalp Point is
mustered to the Ready Area, that Medal Point
may be used immediately.

Example: an Arrow has a Mustering Cost of 2.

. To play that card from your hand into the

Ready Area, you must reduce your Power
Points by 2. To play a Stealth Technology
Weapon card to the Ready Area requires 4
Power Points and 1 Medal Point. Your total
Power Points is reduced by 4 and a Pilot or
other card providing a medal is “tapped.”

Place pilots, weapon systems, and fighters int

! 4 0
the Ready Area. Place Nav Point modifier cards
on the appropriate Nav Points. They can be
played on any Nav Point except the carrier.
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Only one Nav Point Modifier may be played on
a single Nav Point at any one time. If that Nav
Point Modifier is destroyed, another may be
played in its place.

Pilot award cards are given to particular pilots
in the Ready Area. They cannot be awarded to
pilots who are flying,

Crew cards are played into the Ready Area.
Crew cards are similar to Pilot cards, except
they are never assigned to fighters or leave the
carrier. They are played into the Ready Area.

Maneuver cards and Battle Damage cards are
not played at this time. They are played only
during Combat. Luck cards, unless otherwise
noted on the card itself, may be played at any
time.

SCRAMBLE PHASE |
During your Scramble Phase you assemble
your E hters, pilots and weapons systems and
lace them in the Ready a. ing the

cramble Phase, you may add Special pilots
and/or weapons to increase a fighter’s abili-
ties.

Special pilots and/or weapons may be added
to fighters only when they are in the Ready
Area. (For example, you may not add a pilot to
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a fighter currently patrolling a Nav Point.) You
may use only those pilots, fighters and
weapons that are already in the Ready Area
and are not being used for other purposes. (A
“tapped” pilot may not fly this turn.) This col-
lection is called a Flight.

A Flight consists of: 1) a single Fighter, 2) a
Fighter and a Weapon, 3) a Fighter and a Pilot,
or 4) a Fighter, Pilot and Weapon. A Fighter
may fly without a Pilot card or without a
Weapon card attached. Such a Fighter is con-
sidered to have an average pilot and a default
weapon loading. Cards that affect a Pilot or

Weapon card have no affect on a Flight that
lacks either of these.

For example, you cannot capture a Pilot from a
Flight that consists of only a Fighter and a
Weapon card. You can use a “Guns Jammed”
Battle Damage card against a fighter without a
Weapon card, since this card affects the Fighter,
not a specific Weapon.

Once assembled, Fighters are considered ready

for launch. You are ready for the next Phase,
Movement.
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MOVEMENT PHASE

During this Phase, you may move those Flights
ou have assembled in the Ready Area and the
ights already at the Nav Points.

Flights are moved:

a) from the Carrier Nav Point to one of the con-
nected Nav Points or back to the Ready Area.

b) from the Ready Area to the Carrier Nav
Point.

c) from one of the central Nav Points to the
Carrier Nav Point, the Enemy Carrier Nav
Point, adjacent Nav Points, or back to the
Ready Area. A Flight may only move one Nav
Point per turn anﬁ may not jump over a Nav
Point. The Nav Points must be connected.

If a player starts this phase with fighters at a
Nav Point with an enemy Capital Ship Nav
Point Modifier, and the opponent does not
have any fighters present, then that Capital
Ship Nﬁv Point Modifier is considered
destroyed and discarded. The owning player
loses the Power Points described on the card.

Flights that return to the Ready Area can be
separated back into their component parts of
Pilots, Weapons and Fighters. This allows you
to shift pilots and weapons to different fighters.

20
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Only two friendly Flifhts may be at any single
Nav Point at the end of this Phase. A player
may occupy any of the Nav Points, im:l%dmg
the Enemy Carrier Nav Point. Once moved, the

Flight may not be moved again within the same
turn.

Enemy fighters do not affect movement into or
out of a Nav Point. A Flight—either retreating
or pressing on ahead—may leave a Nav Point
even if there is an enemy Flight present. The
two Flights may also switch places at a Nav
Point during this Phase.

Once movement is completed, Flights will not
move again in the turn, with one important
exception. Immediately following Combat, an
attacking Flight that has survived combat may
choose to return to its friendly Ready Area.

COMBAT PHASE

During the Combat Phase you attack your
opponent’s fighters and carrier. Attacks against
carriers have special rules, which are covered

in the next section. Most attacks will be against
other fighters.

You may declare Klour attacks in any order, but
all attacks at one Nav Point must be completed
before moving to the next. You are not required
to attack. You may attack at one Nav Point and

21



choose not to attack at another. If no attacks are
declared, skip the Combat Phase and proceed
to the Switch Players Phase.

The Combat Phase runs as follows:

1. ATTACK IS DECLARED: Attacker declares
an attack at a Nav Point.

2. DEFENSIVE POSITIONING: The defender
may choose to switch the Flights” positions at
that Nav Point—swapping positions to obtain
the best attacks—or leave fighters arranged as
they are. If the defender has only one Flight at
a l\ﬁw Point, then the Flight may stay aligned

with one Flight opposite or switch to the other
Flight. If boli attag(er and defender have onl

one Flight at a Nav Point, then theg are aligned.
The defender may not move the fighters again
(unless a Maneuver card permits it) and may
not move fighters to another Nav Point.

3. MANEUVER & BATTLE DAMAGE:
Attacker and defender may play Maneuver
and Battle Damage cards, one at a time.
Defender goes first, playing a Maneuver card
or passing. Attacker plays a Maneuver card or
passes. Defender then plays either a Maneuver
card or Battle Damage card. Attacker does the
same, until both sides pass.
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A player is not required to play Maneuver or
Battle Damage cards and may pass at any time.
A pass by one player does not prevent the
opposing player from continuing to play
aneuver or Battle Damage cards during the
combat. When both sides pass, no further Battle
Damage or Maneuver cards may be played.

Battle Damage cards may only be played by the
flights that have the requisite ane{’wer
Ratings and are played on the flight opposite.

A Battle Damage card may only be played by a
fighter after one or more g:lane}&verpcag’ds hgve
been played by that fighter. No Flight may play
two or more of the same Maneuver or Battle
Damage cards in the same battle.

4. ASSIGN MEDAL POINTS: Medal Points
increase any of the values of the fighter to
which the pilot is attached. Medal Points may
be used at any time in Combat, up to this
ghfslse. If either player still has unused Medal
oints left, they may be used now. The defend-
er plays any Medal Points first, followed by the
attacker. Each Medal Point may be used to
assign a “+1” to any of the Flight's values.

5. COMBAT RESOLUTION: Combat is
resolved simultaneously. A Flight uses either its
Attack Value (with modifiers) to attack the

enemy Flight directly across from it or uses its
23
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Support Value (with modifiers) to add to the
Attack Value of the other friendly Flight at the
Nav Point. Attacker and Defender determine
which of their own Flights will attack and
which (if any) will support.

Compare the totaled applicable Attack Value
(including any Support \Ealues) versus the tar-
get's Defense Value. If the final Attack Value
equals or exceeds the enemy’s Defense Value,
the enemy Flight is destroyed.

6. AFTERMATH: After Combat is resolved, the
attacker has the option of returning the surviv-
ing Flights to the Ready Area. This decision is
made before moving to the next Nav Point
combat. The defender is not permitted to move
Flights at this time.

Destroyed fighters, pilots and weapons are sent
to the discard pile. Maneuver, Battle Damage
and Luck cards played in this combat are dis-
carded as well.

When losses are taken in combat, the player’s
Power Points are reduced to reflect that loss.
Subtract 1 Power Point for every card in each
Flight that is destroyed. (1 fighter with 1 pilot
and 1 weapon = 3 Power Points.) In addition,
all cards with medals reduce Power Points
equal to every medal symbol that appears on
the card, both above and below the picture.
26

(Losing an Excalibur costs 1 Power Point for
the card, plus 1 Power Point for the medal
shown in the cost.)

If any player’s Power Points are reduced to 0 at
the end of the Combat Phase, the game is over
and the player with Power Points remaining is
the winner. If both Players are reduced to 0, the
game is considered a draw.

DISCARD PHASE

If you have more than nine cards in the hand at
this phase, then you must discard to nine cards.

SWITCH PLAYERS PHASE

The new attacking player starts a new turn and
begins the Turn Sequence from the beginning.

COMBAT EXAMPLE

Jeff flies one of his Arrows to a Nav Point occu-
pied by two of Kate’s Darkets. Jeff has an
Arrow with an attack factor of 2. Maniac is the
ilot. He increases the attack factor by 1, giving
it an attack of 3, but reduces the detense by 2,
iving the Arrow a defense of 1. Kate has a
arket with an attack factor of 1 and a defense
of 3. She has a weapon on the Darket which
increases the attack factor by 1, giving the

Darket an attack 2. 2The other Darket 1s the
T



same. As it stands, Jeff would shoot down one
of Kate’s Darkets, and Jeff’s Arrow would go
down.

Jeff has Maneuver cards in his hand that he
hopes will allow him to survive and shoot

down the Darket. He declares an attack.

Kate, as defending player, decides not to switch
the Darkets facing the lone Arrow, as the
Darkets are both functionally identical. She
plays the first Maneuver card—a “Shake”
maneuver, which increases her engaged
Darket’s defense factor by 1. Her Darket now
defends for 4, against the Arrow’s attack of 3.
The Darket still attacks for 2 to the Arrow’s
defense of 1.

It is now Jeff’s turn to Ela a Maneuver card.
He plays “Kickstop,” which boosts his defense
by +2, bringing his defense to 3 against the
Darket’s attack of 2. He has successfully fought
off Kate’s attack.

Kate next performs a “Tight Loop,” which
increases her attack by 1. The Darket now
attacks for 3 against the Arrow’s defense of 3.

Jeff plays a Battle Damage card “Tail Shot Off”
on Eate’s Darket. The damage reduces the
Darket’s defense by -2. The Darket now
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defends for only 2, against the Arrow’s attack
of 3.

Kate is out of Maneuver cards. She passes. Jeff
chooses to play one last Maneuver Card—
"Break and Attack,” which forces Kate’s second
Darket not to support the attack. It is time to
resolve Combat.

The Darket attacks for 3 against the Arrow’s
defense of 3. The Arrow appears doomed.
However, Maniac has a Medal Pilot, which
means that he has one point which can be used
to boost to any of the fighter’s values by +1.
Jeff uses the hlédal Point to boost the Arrow’s
defense to 4. The Darket shoots and misses. The
Arrow is safe. Had Kate been allowed to use
the Support Value of the Second Darket, the
Arrow would have died.

The Darket has been reduced to 2 defense. The
Arrow attacks for 3. The Darket blows up in a
ball of flame. Jeff’s attack has been successful.

Kate loses 2 Power Points—1 for the Darket
and 1 for the weapon card. She reduces her
score by 2 points. Jeff flies his Arrow back to the
Ready Area. Kate's second Darket remains at
the Nav Point.

It is now Kate’s turn.

29



SECRET ORDERS

Secret Order cards are placed in the deck.
When drawn, they may be held in the hand
and/or played face-down underneath the car-
rier Nav Point. Each player may only have one
Secret Order card in play at any one time.

If you are able to complete the requirements of
the Secret Orders during play, you may imme-
diately reveal the Secret Order card to your
opponent and gain the benefit as described on
the card. The revelation of the Secret Order
Card may not be interrupted by a Luck card.
Once revealed, the player may place another
Secret Order card under the Carrier Nav Point.
This may be done immediately if the player has
one in the hand.

A player may choose not to attempt to com-
plete the requirements of the Secret Order. Play
progresses normally, and the card does not
effect the game in any way. Each player may
have only one Secret Orders in play at any one
time.

ATTACKING CARRIERS

One way to win the game is to attack and
destroy an opponent’s carrier. Combat between

30

fighters and capital ships is similar to fighter
combat and occurs during the Combat Phase.

You may only attack an enemy carrier if there
are no enemy fighters at that Nav Point at the
start of the Combat Phase. Elimination or
removal of those fighters during the Phase does
not make the carrier vulnerable during that
Phase. Next turn, if no fighters have moved in
to defend it, the carrier may be attacked.

Carriers may be attacked vzml}_(l by Flights that
have Bombing Values, or Flights that have the
Torpedo Weapon card. Bombing Value is used
instead of Attack Value when attacking a carri-
er.

Support Value is not used in attacking capital
ships and carriers. One or two fighters may
attack a carrier.

Carriers cannot use Maneuver cards or Battle
Damage cards. The attacking Flight may use
Maneuver cards but not Batt%e Damage cards.
Carriers may not initiate an attack, nor can they
aid an attack when friendly fighters are pre-
sent.

Attacking bombing damage is calculated by

adding all of the Bombing Values of the Flights.
This total is compared to the carrier’s
Defensive Value. If the Bombing Value of that
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Flight is equal to or greater than the Defense
Value, a hit is scored. If the total is double the
Defense Value of the carrier, then two hits are
scored.

Carriers are armed and have Attack Values.
Damage is inflicted against the Flights attack-
ing the Carrier for the amount listed. Damage
may be dealt either to one of the Flights or split
between the Flights as the carrier owner choos-
es.

You may use Medal Points to increase your
Bombing Value in an attack, but not to grant a
bombing ability to a Flight that would other-
wise lack that ability.

Carriers require two hits before being
destroyed. The first hit damages the carrier
(turn the card sideways, or tap it, to show this).
The second eliminates the carrier. If a carrier
suffers two hits in a single attack, it is
destroyed. If a single attack inflicts twice as
much damage as the carrier’s Defensive Value,
it counts as two hits and the carrier is
destroyed.

You cannot use Medal Points to defend a
Carrier, even though there may be individuals

in the Ready Area who have Medal Points
available.
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If you destroy the enemy carrier, the game is
over! You win.

CAPTURED PILOTS & TRAITORS
CAPTURE PILOTS

Certain Luck cards allow you to capture an
enemy pilot. The captured gilot card 1s placed
face-down in your Ready Area. The card is
returned to the original owner at the end of the
game. A captured pilot cannot be used in your
service. Each turn, you may do one of the fol-
lowing to a captured pilot:

1. A captured pilot may be “left in the brig.”
Nothing is done. You may be waiting for a bet-
ter opportunity to do something Wiﬁ'l the cap-
tured pilot in a later turn. The pilot card is left
in the Ready Area of the capturing player.

2. A captured pilot may be interroEated. By
sEending 1 Power Point, you may look either at
the opponent’s current hand or the next three
cards in the draw pile, but not both. You may
not change the order of the cards in the
enemy’s draw pile. You may do this once per
turn, for as many turns as you wants. You must
pay 1 Power Point each turn to perform this
action.
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3. Captured pilots may be discarded, represent-
ing either internment in a Prisoner of War
camp, or executed. This causes the opponent to
lose 1 Power Point, plus 1 for every Medal
shown on the Pilot Card. This can be done at
any time, but may not interrupt any other
action. If the carrier that the Filot is on is
destroyed, the captured pilot’s player does not
lose any Power Points.

4. Captured pilots may be exchanged. If the
Terran player has captured a Kilrathi pilot and
the Kilrathi player has captured a Terran pilot,
the players may simplﬁeexchange the pilots,
returning them to their Ready Areas.

CAPTURE PILOTS

Certain Luck cards also allow you to cause an
enemy pilot to turn traitor. That pilot immedi-
ately comes over to your Ready Area and is
treated thereafter as a pilot for your side. The
traitor pilot may fly missions for you and use
Medal Points or special abilities. Any Pilot
Awards given to the traitor by its original
owner are lost, though you may grant the pilot
new awards. The traitor pilot is affecteg by
cards that would normally affect your side,
despite the fact that the pilot is from another
race. If the pilot is shot d%wn in combat, then
the player who currently had the pilot would
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lose Power Points as normal for the loss of a
pilot.

A traitor pilot cannot be interrogated.

A traitor E;lilot card is returned to its original
owner at the end of the game.

It is possible to “rescue” a traitor pilot, by cap-
turing the pilot using the Luck card “Capture
Pilot.” The pilot is returned to the Ready Area.
Any Pilot Awards given to the pilot by the
enemy are lost, though the player may grant
the pilot new awards. This pilot is not consid-
ered a “Captured Pilot,” but one that was a
double-agent who has returned.

A “rescued” traitor pilot may be interrogated.

Crew members cannot be captured or made to
turn traitor.

BUILDING A PLAY DECK

A play deck is made up of the cards you select
for that particular game. A play deck does not
have to consist of all of the cards that you own.
A play deck may contain any mix of cards, with
the following restrictions:

1) A deck must have at least 40 cards.
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2) All of the cards in the deck must be from the
same side. A deck is either a Kilrathi play deck
(using only Kilrathi cards) or a Terran play
deck %using only Terran cards.)

3) No deck may have duplicate Luck cards.
El)nli' one of any Luck card may appear in a
eck.

4) For tournament play, a deck may not have
more than 100 cards.

5) Carrier and Nav Point cards do not go into
the play deck and are not counted against the
deck’s total cards.

The Starter Deck is playable right out of the
box. As you develop a style of play, you ma
add or subtract cards from G gO AN-
DER Booster Packs or other Starter Decks. All
of the cards from the WING COMMANDER
Collectible Trading Card Game are compatible
with each other (but remember to use only
Kilrathi cards in a Kilrathi Elay deck and Terran
cards in a Terran Play Deck.)

The following s of cards are available for
Elay: Fighters, Weapons, Pilots, Pilot Award

ards, Luck, Maneuver, Battle Damage, Nav
Point Modifiers and Secret Orders. A summary
of each card type appears next.
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SUMMARY OF CARD ABILITIES
(By Type)
Fighters

1) Each fighter card represents one spacecraft,
belonging to one of many different squadrons.
Fighter cards are not unique. You may have an
entire deck of “Killer Bee Squadron” fighters.

2) All fighters have the following values: Attack,
Support, Maneuver, and Defense. Fighters may or
may not have a Bombing Value.

3) Fighters are put into play by paying the
Musterigﬁ Cost and placed in the Ready Area dur-
ing the Mustering Phase.

4) A fighter may be launched without a Pilot or
Weapon card.

5) Fighters that are returned to the Ready Area are
separated from their attached pilot and weapon
cards and may be reconfigured.

6) When a fighter is destroyed, it is placed in the
discard pile, and Power Points are lost equal to the
number of cards in the Flight, plus one Power
Point for each medal on the card.

Pilots

1) Each Pilot card represents one individual pilot.
Pilots are unique, such that only one pilot of the
same name may be in play at any one time (even if
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the two cards are different, yet describe the same
pilot). You may have more than one of these in
your deck, however. If Colonel Blair “dies,” it is
considered that he is “rescued” and may be played
again. If he is captured, he is considered to be still

in play.

2) All pilot statistics modify fighter statistics, rais-
ing (or lowering) the Attack, Support, Maneuver,
and Defense Va%ues of the fighter to which they are
attached.

3) Pilots may have a number modifying Bombing
ability. This applies only if the fighter they are fly-
ing has a Bombing Value.

4) Pilots are put into play during the Mustering
Phase.

5) Only one pilot may be attached to one fighter.

6) Some pilots have Medal Points that can be used
in the Ready Area to aid in mustering other cards.
This taps the pilot. If a pilot uses its Medal Points,
then the pilot cannot fly that turn.

7) When engaged in combat, a 8ilot"s Medal Points
may be used to raise any one Value. Medal Points
cannot raise a Value of an attribute that does not
exist (such as raising Bombing to 1 on either a
Darket or Arrow fighter).

8) Pilots who are returned to the Ready Area are
separated from their attached Fighters and
eapon cards and may be redeployed.
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9) When a pilot is destroyed, the card is placed in
the discard pile. Power Points are lost as described
in the Fighter Section.

10) Captured pilots cannot use their abilities, val-
ues, or medals while captured.

11) Due to the effects of certain Luck cards, a pilot
may become a traitor. Pilots who turn traitor may
use their abilities, values and medals for their new
side, and are considered members of the enemy.
Neither Colonel Blair nor Prince Thrakhath will
turn traitor.

Weapons

1) Each Weapon card represents one weapon or
wez:fon system that exists in addition to the stan-
dar e%u.i&ment of the fighters to which they are
attached. Weapons are not unique and any number
of them may be in play at one time.

2) Weapons modjf{/] or occasionally replace the
Attack, Support, Maneuver, Defense, and/or
Bombing Values. If Weapons cards modify a value
that the fighter does not have (such as the
Bombing Value on an Arrow or Darket), then that
ability has no effect. Weapons may replace a value
that does not otherwise exist.

3) Weapons are put into play during the Mustering
Phase.

4) Unless stated otherwise on the Weapon card,
only one weapon may be placed on a fighter at a
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time. One exception is the Torpedo Mount. This
weapon card aJ]Ews the placing of another weapon
card—the Torpedo—on a fighter that would not
otherwise be able to carry the Torpedo.

5) When a Weapon card is destroyed, the card is

placed in the discard pile. Power Points are lost as
described in the Fighter Section.

Crew

1) Each Crew card represents an individual (not a
pilot) attached to the carrier. Crew are considered
unique, such that only one member of the crew of
the same name may be in play at any one time
(similar to pilots).

2) Crew may have abilities that modify the carri-
er’s abilities, or modify play in the game, as
detailed on the card.

3) Crew are put into Flay during the Mustering
Phase. They will not leave the Ready Area once
played.

4) Crew are not normally destroyed unless the car-
rier is destroyed, which ends the game. However,
certain Luck cards may remove a Crew card and
send it to the discard pile.

5) No Power Points are lost for losing crew.
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Maneuver Cards

1) Each Maneuver card represents a tactic used in
combat to gain the upper hand against an oppo-
nent. Maneuver cards are not unique.

2) Maneuver cards may modify the Attack,
Support, Maneuver and/or Defense Values of the
Fighter card, or modify battle conditions at that
Naz Point according to the information on the
card.

3) Maneuver cards are played only during the
Combat Phase, and only when enemy fighters are
engaged.

4) Maneuver cards are played on friendly fighters
only.

5) You are not required to play Maneuver cards.

6) Maneuver cards have a Maneuver Cost below
the word Maneuver on the card. To play the card,
the Maneuver Value of the Flight upon which the
card is played must be equal to or greater than the
Maneuver Cost of the card, at the time the card is
played.

7) Maneuver cards are discarded at the end of the
combat in which they are played.

8) No Flight may play two or more of the same
Maneuver card in the same battle.
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9) Some Maneuver cards negate effects of other
cards. These cards will negate a Maneuver card
played previously or can be used to prevent the
playing of that card later in that combat. Maneuver
cards that negate other Maneuver cards can be
played without the other Maneuver card being

present, effectively preventing their play.
Battle Damage Cards

1) Each Battle Damage card represents additional
damage inflicted on an opponent. Battle Damage
cards are not unique and any number of them can
be in a player’s deck. They are unique, however, in
that only one of each type of Battle Damage card
may be played by a Flight in any one combat.

2) Battle Damage cards modify enemy fighter abil-
ities, reducing the Attack, Support, Maneuver, or
Defense Values of the enemy fighter, or forcing
modifications to a particular battle.

3) Battle Damage cards are played only during the
Combat Phase, and only when enemy fighters are
engaged. They are EIBYEd on the Flight ogposite
the Flight playing the card, unless the card states
otherwise.

4) You may play a Battle Damage card only after
you have played at least one Maneuver card from
the same fighter. After that, any number of Battle
Damage cards may be played, limited only by the
fighter's Maneuver Value.
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5) Battle Damage cards are played only on enemy
fighters. You are not required to play Battle
Damage cards.

6) Battle Damage have a Maneuver Cost. To play
the card, the Maneuver Value of one friendly fight-
er in the battle must be equal to or greater than the
Maneuver Cost of the card.

7) Battle Damage cards add to the total number of
Maneuver cards that may be played on a particu-
lar Flight.

8) Once played on a fighter, Battle Damage cards
remain with the fighter until that fighter is
returned to its Ready Area or destroyed. In both
cases, Battle Damage cards are then discarded to
their original owner’s discard pile.

9) No Flight may play two or more of the same
Battle Damage card in the same battle.

Nav Point Modifier Cards

1) Nav Point Modifier cards are played on any of
the five non-carrier Nav Points. Modifier cards
include natural phenomena, such as asteroids, and

enemy obstacles, such as capital ships and mine
fields.

2) There can never be more than one Modifier at
any one Nav Point at one time. A new Modifier
may be placed at a Nav Point only if the previous
one has been removed.
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3) Moditier cards are put into play by paying the
Mustering Cost in the Mustering Phase.

4) Once played on a Nav Point, Modifier cards
may not be moved to another Nav Point. They
remain at that Nav Point until removed from the
game and back to the owner’s discard pile.

5) Certain Modifiers are noted in the card text as
being capital ships. Capital ships are vulnerable to
fighter attack.

6) Capital ships are unique, and only one of each
type can be in play at one time.

7) Capital ships may be destroyed by enemy fight-
ers if I1‘;“119_&';‘ are no frg:a-ndly fighters at the Nav Point
at the start of the Combat Phase.

8) If destroyed, capital ships are discarded. The
amount of Power Points lost to the capital ship’s
owner are noted in the card text. If removed by
means other than combat (such as Maneuver or
Luck cards), no loss is taken.

Luck Cards

1) Luck cards represent the effects of karma, bio-
rhythms, bureaucracy, human nature, a cat’s nine
lives, and fate. They may affect any of the other
cards, subject to the text on the card.

2) Luck cards may be played at any time, by Sgay-
ing the Mustering Cost in Power Points. Some
Luck cards have no Cost and are noted as such.
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3) Luck cards are discarded after they are played.

4) Luck cards are unique to each deck. No more
than one of any Luck card may apﬁear in a play-
er’s deck, as luck never repeats itself.

Pilot Award Cards

1) Pilot Award cards represent commendation,
citations, and medals given to the Pilots to recog-
nize their abilities.

2) Pilot Award cards further modify pilot abilities.
Once played on a Pilot, Pilot Award cards remain
with that Pilot and are not separated from the Pilot
card when the pilot returns to the Ready Area.

3) Pilot Awards may be played only on Pilots in the
Ready Area.

4) When a pilot is discarded or destroyed, the Pilot
Award card attached to the pilot is destroyed.
Power Points are lost as described in the Fighter
Section. If Medal Points are required for the award,
or provided by the award, player loses Power
Points equal to the total number of Medal Points
on the card.

5) If a pilot is caPtured or turns traitor, the Pilot
Award cards are immediately discarded. There is
no Power Point loss for discarding these cards.

Secret Order Cards

1) Secret Order cards are placed in the deck. When

drawn, they may be };eld in the hand and/or
5



B]ayed face-down underneath the carrier Nav
oint. Only one Secret Order card may be in play
at any one time.

2) If you are able to complete the requirements of
the Secret Orders during play, you may immedi-
ately reveal the Secret Order card to your oppo-
nent, and gain the benefit as described on the card.
The revelation of the Secret Order card may not be
interrupted by a Luck card. Once revealed, the
player may ﬁlace another Secret Order card under
the Carrier Nav Point. This may be done immedi-
ately if the player has one in the hand.

3) A player may choose not to attempt to complete
the requirements of the Secret Order. Play pro-
gresses normally, and the card does not effect the
game In any way.

The WING COMMANDER® Collectible Trading
Card Game © 1995, Mag Force 7, Inc. All Rights
Reserved.

The WING COMMANDER Collectible Trading

Card Game uses the LANE-TO-LANE™ Combat

System. All play is based on the LANE-TO-LANE
ombat System.

WING COMMANDER® is a Registered
Trademark of ORIGIN Systems, Inc. All other
copyrights and trademarks are owned by Mag
Force 7, Inc.
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If you enjoyed playing Wing
Commandere, try our other collectible
trading card game of space conquest,
strategy and tactics -

E.
Y

Fleet action and pelitical intrigue in
the universe of the Star of the
Guardians novels,‘;b'y New York Times
best-selling author Marga:ret Weis.

MAG FORCE
PO Box 1106
Williams Bay, W1 53191 U.S.A.
Guardian@}\dag’!.Com
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