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Engines 

Welcome to the first parallel publication in The Card Collector's Black Book series! 

I released the first book in the series, The Card Wizard's Black Book: First Edition, in 2008, 
shortly after the release of the Magic: the Gathering (MTG) expansion Shards of Alara. I 
expected to promote the book for a while until sales tapered off, then move on to other 
projects. My publisher, a garage start-up called Exuberance Press, published through web 
retailers and kept things clean and efficient. I could hardly have asked for a better scenario 
in which to publish. 

The Card Wizard's Black Book, the progenitor of the series, was originally conceived as a 
social project. I hoped to create a level playing field in the trading card game (T CG) 
industry, particularly between dealers and collectors where information asymmetry was at 
its worst. The most pernicious single thing that dealers were doing was selling booster 
packs that they claimed were new and pristine, where those booster packs were really 
leftovers from the "mapping" process. It used to be just an urban legend that it was 
possible to "map" TCG booster packs and take all the good rares while leaving the junk. 
With the arrival of The Card Wizard's Black Book, superstition became documented fact. 

I had been a dealer for many years, and I knew exactly how mapping worked. When I quit 
dealing cards and became a pure player, I realized that the player community was still 
largely in the dark about the dealers’ true advantage. I decided to publish what I knew and 
allow the cards to fall however they would. I had a fairly large collection of MTG and other 
cards. I did not wish their value to be obliterated by a collapse of the T06 hobby. The 
simple fact of mapping did not necessarily portend such a dire outcome, but it certainly 
pushed the course of the industry in a dangerous direction. There is nothing wrong with a 
dealer making a profit, and a hobby gaming store is not a charity organization, but as the 
old saying goes, "Youcan shear a sheep many times, but you can skin it only once." There 
was no way I could personally prevent "sheep" from being skinned, but I believed that I 
owed it to them to teach them how to distinguish betvrieen the clippers and the axe, so they 
would know when to say "no deal" and walk away. 

As it turns out, the First Edition sold better than Exuberance Press's advance projections. 
My publisher and l were both deluged with requests for ebooks, mostly from overseas 
readers who hoped to minimize shipping costs. Beginning with the Second Edition in 2010, 
everything in The Card Collector’s Black Book series has been available in both formats in 
complete, unabridged form. Knowledge of mapping is becoming more and more 
widespread with every new release, and the price of loose booster packs on eBay.com and 
elsewhere has plummeted. Accordingly, I believe the "social projec " has been a success. 

Along the way, I received a fair amount of feedback from players of other T065, and they 
wanted to know if I would consider writing a book for those games. I looked over to my 
shelf at my Star Wars CCG, Star Trek 006, and Netrunner cards, and began laying the 
groundwork for The Card Fiebel's Black Book. Unfortunately, Exuberance Press cancelled 
the title due to limited resources and projected lack of market viability. I announced the 
cancellation on my weblog, and I received a few replies of disappointment. 

I knew I had prepared great material for The Card Rebel's Black Book, and I resolved to 
see that material published regardless of Exuberance Press's reservations. For most of 
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2010. that material was included in the working text of the Second Edition of The Card 
Wards Stack Book. You already know that it didn‘t turn out that way, of course, since you 
are not reading this tn the Second Edition, but in The Card Rebels Black Book as i had 
planned in the first place. How did this "dead" book come back to lite, much like some of 
the TCGs it covers? it turned out I had too much ol a good thing. 

In July 2010, Exuberance Press put the brakes on the Second Edition because my final 
draft was too long. i had written well over 500 pages, and tor manufacturing reasons the 
book would have to be priced at $50.00 or more it it was longer than 400 pages. The Card 
Wards Black Book: First Edition had come in just under the 150-page mark, and I 
remembered we had to edit it to that point because that was the threshold (at the time) for 
releasing a book at that trim size with a price tag of $19.99. However, Second Edition was 
good to go at $29.99 all the way up to the 400-page mark, and that price for a 400-page 
reference book is very competitive. Textbooks and reference manuals of similar length 
commonly sell for much more. We quickly realized that the Second Edition had to come in 
under 400 pages, including coverage of yet another MTG expansion, October 2010's Scars 
of Mirrodin. Our effective master text for the Second Edition was over 600 pages. Cuts 
were necessary. 

I saved almost 100 pages in the Second Edition by deleting carryover material from the 
First Edition. The "dirty maps" for MTG sets Zendikar and Flise of the Eldrazi were the next 
to go, followed by entries for the MTG World Championship boutique deck series (which 
missed the out again this time around, but will appear eventually). I feared cutting any 
further would undermine Second Edition as a definitive MTG reference. 

At that point, I could see it coming. I knew what was going to be on the chopping block 
next. Sure enough, Exuberance Press asked me to cut the material on other TCGs. I 
realized if I cut that material, I would probably never have another chance to publish it. The 
player communities for games like the Star Wars 006 may be small, but they are 
extremely dedicated. They are loyal, and they look out for their own. In short, they are 
family. A SWCCG player could fly halfway across the country to attend a championship 
tournament, as I did, and would be among friends, even if they had never met anybody in 
the room in person. There is far less adoption, departure, and readoption among the other 
TCGs' players; most of them keep their collections and stay for the long haul, even when 
they aren't too active in the tournament community. I was one of these players, and I had 
no inclination of giving up on getting their book (our book) made. 

I told Exuberance Press that I would only cut the material on other TCGs if they agreed to 
publish The Card Fiebel’s Black Book in 2010 and to fund some more test product for 
research. They needed me to add something to "sweeten the pot," a marketing draw that 
could bring in the MTG players or a wider audience of some kind. They agreed that if I 
provided a sweetener, they would finance and publish The Card Hebe/'3 Black Book. 

With their promise in the back of my mind, I set back to work on The Card Wizard's Black 
Book: Second Edition. i took a week's vacation from my day job to ensure that I had time to 
complete the book, and it was still a close call. Scars of Mirrodin hit the market, and in 
writing its coverage l was able to "solve the map;" that is, l presented a production analysis 
so comprehensive that a reader can use it to determine how the rares are collated in 
booster packs. I turned in my final PDF and The Card Wizard's Black Book: Second 
Edition went to print at 394 pages. Success! 



Basking in the excitement of completing the Second Edition, I began the process of- 
promoting the book. I answered emails with questions about mapping Magic 201 t and 
Scars of Mirrodin, published videos on YouTube.com, and browsed message boards te - 
answer questions from people interested in the book. 

I soon received my printed proof of the Second Edition, and I began my meticulous proofing 
review. There must be something about the printed page that stimulates the analytical 
centers of the trained mind, because when I read the Scars of Mirrodin section in print for 
the first time, I had what alcoholics call a "moment of clarity." 

l dashed to my Mac, loaded up my "dirty map" spreadsheet of MTG's Rise of the Eldrazi, 
and applied the Scars of Mirrodin map solution method to the raw data. 

The result was a perfect map of Rise of the Eldrazi. 

"Excitement" doesn't describe it. Between my relief at finishing the Second Edition and the 
good early sales figures and my euphoria at this new discovery, l was bouncing around like 
a toddler at Disneyland. My wife thought I was out of my mind. 

I repeated the experiment with my "dirty map" for MTG's Zendikar. 

Again, perfection. 

With the mapping solutions to those MTG expansions in hand, I knew I had the "sweetener" 
my publisher needed, the marketing hook that would make The Card Hebe/'5 Black Book 
viable to publish. The Card Fiebel's Black Book would contain a bonus of the two maps 
that didn't solve out in time for The Card Wizard's Black Book: Second Edition. It would be 
like a bonus CD full of B-sides and remix songs that there wasn't enough room to include 
on the original album. And the fans of other TCGs who didn't care about MTG benefited 
because it led to their book making it to print in the first place, at the cost of a mere few 
pages. It was win-win for everyone. 

As you might imagine, given that you are reading The Card Hebel’s Black Book today, 
Exuberance Press loved the new maps and quickly greenlit the project. I used the budget 5 
had to boost the "awesome quotient" as much as possible with additional test product, and 'l ' 
filmed a series of videos promoting the book and showing how mapping worked for the 
benefit of what I knew would mostly be a new audience. 

With The Card Wizard's Black Book, the First Edition focused on mapping and other means: 
by which dealers use asymmetry of information to unfairly exploit players and collectors. ‘ , 
The Second Edition was much more, and was written to be an exhaustive and definitive 
reference on the collecting and dealing aspects of MTG and the TCG hobby and industry , 
overall. I followed this broader concept template when writing The Card Rebel's Black . 
Book, including reprinting content that applied as much to other TCGs as to MTG. There 
are seeds of books and countless online articles covering TCG strategy, TOG secondary 
market prices, and the flavor/storyline aspect of the TCG medium. This multimedia conduit” 
of TOG-related information has developed a body of knowledge about the TOG itself. it is ' 
my fervent hope that this book series will serve as a capstone to that body of knowledge... {It 3., , 
TOG-focused analogue of Moneyball: the Art of Winning an Unfair Game by Michael Lewis v . .7 V, 
and Hold ‘em Poker for Advanced Players by David Sklansky and Mason Malmuth. ' . 
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'“t . . . . . . .  

Unfortunately, product licenses come and go, and many of the T035 covered in this book 
are no longer in production due to license expiration. They are still excel-lent games 
regardless. and well worth your time it you are a gamer looking to broaden your horizons. 
Even where the game is no longer an ongoing concern, the player community persists. 

For example, the Star Wars CCG has been out of print since 2001. No more SWCCG 
product will ever be released unless some miracle occurs and an entity ls able to license 
both the Star Wars properly from Lucasfilm and the SWCCG game mechanics from 
Decipher, lnc. Nevertheless, there is still a thriving community of SWCCG players, and I 
received considerable feedback from them based on my coverage of Death Star II in The 
Card Wizard's Black Book: First Edition. Consequently, I hoped to present in this volume 
the most complete and exhaustive analysis yet written of the SWCCG product line. 

Some SWCCG expansions are not as readily available on the secondary market as they 
once were. Thus, there are physical and financial obstacles to accomplishing a complete 
mapping "solution" to the entire SWCCG game. The limited Hath, Endor, and Theed 
Palace expansions, in particular, were shortprinted, and there may not be enough sealed 
product left in circulation to verify sequences. Players needing those cards would do just 
as well to buy them as singles at this point. If every expansion were readily purchasable in 
quantity, it would be purely a matter of cost to acquire enough to derive every print run and 
create maps. Every single SWCCG product is mappable because of the production 
methods Cartamundi and other printers used to manufacture the cards. With available 
sealed product dwindling in the marketplace, knowledge of mapping becomes more 
important than ever for SWCCG collectors: If those Endor booster packs you bought on 
eBay are leftovers from a mapping session, you paid a lot of money without having any 
chance to get the best rares. in time, virtually all SWCCG transactions will be loose cards, 
and the market analyses in this book for each product will become more important than the 
map solutions and even the mapping concepts and principles in general. 

i chose to include fairly minimal coverage of the SWCCG's "little brother," the Young Jedi 
GOG. There were eight Young Jedi releases, and six of them are essentially worthless and 
can be obtained for pocket change (by TCG standards) on the secondary market. 

The Star Trek CCG made it into a second edition and expansions until 2007, and still fields 
a devoted player community around the world from North America to Europe to an 
especially strong contingent in Australia. STCCG was a natural fit for this book, and i only 
wish the publishing schedule had provided more time for additional research on the game. 

l approached STCCG for this book solely as a documentarian, without a notion that I would 
solve maps for every set as I sought to do for SWCCG. The reason for this is simple: in the 
case of STCCG, it makes little economic sense to bother with mapping. Most STCCG 
booster boxes are readily obtainable at a reasonable cost. In fact. the powerful. (in 
gamaplay terms) Voyager expansion costs less than $30.00 per box, as of this writing. For 
ten dollars more, one can purchase an entire case of the original base set or the Alternate 
Universe expansion, so even ultra-rare cards like the Future Enterprise are relatively 
accessible. Most ot the cards in STCCG's original (“first edition,“ or "1E") game are widely , 
and inexpensively available, and most of the cards in STCCG‘s "second edition" (or “2E") 
are readily obtainable it not quite as cheap. A few STCCG expansions were printed in 
smelt enough numbers that the per~box prloe has soared out of reach for data collection 
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purposes: Blaze of Glory, The Motion Pictures, and Necessary Evll. And even those sets 
are within reach of players: boxes are a bit tight, but singles circulate. 

The first STCCG Reflections set, The First Five- Year Mission, was the one example I chose 
to Include in this book as proof-of-concept that STCCG was every bit as mappable as 
SWCCG and MTG, even if it is unlikely that most dealers will do so. Reflections is cheap 
and abundant enough that shady dealers won't bother trying to cheat the few remaining 
Trek faithful on packs, yet it is expensive enough (at roughly $75 per box as of this writing) 
that mapping allows players a meaningful method to find ultra-rare foils while preserving 
leftover packs for sealed-deck play or to keep as sealed collectible specimens. 

The Lord of the Rings (LOTFl) TCG, the natural design descendant of the STCCG and 
SWCCG, is an excellent game in its own right and a visual masterpiece besides. LOTR 
fandom is smaller in the broad sense than Star Trek or Star Wars tandem worldwide, but it 
tends to be a deeper fandom: each individual nerd who is addicted to LOTR is more 
obsessed with LOTR than an average Star Trek or Star Wars fan, and that nerd is 
accordingly more likely to buy more fan-relevant LOTR material. This, coupled with 
Decipher's struggles of the mid-20003, resulted in a collecting landscape that is much more 
challenging than for either SWCCG or STCCG. I didn’t think I could do the LOTFl TCG 
justice in the space I had, so I confined my comments to an appendix. This is not to say I 
am unwilling ever to write a Black Book for the LOTFl TCG, just that I would want to do a 
great deal of research and take a great deal of time on it and the market prospects for such 
a book are uncertain at best, so it's either going to be done gold-plated or not at all. 

The best TCG that is, as of this writing, the most expensive and difficult to obtain on 
average, is Netrunner, a game Richard Garfield created that WOTC published from 1996 to 
1999. Starter and booster boxes of the base set are close to impossible to find under 
$150.00 as of this writing, which is regrettable not just for the loss of playstock but for the 
additional reason that Netrunner has the best sealed-deck gameplay of any TCG. There 
were two expansions: 1997's Proteus and 1999's Classic, the latter of which subsumed the 
unfinished Silent impact design material. Those two boxes are simply unavailable. There 
just isn't any to be had. When either shows up on eBay.com, closing prices tend to be in 
excess of $400.00 per box. I was an active dealer when each was released, and I sold 
Netrunner Classic new off the shelf at $49.95 per box. For lack of a time machine... 

It is safe to say that the overall supply of any TCG in the marketplace is dwindling unless 
that TCG is MTG, Yu-Gi-Oh, the Pokemon TCG, or the World of Warcraft (WoW) T06, and 
the jury is still out on whether the Wow TCG will sustain in the long run. it is a good game, 
but in a depressed economy, discretionary recreational dollars are at a premium. The 
younger demographic is unlikely to give up on Yu-Gi-Oh or Pokemon any time soon, 
though the all-consuming fad stage of Pokemon from 1999-2000 is long since over and not 
likely to repeat. Magic: the Gathering is as eternal as any TCG has yet become, and is so 
broad and adaptable at this point that it will likely stay viable in the marketplace even if it 
has to withstand another industry crash or a Black Swan Event. For the other games, the 
amount of sealed product out there is finite, and the amount of opened product, and thus 
single cards in circulation, is accordingly ceilinged at some not-too-distant level. I 
encourage you to enjoy these games while you can and while they are still generally 
inexpensive to acquire and play. 
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o The Reason You're Here 

- The Stakeholders 

It you bought The Card Wizard's Black Book: Second Edlllon, you can skip this section, as 
it is repeated from that text for the benefit of those just Joining The Card Collector's Black 
Book series for the first time. Go ahead and get yourself a coffee or something and we'll 
meet up again on page 37 for a look at The Product. Everyone also, read on: 

W 

This book series explores in great detail the business, collecting, and production aspects of 
the trading card game (TCG) hobby. That is what makes this a “black book.” Other 
markets have “blue books” and “black books” that serve as definitive references, and now 
the TCG hobby has one as well. 

Each facet of the TCG hobby will have a different value to you, the reader, depending 
whether you are a player, collector, dealer, investor, designer, or combination of any of the 
above. No matter which type of stakeholder in the T06 hobby you are, however, it is to 
your benefit to learn what this book has to teach to all interests and perspectives. 

This holds true for readers of all stripes: A collector stands to benefit financially from 
knowing how dealers make their money. An investor stands to make better decisions from 
knowing what will excite players and what will leave them yawning. A designer stands to 
gain information on what products make sense to dealers and thus sell quickly and easily, 
and on why players embrace some products but not others. 

With that in mind, i encourage you to read every single part of this book until you 
understand it thoroughly. Yes, even the dry analysis parts. It is to your benefit to do so. I 
promise to hide subtle jokes and humor in there from time to time to lighten the mood. 

This book is not a primer on how to tamper with TCG products. I want to make that clear 
right from the outset, because this book is going to expose a lot of “live wires” and I don’t 
want anyone getting electrocuted, so to speak. Throughout the history of the T06 hobby, 
unethical individuals have sometimes found ways to exploit production knowledge to cheat 
players and even dealers. Tampering with product is highly unethical, generally illegal, and 
always corrosive to the TCG community. I do not tolerate anyone who tampers with 
product and I encourage every one of you to adopt the same posture on the matter. 

indeed, one of the core purposes of this book, intrinsic to its structure as a definitive 
reference guide, is to protect the consumer public by exposing, as thoroughly as possible, 
practices that can be used in a deceptive manner. 

It is possible to use the detailed production information in this book to increase the odds of 
opening valuable cards from TCG booster packs. In some cases, the odds can be 
improved to near-certainty. This is not accomplished by tampering, however, but by 
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applying universal mathematical principles. l have developed these prhciples into m9; 

methods '0' breaking down sealed product: mapping and parring. 

Mapping and parring will be explored in detail later in the section on The Product, but it is 
important to understand that neither practice is new. Mapping and parring have never been 
described in detail on paper before as in this book, but dealers and high-volume collectors 
have done both for years. These practices are, and always have been, discoverable for 
anyone who cared to look for them, learn them, and apply them. 

Before The Card Wizard ’3 Black Book brought information on mapping and parring into the 
mainstream, however, players suspected something was amiss, but were never sure. 
Players who spent an afternoon at their local game shop (LGS) opening booster packs and 
never finding the best rares would curse their bad luck, but deep down inside they secretly 
wondered if there was something they didn’t know about how others were getting those 
rares. Those players were correct in their suspicions. Many dealers knew about it, though 
certainly not all. And, unfortunately, many dealers were exploiting this information 
asymmetry at the consumers’ expense. Before this book was written, the idea that TCG 
product could be “mapped” or “parred” was rumor, hearsay, conjecture, and urban legend. 
it is now documented and proven, so now there are no excuses for failing to account for it. 

Not every TCG product can be mapped, as this book will explain in detail, but all such 
products can be parred. Mapping is based on mathematics and pattern recognition. 
Parring is based on mathematics, probabilities, and risk assessment. The common 
denominator between the two is math, and math is accessible to everybody. This book, 
then, seeks to teach mapping and parring — and everything else about the T06 hobby 
aside from gameplay - to everybody. 

So who are all you peOpIe anyway? 

‘ Yes, “parring,” meaning a calculation designed to derive a “par” value. This is not to be misman 
with the similar word “paring," which is a process of cutting aside excess. The two terms are not 
entirely incompatible, but, to avoid confusion, this book will only use “parring,” and “par” is used as 
both noun and verb. It is correct to say you will “par a box" or that you “made par with the fifth pack.” 
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The TCG hobby began in the summer of 1993 when Wizards of the Coast“ (WOT 0) 
released Magic: the Gathering" (MTG), the first TCG ever. The roots of the hobby, 
though, reach back decades. The TCG was spawned of the convergence between hobby 
gaming, sports card collecting, science-fiction fandom, and to some extent books and 
comics. lt naturally follows that different people with different agendas have been drawn to 
the T06 hobby from different paths: 

Players 

Most TCG players are involved in the game recreationally, and in the hobby market are net 
consumers of TCG products. Beyond identifying players as ”casual” or "serious,“ WOT C 
has several player psychographics2 that identify players more specifically: 

- “TImmy” plays casually and seeks fun and exciting moments; 

- “Johnny” wants to find a way to win that nobody else has discovered; 

- “Spike” competes to win, whatever it takes, no matter how tedious the method; 

- “Vorthos” finds the game’s flavor and style distinctions engrossing; and 

- “Melvin” obsesses over game structure because of his Asperger’s Syndrome.3 

Individuals can and often do exhibit behavior typical of more than one player type, and an 
individual's player types often reflect that individual's personality and experience. It is 
possible to trace the player types to roots in other hobbies and interests, though the 
definitive study on that topic is yet to be undertaken. Spikes, for example, are common in 
the world of video games, especially competitive fighting games and first-person shooters. 
Johnnies are common in tabletop and role-playing gaming. Vorthoses are found in creative 
and expressive pursuits, from role-playing to art and music. Melvins thrive in collecting 
hobbies and software engineering. Finally, Timmies are found everywhere, from the ski 
slopes to the movie theaters. 

Many players are collectors due to the nature of the T06 hobby. After all, if one is playing 
a trading card game, it helps to have surplus game material to trade. As an individual’s 
collection of tradable material grows and expands, eventually the more hardcore 
participants begin to amass sufficient card assets to go into business as dealers. 

Dealers 

Most TCG dealers are involved in the game at least obliquely as players, and generally 
serve as Pareto-efficient conduits for the distribution of TCG cards from the wholesale case 
level down to the “single,” or individual loose trading card. Dealers are gross consumers 

2 See 9.9. Mark Rosewater, “Melvin and Vorthos,” Magicthegaiheringcom, May 7, 2007. 

3 Take a wild guess whether such a condition might incline someone to, say, reverse-engineerthe 
production characteristics of TCG products. 
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and gross resellers of TCG products, and generally are net consumers only of fixtures and 
other retail-marketing consumables. 

In today’s Internet era, anyone with a connection to the web can set up shop as a dealer 
and work via online auctions and mail order out of their own home. Some take it a step 
further and open a retail space and attempt to establish a viable hobby gaming store. 
Other dealers already do (or did) business in sports cards, comics, or collectibles, and 
offering TCG products as an additional revenue line made perfect sense to them. The 
dealers, then, in ascending order of “professional establishment,” are as follows: 

- “Mr. Suitcase”4 is the local player with the biggest collection who finds himself 
dealing more and more as his collection grows, because most other local players 
have little or nothing to offer him that he does not already have; 

- “Online auction dealers” regularly buy collections and singles locally or online and 
use online auctions via eBay.com T” or other services as their primary resale 
channel, and tend to be small enough that they report profit on their taxes as 
hobby-based income; 

- “Internet dealers” go a step further and open web stores or other e-commerce 
channels to minimize fee and commission overhead, and often deal in sufficient 
volume to be incorporated and to exist “on paper” as a business, not a hobby; and 

- “Retailers” are the same as Internet dealers, except that they operate a brick-and- 
mortar retail hobby gaming store, comic book store, or sports cards/memorabilia 
store that is open to the public, and they therefore incur associated overhead costs, 
including the hiring of employees. 

There are two dealer subtypes that are common extensions of the aspects of the four main 
dealer types, most often Internet dealers or retailers: 

. “Dealer-room vendors,” who travel to conventions and premier tourmanents to run 
“dealer tables” on-site at the events; and ' 

- “Event organizers” or “tournament organizers,” hereinafter referred to as 
“organizers,” who stage conventions and premier tournaments. Some organizers 
also serve as dealer-room vendors at their own events or the events of other 
organizers, while others prefer the structural advantage of simply staging the event 
and subletting vendor tables. 

As this book explores the history of the TCG industry and proceeds into the specifics of 
running a TCG business, the several dealer types will be referenced extensively. 

Wholesalers 

While there is no arbitrary reason a manufacturer cannot simply sell products directly to the 
public, in practice this rarely is done in most industries. This is a feature, not a bug, of 

" The term “Mr. Suitcase” was coined by'Richard Garfield in an issue of The Duelist: magazine. - I 
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capitalist commerce. It makes little sense for every product manufacturer to spend money 
to build infrastructure for distribution and retail sale of its products when there already exist 
businesses with the infrastructure and the expertise to distribute and sell a variety of 
products with the greater efficiency that comes from economy of scale. There are certainly 
exceptions, such as Apple lnc., that offer their products directly for sale to the and 
consumer, but they are the exceptions that prove the rule. So it goes with TCG 
manufacturers, which in this particular industry tend to produce and market their products, 
but are involved little in what happens to the physical cards once the trucks pull away from 
the printing facilities' shipping docks. 

in most industries, a wholesaler is willing to sell to anyone with a business license and cash 
on hand, though not all even require that. Some wholesalers, like CostCo, are open to the 
public, but may or may not require a membership subscription. Some wholesalers offer 
payment terms instead of requiring payment up front. For legal reasons, some do not sell 
certain products to dealers who are not retailers, or sell certain products only to dealers that 
the manufacturer accredits as “licensed” or “official” through contract. Most pertinently, 
wholesalers are businesses that buy in huge quantities directly from manufacturers and ‘sell 
to dealers at quantities typically larger than what an end consumer would ever purchase. 

Two well-known TCG wholesalers that sell MTG products only to retailers are Alliance and 
GT8. They and others like them are known as “mainline distributors” in WOTC slang. 
Other wholesalers, such as Potomac Distribution and Hills Wholesale Gaming, offer MTG 
products to anyone, generally enforcing a minimum purchase. Some larger retailers and 
internet dealers, such as StarCityGames.com and Dave & Adam’s Card World, have 
become de facto wholesalers by virtue of attracting customers who buy TCG products by 
the box or case at a discount off the retail price. However, none of the other wholesalers 
offer prices on MTG product as low as the prices mainline distributors offer to retailers. 

Wholesalers are generally gross consumers and gross resellers of TCG products. For lack 
of any need to offer service to the general public, wholesalers often operate out of 
warehouses and industrial parks, requiring scant net consumption of any fixtures or 
consumables compared to a TCG dealer. 

Manufacturers 

Manufacturers of TCGs come in two flavors: 

'- The term “manufacturer” is generally used to denote the businesses that invent, 
design, develop, produce, and market TCG products. Examples are Wizards of the 
Coast LLC (WOTC), Decipher Inc., and Cryptozoic Entertainment LLC. This term 
encompasses producers/entrepreneurs, designers and developers, writers, artists, 
and supporting professionals. 

9 The term “printer” denotes the businesses that actually manufacture the trading 
cards themselves, typically by accepting digital content from a manufacturer and 
mass-producing trading cards in physical form from that content. Examples are 
Cartamundi, a Belgian joint venture with seven printing facilities and twelve 
international branch offices, and The United States Playing Card Company, a 
subsidiary of the Jarden Corporation. 
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Stakeholders within the purview of manufacturers are no less critical to the ongoing 
business of the TCG industry: 

Producers/Entrepreneurs 

The TCG industry has become a mainstream entertainment market, so companies that own 
or license intellectual property often produce a TCG as part of a vertically integrated . 
marketing scheme for a film, television show, toy line, or book series. Though some of the 
mass-produced TCGs are huge mainstream commercial successes, such as the 
Pokemon”l TCG, most such products are forgettable and make little impact on the T06 
scene overall; some are little different from the purely “trading” cards (not associated with a 
game) that appeared in wax packs as far back as the 1970s. However, two individuals 
made moves in the 19903 that largely defined the TCG industry as it exists today: 

- Peter Adkison, founder and former CEO of Wizards of the Coast Inc, before its 
acquisition by Hasbro, Inc. Adkison, a role-playing game (RPG) enthusiast, asked 
his gaming buddy Richard Garfield to design a game that was similar to Dungeons 
& Dragons” but that was more portable and could be played in under an hour. 
Richard created “Mana Clash,” which WOTC developed into Magic: the Gathering. 
With Adkison at the helm, WOTC took MTG from a niche product expected to 
achieve modest sales to a runaway success and worldwide phenomenon. 

- Warren Holland, founder and CEO of Decipher, Inc. Under Holland’s command, 
Decipher set the standard for TCGs produced based on intellectual property (lP) 
licenses, rather than gambling on being able to replicate WOTC’s runaway success 
with “homegrown” lP. On the business side, Holland guided Decipher safely 
through the 1994-1995 industrywide glut of flash-in-the-pan TCG releases with a 
core philosophy of running his company “in the black” rather than taking on debt. 

While anyone with venture capital can arrange for the creation of a TCG, it was Adkison 
and Holland who, from the business side of the equation, first made it work. 

Designers and developers 

Designers and developers imagine, invent, and create the cards in a TCG. While designers 
and developers are mostly responsible for creating mechanically functional cards, they 
typically have a heavy hand in creating the thematic and creative flavor of the games as 
well. Typically, designers invent the cards from scratch, while developers playtest and 
refine the designs to create a balanced, challenging, engaging game. important designers 
and developers in TCG history include: 

- Richard Garfield, Ph.D., inventor of Magic: the Gathering “f, Netrunner 006 T“, 
Vampire: The Eternal Struggle CCG'", BattleTech CCG T", and other games. 
Garfield, the progenitor of the TCG itself, was a mathematics professor at Whitman 
College in Walla Walla, Washington. His gaming buddy, Peter Adkison, founder of 
WOTC, asked him to design a game that was similar to Dungeons & Dragons" but 
that was more portable and could be played in under an hour. Richard created 
“Mana Clash,” which WOTC developed into MTG. 
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Mike Elliott, WOTC‘s resident uber-veteran of design. In addition to working on 
over thirty MTG expansions to date, Elliott did design work on Duel Masters 
TOG“, Neopets’", Harry Potter TCG T", Star Wars TCG m,  The Simpsons TCGT", 
Netrunner CCGT", X-Men TCGT", Pokemon TCG'“, Earthquake 1”" card game, and 
Instinct“ card game, among other projects. If you were to pull a random TCG card 
out of a vat, the odds are good that Elliott had a hand in creating it. 

Henry Stern, once a top-ranked MTG player, who designed and developed for 
WOTC throughout the late 19905 and early 20003, and who had his fingerprints on 
only slightly fewer products than Mike Elliott did. 

Mark Rosewater, head designer of Magic: the Gathering T" at Wizards of the Coast. 
Rosewater, or “Maro,” was a Hollywood screenwriter and freelancer before joining 
WOTC, and is responsible for the most successful series of MTG expansions (in 
terms of sales) in the game’s history, a streak that is still intact as of this writing. 

Randy Buehler, Ph.D., a former MTG Pro Tour and Grand Prix champion who 
worked in MTG design and development at WOTC from 2000 to 2008. Much of the 
mechanical modernization of MTG occurred on Buehler’s watch. 

Aaron Forsythe, a former pro player and now head of research & development at 
WOTC. Forsythe has been on the design or development teams for a slew of 
Magic: the Gathering expansions, including multiple stints as head developer. 

Tom Braunlich, Rollie Tesh, and Jerry Darcy, a trio of game designers who created 
the Star Wars Customizable Card Game” for Decipher, Inc. in 1995. Until the 
emergence of the Pokemon” TCG, the Star Wars CCG was the most successful 
trading card game other than MTG by a wide margin. Braunlich and Tesh were 
also responsible for designing the Star Trek'"l CCG, Decipher’s first TCG success. 

Michael Girard, a designer and developer formerly for Decipher Inc. and Upper 
Deck Entertainment and currently for Cryptozoic Entertainment LLC. Girard is the 
non—WOTC analogue of Mike Elliott or Henry Stern, with his design and/or 
development fingerprints on a long list of Decipher, Upper Deck, and Cryptozoic 
products spanning dozens of game titles, TCG and otherwise. 

Brian Kibler, Mike Hummel, and Danny Mandel, a trio of game designers who 
created the World of Warcraft TCG T“ for Upper Deck Entertainment in 2005. 

*Hummel and Mandel also created the Versus System T“ TCG with pro cardslingers 
Edward Fear and Matt Hyra. The WoW T06 and VS have been among the few 
successful TCG market debuts in the 20005. 

The Star Wars CCG Players’ Committee, established in 2002 and maintained by 
Scott Lingrell, Doug Taylor, Chuck Sonnenburg, Jim Colson, and a rotating crew of 

. volunteers. The “SWCCG PC” has spent nine years somehow accomplishing the 
thankless task of continuing design and development for a game that is out of print 

. and has no new cards availablel The continuing existence of a player community 
, for the Star Wars 006 at all Is, at this point, entirely to the credit of the efforts of 

V - he swcce PC 
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- WOTC has a stable of increasingly experienced current and former game _ 
designers and developers beyond those listed above. No disrespect is intended by 
the omission of their names here. 

Writers 

In the TCG industry, writers create original IP for homegrown games and adapt existing IP 
for licensed properties. This is creatively distinct from writing that is essentially journalism, 
such as for the articles on Magicthegathering.com or similar forms of in-house publication. 
The writers listed here are the ones who invented gaming worlds and characters, breathed 
life and flavor into them, constructed plotlines, and so on. There is considerable overlap 
between writers for T065 and those writing literary fiction or screenplays in the science 
fiction and fantasy genres, particularly where tie-in literature is concerned. Notable writers 
in the TCG industry include Mark Rosewater, Jake Theis, Jeff Grubb, Cory Herndon, 
Brandon Bozzi, Matt Cavotta, Doug Beyer, and Jude Watson, among many others. 

Artists 

Trading card games as a product depend on interesting and compelling art to be viable - 
nobody buys a product with terrible graphics on it, TCG or otherwise. The artists in the 
TCG world often overlap with, or do double-duty as, art directors and coordinators for the 
various manufacturers. Thus, an understanding of TCG artists from a business perspective 
must include not only names like Anson Maddocks, Rob Alexander, Keith Parkinson, Boris 
Vallejo, Rebecca Guay, and Dave Dorman, but also artists who have toiled behind the 
scenes to present cohesive collections of art in modern TCG products, such as Jesper 
Myrfors, Jeremy Jarvis, Torn Jenkot, and Matt Cavotta. On the marketability side of the 
equation, TCG artists tend to vary widely in reach and community popularity. Christopher 
Rush has no MTG art credits after 2006, but he will always be famous for painting the art 
for the game’s holy grail of cards, the Black Lotus. Artists such as Drew Tucker, Raymond 
Swanland, and Phil Foglio have vivid, distinctive styles, and thus have inspired rather vocal 
love and hate contingents in the player community. Other artists have appeared on so few 
cards as to be the answers to trivia questions, such as Stephanie Pui-Mun Law (three cards 
in MTG's Invasion expansion) or Fay Jones (“Stasis,” which appeared in MTG's first five 
core editions). If a given version of a card features a popular artist or its art is a particularly 
well-executed image, the value of that version of the card can be higher than its scarcity, 
rarity, or utility would otherwise suggest. 

Production, Branding, Marketing, Support Holes 

You will probably never know the names of any of these people unless you work with them. . 
with the exception of those who wear multiple hats that include a more publicly credited 
role. Regardless, the work of these individuals is critically important to the TCG business. 
The best in these roles create cohesive, appealing, interesting products and/or are ' 
responsible for the endless hidden machinations that make those products appear in hobby 
gaming shops around the world on time for release day. And none of them can do their 
jobs without the supporting personnel that any business needs to operate, from human 
resources to office management to IT. operations to the guy in the mailroom Who sorts 
hundreds of incoming parcels every day. To understand the business of TCGs, one must. 
understand business overall, and that means understanding what necessary functions f -_ 7 
require which personnel. Where a corner hobby shop run by a sole prioprietor needs. 
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functional working relationships with a landlord. a bank, local law enforcement, and 
neighboring businesses (especially those sharing common parking or other facilities), a 
TOG manufacturer needs a functional office with people performing the many smaller tasks 
that make possible the work of an adaptable, innovative production team. 

Ancillary Participants 

The TOG industry as a business lncludes other participants beyond those that fit into the 
broad classifications above. Media personalities, event organizers, and even professional 
TOG players are factors in the flow of money from one entity to another in the industry: 

Organizers 

Playing TOG is inherently a social activity, even if a person’s only opponents are the friends 
who gather around his or her kitchen table. It didn’t take WOTC long to realize that 
supporting organized play would be a key factor to sustaining the popularity of MTG over 
time. Over the years since TCGs first appeared, organized play has gone from ad-hoc to 
professional, both inside and outside the manufacturers’ purview, beginning with the 
establishment of a tournament governing body for WOTC products: the Duelists’ 
Convocation lntemational (DCI). Notable figures in the history of TCG organized play 
include: 

*- Scott Larabee, a former tournament organizer in Costa Mesa, California, now 
WOTC’s Manager of Organized Play for North America. Larabee was among the 
first to make the transition from independent tournament organizing to a formal, 
professional position guiding TCG play on a regional, national, and ultimately 
lntemational basis. 

1' Jeff Donais, a former senior DCI tournament judge, one of only a handful of 
individuals ever to earn the “Level 5” accreditation. Donais oversaw the 
tournament officiating at the top TCG events in the world for WOTC throughout the 
late 19905 and early 20003 before departing to head organized play for Upper 
Deck Entertainment for the Yu-Gi-Oh 7”, VS T”, and World of WarcraftTM TCGs. 

* Chris Galvin, WOTC VP for Organized Play during most of the 20003, was 
responsible for overseeing the DCI, the Pro Tours, the Prereleases, the Judge 
Program, the player ratings and tournament results databases, and more. A player 
with a DCI number can walk into almost any hobby game store in the world today 
and play a rated game, and Galvin spent years at the control panel of that vast 
mechanism. 

a Mike Guptil, founder of Professional Event Services, an independent tournament 
organizing entity that stages events for many different TCGs. Guptil is also a DCI 
Level 4 Judge, placing him center-stage at top—tier events such as Pro Tours and 
championship tournaments. Guptil’s PES staged some of the largest MTG events 
for their time in venues throughout the American Midwest, and his operating 
procedures became the template for WOTC to field even larger events abroad. 

* Ian Gray, founder of AZT LAN Productions, an independent tournament organizing 
entity that served the American west coast and southwest regions in the early - 

2 - 1 .  



m m m s p e s w w m m m  Gram-lumen 
Wmckotscientistandocllevefl‘pdgemdmnshmm 
mbssionalorgan‘nerssochasSctarabeeotmTCandWeregiuu 
arguizerssuchasRayPowersotMmastermthnionscmmeitetIn 
marshy. Gray‘stegacytolowinghisretiementlromheTOGscenedsoiurdos 
m’rypeDanGmfconswctedlormaLmeotmeuig‘ndmwersotwhu 
bemothe‘ElderDragonWEDliylonnat,mwcaled‘Camf 

mmwgsCCGPlayers’W‘mittee hadtitiontodosigianddevehprmd 
mwm,‘mePC'hasservedassdeworldwideW 
orgarizerforSWOCGsinceZOOQ. TheSWCCGPCcomractswiibcdplayels 

ptayersandvendorswhomakevemeandstaflanangenm 

“Waf f les  

Fmifirsuyiomnaistsmwebameumfiunneosagebomdsbwm 
IneradhremedahasservedememeTCGinrsuymddeplayuwnmiyhaway 
thatnosinglelomlplayercommurityevercould. “Ierearehrtoomyixividudsmd 
tfismtegorytogiveafaiaccounthgtoeadt, butaiewwhohavebeen 
buadyacdainedoehavestoodathemototcmuoversydeservemermn: 

Frkusunm,‘meSensei,‘dieuighalmmderotflteMag'cDoiowebsb,a 
mw—defunctcommunitywebmessageboarddratservedasmetistmajupdi: 
repositoryoftoumament-winningdeddistsforM'l’G. Betore‘nieDoio,'therewas 
mfitetdecldngfandplayershadtodevebpwhriigsuateg'esiflependmly. 
1heDojo’sslogan,‘StudyandGrowStrong,‘isunsmpassed. 

Stephen D‘Angelo, progenitorofCrystal Keepandtheorig’nalonileardiviad 
MTG metadata from rulings to coflation geometry to pr’nt run figures. D'Angeb‘s 
compilations served asthe sources of referencetorrmrchoftheiriormationm 
circulated regarding early MTG products; only years later cfid WOTC's 
Magicthegatheringcom and Gatherer database and MT GSalvation's 
Magicwrdsjnfo and MTG \Mki catch up. Crystal Keep remains among the deepest 
troves of earty MTG production metadata available anywhere. 

MTGSalvation.com, pediapsthelargestMTG playercommmitywebmeaage 
boardatthetimeotthiswriting. MTGSaIvationisknownittheconlmiytorbe‘ng 
mereferenceotrecordforspoilerinlonnafiononupconingproducts. 

Scott Johns, a former pro player, now WOTC’s Editor-it-Chiet ot 
Magicthegatheringcom and thus the gatekeeper of al information that an be 
considered “official” regarding the MTG product line. Though this role may m 
narrow at first glance, the sheer volume of buying customers who are 
Magicthegatheringcom readers makes the impact of Johns’s role in the T06 
business quite substantial. Anyone who makes money in the T06 inthlslry is 
affected, directly or indirectly, bywhat is pubishedthromhthe medaoonthithat 
Johns oversees. 
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Mike "Bed Player” Flores. icrmeriy a pro player, currently it regular columnist ier 
Magicihegathering. com Flores has been writing about MTG since the days oi The" 
Magic Dojo. Flores strategy articles and metegams analyses have appeared on 
virtually every major MTG related website WOT c laps FloreI to preview 
upcoming cards designed with Bplkee in mind. 

J. Gary Wise. a lormer pro player, currently a poker journalist tor the World Series 
oi Poker, the World Poker Tour. and E8PN.com. Wise started as an independent 
web writer covering MTG tournaments and providing commentary, and soon joined 
WOTC' a stable oi columnists at Magicthegatherlng. com. The year 2004 saw I 
timely surge at market interest in poker. and Wise took the opportunity to migrate 
his writing to a broader audience. 

Daron “Rancored Eli" Rutter, an administrator tor the website MTGNowwom and 
one of the progenitors oi MTGSalvatlon.com. Rutter's stock in trade included 
providing spoilers oi upcoming products to his web audience. in 2006, WOT C 
sued Rutter tor spoiling cards irom the then-upcoming Time Spiral expansion ten 
months in advance at the product's release; the case at Hasbro v. Rutter (5.0. 
We.) was settled out at court. and Flutter is proscribed irom disseminating 
information on unreleased WOT C products. 

AllMagicCards.com and FindMagicCards.com. aggregator websites. These are the 
digital embodiments oi the metabusiness oi TCG e-commerce. Between them, a 
player can iind current. competitive pricing on virtually any card in existence from a 
swath oi dealers such as ChannelFirebali. MTGMintCard, Shuttle and Cut, Strike 
Zone, CCGHouse, Gamers’ inn, Gaming ETC. and Mana Werx. Larger dealers 
such as Star City Games. Troll and Toad. and CardHaus have suiiicient volume on 
their own that they opt not to list with the aggregators. Some smaller regional 
dealers like Category One Games and Wild Things Games opt to supplement their 
web stores with a strong eBay presence instead cl listing with an aggregator. 

DeckTech.com, a Star Wars CCG'“-based analogue to The Magic Dojo that 
became active in 2000. in the llrst hall at the 20003. DeckTech was the strategic 
repository of record and the most-trailicked message board tor players at the Star 
Wars'“, Lord of the Rings“. and Versus System "‘ card games. As each of 
Deck’l’ech’s focal TCGs went out at print, the site’s ioilowing waned, though it is still 
active as of this writing. 

Pro Players 

Plenty of players have cashed a prize check playing in major sanctioned tournaments for 
Magic: the Gathering“, Versus System W, the Star Wars C06“. and other TCGs, though 
they are a tiny traction of the player bases overall for those games. It was perhaps 
inevitable that some players would emerge with strong personalities, transcendent talent, or 
controversial inclinations; these players, each with his own particular claim to lame, have 
become the household names at their respective games. Some at them include: 

Jon Finkei. a professional poker player and hedge iund manager from New York. 
Finkel's success at card gaming is so extensive that he was the subject at a 
pseudobiography by David Kushner titled Jenny Magic and the Card Shark Kids. 



Finkel hasbeen anindividualandteamwortdcharnpionatM'TGmdhasbecen‘tea 
self-made millionaire playing casino card games. NFL Analogue: water Payton. 

0 Kat Budde, a retired professional MTG player from Germany. Budde, also known 
as “the German Juggernaut,” is the all-time record holder in cash winnings playing 
MTG. Budde once won five Pro Tours over a two-year span and is a four—fine Pro 
Player of the Year. NFL Analogue: Emmitt Smith. 

0 David Williams, a professional poker player and MTG player from Texas. in me 
early 20003, Williams fielded a questionable reputation in the MTG community. He 
cashed at multiple high-level events, but was disqualified for cheating at the 2001 
World Championships in Toronto. In 2004, however, Williams won $3.5 milion at 
the World Series of Poker, finishing second to Greg “Fossilman” Raymer. Williams 
followed with a World Poker Tour win and has been successful at MTG and him- 
stakes poker ever since. NFL Analogue: Flay Lewis. 

0 Mike Long, a retired professional MTG player and marketing specialist. An 
individual and team Pro Tour champion, Long was widely reviled in the MTG player 
community for his psychological approach to tournament play. Some considered 
Long’s techniques mere “Jedi mind tricks" and fair gamesmanship as such, while 
others considered them tantamount to cheating; Long himself muddled the waters 
by being caught mechanically cheating at multiple high-profile events. Mark 
Rosewater called Long MTG’s first “villain.” Long’s deckbuilding innovations have 
been successful across multiple formats and continue to define much of the 
Vintage metagame as of this writing. NFL Analogue: Terrell Owens. 

0 Team Ohio, a quartet of SWCCG players and former Ohio State University 
students. James Booker, Brad Eier, Nate Meeker, and Justin Stratton have been 
the most consistently successful team at the championship level of any TCG other 
than MTG, and remain colorful personalities in the SWCCG player community. 
NFL Analogue: the defending-UFL-champion Las Vegas Locomotives. 

All of the Above 

There is only one entrant in this category, and I am singling it out because if you are going 
to be involved in the TCG industry in any way whatsoever, the market reality at the time of 
this writing is that the way this particular entity does business is going to affect you directly 
or indirectly: Pete Hoefling’s StarCityGames.com (SCG), an internet dealer, wholesaler, 
event organizer, web strategy and commentary repository, and product database. 

The sheer reach of SCG in the current TCG marketplace is difficult to overstate. SCG deals 
in such volume that when SCG.com sets a buying or selling price for a card, the entire 
secondary market aggregately corrects to that price.5 SCG is active in dealer categories 

5 This is something of a tautology in that SCG is, by virtue of its phenomenal sales volume, privy to a: 
more real-time information on card buying and selling trends than its competitors. Market feedback 
thus prompts SCG to make price changes long before lower-volume competitors can draw the same 
conclusions from their own transaction histories. ln capitalism. supply and demand drive prices, so 
the ultimate winners in any market are those with the most reliable information and the flexibility to act 
on that information. SCG has and exploits both of those advantages. 
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brunet dealer at its eponymous website, maintains a huge eBay presence, operates 
deder-mom vendor tables at large tournaments and conventions, and organizes its own 
events. 306 sponsors big-money tournaments in formats like Legacy, where mostly older 
We are legal and dominate the metagame, and their events stoke demand for cards 
mticular to that format, in essence propping up SCG‘e own market in a stable loop. 800 
is the most-prolific buyer of collections in the industry, creating further aggregate price 
sumport to trading cards overall, stabilizing a hobby in which there is frequent adoption, 
departure, and re-adoption among participants. 

It 806 were vworized tomorrow, the T06 industry would utterly crater. Recovery, even on 
ahugfimeline,wouidbepossrblebutnotcertain. Bynomeans is anyoneintheTCG 
itdustry forced to do business with StarCityGames - certainly, in my years as a dealer, l 
oriy occasionalty did so - but being attentive to SCG’s moves will confer upon you a huge 
Wadvantageoverthosewhoignore them. lfyou take nootherlessonmrtofthie 
mmmmisabadideatobeonmewrong sideoiinformation asymmetry. 
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Again, the TCG hobby began in the summer of 1993 when WOTC released MTG, the first 
TCG. MTG, however, would not have existed without the convergence and overlap of 
hobby gaming, sports card collecting, science fiction fandom, and to a lesser extent the 
comic book scene. It was the sports card industry, however, that served as the dominant 
influence on the T06 industry from a manufacturing and business standpoint. 

The Chase 

Throughout the 19803 and into the early 1990s, sports cards enjoyed booming popularity. 
This "bubble" burst around 1992, but most of the innovations of the industry during the 
boom remain in place today and are familiar to collectors the world over. The single 
biggest innovation that would affect TCGs later was the concept of a premium card or 
"chase card." 

Baseball cards early in the 20th century had no premium cards. To produce a set of 
perhaps 200 cards, for example, a machine would cut cards from two large sheets, each 
printed with ten card images across and ten card images down. Each card in the set 
appeared once on the sheet, making it equally likely that any given card would appear in a 
retail package. Early on, the cards came packaged with cigarettes, and later developed 
into retail offerings of “wax packs” that contained cards and a stick of bubble gum. 
Reaching into a fresh retail display box of wax packs, a buyer had an equal chance to open 
a given card in any of the packs, making the “collectible” nature of the cards mostly a 
market-driven artifice. 

The lack of rarity distinction among baseball cards prior to the boom era meant that the 
value of any card in particular was solely tied to the popularity of the player whose picture 
appeared on it. The only exceptions in the pre—boom days were cards containing egregious 
errors, cards removed from production, or other anomalies. This was not "rarity" as we 
know it today, however, but instead "scarcity" -- literally fewer copies of some cards existed 
than the standard-run cards in their respective sets, or, for other cards, fewer copies 
existed than the market demanded. The 1909 American Tobacco Company T-206 "Honus 
Wagner" card, the "Holy Grail" of sports-card collecting, is an example of the former, while 
the 1986-87 Fleer “Michael Jordan” rookie card is an example of the latter. Topps enjoyed 
near-monopoly control of baseball cards from after World War II until the 19803, and the 
main collectible attraction in their product other than anomalies was the Rookie card. 
Collectors sought rookie cards and hoped that the neophyte player pictured on the card 
would become a superstar, driving up the value of their card and their collection. 

The problem with the status quo was that Topps, Fleer, Donruss, and their smaller brethren 
in the sports-card industry did not benefit from the existence of a secondary market for error 
cards, cards removed from production, or other anomalies. These companies only realized 
the wholesale revenue from the sealed display boxes of wax packs that they sold to 
retailers and hobby shops, and while rookie cards and anomaly cards drove those sales, 
neither was a factor in the manufacture of the cards. As the 19803 waned and technology 
competed for more and more entertainment dollars, the baseball card publishers were 
forced to add gimmickry, such as holographic foil cards, stickers, specialty subsets, 
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refractive “shiny” imprints, and eventually autographed cards and cards featuring swatches 
of game jerseys and other such memorabilia.6 Those “premium” cards would no longer be 
produced from the normal cutsheet of cards for the set, so the manufacturer would insert . 
them into the packs at predetermined intervals, such as one premium card to one hundred 
normal cards, or 1:100. While any given pack might or might not contain a premium card, 
a collector knew that if he bought thirty ten-card packs, the odds were good that he would 
end up with about three premium cards. 

Premium cards, to understate the matter, were a hit, driving the sports-card industry boom 
and greatly increasing sales. Present-day companies such as Upper Deck owe their 
continued existence to early adoption of the premium card concept and the subsequent 
effect of premium cards on the secondary market.7 Buyers seeking the premium cards 
would buy pack after pack hoping to open one, giving rise to the phrase “chase card” — a 
card that a buyer would “chase down” one pack at a time. 

Unfortunately, dealers of the time were not always scrupulous. Premium cards often 
weighed slightly more or less than standard cards from a set, so many sports-card dealers 
employed scientific scales and “weighed” the packs to find the premiums so they could sell 
the remaining packs off the shelf at retail and sell the premium out of their high-end display 
case. Manufacturers changed from wax packs to wrappers made of opaque foil so that 
dealers could not “scan” the packs by pressing against the wrapper to peer at the packs’ 
contents. Some dealers opened packs outright and used hot glue and irons to reseal them. 

Countermeasures Against the Tamperers 

The hardcore buying market for sports cards reacted to these forms of tampering by buying 
only sealed display boxes. Children who only wanted common standard-issue cards of 
their favorite sports stars would still buy packs one-at-a-time, but serious collectors knew 
the only way to be sure there was no tampering was to buy the entire display box of twenty 
to thirty packs with an intact factory seal. Most of the unscrupulous dealers put away their 
scales and glue at that point, because it was pointless to tamper with packs that could not 
be sold anyway. 

As certain sports-card series sets became more and more popular and as manufacturers 
created artificial scarcity by under-printing relative to demand, dealers found themselves 
forced by their distributors to buy a certain quantity of unpopular sets in order to receive a 
full “allocation” of the popular sets. The dealers hoped to break even or only lose small 
amounts of money on the unp0pular. sets, while the popular sets drove the dealers' 
revenue. This arrangement benefited the distributors, who were able to discharge aging 
product from their warehouses, and it benefited the manufacturers who would sell out small 
print runs and thus minimize loss due to waste. 

6 The chase card quickly found its analogues in the comic collecting community during the 19803 
comic glut: special editions, boutique packaging, short print runs, and marketing designed to play to 
the scarcity of the product rather than the actual product itself. 

7 Upper Deck was the first sports-card publisher to offer premium numbered, autographed cards as 
inserts, beginning in 1990 with its baseball set. 
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The dealers, meanwhile, could not afford to open as much popular product to add premium 
cards to their inventory because they depended on selling the more-popular product in 
sealed boxes from their tiny allocations. Dealers knew they could afford to open a box or 
two and sell packs to the casual buyers and to children, but they could no longer open case 
after case to ensure that they had adequate inventories of premium cards to sell. Dealers 
had to find a way to manage that inventory, and using math, they succeeded. . 

A Better Solution: Math 

A box of a p0puiar basketball-card series might wholesale for $80 and retail for $150. Once 
opened, the thirty packs only sell for about $3 each, not the full retail value of $5, because, 
as explained above, the serious buyers won’t buy loose packs. The best card in the set 
might be a Kobe Bryant autograph card that the dealer can sell for $1200 or more. If the 
dealer opened a box or two, there was no guarantee that the dealer would find the Bryant 
card, and every box with no Bryant meant the dealer was forfeiting a potential $150 in 
revenue and a potential $70 in profit. It became better for dealers to leave all the popular 
product sealed -— but then the dealers would have no way to cheaply acquire premium _ 
cards for direct, secondary-market sales, a far more profitable revenue stream, except by 
hoping that a collector walked in the door and offered to sell them. 

A dealer knew, however, that any premium card from the p0puiar series set, even those of 
lesser players such as Dirk Nowitzki or Amare Stoudemire, would still command a smaller 
premium — perhaps $75. There would be a few other premium cards that would sell for 
slightly more, such as a Steve Nash or Pau Gasol autograph with swatch — perhaps 
returning $200 to $300. And, of course, if the dealer happened to get luckey and open the 
Kobe, that one card could pay for the entire case of twelve display boxes. 

Knowing the premium cards in the set were inserted at 1:300, or about once per box of 30 
packs of ten cards each, dealers soon learned to follow the numbers. The insert 
percentage meant that there was, on average, one premium card per 300 cards, or about 
one per box. A dealer would open the display box, open packs until he found a premium 
card, and then would stop, placing the remaining packs for sale on the shelf, sealed and 
unopened. 

Using math in this example, for instance, if the first box yielded a Chris Bosh autograph 
card after only ten packs, the dealer ends up ahead. There is no need to open those 
remaining packs. The premium card odds are 1:300, so it is likely that the remaining packs 
contain no more premium cards. The remaining 20 packs can be sold for $3 each, 
returning $60. The Bosh card cost ten packs to acquire but will return $75. The dealer has 
therefore derived a value of $135 from that box, a safe profit of $55 but not as much as the 

8 This basketball-card example ls greatly simplified. Sports-card dealers and collectors know the 
sting of opening a worthless jersey swatch card from a no-account benchwarmer. if the one-per-box 
premium card happens to be one of those losers, the aggregate loss on the box is much worse than 
in the examples here. Conversely, however, there exist top-end autograph cards by top-end players 
that sell for far more than the hypothetical $1200 Bryant card. In “real life,“ math still applies - the ~ 
margin of error is merely smaller. and the quantities involved in smoothing out variance are much 
larger. This book teaches math for TCGs. i suggest leaving sports cards to the experts. ' 
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$150 from selling the box sealed. The second box, however, will certainly do no worse, 
and the third as well, and if each box In turn is only earning $15 less than the full sealed 
retail price, as soon as the dealer encounters one Kevin Durant or Steve Nash card, the 
numbers swing sharply in the dealer’s favor. One Steve Nash autograph card could cover 
18 boxes of $15 losses! And the odds are that it won’t take 18 boxes to reach the first 
Nash, or other higher-dollar card. And if the dealer has been minimizing the loss on each 
box using simple math, once he does pull a Kobe Bryant card, it becomes almost entirely 
profit. The case of display boxes is already paid with the smaller premium cards and the 
unOpened packs the dealer built up by stopping his opening of packs every time he found a 
premium card in a box. The sale of one Bryant card acquired through the use of math can 
pay an entire month’ 3 rent for the dealer’s card shop' In some instances. Sports-card 
dealers who understand this stay open. The others go out of business.9 

Those Who Fail To Learn From History... 

When Magic: the Gathering T" debuted in 1993, there were card rarity distinctions, but foil 
premium cards did not appear until 1999. Even still, the card rarity coupled with 
overwhelming player demand for top rares led to widespread tampering with packs in the 
early going. Every MTG product released before 1995, and many other TCG products at 
the time, was packed in a “wax” wrapper, not a “foil” wrapper. The “wax” wrappers were 
partially translucent, making it possible for a consumer to press the wrapper up against the 
cards inside and see the card titles. If the customer was particularly adept at manipulating 
the cards inside a pack without breaking the wrapper, the customer could potentially see 
every card contained in the pack. This made it a trivial matter to buy only packs that 
contained the best possible rares. The entire method became known as “searching” packs. 

Even today, as of this writing, any pre-1995 Magic: the Gathering booster pack should be 
assumed to have been “searched.” The shrinkwrap around boxes at the time was not 
embossed with WOTC’s watermark, so even sealed boxes are not safe. Buyers interested 
in cards from those oldest expansion sets are encouraged to simply buy them as singles on 
the secondary market. 

By the release of Fourth Edition in early 1995, WOTC products were packaged in foil 
wrappers that made it impossible to search booster packs. All Decipher TCG products 
were wrapped in foil from the beginning, so this was not an issue for Decipher games. 

From Weight to Texture 

WOTC introduced foil premium cards into MTG in 1999, and to their credit, WOTC made 
surethere was no weight difference between foil and regular cards. Decipher followed suit 
the same year with foils for their Young Jedi TCG and SWCCG Endor set. However, the 
foil texture was such that a person could feel the exterior of the pack, including sliding the 
cards inside against one another in a rudimentary way, and conclude that a fan card was in 
the pack. This was even easier than weighing cards, and the community was once again 
largely at the merCy of the cheats and crooks. Decipher mooted the point somewhat with 

9 Again, I emphasize that this example Is hypothetical, reflects no actual real-life basketball card set, 
and Is greatly simplified, as detailed In the previous footnote. . 



the Reflections series of products -- every pack contained a foil card. so it mattered little I I 
consumer could tell that a foil was in the booster. 

WOTC addressed the consistency issue by changing the tolling method when they , 
introduced the modem card fees in 2003 with the Eighth Edition set. Decipher and othu 
manufacturers improved their folllng processes on a regular basis as well. in an effort to . 
ensure that foil cards were no heavier or siipperier than other cards. There are now only 
three methods of determining the contents of a booster pack without opening it: 

1. Gross tampering with the pack -- that is, Opening the pack outright, removing 
desired cards. replacing them with undesired cards. and reseeling the pack in 
some manner; 

2. Net tampering with the pack -- that is, feeling around the outside of the pack for the 
telltale signs that a foil card is inside. such as slippery consistency. uneven 
curvature, or otherwise; or 

3. Guessing the pack's probable contents through mathematical analysis of the 
contents of other packs. 

Of the three methods, the first two are clearly fraud, clearly an adulteration of the product, 
and clearly unacceptable by any rationale. The third method, however, uses only 
information that is available to everyone. is merely an educated guess (but can be a very 
good guess), and involves no tampering whatsoever. 

The use of math in the T06 business relies on the fundamental understanding that trading 
cards are manufactured and packaged by machines. There are no truly random elements 
in the production of trading cards. though the trading-card publisher usually arranges the 
cards on a cutsheet to appear as random as possible. The sorting for TCGs is not 
necessarily simple, but it is predictable. it is based on an algorithm by which machines 
take cards printed in a certain order on a cutsheet and drop those cards into thousands 
upon thousands of booster packs. This book explains these production fundamentals and 
how to use them, along with math, to maximize the profitability of a TCG product. 
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L l a n d E  ' l ' n i  r ion 

Where the Line is Drawn 

Unfortunately, the trading card industry overall has not been a safe place to play. The 
buying community has always borne the damage from unethical behavior, from sports-card 
dealers weighing packs to crooked TCG dealers pressing on translucent wrappers to 
deprive buyers of the best rare cards. Industry efforts —— and customer savviness thanks to 
the Internet — have served to obsolete the most blatant and egregious of unethical 
practices. What remains in the industry is the danger of individuals using legitimate 
information on how TCGs are produced as a basis to cheat buyers. 

As noted in the previous section, for MTG sets before Fourth Edition, the packaging on 
booster packs is partially translucent and can be pressed against the cards inside the pack 
to reveal the rare card. Even when the rare card is behind a few uncommons, some 
dextrous manipulation of the pack can reveal it in this way. This is called searching and is 
generally considered net tampering of the pack. The market adjusted to this reality, and 
buyers should know this information and keep it in mind. 

For example, it is safe to assume that virtually every booster pack from a set before Fourth 
Edition that is floating around loose has been searched. Sometimes a vendor will offer 
them as “guaranteed unsearched,” If one does, it is up to you to decide whether that 
vendor’s reputation is sound enough that you can take his or her word for it- That vendor 
might not have searched the packs, but what about the person who sold those packs to the 
vendor? Even with the possibility that many vendors are honest, the market itself has had 
the final word: booster packs of Italian Legends, for example, which could yield up Nether 
Voids, Tabernacles at Pendrell Vale, Mana Drains, and so forth, sell for considerably less 
than booster packs of German or French (Revised) first Edition, which could contain black- 
bordered dual lands and are packaged in foil wrappers like the sets from Fourth Edition 
onward. That is the reality of things. There is nothing wrong with buying, say, a loose pack 
of Limited Edition Beta — just make sure you are valuing it as though it could have been 
searched. And if you are selling such a pack, it is ethically appropriate to state the 
provenance of the pack to the extent that you know it, and to admit if there was any time 
that the pack could have been possessed by a party that may have searched it. 

If you find yourself having bought a pack that was offered as unsearched, look at it and see 
if there are telltale creases and signs of handling around the top and bottom edges on both 
sides of the pack. If there are, you should consider seeking a return and refund on the 
pack. For my part, when I was a dealer, I generally just avoided selling loose pre— Fourth 
Edition boosters entirely. I did not want to risk the damage to my reputation as a dealer 
that could occur from any buyer of a pack who was unsatisfied with what they opened. It 
could have been a booster box I acquired directly from WOTC back in the “olden days,” one 
from which I had never even handled the packs until the day l shipped them, and an 
accusation that they were searched would still have been difficult to prove untrue. I decided 
it was worthwhile to just leave the boxes sealed and sell them in that form. Many other 
dealers think similarly, and many buyers prefer sealed boxes as well, but as is always true 
with capitalism, sometimes there is a buyer lined up that knows the risks and wants the 
item anyway. Make sure if you are a buyer that you know the risks. 
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Parting IS another story Parring is absolutely, entirely, undoubtedly fair game and It II on. * 
of the methods that are taught in this book To Illustrate this, I often offer up the following 
example. 

Suppose Chuck Customer enters the ABC Card Shop first thing In the morning and “Refer 
a booster pack of Worldwake. Suppose Ozzy Owner cracks open a trash, factory-sealed 
box right then and there and Chuck buys the top pack in the middle. 

Suppose the pack has a does, the Mind Sculptor in it. Good for Ohuckl He is satisfied and 
he goes home. 

Suppose you walk into the game store next, and suppose you want to acquire a Jace, the 
Mind Sculptor and you are willing to open packs until you get one. You could buy the . 
remaining 35 packs in Ozzy Owner’s booster box and the odds are you will notget a decal 
The odds are overwhelming that Chuck got the only one in the box. . ' 

You can probably see the issue here. Has anything improper occurred? Clearly not yet 
you are “drawing dead” and have virtually no chance at getting the Jece 

What it you ask Ozzy if anyone has opened anything from the box yet? Ozzy knows he will 
probably not make money selling packs to you if you knew what Chuck opened. Is Ozzy 
required to tell you? Is it unethical if Ozzy does not? It would not be reasonable to expect 
storeowners to keep an ongoing record of what cards are opened from packs. It is clearly 
not unethical for Ozzy to refrain from doing so. 

What if Ozzy tells you he does not watch his customers open booster packs? For all you 
know, he wasn’t paying any attention to what Chuck opened. Ozzy might not even play 
MTG or know anything about the cards! He might be a dicechucker waiting for his friends 
to bring their Warhammer 40K armies for an evening of tabletop gaming. Ozzy might have 
watched Chuck open the pack and have no clue as to the Jace’s value. Is it then unethical 
if he cannot convey to you that information when you ask for it? It is clearly not unethical 
for Ozzy simply to not know the answer. 

Conversely, if Ozzy does know, should he be forced to convey to you that information, to 
his own detriment? It is a stretch to suggest that a storeowner should be obligated to do 
50, though a sawy storeowner might be wise to offer a big-spending customer an option to. 
begin opening packs from a new box, regardless of whether he knows anything. has been 
pulled from the box on the shelf. This, however, is gratuitous. It does not reflect poorly on 
Ozzy’s integrity if he does not do this. 

Let’s throw another wrinkle into the equation: What if Chuck Customer did not open the 
pack just then? Chuck went home with the pack and opened it there and got his 
Tarmogoyi. Now, Ozzy knows nothing. He could be a hardcore MTG player and collector, 
but he has no idea what card Chuck opened. You can ask him anything you want all day 
long, and as long as he honestly represents that there are 35 loose packs in the box and 
one was already sold and he doesn't know what was in it. Ozzy’s integrity is absolutely 
beyond reproach. 

The correct answer, of course, given that you do know about parring and you have 
symmetry of information, is that you should either: 
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. 1. - Nothiythepadrs. lt’salwaysmopfion, algal. Nobodyistorawgyouto 
buyboosterpmks AsMPalatMrriglusay, theyarenotnecemy 
for “Mai, maiemmter-gamerersenseofthewordf 0r: 

.2. ‘ AcwptmatywareopenmgpacksfromaboxfromwtidtaJacemufl 
.aeadyhavebeenpulled. Ywhavenowayofknow’mgwlfichrarewasii 
thememissingpwt. Formatmatter,ywhavenowayofknowing 
Mtemerme35padtstherecamehomtwoparfiallyaemptyboxesma1022y 

3. AskzyOwnerifheiswilfingtocrackanofltersealedboxandletyoubuy 
. boostersiromthatboxinstead,setfingasidemeboxtromwhid10lmck 

Customer (or tamoever) made his purchase. 

Ozzymayormaynotagreetoletyouopenpmkswtofanewbox,andthat’sentirelyhis 
choice. lfOzzydoesn’tletyoubuypacksflomanewbonywarealwaysfreetogotoflle 
XYardshopafewmilesawayandseeifMartyManagerisalittlemoreinofinedtogive 
youwhat you want! That’scapitafism, folks 

The more you examine the situation, the more you will see that placing the responsibifity for 
your own purchases on anybody but you is an untenable argument Should Chuck 
Customerhavebeenforcedtobuythe restoftheboxonceheopenedhisJace? Ofcourse 
not. WhatifChudr had bought packs, one byone, untilthe boxwasabouthalfempty, then 
found his Jace m the 17m pack, and then left? Clearly, again, nobody can argue that Chuck 
was not entirely within his rights to do exactly that. That is parring. That l5 exactly what 
parring is, on a very basic level. That is simple math, really: opening packs until you get 
what you want, and then leaving the rest aside. The difference between pairing and 
mapping, in turn, is that mapping involves a deeper and more careful analysis of the 
product in order to determine a more optimal pack opening order, rather than just going top- 
down as a parring session might go. You still stop after you open your goal card(s). 

The bottom line is that, regardless of everything else, any time you buy a loose booster 
pack, you risk the possibility that Chuck Customer or Nate the Next-door Neighbor’s Kid or 
whoever else already bought the pack from the box that has the card you want. There is no 
way to completely mitigate this risk without turning from loose booster packs to sealed 
booster boxes. With a sealed booster box, you know that whatever is in that box is in your 
exclusive control to open or leave alone. And if you are the one opening the booster box, 
you have every right to sell off the packs you don‘t need — and as long as you do not 
misrepresent them as pristine, there is nothing unethical about that either. 

Mapping is really just parring taken to the next level. Again, a person who is mapping is 
just using Careful analysis to determine which packs have the highest probability of 
containing the cards he or she wants, and opening the packs in that order instead of 
arbitrarily. Note that I said probability, and not certainty. Even with a perfect map and a 

l , perfect set, it is impossible to be absolutely, positively, betwour-life—on-it sure what is 'm a 
booster pack until you’open that pack. Collation errors and disruptions do happen, and , 
sometimes the contents of a pack can be affected by something as simple as a Cartarnundi 
employee accidentally knocking a stack of rares out of the sorting chute or what have you._ 



The solub‘on m mapping is exactly the same as for paning: you can either buy the single 
cards you want. or just insist upon a sealed booster box if you want to buy fresh product i 
witlmut risking the card or cards you want being taken already. Until you slide your money 
across the counter, nobody has forced you to do or buy anything. Now that this book has 
been widely avaiable for years, everybody has access to this information, and it is entirely 
fair. No longer will an online dealer take advantage of asymmetry of information to hawk 
leftover booster packs to unsuspecting buyers who believe they are as-though-prlstlne. 

What about tinse extra leftover booster packs, then? if everybody knows how to map or 
par, what happens to the packs that are left over when nobody wants to go through them 
surfng for wanted rares? Fortunately, the market is adapting to that as well. With mapping- 
and barring known, the value of a loose booster pack has dropped somewhat. Because of 
booster drafting, the value Mil never get too low - players get the full benefit of a booster 
pack for draft purposes even if it is left over from a mapping session. In fact, that is often 
what happens to my own leftover packs anyway. I no longer deal, so I have no time or 
itdination to sell my spare packs, but they work just fine around the table of eight when it’s 
tune to do some Limited cardsiinging. Furthermore, even with mapping as you’ve read'it in 
his text, generally the foil rare in any given box is, at most, a tertiary consideration. The 
leftover packs are entirely “viable” on that basis — you could map ten cases of Scars of 
Mirrodin and still leave foil Elspeths and foil Koths in the remaining packs afterward, 
because you had no real way of locating those foil rares in particular, even across 
sequential cases. Moreover, some boxes actually do have good rares remaining —- the 
numbers just may not justify chasing them, because the cost of the boosters left were too 
much. What happens when that cost goes down? A buyer who gets your leftover packs at 
a lower cost could open them and do just fine with the rares that are left. He or she could ' 
even “par” them just like you did, leaving the last few packs again untouched, and either 
draft them or re-re-sell them. 

The loose packs that are the most suspect now are those sold online. You know nothing 
about those packs and can well assume that every single one of them is a leftover from the 
most intense, thorough, exhaustive mapping session ever conducted. You may know the 
dealer by reputation, but even a reputable dealer might have packs acquired in a bulk buy 
or by some other means, so that is no guarantee either. Conversely, the value of sealed 
booster boxes should increase across the board. After all, demand for them should be 
higher now that people know to avoid loose booster lots. 

The loose packs that will probably be just as valuable as they ever were are the ones on 
your local game shop’s shelf. Setting aside the Chuck Customer example above, the 
average game shop goes through such an incredibly large volume of booster boxes every 
month, what with booster drafts, prizes, sealed decks, and general retail activity, that even 
if they were thoroughly mapping a dozen cases per expansion, the leftover packs would 
barely make a ripple in the pond by comparison. The owner could throw the leftover packs 
in with their general store stock and the total amount of “dilution” of the overall rare pool that 
would occur would be, realistically, quite minimal. Without game shops, there is no play 
environment for TCGs, so this is an advantage that the brick-and-mortar stores should and 
ought to enjoy anyway. 

Metaethice 



A legal issuel wanted to make sure i addressed was about my development of the process 
of mapping, in essence “reverse~engineering” WOTC’s or Cartamundi’s collation process -- 
for the cards. Reverse engineering is a practice that has been consistently held by courts 
to be a legal and proper way to learn about the mechanics of a product. The courts have 
specified that as long as the examiner uses ordinary specimens of the product and uses no 
"inside information” or “trade secrets” from within the company producing the products, 
reverse engineering is fair game. 

i took WOTC’s final product, as available to the buying public, and took it apart to learn its 
properties. I used a pencil and a piece of paper and a great deal of math, probability 
principles, and pattern recognition concepts. That’s it. i have never been an employee of 
WOTC or Cartamundi or any such entity and I had no information upon which to rely other 
than what has already been published. Literally anyone who wanted to do what I did could 
have bought the product I bought, opened it, recorded the results, and would very likely 
have spotted the patterns. I know that others have done this, because othenIvise I would 
never have learned about it in the first place!10 I suspect that other dealers have been 
holding this information close to their vests, and it’s time for that state of affairs to end. 

The Long View 

Despite an explosion in popularity for MTG beginning around mid-2009, and despite 
extensive efforts by WOTC to nurture the TCG industry to robust health, game stores still 
fail just as much as they ever have. The general poor economy in the United States is 
probably a factor, but even in flush economic times, retail game stores have historically 
underperformed comparable businesses in other recreational niche industries. 

in the late 19903, trading cards were not quite yet in the mainstream and were often found 
in hobby shops smelling of musty books, unwashed gamers, polyhedral dice, and stale 
pizza. lnternet-only dealers operating with low overhead and no need to serve daily in- 
‘person retail traffic were utterly dominating the trading-card market, and with hobby gaming 
shops being commercially fragile entities to begin with, WOTC foresaw dark times ahead 
for their games if those shops went the way of the corner video arcade. The internet-only 
dealers were the ultimate “free riders,” dependent on hobby gaming shops to survive but 
annihilating them in the marketplace due to sheer efficiency. There seemed to be nothing 
theretail stores could do but accept that TCG sales were going to happen online, and 
adapt by creating revenue lines from computer network time, soda and snack sales, and 
accessory sales. Many shops failed to adapt and ultimately went out of business. 

in 2007, WOTC finally gained the legal precedent11 they needed to lock out internet-only 
dealers from acquiring MTG product through most wholesale distributors. This lockdown 
began with the Time Spiral expansion, and it is not an accident that wholesale booster box 

1° As described In The Card Wizard’ 5 Black Book. First Edition and in this text, it was actually the Star 
Wars CCG collectors who taught me that mapping was possible. » 

1‘ The Supreme Court held in the case of Leegin Creative Leather Products v. PSKS, Inc., 127 S. Ct. 
2705 (2007), that resale conditions established by distributors seeking to mitigate market damage by 

- free riders were not per 39 illegal as vertical restraints on trade. Besides WOTC, the golf-club 
producer PING was amOng the companies to benefit from the Court’ 5 holding. 
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prices increased about 10% from the previous baseline at the time WOTC kno'wsthat the... 
overall health of products such as MTG depends on players having places to play and 
interact, and the brick-and- mortar hobby gaming sh0ps serve this p u r p o s e . ’  

With the WOTC lockout, brick-and-mortar stores had access to new prodUCt earlier and at» 
better prices than their internet-based competitors. Unfortunately, the brick-anddmortar 
stores have not held up their end of the deal. WOTC has set the table for hobby gaming 
shops to be successful, but most such shops suffer from a lack of competent management. 
Instead of experienced business managers with sound concepts of cash flow, marginal 
costs, and inventory control running hobby gaming shops, most of the time former (or 
current) hobby game players run the shops. These hobby game enthusiasts opted to 
“extend their living room to the public” and take a shot at the American Dream at the sanie 
time. After all, why not sell the products that they know and love, right? Unfortunately, 
even a competent hobby gaming shop manager is simply not well situated to keep up with 
internet-era capitalism. Few hobby gaming stores can make hot tournament rares available 
as readily as internet dealers can, and no hobby gaming store can react instantaneously to 
market pricing the way eBay and other auction sites intrinsically do. 

The ideal retailer under WOTC’s current (and presumptively permanent) lockout scheme 
would be a dealer operating a hybrid of a brick—and-mortar and internet-based business. 
WOTC encourages this, in fact, offering an official “Wizards Internet Retailer” credential to , 
stores that meet certain qualifications. Unfortunately, doing both concurrently strains the 
resources of the typical entrepreneur who opens a hobby gaming store (again, a player or 
former player in virtually every instance) and doing both concurrently is generally well 
beyond that typical entrepreneur’s business acumen. Online- -only dealers, thanks to the 
lockout, have lost parity of cost-of-goods, mitigating the damage that they do as free riders, 
but the online dealers are still the most Pareto— efficient conduits of product In the 
marketplace. Brick—and— mortar dealers, thanks to the lockout, have gained ground in the ' " 
market without actually doing a better job of serving the trading—card customer public. ltis 
a great deal like a baseball team gaining ground in its division race after losing a series one 
game to two because the first-place team got swept zero games to three in the meanwhile. 

One of the only tried-and-true methods of stimulating recovery in such a market is . 
inoreasing the flow and symmetry of information. Information accelerates the marketplace » _ 

' and serves as a natural “rubber band” against asymmetric exploitation. My release of this. = 
book and my publication of the maps and collation methodology puts the pressure on brick- 
and—mortar and internet-only dealers alike to buckle down and improve their inventdry 
offerings, pricing, and product selection — in short, to compete better -— and may the best 
capitalist prevail. No dealer can afford to ignore thiswbook because theywill be at a 
competitive disadvantage and the market will leave them behind. MOre importantly, when 
market suppliers compete, the ultimate winners are the consumers, and that includes both . f 
you and me! Best of all, collectors and players can now have better market knowledge to: ' 

. avoid the pitfalls that create negative experiences in their enjoyment of the T06 hobby 
Experiences that drive people away from playing TCGs at all are the greatest hazard. In a ' 

* _ market WIth no demand, everybody loses. . 
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It is necessary to know how a TCG product is collated in order to use that information to 
mathematically derive the locations of desired cards in a box. "Collation" means the order 
in whiCh the cards are sorted into packs, the packs inserted into boxes, and the boxes 
compiled into cases, for shipment from the factory to the distributor to the hobby shop to 
you. You need to know how collation works no matter which TCG you are analyzing. This 
holds true regardless of whether you are opening cases to build a map or opening a single 
box to use a map or to par for rares. Don‘t worry: I will explain what those terms mean in a 
moment. For now, what you must learn is how the cards made their way into the box. 
Without knowing that, it is impossible to determine where in the box the cards you want 
might be located! 

Cards are produced on a sheet, also called a production sheet or cutsheet. A machine 
prints those sheets and then a tool die cuts the cards out. The cards are then fed from that 
sheet into a hopper. A production machine takes an appropriate number of cards from 
each hopper and puts them together in a stack. Another machine wraps that stack of cards 
in a booster wrapper and seals the pack. The packs stack up and another machine places 
them in a box and seals the box. And just like that, production is complete. 

The key to mapping or parring a box is to determine the relationship between where a rare 
card appears on the rare production sheet and where it ends up in the box. 

ltfis likely that there is a separate hopper for each card sheet: One for rares, one for 
uncommons, one for commons, one for basic lands, where applicable, and one for the 
“marketing cards” that WOTC has been putting in packs since around 2007. Thus, it is 
likely that the rare hopper spits out one rare card per pack, so whatever collation and 
sorting happens to the rare cards happens between the time the sheet is cut and the time 
those cards are loaded into the hopper. 

A machine performs this operation, which is why it is not random. Perhaps the easiest way 
for the machine to get the cards into the hopper would be simply to pass them, row by row, 
and stack them up in order. This is, in fact, what happens in a Type A or Type S collation. 

' As you can see on the table on the next page, in a Type A or Type S collation, the cards 
from the'cutsheet are fed in a linear fashion into the hopper — what is known as a linear 

_' feed. Older prOducts such as Legends fed the cards from the sheet in rows and columns -— 
what Is known as a batch feed. When a batch teed provides one rare per pack, it Is Type 
C When a batch feed provides more than one rare per pack (or, in the case of old MTG 
expansions, more than one uncommon per pack), it is Type D. . 
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A batch teed re more difficult to unravel man a linear feed but WOT C and I: . I r " 
abandoned the batch feed years ago because it does not allow multiple “treats” of was $6 
be fed into the pack order. A batch feed, once solved, is solved forever; me rare sheet, ” 
once photographed, can be applied to every box ever produced. Around the time of 
Mercadian Masques, WOTC decided to take advantage of collation methods mat prodwe a 
more randomized spread of rares across a given box. Usually, this splits the rare meet m -  
two sections and “shuffles them together,” as it were. This is what happens in a Type B 
collation. Like Type A, Type B has a linear feed -— the rares go row by row from me means 
the rare hopper. The difference is that a Type B set shuffles two different rows of rares 
together to accomplish this. Decipher, meanwhile, SWitohed from Type C to Type 8 
between the Hoth and Dagobah sets, resulting in a much easier collation to solve. The 
main benefit of such a change' Is cost reduction, so it stands to reason that keeping 
production costs down was Decipher's rationale for the change 

ll. ' n M  r T  I 

None 

AA How One Linear Fixed 

A+ Row Any number Linear Semi-Variable 

B Row Any number Linear Variable 

C Column One Batch None 

‘0 Column Any number Batch None 

3 Column One Linear None 

When a feed is shuffling two feeds together, the machine performing this task has to switdt 
between feeds on a given interval. Since a machine is doing the sorting, none of it is truiy 
random- even the “variable” interval of Type Bis probably based on a long string of 
discrete numbers. That variable interval Is sufficient to make Type 8 very, very difficuit to 
unravel, so much so that In some cases it is not cost-effective to do so and a set collated as 
Type B is better parred instead of mapped. For sets that are both Type B and another type. , 
such as Type A+, such as Scars of Mirrodin, solving the Type A+ map also solves the Type, 
B map. The only caveat is that the track switching in a Type B box has more variance, ' 
resulting in slightly more wastage when opening packs with the map. 

For reasons unknown outside WOTC and/or Cartamundl, every MTG set is not prinbd in, ‘_ 
Type B. WOTC and Cartamundi have printing facilities all over the world. Machinery to 
print gaming cards is probably fairly specialized stuff, and capital goods like that do not 
come cheap. When WOTC built more printing plants to keep up with the demand for MTG 



Wamtmammm‘sfikewmeybwgmmebestsafilgmm'mey 
could,andthatmachinerycollatesonthewondertullyrandomTypeB. 

Older printing plants still exist, though, and are perfectly serviceable for production. 
Bemuse that sorting machinery is so specialized and expensive, it is unlikely that it would 
get replaced just because newer machines are available that can collate more randomly. in 
thegrandcost/benefitpicture, WOTCprobablydechedtostickwithwhattheyhad, even 
thoughtheoldermachinesproducethesimpler, easilymappableType A. ButWOTCdid 
have one more option. 

By introducing an interval into a Type A collation, WOTC has been able to approximate the 
less predictable spread of rares for which Type B is known. WOTC’s first attempt at doing 
this, Shards of Alara, used a fixed interval of one pack and is called Type AA. This collation 
geometry is explored in depth in The Card Wizard's Black Book: Second Edition. Type AA 
does not (as far as is known at the time of this writing) appear on any non—WOTC product, 
so it you do not collect MTG, that analysis is likely to be of little value to you. The upshot is 
that Type AA is harder than Type A to unravel, but still fairly easy for the practiced mapper. 

WOTC’s next attempt at improving upon Type A came with the Magic 2010 Core Set, and 
they succeeded. The new collation type is called Type A+. By changing the interval from 
one pack to a series of changing numbers, even a short series, the randomization was 
sufficient to (temporarily) throw mappers off the scent and make it appear as though 
dozens of different rare sheets might be in use. As you can see by the maps of Zendikar 
and Rise of the Eldrazi in this book, Type A+ has been solved, but it is not easy to solve, 
and it is not easy to use for mapping. The vast majority of dealers and players won’t 
bother. WOTC has struck a careful balance between the cost-effectiveness of using 
existing capital equipment and making sure that the contents of their booster packs are not 
too easy to predict. With practice, however, anyone can learn to parse Type A+ product. 

Type S, meanwhile, is explored at length in this text because it was used for most Decipher 
c products, including the Star Wars ccc and Star Trek cos.12 Virtually the entire 
production runs of both games were in Type S, and that was what led to my own discovery 
of the mapping process. I was not alone, of course. Other dealers around the world 
figured it out as well, and some may have done so from MTG product instead of Decipher 
product. The only difference between Type A and Type S is that the booster packs are 
placed in the box by row in Type A, and by column in Type 8. That’s it. 

As you can see in the table, some types can have multiple rare sheets. This creates 
complications, but also costs more to produce. I generally suggest assuming there is only 
one rare sheet in use unless it becomes clear from the evidence that there are more. 

Once cards are printed, stacked, packed, and boxed, the boxes are placed in cases. Unfil 
the Uiza’s Saga era, a case of MTG boosters contained ten booster boxes. Modem MTG 
wees contain six. Other manufacturers do their own things - Decipher shipped six boofler 
boxes to the case for most of STCCG's and SWCCG‘s production runs, then 12 booster 

”TypeSalsoappearsmMTGwodutnfiammmfiwhnyboxesdnewaseQMare 
mmMAsia-Padficreg'onaMamnmwapamseaCtinese—hnguagem 



boxes to the case In both gemee' later years. Since most of the products analyzed in this 
book are not MTG expansions, case size is indicated where it is definitively known. 

For a typical MTG case, ii you open the case and orient the case so you are looking at the 
MTG logo on the boxes right»slde up, you will be looking at boxes #1, #2, and #3. Beneath 
box #1 site box #4; beneath box #2 site box l/5; and beneath box #3 site box #6. T his 
designation is lor ldentlilcetlon purposes only. The order of cards does not necessarily 
carry over lrom box Ill to box I12 and so on. (in fact, most commonly, the order of cards 
carries over from box #6 lo #4 to I/2, and then a separate span carries over lrom box ”to 
#8 to #1 .) Here is the booster case as seen from the side, with the "right-side up" direction 
of the MTG logo oriented to the tall: 

Box Ill ‘ ‘ Box #2 Box #3 
Box #4 Box #5 Box #6 

The typical display box (or Just "box") of TCG product contains 36 booster packs. This. is 
not a universal rule: some TCGs ship 24 packs or fewer to the box, while older products 
have included up to 60 packs to the box. Every MTG product since 1997, however, has 
been shipped 36 packs to the box, and every Decipher product since 2000 has done the 
same (albeit with fewer cards per pack). 

Decipher cases with different numbers of boxes in them vary, but most often are packed 
"vertically," with continuity of the map from each box to the one above and below it in the 
normal Type 8 order. Decipher was kind enough beginning in 1998 to attach sequential 
serial numbers to the bottom of every booster box, and the collation of rares is contiguous 
from one box to the next-numbered boxl it is really quite convenient and easy to follow. 

Manning 

For those sets that can be mapped, meaning those of Type A, Type AA, Type A+, Type 6, ‘ 
and Type S, The Card Collector's Black Book series describes the process of learning-the 
map from sealed product and shows the maps, when known, for use in breaking down 
booster boxes. The products in this book are all either Type A+, Type C, or Type 8, so 
lessons on the other types are not reproduced in this text but instead are referenced to The 
Card Wizard's Black Book: Second Edition. The rest appear in this text, as follows: 

- Type A— The Card Wizard's Black Book. Second Edition has a complete lesson, 9 
because this type does not apply to any product in this book. ' 

- Type AA— The Card Wizard's Black Book. Second Edition has a complete loam 
because this type does not apply to any product in this book. 

- Type A+— Scare of erodin has a complete lesson starting on page. 178, and there 
are additional notes in Zendlkar and Rise of the Eldrazi 

- Type 0 -  Due to the nature of Type 0, there Is really no lesson to teach but the 
SWCCG Premiere and A New Hope sections show how a Type (3 box maps out. 
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. Type S - The lesson is presented in the section on SWCCG Death Star II, but 
applies to expansions as early as Dagcbah and applies also to many STCCG and 
other TCG expansions and products. 

i suggest starting with the Death Star II section, even if you do not intend to open any packs 
from that set any time soon. The Type S lesson provides consistent visuals that teach the 
concept, and once you are familiar with them, you will understand the other sections better. 

For those sets that cannot be mapped, meaning those of Type B and Type D or those for 
which there is not enough product available in the market to make mapping feasible, this 
book describes the process of parring, using probability and mathematics to get the best 
possible yield of cards out of a box while wasting the fewest packs possible. 

There is no Type D product covered in this book. There is some Type B product, but only 
as a result of double coverage from the Type A+ maps for Zendikar and Ftise of the Eldrazi. 
A full lesson on how parring works appears in a reprinted Onslaught section starting on 
page 165. 

Whatever product you open, make sure you record it accurately and save your recordings! 
You never know when you might make a connection and realize that the rares you have 
been opening seem to have an interesting pattern to them... 



W i n n e r  
The Reference Library is the grist oi this book. Esoh entry in the reference library m the 
critical information on that product. followed in some cases by modulation information web 
as a mapping or parring analysis. 

The top oi each section contains the set‘s Data Box. The Key: 
w -’-A~-.“~’-‘O~fi~_. m . , . . . fi _ ,  

Expansion title Release date Abbrevlllilm 
Set size Foil premiums YIN Special or additional rarities 
Number of rares N. of uncommons N. oi commons N. basic lends 
[Specific breakdown of cards within rarites. where applicable] 
Cutsheet balance Coilation type Value density 
Product format 
Prerelease toils, release tolls, buy-a-box promo toils. where applicable 

“Cutsheet balance" is a binary indicator: “Balanced" or “Unbalanced." The concept refers to 
whether every rare in the set is printed the same number oi times on the rare sheet. For 
example, an expansion with 100 rares that printed one of each rare per 10x10 sheet would 
be considered “balanced," with every rare a “Rare-1.” However. an expansion with 75 rare! 
that printed 50 of those rares once each and the other 25 rares twice each per 10x10 sheet 
would be considered “unbalanced." The 25 rares printed twice per sheet would be forever 
twice as abundant as the 50 rares printed once per sheet. in the TCG hobby, most 
collectors attempt to gather complete sets of either one or tour oi each card. This means 
that for every complete set gathered, there will be 25 extra “Rare-2" cards that are not 
needed for collections. This has the corollary effect of increasing the secondary-market 
price on in-demand “Rare-1” cards from among the 50 once-printed rares. 

“Coilation type” indicates how the cards from the set's printing sheets are sorted into posh 
and then into boxes. See the Coilation Master Type Table in The Product: General 
Principles for details on the various types. 

“Value density” is a six-stage Guttman-scale-based indicator: “Very high.” “High,” “Medium.” 
“Low,” “Very low,” or “Homelands.” The concept raters to the general measure at the 
number of cards in the set that are worth significant money on the secondary market. in 
general, the designations can be interpreted to mean: 

- Very high: Multiple rares over $100; multiple reres between $20 and awe. MW 
uncommons or commons over $10. 

- High: Few or no rares over $100. multiple reres between $20 and awe. 

- Medium: Few or no rares over $20. multiple rares between $10 and see. 

- Low: Few or no rares over $10. multiple reres between $5 and $10. 

- Very low: Few or no rares over $5. multiple rares higher than built-thin as. y 

- Homelands: Few or no raree higher then bulk-bin rats. 



Where a set with an otherwise low value density has a key foil that is in demand for Vintage 
or Legacy, for example, the expansion’s reference entry will note any such standout cards. 
Smaller sets are at a natural disadvantage on the value density scale, but the market tends 
to correct for this in the going price of sealed product of the smaller sets. Accordingly, it is 
unnecessary to introduce another operand to reflect proportion. 

After the Data Box, each section presents a brief narrative of the expansion’s prominent 
attributes, including historic notes, production anomalies, and anecdotes when I felt cheeky. 

Following the narrative, each section explains the contents of any fixed product formats, 
such as preconstructed decks/theme decksfintro packs. Any market-relevant rares that can 
be harvested from fixed products are indicated here. 

Next, the market-relevant card reference appears. This is a series of bulleted lists that 
notes each market-relevant card in the expansion. The list indicates whether each card is 
new or a reprint, and for new cards indicates the optimal version of the card, followed in 
descending order by other versions of the card. “Optimal” is a composite of the card’s 
value, player demand, availability, print run, and age. Comparisons are assumed to be 
between cards in the same condition; a poor-quality optimal version might not be worth 
more than a mint specimen of the third- or fourth-most optimal version. The list then notes 
whether any reprints have new artwork, are appearing in the modem card frame for the first 
time, and/or are appearing as foil premium cards for the first time. Finally, the list indicates 
any misprinted cards and their characteristics. 

A special note for Star Wars COG and Star Trek 6062 The version differentiation in the 
market reference does not refer to persona differences. For example, the Premiere Limited 
(Japanese) version of Darth Vader is listed as optimal, because it is not being compared to 
Darth Vader Dark Lord of the Sith, Darth Vader with Lightsaber, or Lord Vader. It is, 
however, being compared to the Reflections reprint of the same Darth Vader card, the 
English-language Premiere Limited and Unlimited versions of the same card, and the 
Reflections 2 Japanese-language case-tapper foil reprint of the same card. 

The final part of each section, where applicable is an analysis of the set’s production 
characteristics, including whether the set can be mapped or parred, whether the set’s sheet 
layouts are known, and so on. 

One final note: In the “Abbreviation” field for Star Trek CCG 2"d Edition expansions, the set 
number shown on the cards is also noted. 



Star Wars Customizable Card game 

Premiere Limited Edition December 1995 ' “Pass: ~ ' 
324 cards No foil premiums , 
108 rares 108 uncommons 108 commons 
Rares breakdown: 30 Rare-1, 24 Rare-2 per side . 
Uncommons breakdown: 30 Uncommon-1, 24 Uncommon-2 per side . . 
Commons breakdown: 10 Common-1, 43 Common-2, 1 Common-3 per side 
Unbalanced cutsheet Type C Low value density 
Product format: Booster packs (1 R, 4 U, 10 C); Starter decks (2H, 12 U, 46 C) 
36 booster packs per booster box; 12 starter decks per starter box ' 

Premiere Limited Edition Gift Set December 1995 None 
433 cards No foil premiums 
156 rares 156 uncommons 99 commons 
Rares breakdown: 60 Rare-1, 96 Rare-2 per side 
Uncommons breakdown: 60 Uncommon-1, 96 Uncommon-2 per side 
Commons breakdown: 10 Common-1, 86 Common-2, 3 Common-3 per side 
Unbalanced cutsheet Type C Low value density 
Product format: Fixed set of 397 cards (156 Ft, 156 U, 85 C) 

Premiere Unlimited Edition May 1996 “PRWB” 
324 cards No foil premiums 
108 rares 108 uncommons 108 commons 
Rares breakdown: 30 Rare-1, 24 Rare-2 per side 
Uncommons breakdown: 3O Uncommon-1, 24 Uncommon-2 per side . 
Commons breakdown: 10 Common-1, 43 Common-2, 1 Common-3 per side 
Unbalanced cutsheet Type C Very low value density 
Product format: Booster packs (1 R, 4 U, 10 C); Starter decks (2B, 12 U, 46 C) 
36 booster packs per booster box; 12 starter decks per starter box _ 

Introductory Two-Player Game Box December 1995 “P2136? '7 
120 fixed cards No foil premiums 6 non- ~foi| premium cards, 
Fixed cutsheet No Type Very 'OW value denSIty 
Product format. Game box (2 fixed decks of 60 cards, 1 booster pack. The first print run Included a j 
PFlBB booster pack' In each box The majority of P2PG in circulation includes a PRWB booster pack.) ’ 

This set began the Star Wars Customizable Card Game (SWCCGI) a TCG that would be in 
, print for six years and continues to see play in a niche community as of this writing. ' 

Decipher had already seen moderate success with the Star Trek Customizable Card Game 
throughout 1994 and 1995 surviving in the early TCG market glut while most other 
bandwagoneers hoping to cash in on MTG' 8 rise stumbled and fell. STCCG sold through 
its own Premiere Limited Edition set and saw reasonable adoption by the player ' 
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community, with its high production values likely overshadowing its glaring design 
deficiencies (addressed in detail in the STCCG section of the reference library). 

With SWCCG, Decipher's second serious foray into the TCG market, designers Tom 
Braunlich and Rollie Tesh had firsthand experience from their failures with STCCG guiding 
them to make a better game. The licensed property, Star Wars, was without peer in 
science-fiction fandom, and few doubted that Decipher would deliver a second time running 
with high production values. Though Braunlich and Tesh delivered for a second time a 
game that was arguably far more complex than it had to be, SWCCG had a sufficiently 
strong combination of playability, balance, and depth to win adoption among players. 

The SWCCG Premiere set included only a few of Star Wars's "Mains": main characters, 
starships, and well-known items, keeping the rest in reserve to whet players' appetites for 
more. Luke Skywalker, Darth Vader, Obi-Wan Kenobi, Han Solo, Leia Organa, C-3PO, 
Grand Moff Tarkin, the Millennium Falcon, Vader's Custom TIE, and Obi-Wan's and Vader's 
Lightsabers headlined the set, and each was slotted at the highest possible rarity. The set 
also included other familiar faces, places, and things from Star Wars, Episode IV: A New 
Hope at lower rarities, including Biggs Darklighter, the Tatooine Cantina, Han's Heavy 
Blaster Pistol, Stormtroopers, X-Wings, Imperial Star Destroyers, and even the hapless Jek 
Porkins. Decipher saved some "mains" from the first Star Wars movie, such as 
Chewbacca, R2-D2, Wedge, and the mighty Death Star, until 1996 for SWCCG's first 
expansion: A New Hope. 

Though SWCCG's balance was far from ideal, it was an order of magnitude better than that 
of STCCG. In addition to costing powerful cards proportionally, the game determined battle 
outcomes by the use of "destiny draws." The most powerful cards in the game had low 
"destiny" values, while narrow or unremarkable cards generally had high destiny values. 
Simply playing the most expensive mains would leave a player unable to win most battles 
and thus unable to win the game. A cheap deck full of cannon fodder had the potential to 
spread out and inflict damage across the playing field, leaving an opponent's powerful 
mains overcommitted to a few locations. Early on, the metagame was heavy on mains 
regardless, mostly featuring Jedi Showdowns between Darth Vader and Obi-Wan Kenobi 
and their Force powers Alter and Sense. By the time Decipher released SWCCG's second 
expansion, The Empire Strikes Back: Hoth, however, the design balance finally paid off with 
the emergence of the Echo Base Operations deck archetype. The metagame balance of 
SWCCG has stood ever since, with powerful mains-based strategies such as Hunt Down 
And Destroy The Jedi and Throne Room Mains at one end of the spectrum and cheap 
swarm strategies such as Scum And Villainy and Echo Base Operations at the other. 

The Premiere Limited Edition had a relatively large print run feeding what became relatively 
strong sales, so as recently as 2005 it was possible to get starter boxes for $20-25 and 
booster boxes for $60-$80. As of this writing, those prices have increased somewhat due 
to the dwindling supply of sealed product remaining in circulation. Even still, PRBB should 
not be considered difficult to acquire, and dealers or collectors should not overspend to 
acquire it. Most booster packs of the first Reflections set contain two cards from PRBB, 
and the collation suggests they are repacks from starter deck boxes. This is consistent 
with known market figures -- with only 24 rares per box, SWCCG PRBB starter deck boxes 
posted weaker sales than the FREE booster boxes that featured 36 rares for the same 
original wholesale and retail price. A PFlBB booster pack can also be found in the small 
first printing of the P2PG. Finally, the entire SWCCG PRBB set (with many duplicate cards) 
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is available in the form of the Declpher Premiere Limited Gift Set, albeit for a price much 
higher than simply buying multiple complete sets on the secondary market. 

The Premiere Unlimited Edition was printed in huge quantities and is still readily obtainable 
by itself, in SWCCG Official Tournament Sealed Decks, in the Enhanced Premiere product, 
in the First Anthology and Second Anthology, in packs of all three Reflections sets, in most 
circulating capies of the P2PG, and as a factory set from some wholesalers. PRWB is the 
very definition of bulk product, and no cards from the set are worth any amount in 
particular. A PRWB Darth Vader will typically sell for no more than $5. Collectors and 
dealers will typically obtain plenty of PFlWB from other products that include the PRWB 
cards without ever buying any actual PFtWB packs, so the prices of starter and booster 
boxes of PFlWB are low and should remain low indefinitely. Purchasing such boxes is not 
recommended unless they are offered at pulp liquidation prices of $7-$9 per box or less. 

The Star Wars Premiere Introductory Two-Player Game was printed in huge quantities. 
The first printing included a sealed PRBB booster pack, but virtually all of those copies 
have long since sold through. Most P2PGs in circulation contain a PRWB booster pack. 
The contents of the fixed decks in the P2PG were mostly unremarkable commons, but each 
box contained six different premium cards (with some in multiples): a weakened Luke; a 
weakened Vader; Run Luke, Runl; Vader's Obsession; Death Star: Level 6 Core Shaft 
Corridor; and Death Star: Detention Control Room. Run Luke, Run! and Vader's Obsession 
appeared in Reflections II as foils; the others are unavailable anywhere else. For purely 
play purposes, it is unnecessary for a player ever to buy more than one P2PG. 

Cartamundi printed the SWCCG Premiere Limited set with the same laminate formula used 
for MTG's Ice Age, a poor mixture that tended to “flake” and "flex" and damage easily at the 
edges of cards, leaving unpleasant whitening and wear. By this time, card sleeves were 
already in use for MTG, and soon sleeve manufacturers relocated logo imprints to avoid 
covering up the forfeit values of SWCCG cards. Even still, PRBB specimens in mint 
condition are much, much rarer than played versions, and even newly opened PRBB cards 
are difficult to keep in mint condition. The laminate is incredibly troublesome even with 
nothing more than in-sleeve play wear and manipulation wear. 

The rare sheet changed starting positions between the Limited and Unlimited Editions, but 
the order of cards is exactly the same. The huge 13x12 rare sheet was actually a repeated 
set of two 13x6 rare sheets. Each 13x6 rare sheet half contains one of each of the 30 
Rare-1 cards and two of each of the 24 Flare-2 cards per side. The uncommon sheet 
layout is the same as the rare sheet layout for each side: 30 Uncommon-1 cards appear 
once per six rows, while 24 Uncommon-2 cards appear twice per six rows. The common 
sheets, meanwhile, were very different, with 121 cards per 11x11 sheet. One copy of each 
of the five Common-1 cards per side appears, along with two copies of all the Common-2 
cards per side, and three Rebel Troopers or Storrntroopers, as applicable, the only 
Common-3 cards in the set. The Premiere Limited Edition Gift Set is simply one of each 
PRBB sheet cut into cards and boxed. Thus, paradoxically, the Gift Set includes four of 
each Rare-2 card, but only one of each Common-1 card. 

The rare sheets follow, after which two recorded boxes are presented with corresponding 
rare sheet feeds. SWCCG Premiere is clearly collated as a Type C product, much like 
earty MTG sets such as Legends. There is consistent evidence of the Type C batch feed, 
and irregularities are typical of 1995 quality control and manufacturing output. 
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For all PRBB, ANH, and HOTH cards, the Japanese-language non-foil printing is 
considered optimal by many collectors, but is otherwise Identical to the English 
Limited printing. 

Alderaan -— PRBB is the optimal version. 

Alter (both sides) — Tournament foil is the optimal version, followed by PRBB. 

Corellian Corvette — Tournament foil is the optimal version, followed by PRBB. 

Dark Jedi Presence -— PRBB is the optimal version, followed by PRWB. 

Darth Vader — PRBB is the optimal version, followed by REF1 foil, REF2 foil, and PRWB. 

Disarrned (Light Side) — PRBB is the optimal version, followed by PRWB. 

Disarmed (Dark Side) — PRBB is the optimal version, followed by REFS foil and PRWB. 

Expand the Empire — PRBB is the optimal version, followed by REF1 foil and PRWB. 

Gift of the Mentor — PRBB is the optimal version, followed by REF2 foil. 

Grand Moff Tarkin - PRBB is the optimal version, followed by Japanese REFS foil, REF1 
foil, and PRWB. 

Han Solo - PRBB is the optimal version, followed by REF1 foil and PRWB. 

I Have You Now — PRBB is the optimal version, followed by REFS foil and PRWB. 

Imperial-class Star Destroyer — Tournament foil is the optimal version, followed by PRBB 
and PRWB. 

Jedi Presence - PRBB is the optimal version, followed by PRWB. 

Leia Organa — PRBB is the optimal version, followed by REF1 foil. 

Luke Skywalker — PRBB is the optimal version, followed by Japanese REFS foil, REF1 foil 
and PRWB. 

Millennium Falcon -— PRBB is the Optimal version, followed by REF1 foil and PRWB. 

Molator — PRBB is the optimal version, followed by PRWB. 

Obi-Wan Kenobi - PRBB is the optimal version, followed by Japanese REFS foil, REF1 feil, 
and PRWB. 

Obi-Wan’ s Lightsaber — PRBB is the optimal version, followed by Japanese REFS foil, REF1 
foil, and PRWB. 

' Presence of the Force- PRBB is the Optimal version, followed by REF1 foil and PRWB. 

Revolutibn- PRBB is the optimal version, followedby REF1 foil and PRWB. 

. *- Sense (both sides) 9— Tournament foil is the optimal version, followed byPRBB. 
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Totooine: Obi-Wan’o Hut -- FREE in the optimal version. 

The Circle is Now Complete —- PRBB is the optimal version, followed by Japanese RE” Mil. 
REFl toil, and PRWB. 

Vader’s Custom TIE -— PHBB is the optimal version, followed by REF1 toil. 

Vader's Lightsaber -- FREE in the optimal version, followed by Japanese HEM loll, REF'i 
toil, and PHWB. 

Yavin 4: Massasei Throne Room — PFiBB is the optimal version. followed by Fiat-'2 toil and 
PFtWB. 

Your Powers Are Weak, Old Man — P833 is the optimal version. 

" .  I .  - ‘ ’ i - J n 1 . A - . o | "  so I : o  g: a ;  l 3  9 | :  : 0 : 2 .  : o n  s : o a o I I n ;  

None. 

Electrobinoculars - The cost to use was misprinted as 1 Force instead of 2. 

The maps to Premiere follow. Cards in bold are Rare-1; other cards are Rare-2. The 
positions of the Rare-1 cards are identical between the Light Side and Dark Side sheets. 

The map was repeated a second time on each sheet, wrapping around to exactly the same 
sequence. For the Unlimited Edition, the starting point of the sheet is different, but the 
sequence is the same. 

On the maps, columns are of 26 cards to coincide with two rows on the 13x12 rare sheet. 
Read down each column as you would read across each pair of rows on the sheet. 
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Star Wars COG: Premiere Rare Sheet Map (Light Side) 

Tnio the Garggge Chute, Flyboy Solo Han. weoem “Sandie” Droid ‘ . 
”Etch Red 3 Dice ibegon 

Affect Mlnd Dlsarmed On the Edge _ 
Sandcrawler Biggs Darklighter Gold 5- 
Kessel Run Krayt Dragon Howl Full Throttle 
Dice lbe on WED-Q-Mi “Bantha” Droid Kessel Run _ 
Thank the Maker Full Throttle ‘ Obi~Wan’a Lightsaber 
Tatooine: Cantina Death Star Plans Mantellian Sawip 
C-3PO Gold 5 Luke Skywalker 
On the Edge Move Along K’Lor’SluL 
Demotion Tarkin Seeker Leesub Sirln 
Warrior’s Courage Obi-Wan’s Cape Jedi Presence 
Lela Organs Leesub Sirln Sandcrawler 7 
Cantina Brawl Rebel Planners Noble Sacrifice 
Mantellian Savrip Warrior’s Courage Biggs Darklighter 
Gold 1 Yavin 4: Massassi Throne Room The Force is Strong With This One 
Skywalkers Our Most Desperate Hour Help Me Obi—Wan Kenobi 
Rebel Planners Gold 1 Tagie Seeker 
Han Solo Gift of the Mentor DemotiOn 
The Force ls Strong With This One Lightsaber Proficiency Tarkin Seeker 
Kal’Falnl C’ndros Tatooine: Obi-Wan’s Hut Utinni! 
Noble Sacrifice Solo Han Han’s Heavy Blaster Pistol 
Millennium Falcon Into the Garbage Chute, Flyboy Beggar 
Han's Heavy Blaster Pistol Obi-Wan Kenobi Red Leader 
Don’t Get Cocky Revolution Thank the Maker 
Tagge Seeker Tatooine: Cantina Red 3 

Star Wars COG: Premiere 13x12 Rare Sheet (Light Side) 

ITGC Dutc Affec Sand Kess Dice Than Tatoo C- On Dem Warn Leia 
F h t crawl el lbego k The ine: 3P0 The otiion or’s Orga 

' Mind er Run n Make Canti Edge Cour , no 
r na l - 

Canti Mant Gold Skyw Rebel Han TFlS Kal'F Noble Mill. Han's Don’t Tagg 
ha ellian 1 alker Plann Solo WTO alnl Sacrif Falco Heav Get e ' 
Braw Savri s ers C'ndr ice n y Bl Cock Seek 
l p . os Pistol - y er 
Solo , Red Disar Biggs Krayt WED Full D. S. Gold Move Tarld Obi- Lees 
Han 3 med Darkli Drag Banth Thrott Plan 5 Alan n Wan‘ ub 

ghter on a le 3 9 Seek s Sirln 
Howl Droid er Cape 

Rebel Warri Y4:M Our Gold Gift L.S. Tato Solo l‘l'GC Obi— Reva Tattoo 
Plann or’s Thro Deep 1 Of Profi oine: Han F Wan lotto ine: 
ers Cour ne erate Ment cienc Obl's Keno n Cam? 

3 e Rm Hour or y Hut . bi na 
WED Dice . On Gold Full Kess Obi- Mant Luke K'Lor Lees Jedi Sand 

i Banth lbego the 5 Thrott el Wan' ellian Skyw 'Slug ub Pres cram 
a n Edge Ie Run a Savri alker Sirln once er 
DfOld ‘ LS. p 

' Noble Biggs TFlS Help Tagg Dem Tarki Utlnn Han’s 8699 Red Than Red 
Sacril Darkli WTO Me 9 otion n I! Heav ‘ ar Lead k The 3 

- ice . ghter Obl- Seek - , . » Seek y Bl. or Make 
- ' - . ‘ Wan or or , PM“ r . 



swm«cce:mmmsmaunpimsm 

Nevar Yalnal Tactical Re-call Lone Pint 
DS-61-3 Charming to the Last Juri Juice 
I Find Your Lack of Fdlh 
Disturbing sos-nA-7 Myo 
Moment of Triumph Lone Warrior Assault Rifle 
Han Seeker Devastator gas Puhr 
Juri Juice Lone Pilot Han Seeker 
Luke Seeker Djas Puhr Local Trouble 
Dr. Evazan Dark Jedi Presence Tatooine: Cantina 
BofinLCmvemwm Anyway Assault Rifle Black 2 
Myo We’re All Gonna Be a Lot Thinner Look, Sir! Droids! 
I Have You Now Turbolaser Battery Lateral Damgage 
Sandcrawler Expand the Empire Vader’s L'ghtsaber 
Dark Collaboration Lateral Damage Moment of TriumP'l 
ggana‘s Ceremonial Necklace Admiral Motti Labria 
Tatooine: Cantina Sandcrawler Lone Warrior _ 
General T m  Kitik Keed’kak WEDlS—l662 'Treadwell' Druid 
Physical Choke Vader’s Eye Send a Detachment Down 
Admiral Molti General Tagg; Garindan 
Presence of the Force Alderaan I Have You Now 
WED15-l662 “T readwell” Droid Your Powers Are Weak! Old Man Turbolaser BatterL 
Utinni! Darth Vader Vader’s Custom TE 
Labria Tactical Re-Call Fear lMll Keep Them h L'ne 

H m  Repeating Blaster Rifle Nevar Yalnal Tonnika Sisters 
Fear Will Keep Them In Line Grand Mofl Tarkin Disarrned 
The Circle ls Now Complete Molator Luke Seeker 
Garindan Dr. Evazan Charminito the Last 

Star Wars COG: Premiere 13x12 Rare Sheet (Dark Side) 

Neva DS- lFYL Mom Han Juri Luke Dr. BCA Myo I Sand M 
r 61 -3 CPD ent of Seek Juice Seek Evaz Have uawl Onl- 
Yalna Trium er er an You er m 
l ph Now in 
Org. Tatoo Gene Phys Admir Pres WED Utinn Labri Light Fear TCII Gait 
Cer. ine: ral lcal al ence Tread i! a Rptg Keep C h 
Neck Canti Tagg Chok Motti of well Blast Them 
4ace na e e Forc Droid er In 

e Rifle Line 
Tacti Char 506- Lone Deva Lone Djas Dark Assa Were Turbo Exp. Lair 
cal ming RA-7 Warri stato Pilot Puhr Jedi ult Gonn laser nd 8 
Re- T0 or r Pres Rifle a Be Bette E!“ [In 
Call Last ence Thnr ry re L .  
Admir Sand Kitik Vade Gene Alder Your Darth Tacti Neva 6.“. Huh Er. 
al crawl Keed r's ral aan Powe Vade cal r Tarld or Evaz 
Motti er 'Kak Eye Tagg rs R r Re- Yalna u an 

8 Weak Call l 
Lone Juri Myo Assa Dias Han Local Tatoo Blac Look Later Vad- Horn 
Pilot Juice ult Puhr Seek Trou ine: k 2 Sir! al r's a e! 

Rifle er ble Canti Droid Dam LS. Trial: 
na 8! ya u: 

. Labri Lone WED Send Garin l Turbo Veda Fear Tenn Disar Luke Chu 
a Warri Tread Detc. dan Have laser r's Keep the and Seek trig 

or well Dow You Batte TIE Them State or To 
Droid n Now ry Line rs Last 
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Star Wars COG: Premiere Limited Edlllon booster box rrs-1 
' . :  :..\ 

trln Tonnlka 
‘ " " ’ ..!:3l,lllsl..§l. 

...:lltd| -' Dull“ 
'W "0" ' ’ ' Mall?!“ 1 ’~ I ll Blaster 

.135; time!" ‘ - ' a All Be 
L. . f- . Into 

1‘ :Canllna 

Star Wars COG: Premiere 13x12 Rare Sheet (Light Slde) 

' " ”auto AW: Sand Kess ce Than Tatoo C- On Dem Warri Lela 
" h t crawl el lbego kThe lne: 3P0 The otlon or's Orga 

-' Mind or Run n Make Cantl Edge Cour na 
-‘ r na age 

Mant Gold Skyw Rebel Han TFlS Kel'F Noble Mlll. Han's Don’t T agg 
elllan 1 alker Plann Solo WTO elnl Sacrll Falco Heav Get e 
Savrl s are C'ndr lce n y BI. Cock Seek 
p as Pistol y or 
Red Dlsar Blggs Krayt WED Full D. S. Gold Move Tarki Obl- Lees 
3 mod Darkll Drag Banth Thrott Plan 5 Alon n Wan' ub 

ghter on a le 8 9 Seek a Sirln 
Howl Droid _____ er Cape 

Rebel Ward Y4:M Our Gold Gift . Solo TF'G‘G' Obl- -R§Vb'ff Tatoofi 
Plann or's 111m Deep 1 Of - .v “Han . F ' Wan ‘ lutlo - ' ine: 
ers Cour ne erate Ment ’ m; . ' . Keno ' n Cantl 

age Rm Hour or M” Hfikrfl . bl - na 
wee Dice On Gold Full Kess om- at; Luke IK'Lo‘r‘j Lees Jedi Sand ~, 
Banth Ibego the 5 Thrott el Wan' el Skyw 'Slug ~ ub Pres ' crawl 
a n Edge to Run 8 J.» g _' 1 , alker ' - 1 ’ Sirlh once ' er I 
Droid L.S. 7 .m m ,. _ 1:. ., , _ J 

37:N.oble' Blggs TFlS Help Tagg Dem Tarki Utlnn Han's Begg Red Than Red 
J'Saeril Darkli WTO Me e otlon n It Heav ar Lead kThe 3 
flee : ghter Obl- Seek Seek yBl. er Make 

. Wen er er Pistol r 

Box 8-1 stayed with a two-row-deep batch feed even when it ran off the left edge of the 
sheet. With Type C, if there is going to be a change in batch depth, it most often occurs 
during the wraparound. It was nice to get both Luke and Obi—Wan in this box. A 
continuous. consistent span like Box 8-1 '5 Light Side rares is the most common box 
outcome, but only by plurality. A majority of SWCCG Type C spans will feature at least one 
collation irregularity. The Dark Side of Box 8-1 featured three such irregularities. 
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Star Wars COG: Premiere Limited Edition booster box #3-1 

‘ a Affect 
Labria _ , Tonnika Sisters 

Jedi Dutch 
Vader's 
Obi-Wan 
Dr. Evazan 7 
LeeSUb Sirin - 

Blaster Rifle 
Sacrifice ' ' ' 

We're All Gonna Be A 
Into the 
Fear Will Them In 
Tatooine: Cantina 

Star Wars CCG: Premiere 13x12 Flare Sheet (Dark Side) 

Neva DS- IFYL ' Juri Myo I Sand Dark 
r 616 OFD ‘ Juice Have crawl Gotta 
Yalna You er borat 
I Now ion 
Org. Tatoo Gene . Pres Light Fear TCIN Garin -; 
Cer. ine: ral ence Ftptg Keep C dart 
Neck Canti Tagg of Blast Them 
Jane na 9 Forc er In 

t, e Rifle Line 
Tacti Char Deva Lone Were Turbo Expa Later = 
cal ming 1““? stato Pilot Gonn laser nd at 
Re- To r a Be Batte Empi Dam 
Call Last , V ‘ Thnr ry re age 
Admir Sand Kitik Vade Gene Alder Neva GM. Molat Br. 
at crawl Keed r's ral aan r Tarki or Eva:- . 
Matti er 'Kak Eye Tagg Yalna n an ,3' 

e I 
Lone Juri Myo Assa Djas Han Look Later Vade ' Mom 7’ ' 
Pilot Juice ult Puhr Seek Sir! al r's mar 

Rifle er Droid Dam LS. Trium i; 
5! age 9h 

Labri Lone WED Send Garin l Tonn Disar Luke Chat ' f? 
a Warri Tread Detc. dan Have ika med Seek m 

or well Dow You Siste or To 
Droid it Now rs ' Last 

On the Dark Side of the Force, Box S-1 contained three irregularities that occur frequently enough not 
to be unusual, per se: the batch depth changed without wrapping around the edge, the rows in the 
batch feed got out of alignment, and there is a broken section in the feed between Dark Jedi 
Presence and Han Seeker. Since this is where a column breaks in the box, it is likely that an entire 
column is simply missing and ended up in another box. The missing column probably contained 
some combination of six cards from the span from Turbolaser Battery. around the tap through ether 
Djas Puhr or Lone Pilot, to I Have You Now, and around the top through Lone Pilot or Devastatort 
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Star Wars COG: Premiere Limited Edition booster box #3-2 

Our Most 
Moment at T 
Gold 5 

the 
Disarmed 
Molator 
Yavin 4: 

Assault Rifle , 4 Va der‘s 

WEDQ-Ml . . a ‘ On the 

Tactical Fla-Call . _ T 

N - Red 3 
Grand Moll T 

Warrior's 
Lateral 

We’re All Gonna 
Solo Han 
Nevar Yalnal 
Rebel 

Star Wars CCG: Premiere 13x12 Rare Sheet (Light Side) 

After: Sand Kess Dice Than Tatoo C- On Dem 
t crawl el lbego k The ine: 3P0 The otion 
Mind er Run n Make Canti Edge 

r na 
Gold Skyw Rebel Han TFlS Kal‘F Noble Mill. Han's 
1 alker Plann Solo Wi’O alnl Sacrit Falco Heav 

s ers C'ndr ice n y BI. 
08 Pistol 

’ Disar Biggs Krayt WED Full D. S. Gold Move Tarki Obl- 
med Darkli Drag Banth Thrott Plan 5 Alon n Wan' 

ghter on a le 8 9 Seek s 
- Howl Droid er Cape 

”a ’Y4:M -Our Gold Gift L.S. Tato Solo lTGC Obi- Reva 
‘ Thro Deep 1 Of Profi oine: Han F Wan lutio 

ne . erate Ment cienc Obl's Keno n 
. Rm A Hour 7 or y Hut bl 

" On? Gold ’ Full Kess Obi- Mant Luke K'Lor Lees Jedi 
- ”4 ‘ the] 5 Thrott el Wan' ellian Skyw 'Slug ub Pres 

' ” Edge - I le Run 3 Savri alker Sirln ence 
' “‘3 ; _ L.S. J )  

TFIS Help Tagg Dem Tarki Utinn Han‘s Begg 
WI'O Me e otion n l! Heav ar if 

Obi- Seek Seek y Bl. i: 
Wan er er Pistol 

This is a fairly typical Light Side collation from Premiere. The wraparound from the Bantha Droid to 
_ Red 3 is a little easier to visualize if you have seen an entire sheet, which has the same six rows 

~ doubled. for a total of twelve rows. it is likely that the assortment from Red 3 to Leia Organa, for 
example, followed a contiguous partot the middle of the physical sheet. 



Star Wars CCG: Premiere Limited Edition booster box #S-2 

OUr Most 
Moment of T 
Gold 5 

W e  . ‘ i " the 

Lateral 

Disarmed 
Molator 
Yavin 4: Massassi 
Vader’s 
On the 
Turbolaser 
Red 3 
Grand 

theMaker - » 
Powers Are Y‘ainal . ’ ~ 

Rebel Planners 
Assault Rifle ‘ ' ' . . 
WED-9-M “Bantha' ‘ 
Tactical ' " 

Star Wars COG: Premiere 13x12 Rare Sheet (Dark Side) 

Neva DS- IFYL Mom Han Juri Luke Dr. BCA Myo l Sand Dark 
r 514 OFD ent of Seek Juice Seek Evaz Have crawl Colla 
Yalna Trium er er an You er borat 
l ph Now ion 
Org. Tatoo Gene Phys Pres WED Utinn Labri Light Fear TClN Garin 
Ger. ine: ral ical ence Tread i! a Rptg Keep C dan 
Neck Canti Tagg Chok of well Blast Them 
-|ace na e e Forc Droid er In 

e Rifle Line 
Tacti Char 506- Lone Deva Were Turbo, Expa- Later 
ml ming RA-‘l Warri state 3' 3' . Gonnfig‘ laser 3 nd al 
Re- T0 or r ' "a”Bie. ‘ Batte Empi Dam 
Call Last - , .  Thar... ry . ‘ re age 
Admir Sand Kitik Vade Gene Neva-.1. GM; Molat Dr. 
al crawl Keed r's ral ’ r  3 Tarki or ' Evaz 
Motti er 'Kak Eye Tagg ' Yaina n' ° an 

e .. t 
Lone Juri Myo Assa Dias Han Local Tatoo Blac Look 
Pilot Juice ult Puhr Seek Trou ine: k 2 Sir! 

Rifle er ble Canti Droid 
na 5! 

Labri Lone WED Send Garin | Turbo Vade Fear Tonn 
a Warri Tread Detc. dan Have laser r's Keep ika ming 

or well Dow You Batte TIE Them Siste er To 
Droid n Now ry Line rs LaSt 

This is a fairly typical Dark Side collation from Premiere, and a good one. It is not unusual for the 
Type C collation to be running in columns of three rows, then to switch to two or four rows abruptly... 
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Most of the time, those switches occur at the sheet edge, but not always. Given that the black- 
bordered and white-bordered sheets follow the same sort order but start in different places, it is 
Sausible that each version has variants that, again, follow the same sort order but start in diflerent * 
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m m March 1996 None 
t i  cards No toil premiums 
Balanced cutsheet No Type Very low value density 
Mitzi torment: Booster packs (11 fixed cards) 

This has premium pack contained 11 black-bordered cards intended to smooth out 
gameplay and provide basic iterations of some of the main characters for new players. 
Because of virtualization, most of the cards in the pack are useful to some degree, but 
players not using virtual cards in their play environments will likely be uninterested in the 
Jeri Packcards except for possibly Gravity Shadow. 

A New Hope May 1996/July 1998 “ANH”/”ANHR” 
162 cards No foil premiums 
54 rares 54 uncommons 54 commons 
Bares breakdown: 15 Rare-1, 12 Rare-2 per side 
Uncommons breakdown: 15 Uncommon-1, 12 Uncommon-2 per side 
Commons breakdown: 5 Common—1 , 21 Common-2, 1 Common-3 per side 
Unbalanced cutsheet Type 0 Very low value density 
Product format: Limited: Booster packs (1 R, 4 U, 10 C); 36 packs per booster box 
Revised: Booster packs (1 Ft, 3 U, 5 C); 30 packs per booster box 

This set followed up Decipher’s successful initial release by including the rest of the major 
characters and events in Star Wars — Episode IV: A New Hope. Not only did the Death 
Sta, Chewbacca, R2-02, Wedge Antilles, Red 5 and other “nouns” make their debut, but 
titers were also a pair of “Epic Event” cards, Attack Run and Commence Primary Ignition, 
mat simulated in cumbersome game terms the major plot points of the movie in a manner 
players were meant to build decks around. Neither Epic Event was tournament-viable at 
first, and though both received “helper” cards later in the Third Anthology and Tatooine 
sets, they are still difficult to accomplish. The two cards themselves appeared as common 
(Very Rare) foils in Reflections land are worthless. 

A number of game-balancing common and uncommon cards from ANH became 
deckbuilding mainstays from that point on, such as Grimtaastonnok, Houjix/thk, 
WhatAre You Trying To Push On Us/There’ll Be Hell To Pay, and Sorry About the 
Mess/Sniper. 

The collation, as the maps in this section will reveal, is horrible on a scale never seen 
before or since in the TCG world. The Rare-1 cards are grouped together on the sheet, 
while the Rare-2 cards fill the other spaces. Due to the Type C collation, this means that a 
box tends to do one of two things: hit a Rare-1 clump and give the player most or all of it, or 

. never come near most (or any) Rare-:1 cards. A box of ANH will generally be a bonanza or 
‘a complete dud, with little difference in between. It is better by far simply to purchase the 
cards from the set as singles. 
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, s For all PRBB, ANH, and HOTH cards, the Japanese-language non-foil printing is 
considered optimal by many collectors, but is otherwise identical to the English 
Limited printing. 

- Chewbacca — ANH is the optimal version, followed by REFi foil and ANHH. 

- Corellia — ANH is the Optimal version, followed by ANHFi. 

' Death Star - ANH is the optimal version, followed by FlEF1 foil, Japanese FlEF2 foil, and 
ANHR. 

' Grimtaash/Monnok — Tournament foil is the optimal version, followed by ANH and ANHFi. 

'0 Houjilhhhk - Tournament foil is the optimal version, followed by ANH and ANHFi. 

- Kiffex — ANH is the optimal version, followed by REF2 foil and ANHFi. 

- Let the Wookiee Win - ANH is the optimal version, followed by ANHFi. 

- R2-DZ - ANH is the optimal version, followed by REF1 foil and'ANHFi. 

0 Red 2 — ANH is the optimal version, followed by REF1 foil and ANHR. 

- Red 5 — ANH is the optimal version, followed by REF1 foil and ANHFi. 

*- Tantive IV — ANH is the optimal version, followed by REF1 foil and ANHR. 

- U-3PO — ANH is the optimal version, followed by REF1 foil and ANHR. 

- Wedge Antilles — ANH is the optimal version, followed by Japanese REFS foil, REF1 foil, and 
ANHR. 

The maps to A New Hope follow. Cards in bold are Rare-1; other cards are Flare-2. The 
positions of the Flare-1 cards are identical between the Light Side and Dark Side sheets. 

The map was repeated a second time on each sheet, wrapping around to exactly the same 
sequence. 

On the maps, columns are of 26 cards to coincide with two rows on the 13x12 rare sheet. 
Read down each column as you would read across each pair of rows on the sheet. 



Star Wars 006: A New Hape Rare Sheet Map (Light Side) 

FIZ-DZ Bowcaster Sandcrawler: Loading Bay 
WRun Chewbacca Wookiee Roar 

Clak’Dor VII SW-4 Ion Cannon Hunchback 
Motti Seeker Double_Agent Red 5 
Cell 2187 They’re 0n Dantoolne You’re All Clear, Kid! 
Corellia Tantive IV Death Star; Trench 

Red 2 Dejarik Holgameboard Tzizvvt _ 
W99 Antilles Brainiac Commence Recharging 

Let the Wookiee Win Luke’s Cape fignetic Suction Tube 
fiwcaster Death Star: Trench R2432 
Thewbacca Tzizvvt Attack Run 
W n  Cannon Commence Recharging Clak’Dor VII 
M M_aggetic Suction Tube Motti Seeker 

Death Star: Trench Cell 2187 They’re On Dantooine 
Tzizvvt Corellia Tantive IV 
Woe Recharging Red 2 Dejarik Hologameboard 

Magnetic Suction Tube Wedge Antilles Brainiac 
Sandcrawler: Loadi_ng Bay Let the Wookiee Win Luke’s Cape 

Wookiee Roar RZ-DZ Bowcaster 
Tunchback Attack Run Chewbacca 

Red 5 Clak’Dor VII SW-4 Ion Cannon 
You’re All Clear, Kid! Motti Seeker Double Agent 
32.02 Bowcaster Death Star: Trench 
Attack Run Chewbacca Tzizvvt 
Clak’Dor VII SW-4 Ion Cannon Commence Recharging 
Motti Seeker Doubflgent Magnetic Suction Tube 

Star Wars COG: A New Hape 13x12 Rare Sheet (Light Side) 

RZ~ Attac Clak' M. Cell Corel Red Wed Let Bowc Chew SW-4 Doubl 
DZ k Run Dor Seek 2187 lia 2 ge Woo aster bacc Ion e 

VII ‘ er Ant. kiee a Cann Agent 
Win on 

DS: Tzizv C. Re Mag SC: Woo Hunc Red You'r RZ- Attac Clak' M. 
Trenc vt charg Suct Load kiee hbac 5 e All DZ k Run Dor Seek 
h ing Tube ing Roar k Clear VII er 

Bay Kid! 
Bowc Chew SW-4 Doubl They' Tanti Dejar Brain Luke' DS: Tzizv C. Re M. 
aster bacc Ion e re On ve IV ik iac s Trenc vt charg Seek 

a Cann Agent Dtne HGB Cape h ing er 
on 

Cell Corel Red Wed Let RZ- Attac Clak' M. Bowc Chew SW—4 Doubl 
2187 lia 2 ge Woo DZ k Run Dor Seek aster bacc Ion e 

Ant. kiee VII er a Cann Agent 
Win on 

SC: Woo Hunc Red You'r DS: Tzizv C. Re Mag RZ- Attac Clak' M.i 
Load kiee hbac 5 e All Trenc vt charg SuctT DZ k Run Dor Seek 
Ing Roar k Clear h ing ube VII er 
Bay Kid! 
They‘ Tanti Dejar Brain Luke' Bowc Chew SW—4 Doubl DS: Tzizv C. Re Mag 
re On ve IV ik iac s aster bacc Ion e Trenc vt charg SUCH- 

, Dtne VHGB Cape a Cann Agent h in!) ”be 
on 
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Star Wars COG: A New Hape Rare Sheet Map (Dark Side) 

Commence Primarqnition Death Star Tractor Beam Kiffex 
Magnetic Suction Tube DS-61-4 Dannik Jerriko 
Trooper Davin Felth Besieged Hypo 
Dark Waters Leia Seeker Fla-T6 
Greedo Hem Dazon Sandcrawler: Droid Junkheap 
Retract the Bridge Spice Mines of Kessel Dianoga 
Tatooine: Bluffs Imperial Holotable Maneuver Check 
Conquest I’m On the Leader SUperiaser 
IT-O U-3PO Death Star 
Death Star Tractor Beam Dianoga Commence Primag/ Ignition 
DS-61-4 Maneuver Check Magnetic Suction Tube 
Besieged Superlaser Trooper Davin Felth 
Leia Seeker Death Star Dark Waters 
Dianoga Greedo Hem Dazon 
Maneuver Check Retract the Bridfi Spice Mines of Kessel 
Superlaser Tatooine: Bluffs Imperial Holotabie 
Death Star Conquest I’m On the Leader 
Kiffex IT-O U-3PO 
Dannik Jerriko Commence Primary Ignition Death Star Tractor Beam 
Hypo Magnetic Suction Tube DS-61-4 
R3-T6 Trooper Davin Felth Besieged 
Sandcrawler: Droid Junkheap Dark Waters Leia Seeker 
Commence Primay Ignition Death Star Tractor Beam Dianoga 
Magnetic Suction Tube DS-61-4 Maneuver Check 
Trooper Davin Felth Besieged flperiaser 
Dark Waters Leia Seeker Death Star 

Star Wars 006: A New Hope 13x12 Rare Sheet (Dark Side) 

CPI Mag Troop Dark Gree Retra Tato Conq IT-O DS DS- Besie Leia 
Suct er Wate do ct Br- oine: uest Tract 61-4 ged Seek 
Tube Davin rs idge Bluff or er 

Felth 8 Beam 
Diano Mane Super Deat Kiffe Dann Hypo R3- SC: CPI Mag Troop Dark 
ga uver laser h x ik T6 Droid Suct er Wate 

Chec Star Jerri Junk Tube Davin [3 
k ko heap Felth 

DS DS- Besie Leia Hem Spic lmpe I'm U- Diano Mane Super Deat 
Tract 61 -4 ged Seek Dazo e Mi- rial On 3P0 ga uver laser h 
or er n nes Hoiot Lead Chec Star 
Beam able er k a 
Gree Retra Tato Conq IT-O CPI Mag Troop Dark DS DS- Besie Leia 
do ct Br- oine: uest Suct er Wate Tract 61-4 ged Seek 

idge Bluff Tube Davin rs or er 
s Felth Beam . 

Kiffe Dann Hypo 83- SC: Diano Mane Super Deat CPI Mag ' Troop Dark 
x ik T6 Droid ga uver laser h Suct er Wate 

Jerri Junk Chec ‘ Star Tube Davin rs ‘ 
ko heap . k Felth 

Hem Spic lmpe I'm U- DS DS- Besie Leia Diano Mane Super Deal » 
Dazo e Mi- rial On 3P0 . Tract 61 -4 ged Seek ga uver laser h 
n nes Hoiot Lead or - er I Chec Star - 

able er Beam k 
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Star Wars COG: A New Hope booster box #A-l 

Lola Seeker 
SW~4 Ion Cannon 

1-4 
Bowcaster 

Suction 
Clak RZ-D2 

Maneuver Check 
Tzizwt 

Star 
Suction T 

Commence 
Double 

T ' Davin 
AttaCk Hun 

Commence 

Star Wars CCG: A New Hape 13x12 Rare Sheet (Light Side) 

Clak' M. Cell Corel Red Wed Let Bowc Chew ' 
t Dor Seek 2187 Ila 2 go Woo aster bacc 

VII er Ant. klee ’ ' 
Win 

3.3%; C. Re Mag SC: Woo Hunc Red You'r R2- 
charg Suct Load klee hbac 5 e All DZ 
ing Tube lng Roar k Clear 

Bay Kid! 
Bowc Chew SW-4 Doubl They' Tantl Dejar Brain Luke' DS: 
aster bacc Ion a re On ve IV ik iac s Trenc 

a Cann Agent Dtne HGB Cape h 
on 

Call Corel Red Wed Let R2- Attac Clak' M. Bowc Chew SW-4 Doubl 
2187 lie 2 ge Woo DZ k Run Dor Seek aster bacc Ion e 

Ant. kiee VII er a Cann Agent 
Win on 

SC: Woo Hunc Red You'r DS: Tzizv C. Fte Mag R2- Attac Clak' M.i 
Load kiee hbac 5 e All Trenc vt charg SuctT DZ k Run Dor Seek 
ing Roar k Clear h ing ube VII er 
Ba Kid! 

«22; Brain Luke' Bowc Chew sw-4 Doubl os: Tzizv t 
iac s aster bacc Ion e Trenc vt 

‘ Cape a Cann Agent h 
-’ w» on 

This should serve as fair warning about the variance in ANH booster boxes. The entire box 
contained a whopping total of five Rare-1 cards, three of which were garbage. If this 
variance becomes well-enough known, perhaps the market price on these boxes will go 
down, though it is not terribly high anyway as it is, ranging from $40-$70 in most cases. 
Unless you are able to get several boxes from the same source and you have virtually no 
ANH in your collection, just buy the singles you need online. 

Sure, you might end up with the box that spans the thick of the Rare-1 cards... but anyone 
reading this book is smart enough to have discarded “get lucky” as a collecting strategy. * 
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Star Wars 006: A New Hape booster box #A-l 
”Wmmmwm game 

Bowcrmler 
Qmm 
8W 4 Ion 

’ 1&9? 81912,..11‘rttmh 
IV - ' ' V ' 'I‘zlzwt 

seem 
Dim 

Star Wars 066: A New Hope 13x12 Rare Sheet (Dark Side) 

CPI gggv Dark Gree Retro Tato Conq lT-O DS DS- 5'}; 1‘- 
;_jfjjl_ ' " " Wate do ct Br- olne: uaot Tract 61-4 ged- 
{ j j  ' rs Idge Blul‘l or " 
m 3 Beam 
Diane Super Deal Kllle Dann Hypo aa- 80: CPI Mag Troop 
*g‘a laser h x Ik T6 Drold Suct er a 

. 7 Star Jerri Junk Tube Davin 
ko heap Faith 

Basie Lela Hem Splc Impe I'm 0- Diana Mane Super 
ged Seek Dazo e MI- rIal On 3P0 ga uver laser 7 

er n nee Holot Lead Choc ' ' -' 
ab|° 9" k ' 7 "it“ 23:43; 

Tato Conq lT-O CPI Mag Troop Dark 08 DS- Besie Leia 
olne: uest Suct er Wate Tract 61-4 ged Seek 
Blufl Tube Davin rs or or 

a. s Felth Beam 
Klfle Dann Hypo 33- SC: Diano Mane Super Deal CPI Mag Troop Dark 
x lk T6 Drold ga uver laser h Suct er Wate 

Jerri Junk Chec Star Tube Davin rs 
ko heap k Felth 

Horn Splc Impe I'm U- 08 DS- Besle Lela DIano Mane Super Deat 
Dazo e Ml- rial On 3P0 Tract 61-4 ged Seek ga uver laser h 
n no: Holot Lead or or - Chec Star 

able er Beam k - 

Wow. Greedo and Retract the Bridge. In fact I’m lucky the collation jumped from three-row 
to four-row at the sheet break, or I might have been shut out of Dark Side Rare-1 cards 
entirely' In this box. It has happened to me before. 

In the entire box, I am only pleased to see Tantive IV, Dejarlk Hologameboard. the REE-DES. , 
and Chewbacca. II I played with virtual cards. I would be happy to sea They re 0n 
Dantooine except that you only ever need one In your entire collection unless you plan to 

worthless Rare- 1. 
build multiple Dantooine Base Operations decks ior some absurd reason. so It‘s a nearly ~ 
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The Empire Strikes Back: Hoth Nov. 1996/July 1998 “HOTH”/”HR” 
163 cards No foil premiums 
54 rares 54 uncommons 54 commons 1 errata reprint 
Rares breakdown: 15 Rare-1, 12 Rare-2 per side 
Uncommons breakdown: 15 Uncommon-1, 12 Uncommon-2 per side 
Commons breakdown: 5 Common-1, 20 Common-2, 1 Common-3 per side 
Unbalanced cutsheet Type C Low value density 
Product-format: Limited: Booster packs (1 R, 4 U, 10 C); 36 packs per booster box 
Revised: Booster packs (1 R, 3 U, 5 C); 30 packs per booster box 

The Empire Strikes Back Two-Player Game November 1996“H2PG” 
120 fixed cards No foil premiums 6 non-foil premium'cards 
Fixed cutsheet No Type Very low value density 
Product format: Game box (2 fixed decks of 60 cards, 1 PRWB booster pack). 

The first SWCCG expansion from Star Wars — Episode V: The Empire Strikes Back was a 
hit on multiple levels despite having few major characters included. Gameplay from Hoth, 
though still complex and in the early era of SWCCG development, was a huge step fonrvard 
from that of Premiere and A New Hope. Decipher introduced another Epic Event, Target 
the Main Generators, but their planned deck archetype was not the breakthrough; Echo 
Base Operations was. 

Echo Base Operations, or “EBO,” was the first major SWCCG deck archetype that was not 
simply a collection of “mains and toys.” EBO set up a very deliberate configuration of 
material at Echo Base to fulfill the conditions on the deck’s titular effect, then spread out in 
space with Y-Wings (later X-Wings) that were free to deploy and easily covered more 
systems than the opponent could answer. After EBO completed strategic setup, force 
drains with bonuses at a bevy of systems ended the game in short order, and the Dark Side 
could not overload a system to effectively battle back because the EBO player would simply 
allow the Y-Wing to die and play Houjix to cancel any remaining damage. 

There was more to Hoth than EBO, of course —— a Rebel Snowspeeder deck was eventually 
made viable in later releases, the Dark Side gained AT-ATs that have been played in many 
decks over the years, versatile and popular noun cards such as Anakin’s Lightsaber and 
General Veers appeared, and the game saw its first persona upgrade with Commander 
Luke Skywalker. Decipher later embraced the concept of tailoring multiple persona cards of 
a given character to meet the needs of different deck archetypes. It probably didn’t hurt 
that the design paradigm led to reprints of popular characters, and thus higher sales. 

The Two-Player Game included a few cards from Premiere and A New Hope, and was 
focused on a sandbox battle between premium versions of snowspeeders and AT-ATs. In 
a development Decipher clearly did not expect, Rebel Snowspeeder and Imperial Walker 
ended up better for that deck archetype than the snowspeeders and AT-ATs in the main 
Hath expansion, so the two premiums were reprinted in foil form in Reflections II. 
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For all PRBB, ANH, and HOTH cards, the Japanese-language non-foil printing is 
considered optimal by many collectors, but is otherwise Identical to the English 
Limited printing. 

Admiral Ozzel — HOTH is the optimal version, followed by REF1 foil and HR. 

Anakin‘s Lightsaber — HOTH is the optimal version, followed by Japanese REF3 foil, REF‘f 
foil, and HR. 

Blizzard 1, Blizzard 2, Blizzard Scout 1, Stalker, Tyrant - The Imperial Navy was well 
represented, and optimally, in HOTH, followed by REF1 foils and HR. 

Commander Luke Skywalker — HOTH is the optimal version, followed by REF1 foil and HR. 
Unless you are using virtual cards, this card is poor for gameplay, and mainly for collectors, 

Concussion Grenade — HOTH is the optimal version, followed by HR. 

Echo Base Operations — HOTH is the optimal version, followed by REF2 foil and HR. 

General Veers — HOTH is the optimal version, followed by REF1 foil and HR. 

imperial Walker, Rebel Snowspeeder, Lone Rogue, Walker Garrison — The four key 
premiums from the Two-Player Game are optimal as REF2 foils, then E2PG. 

Rogue 1, Rogue 3 — The Rebel snowspeeder force is optimal in HOTH, then REF1 foil and 
HR. 

Trample - HOTH is the optimal version, followed by Japanese REF3 foil, REF2 foil, and HR. 

HOTH/HR non-misprinted cards that differ substantially from previous printings 

The Premiere and A New Hope cards In the H2PG have 1996 copyrights, not 1995 or 1998, 
respectively (PRWB and ANHR). 

HQTH/HR misprinted cards 
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R- 3PO— Misprinted with the same image as K-3PO. Decipher released a single-card pack 
with a corrected version of the HOTH card. The HR R-3P0 Is correct in the regular 7 , '~ 



Dagobah April 1997IDec. 1998 “DAG’V’DAGB’ 
181 cards No foll premiums 
80 rares 50 uncommons 50 commons 1 errata reprint 
Balanced cutsheet Type 8 Very low value density 
Product format: llted: Booster packs (1 R, 3 U, 6 C); 60 packs per booster box 
Revised: Booster packs (1 Fl, 8 U, 5 C); 30 packs per booster box 

The Dagobah expansion brought mostly broken and unbalanced material to the game, and 
Decipher spent years undoing the damage through a series of bullet cards, errata, and 
ultimately some of Reflections Ill's defensive shlelds. This means, of course, that 
Dagobah contains a number of cards that are highly sought, but not all at them are rare and 
thus not all of them are particularly expensive. The set overall is not terribly scarce, with 
the white-bordered Revised set representing around 20% of the total Dagobah in print. 

W W  

- Bad Feeling Have I — DAG is the optimal version, followed by REFZ foil and DAGR. 

o Dagobah: Yoda’s Hut - DAG is the optimal version, followed by HEF1 toll and DAGR. 

. Executor — DAG is the optimal version, followed by FlEFl toil and DAGR. 

- Size Matters Not — Since a Jedi Test deck requires one copy of each Jedi Test, this is the 
most sought test because tewer were printed than any of the other five. DAG, then DAGR. 

- Son of Skywalker — DAG is the optimal version, followed by REF1 foil and DAGFi. 

- Visage of the Emperor — DAG is the optimal version, followed by REF1 foil and DAGR. 

- Yoda - DAG is the optimal version, followed by REF1 foil and DAGR. 

EEEIDEEB . r ' l !  I 

- Asteroid Sanctuary was emergency-errataed upon release so that a player deploying it had 
to control the asteroid sector deployed upon. Decipher released a single-card pack with the 
errataed version of the card. The DAGR printing was of the revised text. 

The map for Dagobah is pure Type S and is about as simple as it gets. Packs going down 
each column alternate Dark Side and Light Side, but other than that, the columns simply 
follow the rows on the rare sheet. There is occasionally some irregularity in the collation, 
but in general the packs follow the map fairly closely. 
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Star War: 606: Dagabah Rare Shut Map (Both Sides) 

(columns are at 40 cards to coincide with rows on the 10x8 rare sheet. Read down each column: 
you would read across each row on the sheet.) 

Yoda’s Gimer Stick f V Corrosive Damage 
Landing Claw _ 7 ‘ lG-BB'a Pulse Cannon , . : 
Egregious Pilot Error Frustration _ ‘ l i 
Hiding in the Garbagei Zuckuas , 7 i 
Dagobah: Yoda's Hut Field Promotion : 
i Have a Bad Feelinflbout This Hound’s Tooth 
Obi-Wan‘s Apparition Location, LocationL @gtlon ‘ . 
Size Matters Not Dramnsnake . A . 
What Is Thy Biddmg, My Master? I Want That Ship ; 

_i_.ight Maneuvers Lieutenant Suba _ _ is A __ 
We Don’t Need Their Scum Executor f 
Polarized Negative Power Coupiflg Failure at the Cave '7 
Jedi Levitation 4-LOM 
Son oi Skywaiker The Dark Path 
Reflection 7 Punishing One 
Raithal Bossk’s Mortar Gun , A- 
We Can Still Outmaneuver Them Much Anger in Him . ‘ 
Report to Lord Vader 7 Dengar .i 
Luke's Backpack Unexpected interruption r 
The Prolessor lG-88's Neural inhibitor ‘ 
WHAAAAAAAAOWI Bad Feeling Have i 
Asteroids Do Not Concern Me a 7 _ Dagobah: Cave 
Space Slug Res Luk Ra’aul 
Smuggler’s Blues Dengar’s Blaster Carbine 
This Is More Like it Bombing Run 
Descent into the Dark . Captain Needa 
Through the Force Lhns You Will See Executor: Meditation Chamber 
No Disintegrations , Flagship 
it is The Future You See Mist Hunter 
Tight Squeeze Broken Concentration 
Stone Pile iG-88 
Daflah: Bog Clearing IG52000 , , 
Eilective Repairs Zuckuss’s Snare Rllle 
At Peace Visage ol the Emperor 
Han's Toolkit Executor: Holotheatre " 
This Is No Cave Lost in Space , 
Rycar’s Run Avenger . 
Yoda, You Seek Yoda Bossk '_3 

Order to Engage 4-LOM'a Concussion Rijig ; 
Yoda Lando System? . ‘ 
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star Wars cos.- Da'gobah 10x8 Rare Sheet (Light side) 

Hiding Dagob I Have a Obi- What is 
. Yoda’s Egregio In The ah: Bad Fee« Wan’s Size Thy Light 

Gimer Lana us Piot Garbag Yoda’s ling Ab- ' Apparitio Matters Bidding Maneu 
Stick Claw Error e Hut out This n Not Master? vers 

' We Don‘t Poi. ' We Can 
Need Neg. Jedi Son of Still Out- Report Luke’s The 
Their Power Levitati Skywalk ' Reflect maneuve To Lord Backpa Protess 
Scum 0009a on er ion Raithal r Them Vader ck or 

Asteroid Through It Is The 
WHAAA 5 Not Smuggl This Is Descent the Force No Future Tight 
MAM Conoer Space er’s More Into The Things Disinteg You Squeez 
0W! n Me SluL Blues Like it Dark You See rations See a 

Yoda, 
Dagoba Eflectiv You 

' Stone h: Bog e At Han’s This Is Rycar’s Seek Order to 
Pile Clearing Repairs Peace Toolkit No Cave Run Yoda Engage Yoda 

[This map was repeated a second time on the sheet, wrapping around exactly-to this sequence] 

Star Wars COG: Dagobah 10x8 Rare Sheet (Dark Side) 

‘ Corrosi lG—88’s Field Hound Location 
ve Da- Pulse Frustr Zuckus Promo ’3 Location Dragons I Want 
triage Cann. ation . 3 tion Tooth Location nake That Ship Lt. Suba 

Failure The Punish Bossk’ Much Unexpect lG-88’s 
Execut at the Dark ing s Mort— Anger In ed lnter— Neural 
or Cave 4—LOM Path One ar Gun Him Derigar ruption Inhibitor 

7 Bad Dagob Res Dengar Bambi Captai Executor: Broken 
‘ Fading ah: Luk Blaster ng n Meditatio Mist Concentrat 

Have i Cave Ra’auf Carbine Run Needa n Chbr Flagship Hunter ion 
Zucku Visage Execut 
33’s of the or: 4-LOM’s 

lG- Snare Empero Holoth Lost In Concussi Lando 
.. .~IG~88 .. 2000 Rifle r eatre Space Avenger . Bossk on Rifle System? 

Uhis map was repeated a second time on the sheet, wrapping around exactly to this sequence.) 



Claw 
Zudum 

Piot Em 
field Pram ' 

in he 
Hound‘s Tooth 

’ Yoda‘s Hut 
Lumen 

lHaveaB-ad Abom‘flis 

Obi-Wan‘s 
I Want That 
Size Matters Mot 
Lieutenant Saba 
What Is 
Execuu 

ShWasOOG:DagabdoWbmlD—1 

Zuckms‘s 

a! he 
Efledve 
Exeumr. W 
A! Peace 
Lost In 
Ham‘s Todd 

ThisisNoCave 
Bossk 

sRun 
4—LOM’S 

YouSeek 
Lando 
Orderm 
Corrosive 
Yoda _ 

Yoda'sGinetm 

lanaiymniigmeDagobahbmsterboxreomdmghflismokbemuseJuw 
mmifigxeafiwhafsgohgmfiomflfisboxhflfiscoflafimtype,wuneedbrelfl 
WEBTOGhobbyisreaflyforyou. 



Star Wars COG: Dagobah 10 x 8 Rare Sheet (Light Side) 

* Beach ;3 9?: {Li}? .3? 3 i {3 
'31"? " 1" Egregio Bad Fee- Wafl’s 3'. "" "it Th)! ‘3'” 
; Enter Landing us Pilot Yoda’ s ling Ab- Appantio Matters Bidding 

" Hut . out This n Not Master?. verse 

Asteroid Through It Is The 
8 Not Smuggl This Is Descent the Force No Future 
Conoer Space er’s More Into The Things Disinteg YOU 
n Me Slug Blues Like It Dark You See rations See 

*YOdéL I I: I , 1 
Dagoba Efiectiv You 1 f ‘ .. 

mos h:Bog 9 At Han's This Is Rycar's Seek Orderto" - '- 
Pie Gearing Repairs Peace Toolkit No Cave Run Yoda 3' - ' 3 ' ' 

Star Wars CCG: Dagobah 10 x 8 Rare Sheet (Dark Side) 

[This map was repeated a second time on the sheet, wrapping around exactly to this sequence] M U 

' ifs-88‘s tio'n "L 1 ‘ j a ,  
Putse Location . I 3‘2”: Cam. Location Lt. Subah 5 

1 Kira i 

Res Dengar Bombi Captai Executor: Broken 
Luk Blaster ng n Meditatio Mist Concentrat 
Ra'aui Carbine Run Needa n Chbr figship Hunter ion 
Zucku Visage Execut ' 3;; _, i _ ‘5 3 
ss‘s oi the ' on. * ‘ ~4-LOM' * 1 g 
Snare Empero Holoth Lost In " . 33? 
Rifle r eatre Spaoe Avenger Besisk ‘ 3 

[This map was repeated a second time on the sheet, wrapping around exactly to this sequenc e.] 
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Rebel Leaders June 1997 None 
2 cards No foil premiums Homelands value density 
Product format: Booster packs (2 fixed cards) 

This premium free giveaway contained two cards: Red Leader in Red 1 and Gold Leader in 
Gold 1. At the time, they were fairly playable, but better options mostly Obsoleted them: in 
the time since. Both appeared as foil premium cards in Reflections II. 

First Anthology July 1997 None ' r 
6 cards No foil premiums Low value density 
Product format: Collector Box (6 fixed cards, 2 PRWB starter decks, 2 ANH booster packs, 2 HOTH 
booster packs, Jedi Pack, collectors’ guide) 

Decipher discovered a way to get players to overpay for existing product, and turned that 
knowledge into a long string of boutique products as appealing as they are cost-effective. 
The First Anthology was simply some overstocked decks and packs (ironic now, since Hoth 
Limited packs are very difficult to come by as of this writing) coupled with the Jedi Pack 
giveaway and a special set of six white-bordered “preview” cards that would appear the 
following year in regular form in the Special Edition standalone expansion. The cards were 
Commander Wedge Antilles, Boba Fett (different from the Fett card that would appear in 
the Cloud City expansion), Hit and Run, Death Star Assault Squadron, Jabba’s Influence, 
and X-Wing Assault Squadron. Only completist collectors need to pick this up. 

Cloud City November 1997 “CC” i 
180 cards No foil premiums '; 
80 rares 50 uncommons 50 commons f 
Balanced cutsheet Type S Homelands value density _ Z 
Product format: Booster packs (1 R, 3 U, 5 C); 60 booster packs per booster box ~-_ r. 

Perhaps Decipher figured that the SWCCG was hitting a growth spurt and the coolness elf 
Boba Fett was so pronounced that they could sell any amount of Cloud City. Whatever 
Decipher’s rationale was, it was an overestimate, because huge quantities of Cloud City 
rolled off the printing press and it is still abundant and available cheaply as of this writirg -— - 
even though Cloud City cards also appear in Reflections, Reflections II, Reflecfions m, file -- 
Second Anthology, and, oh, right: Enhanced Cloud City! ? 

This is not to say Cloud City is a poor set. Quite the contrary; it was fantastic. The setm 
ain’t worth a lick because there’s so much of it out there. You will need cards from one 
City to play SWCCG, but don’t worry - you’ll get them, largely without even trying. 

CC market-relevant cards 

0 Bionic Hand — CC is the only version. 

. Boba Fett —- CC is the optimal version, followed by HEFl foil. 

- Captain Han Solo — CC is the optimal version. followed by BEFl loll. 



9 Clash of Sabers/You Are Beaten— Tournament tell is the optimal version, followed by CC. 

9 Dark Deal— CC Is theonly version. 

. Force Field CC Is the only version. ' 

- Lando Calrissian (Light and Dark)— ~00 is the optimal version, followed by FtEFt toil. 

. Princess Leia - CC Is the optimal version, followed by REFl foil. 

mi ri r 

- Dodge — Two instances of Dodge occurred on the common sheet. One of the two is missing 
the last word of the game text. 

There is no map for Cloud City, simply because it was so easy to acquire the cards that I 
never bothered to record and solve one. I wouldn’t have solved Jabba's Palace either, bUt 
Decipher gave away so many Jabba's Palace rare sheets they basically solved it for us. 

Official Tournament Sealed Deck April 1998 “OTS D” 
18 fixed cards No foil premiums 18 non-foil premiums 
Balanced cutsheet No Type Homelands value density 
Product format: 4 booster packs of PFtWB, 1 booster pack of ANH, 1 sealed pack of 18 fixed cards 

The OTSD facilitated sealed-deck play in a game not originally designed for the format. 
Players would be paired with another player of the opposite affiliation and would open the 
OTSD, keep their affiliation’s cards, and pass the cards of the other affiliation to the other 
player. The 18 fixed cards were fundamental utility, character, and starship cards that 
blended well with the Premiere and A New Hope cards that made up the rest of the sealed- 
deck environment. None are particularly valuable; 2-95 Headhunter and Dreadnaught- 
Class Heavy Cruiser are popular trade picks because they appear in multiples in decks 

. designed to utilize them. Arleil Schous, Gold Squadron Y-Wing, Red Squadron X-Wing, . 
Black Squadron TlE, Chall Bekan, Dreadnaught-Class Heavy Cruiser, and Obsidian . 
Squadron TIE appear as foil premium cards in Reflections II. 

Jabba’s Palace ' ' April 1998 , “JP” 
180 cards No foil premiums . ' . 
80 rares ' 5O uncommons . 50 commons 
Balanced cutsheet Type S Homelands value density 
Product format: Booster packs (1 Fl, 3 U, 5 C); 60 booster packs per booster box 

As overprinted as Cloud City was, Jabba’ s Palace was even worse. The actual print figures 
might be similar - Decipher never published the figures— but JP' IS even cheaper and Wm 
more abundant than any other SWCCG product, with the possible exception of PRWB. 

' Like PRWB and CC, JP appears-in so many other products that you’ll easily acquire as 
much as you need for gameplay without really trying: All three Reflections sets, Enhanced 
Jabba’ s Palace, the Jabba’ s Palace Sealed Deck, and more. Because of this, there are no 
market-relevant Cards In Jabba’ s Palace at all - a few rares are perhaps more wanted 1. .5 * 3 

h _ than others, bUt one can get them all for less than the cost of a cup of coffee 

. 6 9  . 



Star Wars COG: Jabba's Palace Hare Sheet Map (Both Sides) 

(columns are of 40 cards to coincide with roWs on the 10x8 rare sheet. Head down eaeh'oolirmn? as 
you would read across each grow at four rows on the sheet.) 

, Shasa T‘lel Shasa Tlel Woool 
Droopy McCool Droopy McCool Gailld 
Krflex Jess Hutt Bounty 
Leslomy Tacema Leslomy Tacema Ortugg 
Geezum Attark Amanaman 
Flayc Ryjerd Raye Ryjerd Thermal Detonator 
Lite Debt Lite Debt Malakili 
Jess Kiflex Vizam 
Oola Oola Jabba’s Sail Ba_rgg 
Blaster Deflection Blaster Deflection Barada 
L018 Nella Loje Nella Kithaba 
Yon Rennek Bane Malar 
Attark Geezum Thul Fain 
Unfriendly Fire Unfriendly Fire Scum & Villainy 
Max Rebo Max Rebo Ephant Mon 
Ardon “Vapor” Crell Tessek EV-QDQ 
8D8 808 Nal Hutta 
Pucumir Thryss Pucumir Thryss Jabba the Hutt 
Tanus Spijek Tanus Spijek Taym Dren-Garen 
Kalit Strangl: Ree-Yeas 
lfirdo Ill Kirdo Ill Velken Tezeri 
Aved Luun Aved Luun Beedo 
Rennek Yoxgit Rancor 
Garon Nas Tal Garon Nas Tal Murtoc Yine 
Saelt-Marae SaeIt-Marae Nizuc Bek 
I Must Be Allowed to Speak I Must Be Allowed to Speak Bib Fortuna 
Tessek Ardon “Vapor” Crell Jabba's Sail Barge: Passenger Deck 
Ghoel Ghoel Heart 
Strangle Kalit Wittin 
Sergeant Doallyn Sergeant Doallyn Hermi Odle 
BG-J38 BG-J38 Fozec 
Palejo Reshad Tibrin Vedain 
Jedi Mind Trick Jedi Mind Trick Dengar’s Modified Riot Gun 
Artoo Artoo Giran 
Laudica Laudica Klaatu 
Tibrin Palejo Reshad Salacious Crumb 
R’kik D’nek R’kik D'nek J’Quille 
Princess Leia mane Princess Leia mane Double Laser Cannon 
Vul Tazaene Vul Tazaene Nysad 
Tamtel Skreej Tamtel Skreej Pote Snitkin 
(continued in next column) (continued in previous column) (continued at top of column) 
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Star wars cce: Jam’s Palace ‘l8 Rare Sheet (Light Side) 

‘ Droop Leslo Blaster 
Shasa y Mc- . my Ta- Geezu Raye Lite Deflect 

A TlBI Cool Kiflex cema m Ryjerd Debt Jess Oola ion 
Unfrie Ardon Pucum 

Loje ndly Max “Vapor ir Tanus 
l Nella Yqiggit Attark Fire Reba " Crell 8D8 Thryss Spijek Kalit 

Garon Srgt 
Kirdo Aved Renne Nas Saelt- IMBAT Tesse Strang Doally 
lll Luun k Tal Marae S k Ghoel la n 

Palejo Jedi Vul 
BG- Resha Mind Laudic B’kik Slave Tazae Tamtel 
J38 d Trick Arloo a Tibrin D’nek Leia ne Skree 

Droop Leslo Blaster 

‘ Shasa Y MC- my Ta- Flayc Life Deflect 
‘ Tiel ' Cool Jess cema Attark Ryjerd Debt Kifiex Oola ion 

Unfrie Pucum 
- 'Loje Renne Geezu ‘ ndly Max A Tesse ir Tanus Strang 

Nelle k m Fire Rebo k 808 Thryss Spijek la 

a Garon Ardon Sgt 
r Kirdo Aved _ Nas Saelt- .lMBAT “Vapor Doally 

lll Luun .Yoxgit Tal Marae S ” Crelll Ghoel Kalit n 

‘ * Jedi Palejo Vul 
. BG- - Mind . ' Laudic Resha R’kik Slave Tazae Tamtel 

J38 Tibrin Trick Artoo a d D’nek Leia .ne Skree] 

Star were 006: Jabba’s Palace 10x8 Rare Sheet (Dark Side) 

J Therm Jabba’ 
j Hutt . Aman al Det- ' Malakil s Sail Barad 

Wooot Gailid Bounty Ortugg aman onator i Vizam Barge a 

. _- Scum Jabba Taym 
Kithab Bane Thul. & Vill- Ephan EV- Nall the Dren- Ree- 

.a 7 Meter Fain ‘ ainy tMon ' 909 Hutta Hutt. Garen Yees 
' ‘ JSB 

. _ . ‘ _ 3‘ . ‘ Bib Passe 
Velken ' Rance Murtoc 'NiZuc " Fortun nger Hermi 
Tezeri Beedo Ir"  - "Yil‘lB A Bek la _ Deck Herat Wittin Odle 

' , 'Salaci Dbl. 
. l - 7 t . , - - .1 we J’Quill' Laser Pote 

Fem Vedain 'DMHG i Giran; . .Klaatu . Crumb 9 Cam. . Nysad Snitkin £81133? was “3,3933; 8 89¢t {We 100‘ the sheet,'wrapplng around exactly to'this sequence.) 



Second Anthology . . . . July 1998 ' ' ‘ None V 
6 cards ~ No foil premiums , Homelands value density ‘ ‘ ' 
Product format: Collector Box (6 fixed cards, 8 PRWB booster packs decks, 2 DAG booster packs 2 
CC booster packs, collectors’ guide) - 

Decipher kept the cash flowing with a second Anthology release, one that is now entirely I 
unnecessary for any but the most ardent completists to acquire The pack assortment _ _. 
included only sets that were and have remained inexpensive. The six preview cards from 
Special Edition, Endor, and Death Star II are Sanacc, Mon Mothma, Rapid Deployment, 
Flagship Operations, Mon Calamari Star Cruiser, and Thunderfiare 

Special Edition November 1999 “SE” 
324 cards No foil premiums ' 
120 rares 80 uncommons 80 commons 44 fared 
Balanced cutsheet Type 8 Low value density 

v Product formats: Booster packs (1 Ft, 3 U, 5 C); starter decks (aligned light or dark; 2 R, 12 U, 24 C 
and 22 F); 30 booster packs per booster box; 12 starter decks (6 light, 6 dark) per starter box 

This was where it all began. Though I developed mapping and parring for this bookseries 
using Magic: the Gathering, it was a group of SWCCG players that frequented my game 
store that first made me aware that such things were possible. Here was how i epned 
the import of the Special Edition set to MTG collectors in The Card Wizard's Black Book: 

" In late 1998, Decipher released the Special Edition expansion. My tournament regulars, after 
breaking the set wide open along with everybody else by abusing the “operatives” deck and the Droid 
Merchant deck, turned their attention in the wake of nullitying errata of those decktypes to a new 183‘ 
deck with a new “must-have” rare: the Outer Rim Scout. 

To understand why the Outer Rim Scout was a key rare, one must first realize that SWCCG did not 
fimit its players to four of any given card in a deck the way MTG did. This non-restriction had not 
been a huge issue before the OFlS— most of the“ non-unique” rares that could potentially be In a deck 

‘ in large quantities, such as Stonntroopers, were not really viable In top-tier decks. SWCCG’ s earliest 
days saw players packing six to ten copies of the uncommon interrupts Sense and Alter, but they , 
showed up roughly twice per box each, which was easy to accumulate when players tore through an. 
average of 156 packs per instance for the Rare-1 character card for Darth Vader. By the time 
Decipher published Special Edition, all rares were Rare-1 frequency, a practice that was not broken 
until the Death Star ll expansion in 2000. No Rare-1 card had been necessary in a top-tier deck in 
large quantities since Premiere saw decks with four to five Darth Vaders, and now there was a 

- dominant deck archetype that demanded a whopping 12 to 15 c0pies ot the Outer Rim Scout! The 
deck lived up to its promise, winning two world championships (in 1999 and 2000). The Outer Rim. 
Scout occurred approximately once every four booster boxes. Now multiply that by each player 
needing over a dozen of them, and you can grasp the scope of the matter. 

The'group'of SWCCG players I knew would call ahead in advance every time I was going to order a 
12-box case of Special Edition boosters, and then they told me they would buy bmsters at full retail 
all day long as long as I allowed them to pick which booster packs they wanted and which box they 

1"’Decipher dubbed booster packs “expansion packs,” perhaps out of uncertainty as to the generic 
status of the term “booster pack” at the time. The issue of whether the term was generic was never 
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I . came from. These gentlemen s money was as green as anyone else' 5, so I was happy to oblige. I 
paid attention as they tore into the packs, and when they came upon certain rares, they would quit the; 
box and move to the next one The exchange went roughly: 

8: “Let's see what's In this next box." (S. tears open a pack.) 

Me: “Hey, look! It‘s Bossk in Hound's Tooth. That’s good, right?" T 

G: "Yeah, but there’s never an Outer Rim Scout in the same box as Bossk in the Bus.” 

Me: “Really? Isn’t It just random?” 

S: “Nope! We’ve opened enough of this stuff to see a seguence." 

' Me: “No kidding! Do you have it written down or anything?" 

G: “Nah. We just kind of remember the cards that come near Outer Flim Scout. There are some that 
are always there, and others that are about 50/50. You only get 15 Dark Side rares in a box, so there 
aren’t too many cards to remember. We need to move on to the next box.” 

And so it was that I learned what others already knew or suspected: there was a predictable 
sequence to the rares in a TCG booster box. Some dealers and collectors took a casual approach 
like my group of players did, while others no doubt developed things in greater detail the way I did. , 

SWCCG provided the best practicing medium ever for this concept, because of the incredible 
availability of information about the collation. Decipher gave uncut sheets of SWCCG cards as prizes 
in prestigious tournaments, and I Was quickly able to ascertain that the boosters in a box, starting at 
the top right and going down the column, continuing down the middle column, and finally going down 
the left column, followed the order of rares as they appeared from left to right on the uncut sheets. 
The only trick was that packs alternated from Light Side to Dark Side for the rare, so if I opened a rare 
and wanted the one directly to its right on the sheet, I would count two packs down, skipping a pack 
with a Light Side rare, and voila. 

I like to think I taught the MTG players a little something about SWCCG that day. The 
Special Edition set maps exactly like Dagobah and the-other Type 8 sets, except this time 
the rares are on 121-cardsheets (with one blank). Some of the rares in the set'have ‘ 
become passably valuable just because of the sheer amount of product one has to go . 

, through to get them. The set won’t ever be terribly expensive— not with cards showing up- 
in the three Reflections sets and the Third Anthology— bIIt a few rares, especially those 
that are needed In multiples, will frustrate you thoroughly. 

In time, collectors may have to get most of their SE product from starter deck boxes, which , 
. cost a lot to ship because of the tWee heavy rulebooks included in every box. Indeed, the 

starter boxes cost $25-35 as of this writing, With booster b0xes up in the $80 range, despite 
I the booster boxes only having a rare advantage also. to 24 over the starter boxes. 

The marketnrelevant card review will follow the maps, for layoUt purposes.- 

legally reached, because WOTC was soon awarded a patent for the “trading oard game" concept 
itself, and WQTC now colleas a royalty payment from eVery other TCG publisher Once that 

' happened, many TCGs stopped using terms like “rotate" or “ready“ and now just use “tap like MTG 
does, ' ’- , ,. , _ , . y 



Star Wars COG: Special Edition Rare Sheet Map (Light Side) 

(columns are of 44, 44, and 33 cards to coincide with rows on the 11x11 rare sheet. Read down 
each column as you would read across each row on the sheet.) 

(blank card) Heroes of Yavin Don‘t Tread on Me 
Hidden Base Yavin 4: Massassi Headquarters Death Star 
Docking and Repair Facilities Coruscant Celebration imperial Atrocity 
Old Times Leia’s Blaster Rifle Ben Kenobi 
Koensayr Manufactum Sirqeant Hollis Lando's Blaster Rifle 
R3-T2 Dantooine Base Operations Commander Wedge Antilles 
Coruscant Celebration Bron Burs Major Palo Torshan 
Leia's Blaster Rifle Colonel Feyn Gospic Kalit’s Sandcrawler 
All Wings Report in Debnoli Tatooine Celebration 
Incom Corporation Melas Rescue the Princess 
Rendezvous Point TK-422 Mechanical Failure 
Ben Kenobi Star Destroyer! Goo Nee TaY 
Lando's Blaster Rifle Cloud City: Downtown Plaza Grondorn Muse 
Local Uprising Mechanical Failure Ketwol 
Slayn & Korpil Facilities Goo Nee Tay Corellia ErLcLineen‘agorporation 
T-47 Battle Formation Rogue 4 Don’t Tread on Me 
Bron Burs Joh Yowza Lieutenant Tarn Mison 
Thedit Local Uprising Harvest 
Sergeant Hollis Allflgs Report In Slayn & Korpil Facilities 
Old Times Uutkik T-47 Battle Formation 
UUtkik Soth Pettikin X-WinLAssault Squadron 
Soth Pettikin General McQuarrie Mind What You Have Learned 
General McQuarrie Camie Heroes of Yavin 
Tawss Khaa Coruscant Yavin 4: Massassi Headquarters 
Hit and Run Melas Princess Organa 
Mind What You Have Learned TK-422 Rogue 4 
Tatooine: Beggar’s Canyon Spiral Joh Yowza 
Commander Wedge Antilles Grondorn Muse Rebel Fleet 
Major Palo Torshan Ketwol Meditation 
Princess Ofla Hidden Base Death Star 
X—Wing Assault Squadron Rebel Fleet Imperial Atrocity 
Koensayr Manufactuflg Meditation Lieutenant Tarn Mison 
R3-T2 lncom Corporation Harvest 
00cm Repair Facilities Rendezvous Point ...wraps around to top. 
Thedit Tawss Khaa 
Colonel Feyn Gospic Hit and Run 
Debnoli Tatooinefiggar’s Canyon 
Rescue the Princess Entrenchment 
Camie Cloud City Celebration 
Coruscant Star Destroyer! 
Entrenchment Cloud m: Downtown Plaza 
Cloud City Celebration Dantooine Base Operations 
Kalit's Sandcrawler Spiral 
Tatooine Celebration Corelliaflqinfiring Coloration 
...continued next column ...continued next column 

74 



star wm we.» spam! Edition 11x11 Rare sneer (Light Side) 

~ 3‘59 

ll u 
7 

Mind What You Have Learned 

Dockln - Koens Cor. Leia’s All lncom L Reade 
, (blank Hidde g Rpr Old ayr Celebr Blaster Wings Corpor zvous 
‘ card) n Bass Facil. - Tlrnes Mtg. Fla-T2 ' ation Rille Report ation Point 

Lando Local Slayn T-47 Serge Soth 
; Ben Blaster Uprisin Korpil Battle Bron ant Old Pettiki 

t Kenobi Rifle g , Facil. Form. Burs T hedit Hollis Times Uutkik n 

Gen. Hit Tat: Cdr Major Prince XWing Koens 
. McQua Tawss . and MWY Begga Wedg Palo 53 Or- Asst ayr 

nie Khaa Run HL rs Cyn 9 Ant., Tarshn ana Sqdrn Mtg. R3-T2 

Dockin Col. Rescu Entren C.C. Kalit’s Tat. 
g Rpr Feyn Debno e Prin- Corus chmen Celebr Sandc Celebr . 
Facil. Thedit ‘ Gospic Ii cess Camie cant i t ation rawler ation 

Heroes Y4: Cor. Leia's Serge Col. 
oi Massa Celebr Blaster ant Bron Feyn Debno TK- 

j Yavin ssi HQ ation Rifle Hollis D.B.O. Burs Gospic Ii Males 422 . 

Star C.C.: Mecha Goo Local All Soth Gen. 
Destro Downt. nical Nee Rogue Joh Uprisin Wings Pettiki M000 
yer! Plaza Failure . Tay .4 Yowza 3 Report Uutkik n arrie 

Grond lncom 
Corns TK- ‘ orn Hidde Rebel Medita Corpor 

. Camie cant Males 422 Spiral Muse Ketwol n Base Fleet tion ation 

Ronda Hit Tat: Entren C.C. Star C.C.: Corelli 
zvous Tawss and Begga chmen Celebr Destro Downt. a Eng. 
Point Khaa Run rs Cyn t ation yer! Plaza D.B.O. Spiral Corp. 

Don‘t 4 lmperi Lando Cdr Major Kalit’s Tat. Rescu Mecha 
~ Tread Death al Atr- Ben Blaster Wedg Palo Sandc Celebr e Prin- nical. 

on Me Star . ocity Kenobi Rifle 8 Ant. Torshn rawler ation cess Failure. 

600 Grand Corelli Don't Lt. Slayn T-47 XWing . ,- 
Nee em a Eng. Tread Tarn Harve Korpil Battle Asslt MWY , 
“fay Muse .Ketwol . Corp. ‘on Me Mison st Facil. Form. Sqdrn HL . - 

. - " l  
' Heroes Y4: Prince Imperi Lt. 
‘ 91 Massa 55 Or— Rogue Joh Rebel Medita Death al Atr- Tarn Harve . '~ 

, . Yayin ssi HQ: gana i 4- Yowza Fleet tion Star ocity ' Mison .st 

DantooineBasa Operations 



(Maseru 44 andaacardstocolncldawnhrowsonmettxtt rarasheet. m m  
aadtoolumnasyouwouldreadacrosseachmenthesheet) . v 

Wk card) Death Star Assault Squadron Iasa, the Tra’to‘r ol Jm Cami 
Rallfiir Operations Brangus Glee A Real Hem 
Counter Surprise Assault ’ Sienar Fleet Systems Short- -Rangg;_rghters, 
Lobot Vader‘s Personal Shuttle Corporal Grermick _ _ ,- ‘_ 
Strategic Reserve Kuat Drive Yards Sergeant NW ‘ ‘ .' ..r 
RR‘ururr ISB Operations OS-72-1 in 0 m  1 , _ , ' f ' 
Sienar Fleet Systems One-Ann Boelo I r a " r, g} 
Vader’s Personal Shuttle Jabba’s Space Cruiser Hunting Party ' ' 
Tatooine Occupation URoRuR'R’R’s Bantha ‘ Bantha Herd ‘ , 
SW1 Snootles Sergeant Torent Hunt Down and W In M M g i j  
Wittin‘s Sandcrawler Coruscant 08.722 in Obsidan 2 V _' , _ 
Corporal Grenwick Boba Fett Dreaded Imperial Statues! 
Sergeant Narthax Cloud City Occupation Umpass—Stay 
Imperial Occupation 08-72-2 in Obsidian 2 Krayt Dragon 
Bystail Dreaded Imperial Starlleet Return to Base 
Rebel Base Occupation Outer Rim Scout Iasa, the Traitor or Jam Guam 
OneAnn Sarlacc Nebit ‘ 
Ur’Ru’r Imperial Occupation Hangs Beacon 
Kuat Drive Yards Tatooine Occupation W I  
Lobot Dune Walker Rebel Base 00mm 
Dune Walker 08-7240 Death Squadron Star Deseoya 
08-72-10 Coruscant: lnmerial Square Carbon Chamber Tefl  
Coruscant: Imperial Square Jabba Death Star Assault Swarm . 
Rendili StarDrive Cloud City: Downtown Plaza W m  
Bossk in Hound’s Tooth Sergeant Torent Darth Vader, Dark Lord of the SI: 
Carbon Chamber TestinL Coruscant Outer Rim Scout . . 
Sflgeant-Maior Enfield Surface Defense Sanacc 
OS-72—1 in Obsidian 1 Umpass-Stay Jabba's Influence 1 
Boelo Krayt Draflqgn Destroyed Harlem “ . . 
Darth Vader, Dark Lord of the Sith Ralltiir Operations A Real Hero " w 
Death Squadron Star Destrog Jabba's Influence Short- P a w  I . 
Strategic Reserve Destroyed Homestead HUME 39m . i; . _ ,1! ‘ 
RR’ururr Sy Snootles . Nebit . a j ' r» ~ » ~- 
Counter Surprise Assault Wittin’s Sandcrawler " wraps my amp. ' ' m , 
Ur’Ru’r Rendili StarDrive ' ' ”I - j i - q '15., 
Jabba’s Space Cruiser Bossk in Hound's Tooth ‘ i ‘ ‘ " y _‘ . _‘ ,. _ 
URoRuR’R’R’s Bantha Sergeant-Major EnlieId .1 .. , " g ’ ” a . ‘ fl ' " ‘ r ”7'" m 4" ' 1 ‘ ' 
Hunt Down and Destrcy the Jedi Vengeance ~ . , r t " ' ’ , ' . 
Jabba Imperial Propaganda fi ' 
Cloud City: Downtown Plaza Boba Fett 
Vengeance Cloud City Occupatign__ f V" " 
Imperial Rwanda ISB Operations * W ' ”‘ ’ ’ 
Hungry Party Sunace Delense "F "7' “ 
Bantha Herd Return to Base . ' [.1 
...continued next column ”continued next calm f” ” " " i ' ” W I“; "7- 
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Star Wars GOG: Special Edition 11x11 Rare Sheet (Dark Side) 

‘ Ralltiir Strate Sienar Vader’ Tat. Sy Wittin 
(blank Operat gic R- RR'uru Fleet 5 Pets. Occup Snootl Sandc 
card) ions C.S.A. Lobot eserve rr Syst. Shuttle ation es rawler 

Cpl. Sgt. Imp. Rebel Kuat 
Grenwi Nartha Occup Base One- Drive Dune OS- 
ck x ation _ Rystail Occ. Arm Ur’Ru'r Yards Lobot Walker 72-10 

Cor: Rendili Bossk Sgt. OS- Darth Strate 
imp. Stad in the Major 72-1 in Vader, gic R- RR’uru 
Square ve Bus C.C.T. Entield Obs. 1 Boelo DLTS DSSD eserve rr 

Jabba . UR's lmpl Huntin 
Space Banth HDAD Venge Propa g Banth 

C.S.A. Ur‘Ru'r Cruisr a TJ Jabba CCDP ance anda Party a Herd 

D.S. Brang Sienar Vader’ Kuat ISB 'Jabba UR's Serge 
Asslt us Fleet s Pers. Drive Operat One- Space Banth ant Corus 
Sqdm Glee Syst. Shuttle Yards ions Arm Cruisr a Torent cant 

Cloud 08- Outer Imp. Tatooi Cor: 
Boba City 72-2 in D.I.S.F Rim Sarlac Occup ne Dune OS- Imp. 
Fett Occ. Obs 2 Scout c ation Occ. Walker 72-10 Squre 

Segea Surlac Umpa Krayt Ralltiir Jabba’ Destd Sy 
nt Corus e De- ss- Drago Operat s Inf— Home Snootl 

Jabba CCDP Torent cant tense Stay n ions Iuence stead es 

Wrttin’s Rendili Bossk Sgt lmpl Cloud ISB Surfac Return 
Sander StarDri in the Major Venge Propa Boba City Operat 9 De- to 
awler ve Bus Enfield ance ggida Fett Occ. ions tense Base 

lasa, Short- Cpl Sgt OS- Huntin OS- 
Traitor A Real Range Grenw Nartha 72-1 in g Banth HDAD 72-2 in 
J. Cyn Hero F' ick x Obs. 1 Boelo Party a Herd TJ Obs 2 

Umpa Krayt Return lasa, Homin Rebel 
B.l.S.F ss- Drago to Traitor g Bea- Base 

. . Stay n Base J. Cyn Nebit con Rystail Occ. DSSD C.C.T. 

13.8. 8 e  Berth Outer Jabba' Destd Short- Homin 
Assn us Vader. Rim Sarlac s lnl- Home A Real Range 9 Bea- 
Sqdrn Glee DLTS _ Scout a c Iuence stead Hero Fi trs con Nebit 

CCDP : . Cloud City: Downtown Plaza 
C.C.T. = Carbon Chamber Testing 
GSA. . .= Counter Surprise Assault 
Darth Vader. 0115 ==- 5 Darth Vader, Dark Lord Of The Sith 
D.l.S.F. - = _ ‘ Dreaded imperial Starfleet 
0.8.8.0. 3 Death Squadron Star Destroyer 
HDADTJ 8: Hunt Down And Destroy The Jedi 
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- Boba Fett - SE is the optimal version, followed by First Anthology preview.- 

- Darth Vader, Dark Lord of the Sith — SE is the Optimal version, followed by FISH toll. 

- Death Squadron Star Destroyer - SE is the optimal version, followed by FlEFt foil. 

‘- Dune Walker — SE is the only version. 

° Harvest - SE is the optimal version, followed by REFS foil. 

- Hidden BaselSystems Will Slip Through Your Fingers — SE is the only version. 

' Hunt Down and Destroy the Jedi/T heir Fire Has Gone Out of the Universe - SE is the 
optimal version, followed by the oversize novelty box-topper from FiEFt. 

- Imperial Atrocity — SE is the only version. 

- imperial Propaganda — SE is the only version. 

0 Outer Rim Scout — SE is the optimal version, followed by REF2 foil. 

- Rendezvous Point — SE is the optimal versin, followed by REF1 foil. 

Here are two sample boxes I opened while preparing promotional videos for this book. Use 
the maps on the preceding pages and it should be clear how the collation works. 

Star Wars 006 Special Edition booster box #88580 

08-71-1 in Obsidian 1 
Ketwol 

Narthax 
Grondom Muse 

Grenwick 
Melas ‘ * ‘ Meditation 

Coruscant ‘1' ' ' Rebel Fleet- 

Star Wars COG Special Edition booster box #88581 

i r 1* . * Short 7 Don't Treadon 
Sanduawier j .. , Grondom Muse ‘ ._ . 
Vader Dark Lord of ” ' A Real ' ” . 1 ~ 3? - , , Corellian 
Paio Torshan Goo Nee T ‘  ' ' '. Nebit 

" ‘ ~ . ‘ - Ketwol 
Mechanical " Lobot 

Star ' ' Jabba’s influence “ 
' ‘ ‘ ‘ ‘ ' Rescue 



Enhanced Premiere January 1999 ' ’ 'EPP” 
Beards . " Nofoil premium cards 6 nonfoil premium cards 
Balanced cutsheet No Type . , , - ' Low value density 
Product format: Enhanced packs (1 premium card, 4 booster packs of PHWB); 12 enhanced packs 
per display box (see below) 

DecI'pher struck upon a conceptvthat would come to define the SWCCG game environment 
7 until wellafter the game went-out of print and madeplenty of money in the meanwhile. The “Enhanced Premiere Pack” (EPP) product did several things. It: 

7 - , Monetized surplus PFtWB product; 

. - '  Provided store owners with can’t-miss premium cards to sell; and 

' .- 4 Set a baseline for the' In-game effectiveness of a character card with a built-in 
weapon. 

' . With 12 enhanced packs to a display box, the collecting public expected two of each 
_' premiIJm card to appear per box, but instead there was a skewed assortment: 

to. ' 3 x Luke with Lightsaber and Darth Vader with Lightsaber; 
? 2 x Obi-Wan with Lightsaber and Boba Fett with Blaster Rifle; 

it ' ._ '1 x Han with Heavy Blaster PistOl and Leia with Blaster Rifle. 

The Players’ Committee cannibalized existing stock of EPP product to provide “normalized” 
boxes for tournament support in the mid-20005, resulting in displays of two of each EPP 
and leaving many extra Luke, Vader, Obi-Wan, and Boba Fett EPPs for distribution with 
smaller tournament support packages. All six EPP cards appeared as foil premium cards In 

'BefleCtions II, with Luke and Vader as SRFs and the other four as box-toppers. 

- ' Endor ' _ v June 1999 “END” 
. 180 cards 18-card foil subset ' 

1 ' .80 rares . - 50 uncommons 50 commons 
-' - Balanced cutsheet Type S . -, Medium value denSity 
7 . Predict format: Booster packs (1 R, 3 U, 5 C); 30 booster packs per booster box 

,. T The Endor set was all but a distraction at the time, despitebeing well designed and having 
. ,a huge impact on the tournament environment. That is because Decipher was preoccupied 
‘ at the time with the Young Jedi CCG, while the rest of the TCG world had its attention bent 
Ward a little fad called Pokemon. Even MTG product was printed in smaller quantities 

' during this, the heyday of the Pokemon TCG, and the expansions of that time period, 
- Urza’ 3 Legacy and Urza’ s Destiny, are eXpenSive sealed finds teday because of a 
cembination 01‘ card power and scarcity. For the SWCCG, Endor was much the same 

. At the time of this etIng, a sealed box of Endor cannot be had tor Under $200. The 
complete set coats about the same amount a far better deal because a buyer would get all 
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" ' - . ‘80 rares instead of only 26 Or 27 of them. Yes, in a deCISIOI'I that made SWCCG players 
want to punCh someone in the Sternum, Decipher had the Worthless EndorfOIIs replace a 

“ rare In the booSter collation. WOrse, the EndorIOils had the bad fOII laminate seen in the , , - . 
4 * .YJCCG Menace of Darth Maul expanSIon Which overreflected light had discoloration, and _ - 

. warped severely with exposure to humidity. DeCipher Changed to a different foil laminate « s a 
. > formula for that summer’ 8 Star Trek COG Blaze of Glory and SWCCG Reflections products ' ' " 

' ,and the new formula performed much better and was used from then 0n. 

~ The true shame of Endor’s shortprinting was that Endor and Death Star II made up the: best: .3 .- : 
,Sealed- deck environment Decipher ever had. It was even possible to beester draft the sets ”,5": 7 " 
in combination -— really booster draft them! —- and for a brief time, while Supplies lasted _. 
SWCCG had such limited tournaments and they were awesome. A typical $25 DSZ‘ limited? Eff .1 
event had players buy a D82 starter deck and two boosters each of Endor and 082 A 
player would trade all cards, sight unseen, of the opposite affiliation with a player of that 

I" a . affiliation, and vice versa. That tournament would cost as much as $60 per player HOW 

1}  W W  
' 7- 3 Always Thinking With Your Stomach/Lost in the Wilderness 

. ,7 0 EAT-ST Dual Cannon END is the only version. By far the most valuable card In the set 

' V .5 .. 6 Battle Plan/Battle Order — Tournament foil" IS the optimal version, followed by END . 

I - ,CheWbacca of Kashyyyk— END' Is the optimal version, followed by END foil and D82 starter I, ‘3' .3 — 
A - I .Chewbacca’ s Bowcaster — END IS the only version. 

11 (7} . : ' .  ‘- Crossfire— END Is the only version. . . _ 
.- , r...O-.aughter of Skywalker — END Is the optimal version, folloWed by END fOiI 

" “ {’9' . EndOr: Chief Chirpa’ s Hut — END' IS the only version. Not a particularly great— card but it Is 
, . f  .-;,.}required to play the objective There Is Good In Him/I Can Save Him. ' ‘ 

” ’ "-5 . - '-.Endor.Operations/ImperIal Outpost — END is the only version. 

j . "  General Crix Madine END is the only version. ,, I 
__'o‘_General Solo— END IS the optimal version, foIIOwed by ENDfoiI and D82 starter A. ‘ I 

‘ -. I, DDT-"Rebel Strike Team/Garrison Destroyed END Is the only versron 
J.iii":l."€".._’"fbsecur|ty Precautions END Is the only version . . , .. . _ . .  _ . . .. 

. V'I'Tempest1 — END Is the optimal version followed by END foil and 082 starter 

. Tempest Scouts 1 through 6.- END Is the optImal veISIon Tempest Scout 3 appeared In the 
«DS2 starter decks tIe Tempest Scout 4 was an END fOII The rest were not reprinted 

‘ o w o k l m g  END IS the only version ‘ a}: f 



Star-WarsscCGr Endor Rare Sheet Map (Dark Side) * 

(columns are of 40 cards to coincide with rows on the 10x8 rare sheet.- Read down each column as 
you would read across each row on the sheet.) 

D I S' I l' .. [ 

Endor: Dense Forest Crossfire 
Sergant Wallen ' Colonel Dyer 

., Tempest Scout 2 It’s an Older. Code 
Ominous Rumors Corporal'Oberk 
Lieutenant Renz Endor Operations 
Lieutenant Watts Aratech Corporation 
Tempest Sc'out 1 Counterattack 
Early Warnijgfletwork Corporal Misik 
Major Marquand Major Hewex a _ 
Tempest Scout 5 - Establish Secret Base ‘ 
Perimeter Patrol Tempest Scouts 
Well-Eamed Command Navy Trooper Fenson ' 
Security Precautions Relentless Tracking 
Endor: Dense Forest Crossfire 
Serggnt lrol ' Corporal Drelosyn . 

' _ Tempest Scout 2 It’s an Older Code 
AT-ST Dual Cannon Wounded Warrior 
Lieutenant Renz Endor Operations 

' Tempest 1 Ser reg eant Barich 
Tempest ScOut 1 Counterattack 
Empire's New Order _ Always Thinking With Your Stomach 
Major Marquand Major Hewex 
Commander lgar Endor Occupation 
Perimeter Patrol Tempest Scout 6 
Tempest Scout 4 You Rebel Scum 
Security Precautions Relentless TrackinL 
Tempest Scout 3 Closed Door 
{Sergeant lrol COrporal Drelosyn 

. Colonel Dyer Sergeant Wallen 
AT -ST Dual Gannon ‘ Wounded Warrior 
Corporal Oberk Ominous RUmors 
Tempest 1 fleant Barich 

‘ Aratech Corporation Lieutenant Watts 
Empire's New Order ’ Always Thinkiry With Your Stomach 

. Corporal Misik Early Wamg Network 
’ Commanderglgar Endor Occupation 
. Establish Secret Base. ‘ Tempest Scout 5 
; Tempest Scout 4 You Rebel Scum 

Navy Trooper Fens'oh T Well- Earned Command 
TempestScout 3 ; Closed Door 
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Reflections - * ' ' ‘ ' ' * 'octdber‘Ieee! 1 'f‘FtE'FI” 
114 cards . AII foil premiums . 
2 rares 25 uncommons , 87 commons 
Foils breakdown: 2 Rare-1 “URF”, 25 Rare-2 “SRF”, 87 Rare-4 “VRF” 

'- Unbalanced cutsheet Type S Very low value density 
Product format: Booster packs (1 Foil, 17 other‘cards); 30 booster packs per booster box 

- Reflections. Reflections might -— just might - be the best single product concept in all of 
006 production history. Notice, however, that I said production, not necessarily collecting, 

‘ dealing, or playing. To some extent, Reflections is a cash grab, and a galling one at that - 
a WOTC marketer who asked that I respect his anonymity once confided that WOTC 
wished they had come up with the idea first. But at the same time, Reflections is also a 

, fantastic product format for late adopters — and Decipher realized that every, new player 
’was, in that respect, a late adopter, making Reflections ideal for the growth of the game. 

The structure of Reflections is straightforward: Each pack contains one foiI of a popular rare 
from a previous expansion, and then some number of random cards from a variety of other 

, eXpansions. The devil is in the details: the “filler” cards tend to be exactly that, tilted heavily 
toward overprinted expansions to clear out overstocked product. However, for a player who 
was not around for those early expansions, Reflections offers a cheap way to acquire a ' 
good quantity of those older cards. It’s something of a bonanza — Decipher deliberately 

.overallocated rares to Reflections, ensuring that players would open boxes that contained 
. 40, 50, or even 60-pIus rares frOm older sets, drawing those players (and their friends) back 
to buy more with the promise of even greater bonanzas to come. 

Decipher riffed on the Reflections concept with general success for years. The STCCG 
. Reflections added box-toppers and a case-topper. The SWCCG Reflections II and Ill sets, 
.as well as the YJCCG Reflections, contained non-foil premium cards that were in high 
demand for tournament play. The STCCG Reflections 2.0 included new cards on half its 

- foil roster, and the LOTR TCG Reflections went the entire distance With allenew cards fOr its 
foils. Even as Decipher struggled throughout the-mid-20005, Reflections-style foil boutique 

: products, anthologies, and mini-expansions were profitable sellers. 

This book unhesitatingly recommends the Reflections sets from every game as good 
' ' jumping-off p0ints to build a collection. There Is no functiOnaI need to buy the foils as 

singles, except to the extent that they augment aVaiIabiIitye certainly, cards like Anakin’ s 
' Lightsaber and Death Squadron Star Destroyer would be much more expensiVe if they had 

‘- never been reprinted— but players who enjoy haVing “Shiny” or otherwise beaUtified decks 
J ' collect the feils anyhdw and accept the occasional struggles with humidity warpalQe-i14 

. ,l 3 “I” dIctIonanes tor several days at a time- a e  flattened warped fails can be kept In good shape by 
playing and shuffling them normally In decks and by storing them In binders In dry places for long 

p The maps for Reflections. four. sheets follow. jCOIlation Is standard Type S. - 

Warped toils an be restored by leavmg them between the pages of thick books, such as 

pedodsdbmwhenmtmuse 



SUWMCOG:W1W10MM!1 ”MORSE!” 

(cohmnsareol40,4o,and200ardstocoincidewithrowsonthe10x11raresheet. Readtlown 
eachcohimnasyouwouldreadacrosseachrowonthesheet.) 

Haven Millennium Falcon Commander Luke Skywanuer 
flue 1 Cole Tamtel Slueej 
2390mm Yoda‘s Hut Artoo W W  P m  

Tantive IV Lobot Coruscant Celebration 
All Wings Report in R2-DZ What is Thy Elam My Master? 
Revolution Princess Leia Haven 
Uncontrollable Fury Brainiac Redemption 
Death Star Plans BiggDarklrg' hter Rogue 3 
Obi-Wan‘s Qg' htsaber Tamtel Skreej Rendezvous Point 
2-18 Cloud City: Downtown Plaza 2-18 
M00 What is Thy Bidding, My Master? TK-422 
Skywalkers Red 5 Death Star 
DUtCh Haven Revolution 
Millennium Falcon Coruscant Celebration Obi-Wan Kenobi 
Princess 019m LandLng Claw Attack Run 
L0b01 Qghtsaber Proficiency Dutch 
Spiral Cloud City: Guest Quarters Mechanical Failure 
Chewbacca Redemption Anakin’s W 
Brainiac Reflection Death Star: Trench 
Haven figue 3 Son of Skywalker 
Ben Kenobi Death Star ...end of list. 
Princess Leia Revolution 
Cloud Gig: Guest Quarters 2-1 B 
Coruscant Celebration Tantive IV 
Red Leader Anakin’sEghtsaber 
Red 5 Death Star Plans 
Leia Organa Son of Skywalker 
Wedge Antilles Obi-Wan Kenobi 
Landing Claw Dutch 
flue 3 Luke Skywalker 

Reflection Uncontrollable n 
Revolution Attack Run 
Death Star Oola 
Tantive IV C-3PO 
Dutch Princess Leia Organa 
2-13 Cloud City: Downtown Plaza 
Anakin’s ULhtsaber Landing Claw 
Skywalkers R2-DZ 
Death Star Plans Biggs Darklighter 
Uncontrollable Fury Red 5 
...continued next column ...continued next column 
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Shir Wars cce: Reflections 10x10 Fell Shoot lit Map (Light em 

(columns are of 40 40 and 20 cards to coincide With rows on the tom rare sheet M down? 
each column as you would read across each row on the sheet) - 

Uncontrollebie 
Princess Leia 

Claw 
Commander Luke 
Red 2 
Red 5 
Cloud 

Temtei 

it Is the Future You 
: Yoda‘s Hut 

ln 
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“(-422 
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Star 

Rendezvous 
Mechanical Failure 
Anekin‘s 
Obi-Wen‘s 

Star: Trench 
Attack Run 

Han Solo 

Antilles 

Red Leader 
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All Report In 
Redemption 
Dngehnh Yedn s Hui 
What is 

l 
Dentitn‘tngfllans 
Rendezvous Point 
Arloo 

Wall‘s 
Deaih Sinr: Trench 
Mechanical 
TK-422 

Attack Run 
Princess 
Cloud 
Princess Leia 

Solo 
Han Solo 
Lobot 
Breiniac 

Lender 
Lando 

Red :2 
Antilles 

Reflection 
Yoda 
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Star Wm eve Reflections 10x10 Foil Sheet #2 (Light Side) 

Unoon 

.ITFYS 

-V ‘ Biggs 
f‘ a _. lrollabl Slave Landin Cdr Darklig 

cola ’ C~3P0 , e Fury Leia Claw _ Luke Red 2 Red 5 CCDP hter 
' LS. Dag: All 
. Tammi ‘Profici Yoda’s \Mngs Rede WITB TK— Rogue Rogue 

SIEVBBJ' . ency IITFYS 7 Hut Report mption MM 422 1 3 

’ Rende , Mecha Obi- Death Prince 
. Death _ zvous nical Anakin Wan’s Star: Attack Han 93 Or- 

~ Star Point Failure ’3 LS. LS. Trench Run Spiral Solo gana 

‘ Wedg Lando Captai Biggs L5. 
7 9 An- Calriss n Han Red Darklig Profici Cdr 

9’ -| " Oola x tilles ian Solo Leader hter ency Red 2 Luke 

All Dag: Death Rende 
a Tamtel “rings Flede Yoda's WITB Rogue Star ZVOUS 
' flTFYS Sqeej Report mption Hut MM 1 Plans Point Artoo 

. afi- Death Mecha Prince Prince 
Wan's Star". nical TK- Skywa Attack 53 Or- 55 
LS. Trench ‘ Failure 42 lkers Spiral Run fine CCGQ Leia 

. Gapiai Lando Wedg 
j til-Ian ' Han Brainia Red Calriss Cdr e An- Reflect 
. Solo Solo Lobot c Leader ian Luke Red 2 tilles ion 

Dag: All Rende V Death Obi- 
Rogue Yoda’s Tantiv \Mngs zvous TK- Star Wan’s 

3 l{Vania A. iiTFYS 1 Hut e IV Report Point 422 Plans L.S. 

Death Mecha Prince 
J Skywa Star: nical ss Or- Chewb Brainia 
. Anon Iters Trench Failure ana Lobot Spiral acca c Haven 

Q Prince Cor. Leia Wedg 
‘ w 3 Celebr Red Organ e An- 

.~ W [.353 CCGQ afion Leader Red 2 a tilles IITFYS Yoda 

= Cloud City: Downtown Plaza 
= Cloud City: Guest Quarters 
== Commander Luke Skywalker 
= It Is The Future You See 

.== Princess Leia Organa (Jabba's Palace rare) 
= Whm ls Thy Bidding, My Master? 
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Star Wars GCG: Reflections 10x10 Foil Sheet #1 Map (Dark We) 

(eelumns are at 40, 40, and 20 cards to coincide with rows on the 10x11 rare sheet. Beaddevm 
each column as you would read across each row on the sheet.) 

Boba Fett’s Blaster Rifle A Greedo Death Star 
Epic Duel Vader’s Lightsaber Obsidian 8 
Jabba’s Sail Barge Tonnika Sisters Stalker . 
Tyrant Avenger Commence Primary Ignition 

A Presence of the Force Devastator Jabba 
Black 2 Fiancor General Veers 
Obsidian 7 Bib Fortuna Mist Hunter 
Zuckuss 4-LOM Executor 
Visage of the Emperor Blizzard 2 IG’88 
Vader’s Ligflsaber Bossk The Circle is Now Compiete 
lG-88 Salacious Crumb Tonnika Sisters 
Lobot Boba Fett’s Blaster Rifle U—3P0 
Punishing One Superlaser Darth Vader, Dark Lord of the Sitfn 
Death Squadron Star Destroyer Obsidian 7 Vengeance 
Tonnika Sisters Jabba Presence of the Force 
Avenger Stalker Dflqar 
Devastator Epic Duel lG-ZOOO 
Bossk Commence Primary Ignition 03-61 -3 
4-LOM General Veers Bib Fortuna 
Blizzard 2 lG-88 Zuckuss 
Bib Fortuna Darth Vader, Dark Lord of the Sith ...end of list. 
Boba Fett U-3PO 
Salacious Crumb Mist Hunter 
Superlaser Presence of the Force 
Slip SlidiggAway VeqEance 
U-3PO . Tonnika Sisters 
Obsidian 7 Avenger 
Jabba Jabba’s Sail age 
Epic Duel Visage of the Emperor 
Expand the Empire Greedo 
Commence Primawflnition Death Star 
lG-88 Blizzard 1 

' Darth Vader Zuckuss 
Lobot DS-61-3 
Presence of the Force Bib Fortuna 
Greedo ‘ Rancor 
Jabba’s Sail Barge BliZzard Scout 1 
Visagge of the Emperor Admiral Ozzel 
Blizzard 1 Bossk in Hound’s Tooth 
Zuckuss Slave 1 
...continued next column ‘ ’ ...continued next ctigfimii’ i ,5 ,___ _ 
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'Bossk In Hound‘s Tooth (‘Bossk m the Bus“) 
- Commence Primary Ignition ' 

Doom Squadrdn Star Destroyer 
Tho Cirolo is Now Complete _ 



Star'Wars COG: Reflections 10x10 Foii'Sheet #2 Map (Dark Skle) 

(columns are of 40, 40, and 20 cards to coincide with rows on the 1OX1t rare sheet Beaddmm ‘ V 
each column as you would read across each row on the sheet) ' 

Bane Malar Slip Slidim Away wampa 
Lando Calrissian Mist Hunter The Circle Is Now W 
Wampa Tyrant lG-ZOOO 
Blizzard 1 Expand the Empire Death Squadron Star W 
Rancor Conquest Vader’s Custom TIE - 
Blizzard Scout 1 no Lobot 
Admiral Ozzel The Circle is Now Complete Dengar 
Bossk in Hound’s Tooth Jabba the Hutt Averjgg 
Slave 1 Vengeance Boba Fett 
Boba Fett's Blaster Rifle Dengar 4—LOM 
Obsidian 8 DS-61-3 Bossk 
Stalker Vader’s Custom TIE Bane Maiar 
Conquest Death Squadron Star Destroyer Blizzard 2 
Jabba the Hutt Black 2 Salacious Crumb 
Grand Mott Tarkin Punishing One Superlaser 
Mist Hunter lG-ZOOO IT -0 
Executor 7 Lobot Slip Slid M Away 
lT-O s Wampa Commence Primary W 
The Circle is Now Complete Bane Malar Expand the Emma 
T t ' 4-LOM , . Conquest 

. U-3PO Blizzard Scout 1 ...end of list. 
Death Squadron Star Destroyer Blizzard 2 
Vengeance Bossk 
Punishing One Admiral Ozzel 
Dengar_ ' Salacious Crumb 
lG-2000 Superlaser 
DS-61-3 Expand the Empire 
Black 2 Concmest 
Wampa lT—O 
Lando Calrissian Obsidian 7 
Bane Malar Bossk in Hound’s Tooth 
Blizzard '1 Greedo 

Rancor Tyrant 
Admiral Ozzel Obsidian 8 
Bliuard Scout 1 I Slip Sliding Away 
Boba Fett’s Blaster Rifle ' Epic Duel 
Stalker Punishing One 
Obsidian 8 a . Jabba’ s Sail Barge 

— Bossk In Hound’ s Tooth » ViSage of the Emperor 
[Grand Moff Tarkin r . Black 2 ’ 

- 7.2.1:..continued next comma “continued next column . i; 
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Star Wars COG: Reflections 10x10 Poll Sheet #2 (Dark Side) 

Lando Blizz. Admlr Bossk Boba 
Bane Calriss Wamp Blizzar Rance Scout al in the Slave Fett's 
Malar ian a d 1 r 1 Ozzel Bus 1 Rifle 

Jabba Grand 
Obsidi Conqu The M011 Mist Execut 
an 8 Stalker est Hutt Tarkin Hunter or IT-O TCINC Tyrant 

Punish Lando 
Venge ing Denga IG- DS-61- Black Wamp Calriss 

U-3PO DSSD ance One r 2000 3 2 a ian 

Admir Blizz. Boba Bossk Grand 
Bane Blizzar Ranco aI Scout Fett’s Obsidi in the Mall 
Malar d 1 r Ozzel 1 Rifle Stalker an 8 Bus Tarkin 

Slip Expan Jabba ‘ 
Sliding Mist d Em- Conqu The Venge Denga 
Away Hunter Tyrant pire est IT-O TCINC Hutt ance r 

Vader’ Punish 
DS-61- s C. Black ing IG- Wamp Bane 
3 TIE DSSD 2 One 2000 Lobot a Malar 4-LOM 

Blizz. Admir Salaci Expan 
Scout Blizzar al ous Superl d Em- Conqu Obsidi 
1 d 2 Bossk Ozzel Crumb aser pire est IT -0 an 7 

Bossk Slip Punish Jabba” Visage 
in the Greed Obsidi Sliding Epic ing s Sail of Em- Black 
Bus 0 Tyrant an 8 Away Duel One Barge peror 2 

Vader' 
Wamp IG- 5 C. Denga Aveng Boba 
a TCINC 2000 DSSD TIE Lobot r er Fett 4-LOM 

Salaci Slip Expan 
Bane Blizzar ous Superl Sliding d Em- Conqu 

Bossk Malar d 2 Crumb aser lT-O Away CPI pire est 

Bossk Bus = Bossk in Hound's Tooth ("Bossk in the Bus") 
CPI = Commence Primary Ignition 
DSSD = Death Squadron Star Destroyer 
TCINC = The Circle is Now Complete 
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Enhanced Cloud City ' - Nat/ember 1999- “ECG" 
12 cards no foil premium cards ' 
Balanced cutsheet No type Low value density , , _ . 
Product format: Enhanced packs (3 premium cards, 4 booster packs of CC) ' ' ii 
12 enhanced packs per display box (see below) . 2 

Enhanced Jabba’s Palace January 2000 EJP" , . 
12 cards no foil premium cards ' ‘ 
Balanced cutsheet No type Medium value density 
Product format: Enhanced packs (3 premium cards, 4 booster packs of JP) 
12 enhanced packs per display box (see below) 

After the success of the Enhanced Premiere release, Decipher put together two more 
“Enhanced” product offerings as a way to further convert surplus inventory to profit. This 
time, to get some more mileage out of the enhanced products while the next full expansion, 
Death Star II, was still half a year away, Decipher expanded the premium card retinue to 
three cards per pack, including new objectives and associated cards. 

Enhanced Cloud 0i arrived at the end of 1999, with Enhanced Jabba’s Palace to follow-at 
the beginning of 2000. The enhanced packs were assorted as fOur different groupings of ‘ 
three premium cards, each consistent with whichever premium card was visible through the 
packaging. Each grouping appeared three times in a display box, making it possible it): a 
single display to serve three completist collectors/players. 

Most of the ECC premium cards appeared as foil premium cards in Reflmlions 1!. W 
both ECC objectives needed “helper” cards in the Tatooine expansion to remain-viable. at 
the tournament level, the Quiet Mining Colony and Dark Deal deck archetypes they 
established have seen regular play since their introduction. 

Paradoxically, though the Jabba’ s Palace expansion stood as a commercial. bit-indet- due ‘9- ' 
overprinting, the Enhanced Jabba’ s Palace boutique release was the most s u m  w . 
the series, mainly thanks to its marquee card: Mara Jade The Emperor‘s Hand * 

For those of you unfamiliar with the Star Wars “Expanded Universe," Mara Jade is a “Mary 
Sue” character sent by Palpatine to kill Luke Skywalker but she of courSe ends up m m  .. : 
Luke instead. Mara Jade is beautiful, intelligent, sexy. and even looks good firstming inhe _. j ‘ 
morning, so all conflict or angst had to be bolted on by hackneyed plot devices or there . -' ” ‘ 
“w0uld not have been a story Her literary value is close to zero; her faneemce value it a 
world of sex-obsessed Star Wars nerds Is out of this galaxy . 

-' Mara Jade shared the EJP roster with her lightsaber two new objechves based an Act t a  
A -. Return of the Jedi, a new iteration of Luke Skywalker as a newly minted Jedi: enTem ' .1‘ 
_‘ and an assortment of bounty hunter combination cards and other miscefleny Mast at he ' 55.5.52" 

' EJP premium cards appeared as foils in Refleclions ll ' * . . . ‘ ' ‘ 

- .. , 
‘ . ,  v; . .  ' j  _. _ _ y ;  r '. -*.<--_ “ - r  "~21: - --;;‘-;.,‘_x.» {gird-96 x..~;_-. ~‘t-: I I  ' l 1: I I I  I ' I  I I l ‘I‘ I IV ' " I I I  I I '  I "  I ‘  I " I f ”  l I ‘ I ‘ I  " 'Ifi'ttil'l’t‘n‘il’n‘i‘ (F 



~Dea‘h3‘3'7” ' ‘ i 1 Apr i l2000’  0' . "“082” “ 

182 cards No foil premiums " ' I 2ultra-rares . - - _ 
73 fares 50 uncommons 50 commons ' 2 fixed/Starter 
Flares breakdown: 1 Rare-2, 37 Rare-3, 2 Flare-4 per side ‘ * I ‘ . ‘ 
Unbalanced cutsheet Type S Mediumvalue denSity 
Product format: Booster packs (1 Fl, 3 U, 5 C); starter decks (aligned light or dark; 60 fixed cards 
each); 30 booster packs per booster box; 12 starter decks (6 light, 6 dark) per starter box 

This set is perhaps the only example in SWCCG Of an overprinted product that 
subsequently became expensive. Death Star II was printed in massive numbers, and in 
20032004, in the wake of Decipher’s loss of the SWCCG license, it Was possible to buy 
082 booster boxes for around $20 apiece. Then, as the SWCCG fans brewed their own 
player community and the Players' Committee guided tournament support and Virtual 
Cards with the best of intentions, there was enough consistent demand for product that the 
supply of 082 in the wild diminished. As of this writing, 082 boxes cost around $190 each. 
Certainly, the fact that 082 was a strong set overall and contained some of the strongest 
cards in the game. explain the essentials of the expansion’s ten-fold price increase. 

At the top of that “strong cards” list, of course, are the two cash-grab ultra-rares, Luke 
Skywalker, Jedi Knight and Emperor Palpatine. That was not the extent of the set’s power, 
though. Regular rares made an impact, from Strike Planning to Lord Vader to Force 
Lightning to Imperial Command to Luke’s Lightsaber to the Admiral’s Orders to an 
assortment of matching ships and pilots to the two beefy objectives: There Is Good In Him/l 
Can Save Him and Bring Him Before Mefl'ake Your Father' 5 Place. Even at the lower 
commonalities, critical cards abounded, all the way down to the two new common starting 
interrupts that now appear in more than half of all decks played. 

Even with the map in hand, which you will have after reading a little further, there is no real 
_point in buying boxes of 082 now. The Emperor and Jedi Luke are a bit pricey, but the rest 

’ of the set's cards are generally _not, and you only need to have a couple of each of the ultra- 
rares tobuild any tournament deck that uses them. If you catch a good deal, though, by all 

' means make the grab and use the map, and maybe save the “extra” boosters so that you 
might live the sealed-deck dream (see the Endor Section for more on that). ' 

-- The 082 starter decks contain copies of some cards from older sets with a copyright date 
, of 2000 instead of those cards’ original copyright dates. Collectors care, players don’t. 

- Following the market-relevant card list" IS an explanation of how to record, compile, and 
. pause a Type 8 map. . 

I .r I ' Virtually every rare is market-relevant, but almost nOne of them were ever reprinted 
Suffice It to say that tor most of 082, the optimal version of the card is the only one. 

‘ This list highlights a few cards In particular but there are many other good ones. 

I ' 0 _. Admiral Ackbar —- 082 starter is the optlmal version, followed by REF2 toil. 

' -‘ ' Battle Deployment D82 Is the Optimal version. lONOWed DY REF3 f9" 



- . Bring Him BetOre Mefl'ake YourFather's Place 4- D32 is the only. version. I: 

- Capital Sapport— D32 is the optimal version, foIIoINe'd byBEF2'toil.‘ - f 

- Combined Fleet Action— DS2 is the only version o l 

- Emperor Palpatine— DS2‘ Is the optimal verSIOn, fallowed by REF2 foil. 

- Home One - D82 Is the optimal .versiOn, followed by FIEF2 foil. 

- - Imperial Command- 082' IS the optimal version, followed by REFS foil 

- Luke Skywalker, Jedi Knight and Luke’s Lightsaber — DSZ' Is the Optimal versron followed by; I. j i 
REF2 foil. , '- 

0 Lord Vader — D82 is the optimal version, followed by FiEF2 foil. 

0 There Is Good In Him/I Can Save Him- D82 is the only version. 

- Wedge Antilles, Red Squadron Leader and Red Squadron 1 — D82 Is the optimal verSIon 
followed by REF2. 

- We’re in Attack Position Now- D32 is the only version. 

Death Star II had 40 rares and one ultra- -rare per side, the latter of which were Luke 
Skywalker: Jedi Knight and Emperor Palpatine. One rare per side, however, was present 
only In the preconstructed starter decks: Admiral Piett and Admiral Ackbar. That meant a , 
121-card sheet actually had three instances each of 39 rares, filling 117 slots. Decipher _p f ‘ 
could have filled the four slots by making Luke and the Emperor Rare-4 cards, slightly less 
rare than the other rares, but that would not have forced players to buy as much product to 
acquire them. The ultra-rares actually appear twice on each sheet, not once as players at 
the time suspected. The final two slots per side are fourth instances of Strike Planning, . 
You Must Confront Vader, Flagship Operations, and That Thing’ 5 Operational 

So, without photos of the rare sheet, how does one figure out what the sorting Order Is? For - 
Type 8, it is quite easy, fortunately. The first thing to do' Is to open b0xes and record the ‘ ,. _-_3.. 
contents. (I suggest collaborating with others.) Here IS an example of what you’d wnter - _.~,‘.‘ j i_ g ? 

Your box of Star Wars 006 Death Star I! boosters V 

72/4 I 

'6 Cox/eff 
First O/VI’Cer' 
Chi/"ma : 

: Genera/ Cid/#55122» ’7 
Ea ‘ i' 



, Keep recording boxes, one after the other. Eventually, usually after no more than a handful 
of boxes, you will start to see a pattern where the same sequence repeats. in Type 8, this 
pattern will go down each column, starting at the top right, then wrapping around from the 
bottom right to the top middle, from the bottom middle to the top left, and then going off the 
bottom left to the top right of the next box by serial number. 

You will notice as you go that the rares in eaCh pack, it you're going in order down the 
columns, go light-dark-light-dark and so on. Sometimes the tracks fail to switch or there's 
an irregularity, but by and large they keep to this pattern. That is about the only tricky thing 
about Type S with the SWCCG, since SWCCG is an asymmetrical game. Magic: the 
Gatherings Tenth Edition, by comparison, was Type A, which means it was collated the 
same way but by row instead of column, and because there was no track to switch, it just 
followed the map card-for-card through every box. It was very easy to solve. 

After long enough, you’ll have the entire sequence. The Dark Side and Light Side tracks 
might not be in sync with each other — certainly, they have usually been completely 
disconnected from one another in most boxes I have opened. And don’t get discouraged it 
it takes you some practice to get the knack of it. Type Sis a simple type, while early 
SWCCG in Type C is a bit less simple, and present-day MTG is Type A+npe B, both of 
which are complex types. By experimenting with each and following along in this book and 
in The Card Wizard's Black Book, you’ll eventually master the mapping system. 

Let’s return to our box. Once totally recorded, we had what you see below. The shading 
was something I added just to show the order the packs went on the sheet, from light to 
dark Look on the maps on the pages that follow, and you should be able to spot where 
this box’s “span” of cards is located on each map. 

Star Wars 006 Death Star I! booster box #1 

ii 3 ‘ ~ General Calrissian 
were. V " ' The Sword 

Red 
Force 
You Must Confront Vader 
That 
Home One: War-Room , 

‘ Sarldi ‘ ' 
Blue 

You’ll notice on the next page that the map reads down each column while the sheet 
diagrams read row-by-row the way the real sheet is arranged. This is deliberate: the map 
by columns matches the way the booster box runs by column! I tried to keep the system as V . 
intuitive as possible when devel0ping it for the book. Notice right near the start of the map 
you can see the sequence from the right column: General Calrissian— Wedge Antilles HSL 

' : - You Must Confront Vader- Home One: War Room- Blue SquadrOn BWing— Luke 
Skywalker, Jedi Knight~ Green Leader- Ten Numb and so on. 



Star Wars 006: Death Star [I Rare Sheet Map (Light 8%) 

(columns are of 44, 44, and 33 cards to coincide with rows on the 11x11 rare sheet Read dentin 
each column as you would read across each row on the sheet) 

Strike Planning Green Squadron A-WinL , Green Squadron k m  
Red Squadron 1 Luke's Qghtsaber Ten Numb 
Green Squadron 1 l'm With You Too Capital Support 
You Must Confront Vader Anakin Skywalker L Gold Squadron 1 . 
Independence Mon Calamari Star Cruiser Tycho Celchu 
Strike Planning You Must Confront Vader Green Squadron 3 
General Calrissian Wedge Antilles, RSL Anakin Skywalker 
Wedge Antilles, RSL Nien Nunb First Officer Thaneespi _ 
You Must Confront Vader Strike Planning Concentrate All'Fire 
Home One: War Room I‘ll Take The Leader Luke's Lightsaber 
Blue Squadron B-Wiry Launching the Assault Ueutenant Blount 
Luke Skywalker, Jedi Knight Home One Rebel Leadership 
Green Leader Luke's Ligfiaber I'll Take the Leader . 
Ten Numb Colonel Cracken Capital Support , 
Home One Luke Skywalker, Jedi Knigh; B—Wing Attack Squadron 
Tala 2 Nien Nunb Mon Calamari Star Cruiser 
Tycho Celchu Twilight is Upon Me Green Squadron 3 
Home One: War Room General Calrissian Liberty 
Tala 1 Mon Calamari Star Cruiser Nien Nunb 
First Officer Thaneespi Masanya Rebel Leadership 
General Calrissian Home One: War Room I'm With You Too 
Defiance Colonel Cracken Launching the Assault 
Lieutenant Blount Independence Concentrate All Fire 
Green Leader Green Leader Green Squadron 1 
There is Good In Him Launching the Assault Colonel Cracken 
Capital Support Red Squadron 1 Liberty 
Tala 2 Tala 2 Strike Planning 
Combined Fleet Action Twiligms Upon Me Twilight is Upon Ma 
Green Squadron 3 Gold Squadron 1 8 Wing Attack Squadron- 
Tala 1 Tala 1 You Must Confront Vader 
Taking Them VVlth Us Masanya Masanya . 
Concentrate All Fire Ten Numb I'm With You Tog a « 
Defiance Defiance Home One 
Anakin Skywalker Independence a wraps around to tea 
Rebel Leadership Blue Squadron B-M 
There Is Good in Him There Is Good In Him 
Green Squadron A—Wing. Red Squadron 1 

- B—Wing Attack Squadron First Otlicer Thaneespi . 
Taking Them With Us Taking Them \Mth Us *' 
Gold Squadron 1 Wedge Antilles, RSL 
Liberty Tycho Celchu . f 

7 Combined Fleet Action COmbined Fleet Action " r: h 
111 Take The Leader ' Blue Squadron Beng 
Green Squadron 1 Lieutenant Blount ' " a; v 
.;.oontinued next opium _, ' ' 7,..continued nextcolgmnf: f ;  a, 5-13 ' " , 
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Star Wars COG: Death Star II Rare Sheet Map (Daft: Side) 

(columns are 01 44, 44, and 33 cards to coincide with rows on the 11x11 rare sheet Read down , 
each column as you would read across each row on the sheet) ‘ ~ ‘ 

Flagship Operations Darth Vader's Lightsaber Darth Vader's Lightsaber 
Commander Merrejk Overseeing lt Personally Baron Soontir Fel ‘ 
Molt Jerjerrod We're In Attack Position Now Onyx 1 ' 
That Thing's Operational! Judicator Emperor‘s Personal Shuttie 
Battle Deployment Flagship Executor Saber 1 , .. 
Flagship Operations That Thing's Operational! Intensity the Fwd Batteries 
The Emperor’s Sword Emperor's Personal Shuttle Judicator 
Force Lightning Rise, My Friend Chimaera 
That Thing's Operational! Flagship Operations Sim Aioo 
Captain Sarkli Colonel Jendon Oversee Jig it Personally 
Visage Death Star II: Throne Room Death Star ll ' ' 
Emperor Palpatine Admiral Chiraneau Dominator 
We're In Attack Position Nw Overseemg It Personally Colonel damn 
Colonel Jendon The Emperor's Shield Onyx 1 . ' 
Admiral Chiraneau Emperor Palpatine Thunderflare 
Imperial Command Rise, My Friend Flagship Executor 
Saber 1 Janus Greejatus Intensify the Fwd Batteries 
Captain Sarkli The Emperor's Sword Bring Him Before Me “ 

_flghter Cover Flagship Executor Rise, My Friend 
Chimaera I Accuser Dominator 

The Emperor's Sword Captain Sarkli Lord Vader 
Myn Kyneugh The Emperor's Shield Death Star II: 'I'hrOneRoom . 
Death Star ll ’ Battle Deployment Sim AIoo ' 
Lord Vader Lord Vader Mott Jerjerrod 
c g  Fool Death Star II: Throne Room The Emperor's Shield 
Onyx 1 Commander Merrejk Bring HimBefore Me I . 
Imperial Command Imperial Command Flagship Operations 
Black 11 Janus Greejatus Janus Greejatus 
Intensify the Fwd Batteries Force Lightning Thunderfiare 

_FI'ghter Cover Fighter Cover That Thin '5 Operational! 
_Fighters Coming In Accuser Accuser ’ I ' 

Sim Aloo Baron Soontir Fel We' re In Attack Position Now " ‘ "' 
Myn Kyneugh ~ Myn Kyneugh Admiral Chiraneau ‘ 
Judicator Battle Deployment ...wraps around to top. 
Dominator Wseqe ' - ' 
Young Fool Young Fool 
Darth Vader's Ligh_tsaber Commander Merrejk 
Thunderilare " Chimaera 
Fighters Comingfl Fighters Comingln 
Emperor's Personal Shuttle . Force Lightning 
Bring Him Betore Me Saber 1 ' 
Black 11 Black 11 
BarOn Soontir Fel ' Vis_a% 
Mott Jerjerrod Death Star ll ’ ” 
...continued next column. ...-continued next celumn . 
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Third Anthology June 2000 «3ANT- 
6 cards No foil premiums Homelands value density 
Product format: Collector Box (6 fixed cards, 2 SE starter decks, 2 PRWB and 2 JP booster packs) 

Decipher wasted no time hedging their risks with Death Star ll’s large printing by releasing 
a third boutique Anthology set, this time with exclusive new cards: A New Secret Base, 
Artoo-Detoo in Red 5, Echo Base Garrison, Prisoner 2187, and the objectives Massassi 
Base Operations/One In a Million and Set Your Course for Alderaan/T he Ultimate Power in 
the Universe. All but the objectives were foiled in subsequent Reflections sets. The 3ANT ‘ 
cards are essentials, but a collector or player only really needs one of each except for the 
Artoo in Red 5, and there are plenty of those in circulation as foils from Reflections ll. 

Jabba ’s Palace Sealed Deck October 2000 “J P80” 
20 cards No foil premiums 20 fixed cards 
Balanced cutsheet No Type Homelands value density 
Product format: 6 booster packs of JP, 1 sealed pack of 20 fixed cards 

The JPSD served to help Decipher unload even more surplus Jabba’s Palace product The 
fixed premium cards are forgettable for the most part, except that No Escape was critiCafly 
needed so that Dark Side decks based on aliens and not the Empire were not completely 
neutered by the 082 uncommon Honor of the Jedi. The forthcoming Reflections ll set 
would give added life to ho-hum JPSD premiums like the Palace Raider with its Watch YOur 
Step/This Place Can Be A Little Rough objective. 

Reflections ll October 2000 “REF? 
131 cards 105 foil premiums 26 non-foil premium cards 
4 rare foils 62 uncommon foils 34 common foils _ 5 W W  
Foils breakdown: 4 Rare-1 “URF”, 67 Rare-2 “SRF”, 34 Rare-3 “VRP’ ~ L 
Unbalanced cutsheet Type 3 Low value density ‘ 
Product format: Booster packs (1 Foil, 2 non-foil premium, 15 other cards); 
30 booster packs per booster box 

Reflections had been an unqualified success for Decipher, and the company turned m the 
same formula to salvage a situation that turned against them. By mid-2000, Decipher knew '_ 
that WOTC had outbid them for the Star Wars card game license, forcing the SWCCG to go 3 
out of print at the end of 2001. WOTC would hit the market in early 2002 with me Star . 
Wars TCG, starting with an Attack of the Clones base set, but the T06 was a poody 
designed dice-based game that failed to gain any significant tolloWing. 

Decipher had work in progress on an Expanded Universe set for Shadows of the Enm 
the media project that told the story of Leia, Chewie, and Luke during the intemecine parted . 
between The Empire Strikes Back and Return of the Jedi. With Han Solo frozen in a block ' » , 
of rock, the role of wisecracking cynic fell to newbie Dash‘Rendar. Meanwhile, Darth Vader 
was busy doing his own thing, so Prince Xizor and Burt arrived as the. villains du jour , 
Decipher had an entire series of expansions lined up to tart-her explore the Star Wars ' f- 
universe — Skywalkers, Jedi Masters, Scoundrels, and who knows what’else. 
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With the license expiration on deck and only so many days of development and printing 
possible, Decipher pulled the emergency release switch and converted everything that was 
left in their cupboard to immediately cashable product. Shadows of the Empire was 
canceled, and its main characters combined with other Expanded Universe properties such 
as Grand Admiral Thrawn, Corran Horn, and Talon Karrde to form a small premium set that 
would be included with the Reflections ll expansion. The other Expanded Universe sets on 
deck were torn down and incorporated into Tatooine, Coruscant, and Reflections lll, all of 
which would otherwise focus on Episode I: The Phantom Menace. 

The Reflections ll premium cards, many of which were reprinted in Reflections III as foils, 
appear along side “combo” cards that provide two popular interrupts or effects for the cost 
of a single card in a deck, except in most cases with a lower destiny number or slightly 
different game text. Regardless of the “balancing” changes, the combo cards became 
instant fixtures in the game and appeared again in the Coruscant expansion with even 
more powerful options. None of the premium or combo cards are particularly expensive as 
of this writing, but it is essential to acquire at least some supply of them for playstock, and a 
quick visit to eBay will solve that issue for most players. 

The Reflections ll foil cards were a broader mix than those in the first Reflections. Rather 
than overwhelmingly foiling “mains and toys,” the REF2 foil assortment packed in a gamut 
of popular interrupt and effect cards, even more popular location cards than REF1, foils of 
premium cards from the various boutique products, and this time a quartet of ultra-rare foils 
featuring the most popular mains at the time: Luke Skywalker, Jedi Knight; Emperor 
Palpatine; Lord Vader; and Mara Jade, the Emperor’s Hand. 

With booster boxes up over the $200 mark as of this writing, Reflections II is best obtained 
from sales and trades of loose cards. Still, should you have a chance to score a box in the 
mid $1003, an amount approaching original MSRP, you should consider doing so. If and 
when you do, these maps will no doubt prove invaluable for you. 

«BEFZ market-relevant cards 

. Arica — REF3 foil is the optimal version, followed by REF2. 

Control & Tunnel Vision — REF2 is the only version. All the combo cards are essential, but 
‘CTV” is perhaps the most powerful of them all. 

.Corran Horn - REF3 foil is the optimal version, followed by REF2. 

Dr. Evazan & Ponda Baba - REF3 foil is the optimal version, followed by REF2. 

Grand Admiral Thrawn - REF3 foil is the optimal version, followed by REF2. 

Luke Skywalker, Rebel Scout — REF3 foil is the optimal version, followed by REF2. 

Pulsar Skate -- REF3 foil is the optimal version, followed by REF2. 

Stinger - REF3 foil is the optimal version, followed by REF2. For virtual-card players. 0 
‘
 The Emperor - REF2 is the only version. 
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Star Wars coo.- Reflections I! Fall Sheet Map (Light sure) 7 
(columns are of 44, 44, and 33 cards to Coinclde with rows on the 11x11 rare sheet Read down 

each column as you would read across each row on the sheet.) 

Han with Heavy Blaster P. Don’t Get Cocky Red Squadron X—Winl 
Han with Heavy Blaster P. Mantellian Savrip Lone Rogue 
Leia with Blaster Rifle Lone Rogue Order to Engage 
Leia with Blaster Rifle Green Squadron A—Wing Gold Squadron 1 
Obi-Wan with Lightsaber Tawss Khaa Wicket 
Obi-Wan with Lightsaber Order to Engage Leia (Japanese) 
(blank card) Gold Leader in Gold 1 Echo Base Operations 
Orimaarko Brainiac (Japanese) Luke Skywalker, Jedi Knight'- 
Artoo-Detoo in Red 5 Luke with Lightsaber Goo Nee Tay 
Frozen Assets Goo Nee Tay Lando in Millennium Falcon 
Red Squadron X-Wing Liberty Yavin IV. Massassi Throne Room 
Kiflex Echo Base Operations See-Threepio 
Wedge Antilles, Red Squad Leader 2-95 Headhunter Luke’ 3 Lightsaber 
X-Wing Assault Squadron Kiffex Home One 
Green Squadron A-Wing Kal’Falnl C’ndros Arleil Schous 
Rebel Snowspeeder (Japanese) B-Wing Attack Squadron Blue Squadron B-WIng 
Blue Squadron B-Wing Bacta Tank General Crix Madine 
Yavin IV: Massassi Throne Room Luke’s Lightsaber Gold Squadron Y-Wing 
See-Threepio Frozen Assets Gold Leader in Gold 1 
Chief Chirpa Blue Squadron B-Wing Wedge Antilles, Red Squad Leader 
General Crix Madine Mantellian Savrip Don’t Get Cocky 
Run Luke, Run! Red Leader in Red 1 Wicket 
Mantellian Savrip Red Squadron 1 Red Squadron 1 
Bacta Tank Green Squadron A-Wing Independence 
Chewie with Blaster Rifle Lone Rogue Tawss Khaa 
Orimaarko Arleil Schous Chewie with Blaster Rifle 
Goo Nee Tay Capital Support Smoke Screen 
Capital Support X-Wing Assault Squadron Admiral Ackbar 
General Calrissian Artoo-Detoo in Red 5 Run Luke, Run! 
Frozen Assets Tawss Khaa Gift of the Mentor 
Luke with Lightsaber Gold Squadron 1 Brainiac (Japanese) 
Order to Engage Independence Liberty 
B-Wing Attack Squadron Kessel Run Red Leader in Red 1 
Rebel Snowspeeder (Japanese) Gift of the Mentor ...wraps around to tap. 
Arleil Schous Z-95 Headhunter 
Kessel Run Melas 
Chief Chirpa Lando in Millennium Falcon 
Melas Gold Squadron Y-Wfi 
Home One Kal'Falnl C'ndros 
2—95 Headhunter Liberty 
Kifiex Admiral Ackbar 
Run Luke, Run! General Calrissian 
Leia (Japanese) Smoke Screen 
Red Leader in Red 1 Gold Leader in Gold 1 
...oontinued next column ...oontinued next column 
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Star Wars COG: Reflections Il11x11 Foil Sheet (Light Side) 

ér 

Hen w Han w Leia w Lela w Obl- Obl- Artoo- Red 
Heavy Heavy Blaster Blaster Wan w Wan w (blank Orima Detoo Frozen Sqd X- 
Blaster Blaster Rifle Rifle L.S. LS. card) arko Red 5 Assets Wing 

Wedg X-a Green Rebel Blue Y4: M. See- Gener Run 
0 Ant. Assit Sqd A- Sspdr Sqd B- Thron. Three Chlei at Crix Luke. 

Kitiex RSL Sqdrn WinL (Jpn) Wing Room pic Chlrpa Madne Runi 

Mantel) Chewi (300 Capital Gener Luke Order B-a 
, tan Bacta e w Bi Orima Nee Suppo at Cai- Frozen with to En- Attack 

Saw-i Tank Rifle grko Tay rt rissian Assets L.S. gage Sqdrn 

Rebel Adefl 2-95 Run Leia Red 
' Sspdr Schou Kessel Chiel Home Heedh Luke. (Japan Leader 
L99") 8 Run Chirpa Meias One unter Kiliex Runl ese) Red 1 

, Don‘t Mantel Green Order Gold Luke Goo 
( - Get lien Lone Sqd A- Tawss to En- Leader Brainia with Nee 

Cocky Savrip Rm Wig Khaa gage Gold 1 0 (Jpn) L.S. Tay Liberty 
5 Echo 2-95 Kal'Fal e-a Luke's Blue Mantel Red 

Base Headh nl C'n- Attack Bacta Lights Frozen Sqd B- lien Leader 
-. £931 unter Kitiex dros Sqdrn Tank aber Assets Wing_ Savrip Red 1 

Red Green Arleil Capital X-a Artoo- Gold lndepe 
, Squedr Sqd A~ Lone Schou Suppo Asslt Detoo Tawss Squad ndenc Kessel 
r ' on 1 Wing Rggue s rt Sqdrn Red 5 Khaa ran 1 9 Run 

(3m 01 ’ 2-95 Lando Gold Kal'Fai Admir Gener Gold 
4 the Headh in Mill. Sqd Y- ni C‘n- al al Cal- Smoke Leader 

Mentor unter Melas Falcon Wing dros Liberty Ackbar rissian Screen Gold 1 
V Red Order GOld Lela Echo Luke Goo Lando Y4: M. 

Sqd x. Lane (to En- Squad (Japan Base Jedi Nee in Mill. Thron. 
. “ml Rogue a e ron 1 Wicket ese) Ops Kgght Tay Falcon Room 
See- Luke's Arieii Blue Gener Gold Gold Wedg Don't 

A Threep Lights Home Schou Sqd 3- al Crix Sqd Y- Leader 9 Ant. Get 
1. lo aber One 8 WinL Madne Wing Gold 1 RSL Cocky Wicket 

1' ‘ Red :lndepe . Chew! Admir Run Giit oi Red 
fl ; Squadr ndenc Tawes - e w Bi. Smoke al Luke, the Brainia Leader 

4?. . Khjai . Rifle Screen Ackbar Runi Mentor c (Jpn) Liberty Red 1 
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Star Wars COG: Reflections I! Fell Sheet Map (Dark Side) 

(columns are of 44, 44, and 33 cards to coincide with rows on the 11x11 rare sheet. Read down 
each column as you would read across each row on the sheet.) 

Darth Vader (Japanese) Fighters Coming In Dagger in PunismgOne 
Darth Vader (Japanese) The Emperor’s Shield Sienar Fleet Systems 
Boba Fett with Blaster Rifle Chall Bekan Chall Bekan 
Boba Fett with Blaster Rifle Death Star ll: Throne Room Executor: Holotheatre 

(blank card) Bossk with Mortar Gun Emperor Palpatine 
Darth Vader’s Lightsaber Trample Black Squadron TIE 
Death Star II: Throne Room Molt Jerjerrod Force Lightning 
Commander lgar Myn Kynem Boelo 
Walker Garrison Janus Greejatus Darth Vader’s Lightsaber 
Hoth: Wampa Cave Admiral Piett Mott Jerjerrod 
Janus Greejatus Darth Vader wittfikfltsaber The Emperor’s Sword 
Myn Kynegqh IG-88 in lG-2000 Admiral Piett 
Boelo Boelo Myn Kyneugh 
Chimaera Hoth: Wampa Cave Djas Puhr 
Bad Feeling Have I Walker Garrison Imperial Walker (Japanese) 
Chall Bekan Outer Rim Scout Dreadnagght-Class Cruiser 
Black Squadron TIE Kiifex Sim Aloo 
Boba Fett in Slave I Mara Jade’s Lightsaber Death Star II 
Lateral Damage Sim Aloo Lord Vader 
Executor: Holotheatre Vader’s Obsession Mara Jade’s Lightsaber 
Mara Jade, The Emperor’s Hand Scum and Villainy Vader’s Obsession 
Fighters Coming In Death Star (Japanese) lG-88 with Riot Gun 
Force Lightning Lateral Damage Death Star ll: Throne Room 
lG-88 in lG-2000 Fighters Coming In Dengar with Blaster Carbine 
Commander lgar Executor: Meditation Chamber 4-LOM with Concussion Rifle 
Dreadnaught-Class Cruiser Zuckuss in Mist Hunter Zuckuss in Mist Hunter 
Scum and Villainy The Emperor’s Shield Executor: Meditation Chamber 
Denggin Punishing One The Emperor's Sword Sienar Fleet Systems 
Kiflex Trample lG-88 in lG-ZOOO 
Sim Aloo Chimaera Scum and Villainy 
Executor: Meditation Chamber Commander lgar Flagship Executor 
Bad Feelingflave I Black Squadron TIE Tempest Scout 1 
Baron Soontir Fel Kiffex Bossk with Mortar Gun 
Djas Puhr Flagship Executor ...wraps around to top. 
Janus Greejatus Bad Feeling Have I 
Executor: Holotheatre Darth Vader with Lightsaber 
Hoth: Wampa Cave Boba Fett in Slave I 
lG-88 with Riot Gun 4-LOM with Concussion Rifle 
Lateral Damage Death Star (Japanese) 
Jodo Kast Jodo Kast 
Vader’s Obsession Baron Soontir Fel 
Outer Rim Scout Imperial Walker (Japanese) 
Sienar Fleet Systems Tempest Scout 1 
Death Star ll Dengg with Blaster Carbine 
...continued next column ...continued next column 
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Duh , ‘ Dam he: amt Darth DSII Comm Walter l-toth: Janus 
Vader ' Vader Felt w tt w (flank Vader‘ “tron. under Gents Wamp Greet: 

' m fl  m Blaster fluent card) 3 LS. Room [gar on aCave tus 

We Bad Black Bebe Lateral Exec: Mm ttre 
' Kyneu Chime Fug Chat! Sqdm Fett in Dame Holo- Jade, Comin 

_@ Boole era Havel Batten TIE Slave I 9e theatre TEI-I J9 In 

Rice [5-88 Comm Dread Scum Danga Exec: Bad Baron 
W it B under naught 8. Vi!- r it Sim Med. Flng Soontir 
g .. 2000 Q Cruisr ainy Fun I Kitlex Aloo Chbr Have I Fat 

- Jams Exec: Hath: tG-88 Lateral Vader' Outer Sienar 
[its ' Grease Holo- Warm w Riot Dama Jodo 5 Oh- Rim Fleet Death 
Puhr tus theatre aCave Gm 9e Kast sessn Scout swat. Star ll 

. Wills Elmer _ DSII Basalt Molt Myn Janus Darth 
m or‘s Chair Thron. w Mor- Tramp! Jerjerr Kyneu Greeia Admir Vader 

3 It afield Belcan Room tarGurt e od 9h tus al Piett w LS. 

M Hath: Walter Outer Mara Vader” Scum Death 
it IG~ Warm ems Rim Jade‘s Sim 3 oo- 8. Vitt- Star 
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tatard Fig'ltrs Exec: Ztroku Emper Emper Comm Black 
. Dam Cumin Med as in or‘s or's Tram Chima ander Sqdm 

a ,e g In Chbr M. Htr Shield Sword e are tgar TIE Kilfex 

Hm- Bad Darth Boba 4-LOM Death Baron Imp Tempe Denga 
p Exe- t Vader Fett in w Con Star Jodo Soontir Walker st Se r w BI. 
m Havel w LS. Stave l Rifle (Jag) Kast Fel (,1a out 1 Carb. 

'J Denga m Exec; Emper Black Force Darth Mott Emper 
' r it Fleet Che! Holo- or Pat- Sqdm Lightni Vader‘ Jen‘err or‘s 
hat I syst Batten theatre patina ‘I‘IE lg Boelo s LS. od Sword 

J A Myra Rap; Dread Mara Vader' lG-88 
mire Kyneu Dias Walter naught Sim Death Lord Jade's 5 Oh- w Riot 
l Pie! gh Puhr (Jpn) Cruisr Aloo Star II Vader LS. sessn Gun 
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l skywalkerc (February 2001) NM 
Cancefledandmnenvspioedo-lwdsincorporatedintomtooineand Redeem Ill 

Jed! Masters (February 2001) WA 1 J 
Cancelled and some non-Emmi cards incorporated into Tatooine and Reflections lil 

Scoundrels (February 2001) N/A 
Cancelled and some nonaEpisode-l cards incorporated into Tatooine and Reflections Ill 

Decipher had planned to follow Death Star ll with Skywalkers, Jedi Masters and 
Scoundrels. The three expansions ended up scuppered and salvaged for bits of Tateoine 
and Reflections lll when it became clear that Decipher was going to have to release 
everything they could for Episode l for the SWCCG in a single year. 

According to Decipher, Skywalkers would have been based on Luke, Leia, and Anakin; Jedi 
Masters would have been based on Obi-Wan Kenobi, Yoda, and Emperor Palpatine; and 
Scoundrels would have been based on Han Solo, Lando Calrissian, Jabba the Hutt, and the 
Bounty Hunters. It stands to reason that the Reflections lll premiums of those characters 
probably originated in the canceled sets, though that is only educated speculation. 

Tatooine February 2001 “TAT” 
99 cards No foil premiums 9 ultra-rares (alternate images) 
30 rares 30 uncommons 30 commons 
Unbalanced cutsheet Type 8 Very low value density 
Product format: Booster packs (1 Fl, 10 U/C); 30 booster packs per booster box 

The plan for Decipher had become clear by early 2001, and the remaining schedule finally 
locked in: Tatooine, Coruscant, Reflections III, Theed Palace, and Reflections Gold. 
Logistics and time prevented Reflections Gold from seeing the light of day, but the other 
four expansions made it to store shelves, and they represent huge positives and negatives 
for the game as it then existed for perpetuity. 

The Tatoolne expansion was the least pernicious of the group, possibly owing to its tiny 
size and lack of general room for abuse in the card mechanics. The set provides a few 
mains and toys, a bunch of “helper” effects, and a “podracing” supplemental mechanic, the 
latter of which players hated enough that the Players’ Committee ended up nerling the 
mechanic completely through virtual Defensive Shields. The only cash-grab aspect of the 
set is the Alternate Image (Al) cards, a much more forgiving form of collector appeal than 
ultra-rares. A pure player has no need to acquire a single Al if the player so chooses. 
Thus, the entire set without Al, more or less, can be collected from a single booster box and 
a few extra packs here and there. With booster boxes floating just on the friendly side of 
$100 as of this writing and complete sets without Al selling for around $25-35. buying in 
loose singles in clearly the more cost-effective option ior non-completists. 
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. mm-mmsmmmmwrn. 
. mmm—mmemmmmwnt 
. mm—musmmmmmrm 
. WmmmmM-Hmsmmmmwnt 
. ma-musmmmmwrm 

The TawnexpandonismnatedinTypeStonnat,mud1likeflsprecedessors. ‘l'here 
aretwo121-cardraresheets,oneperside,containingeightinstanc%ofeachrareanda 
nhthinstanceofbothLightSideandDarkSide BoontaEve Podrace(aworthless pul). 

Forthefive LightSideandfour DarkSide raresthat have alternate images, theAlsreplace 
two of the eight instances of those cards. Thus, after opening 242 booster packs, on 
average, a collector wfll have compiled two complete sets with Al, four more complete sets 
wihoutAl, andwil havetwo spare cOpiesofeveryrarethatdid nothaveanAlversion (and 
three spare copies of each Boonta Eve Podrace). This wastage serves to drive down the 
price of Tatoor'ne cards in general, since so many of the other rares, even useful “helpers” 
or utiity cards fike Keeping the Empire Out Forever or Tatooine: Desert Landing Site, are 
suplrs compared to the aggregate set compriation by collectors, and thus sell cheaply on 
me moondary market, generally for one dollar or less. 

Colectors, meanwhile, are concerned with acquiring Al cards. There are five Light She 
Ats, so one appears for every 12.10 Light Side rares, whfle the four Dark Side Als appear 
once for every 15.13 Dark Side rares. Overall, an Al occurs once every 13.44 packs, or 
roughly 225 times per booster box. These are fairly friendly numbers. 

m ,  Decbher also changed the way commons and uncomrnons were printed and 
colamdwiththe Tatooineset. Tnecommonsanduncommonsarenowcombhedontoa 
single sheet for each side, with the common cards occurring exactly three times as often as 
themmommonmrdsonthesheet. Aboosterpackoftt cards nowcontainedfiveDark 
Side ands from the uncommon/common sheet, one rare from either sheet, and then live 
Light Side cards from the uncommon/common sheet. This was likely a cost—effective 
change, andthefacttluteveryonceinawhileaplayerwillget‘shorted‘anuncommonor 
openanfourthmcommoninapackwasessentiallyaccepted asanunavoidableaspectot 
the process. 
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Star Wars COG: Tatoolne Rare Sheet Map (Light Side) 

(columns are of 44, 44, and 33 cards to coincide with rows on the 11x11 rare sheet Read down 
each column as you would read across each row on the sheet.) 

Anakin's Podracer Out-Gon's Lightsaber AI Threepio With His Parts Showing____v 
Brisky MornimMunchen Anakin's Podracer Boonta Eve Podrace 
End of a Rgfl Brisky MominLMunchen Gui-Gon'sggntsaber AI 
Great Shot, Kid! End of a Rggn Anakin‘s Podracer 
Qui-Gon Jinn Qui-Gon Jinn Brisky Mornn Munchen 
I Did It! Boonta Eve Podrace End of a 8919' n 
Threepio With His Parts Showing Great Shot, Kid! Threepio With His Parts Showing 
Boonta Eve Podrace I Did It! Great Shot, Kid! 
KeepiniLthe Empire Out Forever Jar-Jar Binks I Did It! 
Qui-Gon Jinn Keep_ing the Empire Out Forever Jar-Jar Binks 
Shmi Skywalker Threepio With His Parts Showirg Obi-Wan Kenobi, Padam Al 
The Shield is Down! Shmi Skywalker Keeping the Empire Out Forever 
Obi-Wan Kenobi, Padawan The Shield is Down! Shmi Skywalker 
Qui-Gon's 59' htsaber Obi-Wan Kenobi, Padawan The Shield is Down! 
Padme Naben'ie AI Qui-Gon Jinn Threepio With His Parts Showing 
Anakin‘s Podracer Gui-Gen Jinn Al Boonta Eve Podrace 
Brisky Mom_ing Munchen Anakin's Podracer Padme Naberrie 
End of a Rggn Brisky Morning Munchen Threefl: With Parts S W  Al 
Great Shot, Kid! Boonta Eve Podrace Anakin's Podracer 
Padme Naberrie End of a Reign Brisky MomMunchen 
I Did It! Obi-Wan Kenobi, Padawan Al Qui-Gon‘s_Lightsaber 
Boonta Eve Podrace Great Shot, Kid! End of a Fggn 
Jar-Jar Binks I Did It! Great Shot, Kid! 
Keepim the Empire Out Forever Jar-Jar Binks I Did It! 
Qui-Gon's‘Lightsaber Padme Naberrie Qui-Gon Jinn 
Shmi Skywalker Keeping the Empire Out Forever Jar-Jar Binks 
The Shield is Down! Shmi Skywalker K W  Empire Out Forever 
Obi-Wan Kenobi, Padawan The Shield is Down! Shmi Skywalker 
Padme Nabenie Obi-Wan Kenobi, Padawan Boonta Eve Podrace 
Gui-Gen Jinn AI Padme Naberrie The Shield is Down! 
Anakin's Podracer Padme Naberrie AI Padme Naberrie 
Brisky MomingMunchen Anakin's Podracer Qui-Gon Jinn 
End of a Reign Boonta Eve Podrace Threepio With Parts W 
Great Shot, Kid! Brisky Mornim Munchen ...wraps around to tog 
Qui-Gon's Lightsaber End of a Beign 
Boonta Eve Podrace Qui—Gon‘s E‘ghtsaber 
I Did It! Great Shot, Kid! 
Jar-Jar Binks I Did It! 
Keeflg the Empire Out Forever Jar—Jar Binks 
Qui-Gon‘s Lightsaber Threepio With His Parts ShowinL 
Shmi Skywalker Keepinlthe Empire Out Forever 
The Shield is Down! Shmi SIgwaIker 
Obi-Wan Kenobi, Padawan The Shield is Down! 
"weenie with His Parts Obi-Wan Kenobi, Padawan 
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liar Wm coo: ramm- llxll Hero Ihul (Light m 
~ 

An-kin Brieky End oI Greel Three Iloonl _ M 
‘o Mornin I Shot, Oui- I Did pic .I live KTEO M We 

, Podr. _ M. Nil", .V Kid! 90" J". . WPLLM L , 99!). ,M  
The Obi. QG'e Aneirln Brinky End oi areal Boom 
Shield Pndnw L.8abe Pndm '5 Mornln e fihol, Pedm I Did 1 Eve 
Down , an r 7 (0 AI Podr.? ‘ 9 M3 _ Reign Kid! _ 9 -L.-..,..,J!L ,_ W W “ !  

QG'B Shmi The Obi, 0q Makin Briefly End 0! 
dander KTEO LSnbe Skywe Shield Pedew Purim Gen ’0 Mamie 3 

~ Binka F r . q ikor . Down _ an 9 Al , P940 9,941,.-WM 
Greer 06‘s Boom 06's mi The Obi, Three 
Shot. LSebe a Eve I Did Jar-Jar KTEO L.Behe Bkywe Shield Peder! pie 
Kidi r Flees III “Binire F g r - Iker 7 Down on Iii/PS 

00'. Anekin Brieky End oI Boon! Greet Three 
LSnb ‘s Mornin a QuI- 3 Eve Shot, I Did Jar-Jar KTEO pic 
or Al Podr. 1M Reign Gon Race KIdI III Bloke F WPS 
Shmi The Obi. Oul- Anekin Brieky Boom End oi Oblv area 
Skywel Shield Padaw Qui~ Gen '9 Mornin 3 Eve 3 Wm Shot. 
ker Down en San Al Podr. g M. Reoe Reign Al Kid! 

Shmi The Chi, Mam Boon! 
Jar-Jar Padm KT EO Skywe Shield Pedew Padm Padm 'e a Eve 

I Did III Binks e F iker Down an e 0 Al Poor, Race 

Brisky End at QG's Greet Three m i  The Obi, 
Momin e L.Sebe Shot, I Did Jar-Jar pio KT EO Skywa Shield Padaw 
g M. ReIgn r KidI III Binke WPS F lker Down an 

Threep Boon! OG’: Anaidn Brisky End of Three Great Obi- 
io 3 Eve L810!) '8 Mornin a pic Shot, I Did Jaear Wan 
WPS Race or Al Podr. M. ReigL WPS Kid! itl Sinks Al 

Shrni The Three Boom Anaicin Brieky 06‘: End oi 
.KTEO Skywe Shield pie 8 Eve Padm Three '3 Mornin L,8abe a 
F lker Down WPS Race a pic AI Podr. 9L r 80192.. 
Great Shmi Boont The 

‘ Shot. I Did Oui- Jar-Jar KT E0 Skywa a Eve Shield Padm Oui- Thin 
Kidl Iti Gon Binke F Iker Race Down e Gen pic Al 

Brisky Morning M. = Brisky Morning Munchen 
KT EOF = Keeping The Empire Out Forever 
Obi, Padewan = Obi-Wan Kenobi, Padawan Apprentice 
Pedme = Padme Naberrie 
06‘s L. Saber a Qui-Gon’e Lighteaber 
Threepio WPS r- Threepio With His Parts Showing 
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Star Wan COG: Tatoofne Rare Sheet Map (Dark Side) 

(columns are of 44. 44. and 33 cards to coincide with rows on the t txft rare sheet. Head down 
each column as you would read across each row on the sheet.) 

You May Start Your Landn Aurra Sing Al Darth Maul 
We Will Double Our Efforts You May Start Your Landing Boonta Eve Podrace 
Tatooine: Desert Landn Site We Will Double Our Efforts Darth Maul Al 
Sith Probe Droid Tatooine: Desert Landing Site You May Start Your Landlgg_ 
Sebuiba Sebulba We Will Double Our Efforts 
Sebuiba‘s Podracer Boonta Eve Podrace Tatooine: Desert Landinggta 
Maui's Lightsaber Sith Probe Droid Aurra Sing_ 
Boonta Eye Podrace Sebuiba‘s Podracer Sith Probe Droid 
i‘m Sony Maui‘s Lightsaber Sebuiba's Podracer 
Sebuiba i‘m Sorry Maui's nh_tsaber 
i Will Find Her Quickly. Master Aurra Sim— Aurra Sing 
Daroe I Will Find Her Quickly, Master i'm Sorry 
A Million Voices Cryn Out Daroe I Will Find Her Quickly, Master 
Darth Maul A Million Voices CryLng Out Daroe 
Watto Al Sebulba Darth Maul 
You May Start Your Landing Sebulba AI Boonta Eve Podrace 
We Will Double Our Efforts You May Start Your Landing A Million Voices Cryinggut 
Tatooine: Desert LandigSite We Will Double Our Efforts Aurra Sing Al 
Sith Probe Droid Boonta Eve Podrace You May Start Your Lanfl 
Watto Tatooine: Desert Landing Site We Will Double Our Efforts 
Sebuiba‘s Podracer Aurra Sing Sebulba 
Boonta Eve Podrace Sith Probe Droid Tatooine: Desert Landn Site 
Maui‘s Lightsaber Sebuiba‘s Podracer Sith Probe Droid 
I‘m Sorry Maui's Lightsaber Sebuiba‘s Podracer 
Darth Maul Watto Watto 
lVifili Find Her Quickly. Master I‘m Sorry Maui‘s Lightsaber 
Daroe iWiii Find Her Quickly, Master I‘m Sorry 
A Million Voices Cryinggut Daroe iWiii Find Her Quickly, Master 
Watto A Million Voices Crying Out Boonta Eve Podrace 
Darth Maul AI Watto Daroe 
You May Start Your Landing Watto Al A Million Voices Crying Out 
We Will Double Our Efforts You May Start Your Landing Watto 
Tatooine: Desert Landing Site Boonta Eve Podrace Sebulba Al 
Sith Probe Droid We Will Double Our Efforts ...wraps around to top. 
Darth Maul Tatooine: Desert Landingfle 
Boonta Eve Podrace Sebulba 
Sebuiba's Podracer Sith Probe Droid 
Maui's Lightsaber Sebuiba‘s Podracer 
i'm Sorry Maui's Ligitt_saber 
Darth Maul Aurra Sa 
I Will Find Her Quickly, Master I'm Sorry 
Daroe I Will Find Her Quickly. Master 
A Million Voices Crying Out Daroe 
Aurra Sing A Million Voices Crying Out 
...continued next column ...oontinued next column 
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8hr War: 006: Totoolne 11x11 Rare Sheet (Dark Side) 

We Tatooi Sith Sebulb Maui’s Boont I Will 
YMSY Double ne: Probe Sebulb a’s L. a Eve I’m Sebulb find 
i. Our DLS Droid a Podr. Saber Race Sorry a Quick 

We Tatooi Sith Sebulb Boont 
AMVC Darth Waite YMSY Double ne: Probe a’s a Eve 

Daron O Maul Al L Our DLS Droid Watto Podr. Race 

Maui’s i Will Darth We Tatooi 
L. i'm Darth Find AMVC Maul YMSY Double ne: 
Saber Sorry Maul Quick Daroe O Watto Al L Our DLS 

Sith Boont Sebulb Maui's l Will 
Probe Darth a Eve a’s L l'm Darth Find AMVC Aurra 
Droid Maui Race Podr. Saber Sorry Maul Quick Daroe O Sing 

Aim We Tatooi Boont Sith Sebulb Maui’s 
flog YMSY Double ne: Sebulb a Eve Probe a's L. I’m Aurra 
Al L Our DLS a Race Droid Podr. Saber Sony Sing 

i Will We Boont Tatooi Sith 
Find AMVC Sebulb Sebul YMSY Double a Eve ne: Aurra Probe 
Quick Dame 0 a be Al L Our Race DLS Sing Droid 

Sebub Maui's lWlll Boont 
3': L. l'm Find AMVC Watto YMSY a Eve 
Podr. Saber Walla Sorry Quick Daroe O Watto Al L Race 

We Tatooi Sith Sebulb Maui’s l Will 
Double ne: Sebulb Probe a’s L. Aurra I’m Find AMVC 
Our DLS a Droid Podr. Saber Si’g Sorry Quick Daroe O 

Boont Darth We Tatooi Sith Sebulb Maui’s 
Darth a Eve Maul YMSY Double ne: Aurra Probe a’s L. Aurra 
Maul Race Al L Our DLS SinL Droid Podr. Saber Sing 

i Will Boont Aurra We Tatooi 
for Find Darth a Eve AMVC Sing YMSY Double Sebulb ne: 
Sorry Quick Daroe Maul Race 0 AI L Our a DLS 

Sith Sebulb Maui's l Will Boont 
pmbg a’e L l'm Find a Eve AMVC Sebul 
Droid Podr. Walla Saber Sorry Quick Race Daroe O Watto ba Al 

AMVOO = A Million Voices Crying Out 
lWiil Find Quick = i Will Find Them Quickly, Master 
Tatooine DLS = Tatooine: Desert Landing Site 
We Double Our = We Will Double Our Efforts 
YMSYL = You May Start Your Landing 
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'Comscant May 2001 "con” 
189 cards No foil premiums 9 ultra-rares (alternate images) 
60 rares 60 uncommons 60 commons 
Unbalanced cutsheet Type 8 Medium value density 
Product lormat: Booster packs (1 R, 10 UIC); 30 booster packs per booster box 

Coruscant was effectively Decipher’s base set for Episode I. It is a shame it was printed in 
such small numbers and disappeared from the market so quickly, because it appears that 
an all-Episode-I limited sealed deck or draft environment would have been fantastic, 
possibly as good as the Endor-Death Star II closed environment. It is likely most players 
will never know, because by the time all of Decipher’s Episode Isets were on the market, 
the SWCCG tournament environment was on life support and fading fast. It took years for 
the Players' Committee to revive interest from the community to play the game. 

Unfortunately, the power level of Coruscant was such that its pet strategies started 
dominant and stayed dominant. All four objectives gave rise to degenerate archetypes. 
Senate decks for either side were and remain frustrating in the extreme to play against, 
while the “Credits” and “Watto” decks made possible by The Hyperdrive Generator’s 
GoneNVe’ll Need a New One and No Money, No Parts, No Dealt/You’re a Slave? were only 
marginally better. Other cards in the set took existing decks and gave them huge boosts — 
All Wings Report In & Darklighter Spin, Imperial Artillery, and Laser Cannon Battery are 
three top examples. Finally, there are overpowered virtual cards for Mace Windu, Master 
Qui-Gon, and others. Coruscant is necessary for a player who hopes to compete at the 
highest level. For casual players, it may be too costly to bother acquiring. The per-box 
price and complete-set-without-Al price sits over $200 and hasn’t been lower in years. 
Collectors will get what they need and be done with it. 

m - r l v  r 

- All Wings Report In & Darklighter Spin and Short Range Fighters & Watch Your Back! - 
COR is the only version. 

- Coruscant: Jedi Council Chamber - REF3 foil is the optimal version, followed by COR. 

- Darth Maul, Young Apprentice AI — REF3 foil is the optimal version, followed by COR. 

. Destroyer Droid — REF3 foil is the optimal version, followed by COR. 

- Imperial Artillery & Rebel Artillery — REF3 foil is the optimal version, followed by COR. 

- Insurrection & Aim High and Imperial Arrest Order & Secret Plans — COR is the only version. 

. Laser Cannon Battery — COR is the only version. In extremely high demand. 

. Mace Windu — COR Al is the optimal version, followed by REF3 toil and COR. 

0 Master Qui-Gon AI — REF3 foil is the optimal version, followed by COR. Virtual card. 

- Maui’s Sith Infiltrator Al — REF3 toll is the optimal version, followed by COR. 
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- P~59 — REFS toll is the optimal version, followed by COR. 

- Queen Amidala, Ruler of Naboo -— COR is the only version, Al preferred. 

- Senator Palpatine — COR is the only version, Al preferred. 

- The Phantom Menace — REFS toll is the optimal version, followed by COR. 

- We Must Accelerate Our Plans -- COR is the only version. 

0 You Cannot Hide Forever & Mobilization Points and Your Insight Serves You Well & Staging 
Areas — COR is the only version. 

The Coruscant expansion is collated in Type S format, much like its precedessors. There 
are two 121-card rare sheets, one per side, containing four instances of each rare and a 
fifth instance each of Coruscant: Jedi Council Chamber and Dioxis (the former a great pull, 
the latter not so much). 

For the six Light Side and three Dark Side rares that have alternate images, the AIS replace 
two of the eight instances of those cards. Thus, after opening 242 booster packs, on 
average, a collector will have compiled one complete set with Al, two more complete sets 
without Al, and will have one spare copy of every rare that did not have an Al version (and 
two spare copies each of Coruscant: Jedi Council Chamber and Dioxis). This wastage is 
less severe than for Tatooine and thus props up the price of Coruscant rares that have Al 
versions more than it detracts from the prices of those that do not. There are plenty of 
high-quality cards among the rares that do not have Al versions, not the least of which are 
the ten combo cards. 

There are six Light Side Als, so one appears for every 20.17 Light Side rares, while the 
three Dark Side Als appear once for every 40.33 Dark Side rares. Overall, an Al occurs 
once every 26.89 packs, or roughly 1.125 times per booster box. A rate of one Al per box 
constitutes pretty steep odds; Coruscant is not nearly as friendly as Tatooine in this regard. 

The changed collation for commons and uncommons that Decipher introduced with the 
Tatooine set continued with Coruscant. There were some oddities as well, such as that all 
objective cards appear on the same sheet, while the other sheet substitutes in the checklist 
cards. Must-have uncommons like Laser Cannon Battery only appear once across both 
sheets, and thus at a rate of five cards from the Dark Side uncommon/common sheet per 
pack and thirty packs per box, the Battery occurs slightly more than once per box. 
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Star Wars COG: Coruscani Rare Sheet Map (Light Side) 

(columns coincide with rows on the 11x11 rare sheet. Read down each column as you would read 
across each row on the sheet.) 

Coruscant: Jedi Council Chamber Queen's Royal Starship Sabe 
Supreme Chancellor Valorum Plo Koon You've Got Guts ComiggI-iere 
Phylo Gandish We Wish to Board at Once Radiant Vli 
Free Ride & Endor Celebration You've Got a Lot of Guts ComflHere Captain Panaka 
Yoda, Senior Council Member Free Ride & Endor Celebration Rebel Artillery 
All Wings Report In & Dark. Spin Supreme Chancellor Valorum Might oI the Republic 
Ric OIie Depa Billaba Supreme Chancellor Valorum 
Your Insight Serves You Well & 
Stagi_ng Areas Sabe Plo Koon 

Your Insight Serves You Well 8: 
Panaka's Blaster Radiant VII StaMAreas 
Captain Panaka Speak With the Jedi Council Panaka's Blaster 
We Wish to Board at Once Battle Plan & Draw Their Fire Mace Windu AI 
Depa Billaba Master Qui-Gon AI AII Wings Report In 8. Dark. Spin 
Senator Palpatine At All Wings Report In & Darklifler Spin Coruscant: Jedi Council Chamber 
Sabe Coruscant: Jedi Council Chamber Murr Danod 
Radiant VII Master Qui-Gon Ric OIie 
Insurrection & Aim High Are You Brain Dead? Senator Palpatine 
Queen Amidaia, Ruler of Naboo Panaka's Blaster Battle Plan & Draw Their Fire 

Your Insight Serves You Well 8: 
Speak With the Jedi Council Staging Areas Are You Brain Dead? 
Queen's Royal Starship Murr Danod We Wish to Board at Once 
Vote Now! Captain Madakor Free Ride 8. Endor Celebration 
Mace Windu Might of the Republic Yoda, Senior Council Member 
Are You Brain Dead? Captain Panaka Vote Nowl 
Murr Danod Yoda, Senior Council Member Mace Windu 
Senator Palpatine Pio Koon Depa Billaba 
Phylo Gandish Free Ride & Endor Celebration Insurrection 8. Aim High 
Your Insight Serves You Well 8. 
Staging Areas Queen's Royal Starship Sabe 
Pio Koon Mace Windu Supreme Chancellor Valorum Al 
O. Amidala, Ruler of Naboo AI Ric OIie You've Got Guts Coming Here 
Depa Billaba Radiant VII Captain Madakor 
You've Got Guts Corning Here Spean With the Jedi Council Queen Amidala, Ruler of Naboo 
Captain Madakor Rebel Artillery Might oi the Republic 
Coruscant: Jedi Council Chamber Senator Palpatine Queen's Royal Starship 
Insurrection & Aim High All Wings Report In 8. Darkliter Spin Rebel Artillery 
Queen Amidala, Ruler of Naboo Coruscant: Jedi Council Chamber ...wraps around to top. 
Rebel Artillery Panaka's Blaster 
Battie Plan & Draw Their Fire Battle Plan & Draw Their Fire 
Speak With the Jedi Council Yoda, Senior Council Member AI 
Ric OIie Are You Brain Dead? 
Captain Panaka We Wish to Board at Once 
Vote Now! Captain Madakor 
Master Qui-Gon Vote Nowl 
Might oi the Republic Phylo Gandish 
Murr Danod Insurrection & Aim Hfih 
Phylo Gandish Master QuI-Gon 
...continued next column ...continued next column 
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sur litre 068: W i t t "  Rare Sheet (Light Slde) 

Jed S Q Phylo Free AI Your Panel: Capt We 
Col Valonl Sandi Ride a You. Wings! Ric Insight as PM Wish 
Chbr m sh En Cbr SCM. D.Spin Olle Ikeas Blaster a Board 

Sen. Mme Queen Speak Queen Are U 
Dope Feb-t Ma otiorVA Amid. Jedi ‘5 St- Vote Maoe Brain 
m he Al Saba nt vu int-59h Ruhr ca ersifip Nowl mm Dead? 

Que. 
Sen. Phylo Your n YouVe Capt. Jedi hsune 

m Pabati Sandi height Flo Amid, Dope Got Madak cu otionIA 
Denod no sh [Areas Koon Rt AI Billaba Guts or Chbr m m  

Queen Rebel Battle Swank Capt. Master Might Phil” 
Amid, Artiler PIanID Jedi Ric Panak Vote Qui- oi Re- Murr Ganci 
Ruler y r. Fire Col Olie a Now! Gon puma Danod sh 

Queen‘ We YouVe Free SC. Speak Batlle 
s so Flo Wish Got Ride a Valoru Depa Radia Jedi Pm 
arsh‘o Koon Board Guts En on m Billaba Sabe nt VII Col r. File 
Haste 
r Al Jedi Master Are U Panel: Your Capt. Mutt Capt. 
QuiGo Wings! Gel Qui‘ Brain a‘s Insight Murr Madak oi Re. Panak 
a Al D.Spin Chbr Gen Dead? Blasmr lAreas Danod or public a 

Free Queen W Rebel Sen. Al 
You. Flo Ride & ‘8 St- Mace Ric Radia Jeri Artiller Palpeti Wings! 
sou Koon En co. arship Windu Olie m vu ca y no D.Sp‘lt 
Jed Panel: Battle Yoda, Are U We Capt. Phylo lnsurre Masmr 
Gel a's PienlD S.C.M. Brain Wish Madak Vote Sandi ebonl‘ A Qui— 
Chbr Blaster r. Fire Al Deed? Board or Now! sh im ‘ h Gan 

You‘ve Capt. Rebel Might SC. Your Panel-t Mace 
Got Roda Panak Artiler of Re- Valoru Plo Insight a’s Winch 

Soho Gus nt VII a 1 public rn Koon [Areas Blaster Al 
Al Jed Sen. Battle Are U We Free 
Wingsl Col Mun Ric Palpati PlanlD Brain Wish Ride 8. Yoda, Vote 
0.3m Cher Danod Olie no r. File Dead? Board En Cb‘ S.C.M. New! 

home 8.0. You’ve Capt Queen Might Queen Rebel 
Mane Dope oliONA Valoru Got Madak Amid. oi Re— ‘5 Sta Adler 
m Bilaba inm- Saba m Al Guts or Ruler public arship y 

A! Wings/D. Sprn‘ _ = AH Wings Report In 8. Darklighter Spin 
Bade PlanIDr. Fine = Battle Plan a Draw Their Fire 
Free Ride 5 En Cb. = Free Ride & Endor Celebration 
Queen Amid, Ruler :4 Queen Amidala. Ruler of Naboo 
SC. Valorum = Supreme Chancellor Valorum 
Speak Jed? Col 2:: Speak With The Jedi Council 
We Wish Board a: We Wish To Board At Once 
Yoda S.C.M. = Yoda. Senior Council Member 
Your lmightlAreas = Your Insight Serves You Well & Staging Areas 
You‘ve Got Guts a: YouVe Got A Lot 0i Guts Coming Here 
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Star Wars 000: Comment Rare Shut Mop (Dark Side) 

(columns coincide with rows on the 11x11 rare sheet. Read down each column as you would read 
across each row on the sheet.) 

Televan Koreyy Blockade Flagship: Bridge Lott Dod 
Battle Order it. First Strike Short Range Fighters a Watch Back Dioxis 
Maui‘s Sith inliitrator Dauitay Doiine Masterlui Move & Endor Occupation 
Mast. Move 8. Endor Occupation The Phantom Menace imperial Artillery 
Trade Fed. Droid Control Ship Battle Order 8. First Strike Blockade Flagship: Bidge 
You Cannot Hide Forever & 
Mobilization Points They Will Be No Match For You TC-14 
Vote Nowi Vote Now! V The Phantom Menace 
We Must Accelerate Our Plans Dioxie Aks Moe 
Destroyer Droid Rune Haako Rune Haako 
imperial Artillery Maui's Sith inliitrator Dauitay Doiine 
P-59 Trade Fed. Droid Control Ship imperial Arrest & Secret Plans 
Darth MauL Young_Apprenlice TC-14 Maui Strikes 

You Cannot Hide Forever & 
Aks Moe Do They Have A Code Clearance? Mobilization Points 
Nute Gunray We Must Accelerate Our Plans P-59 
guabbiing Delegates Nute Gunray Darth Maul, Young Apprentice 
Do They Have A Code Clearance? Keder the Black Televan Koreyy 
imperial Arrest 8. Secret Plans imperial Arrest 8: Secret Plans Lott Dod 
Dauitay Doline P-60 Battle Order 8- First Strike 
P-SO Darth Maul, YoungApprentice Mastertui Move 8: Endor Occupation 
Keder the Black Lott Dod Destroyer Droid 
Maui's Sith inliitrator Blockade Flagship: Bridge Dioxis 
Grotto Werribee Destroyer Droid TC-14 
You Cannot Hide Forever & 
Mobilization Points P-59 imperial Artillery 
Maui Strikes Dauitay Dotine Maui's Sith Inflltrator Al 
Short Range Fighters & W.Y. Back Grotto Werribee Nute Gunray 
Battle Order & First Strike Vote Nowi Keder the Black 
Trade Fed. Droid Control Ship Dioxis Short Range Fighters & Watch Back 
They Will Be No Match For You The Phantom Menace P-60 
Blockade Flagship: Bridge TC-14 Grotto Werribee 
imperial Artillery Rune Haako Aks Moe 
Dioxis Aks Moe Squab Delegates 
Vote Now! Short Range Fighters & Watch Back Rune Haako 
p-59 Squabflg Delegates Do They Have A Code Clearance? 
guabbiing Delegates They Will Be No Match For You ...wraps around to top. 
Nuts Gunray imperial Arrest & Secret Plans 
Do They Have A Code Clearance? P-SO 
Darth Maul, Young Apprentice 
At 

You Cannot Hide Forever 8. 
Mobilization Points 

We Must Accelerate Our Plans Trade Fed. Droid Control Ship 
Mast. Move & Endor Occupation Maui Strikes 
Keder the Black Televan Koreyy 
Televan Koreyy The Phantom Menace Al 
Grotto Werribee We Must Accelerate Our Plans 
Lott Dod Destroyer Droid 
Maui Strikes They Will Be No Match For You 
...continued next column ...continued next column 
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Star Wars COG: Comecant 11x11 Bare Sheet (Dark Side) 

Televa Battle Maul's Mast. TFed. You We Destro Imp. 
n OrdIF. Sith Move! D.C. Hidel Vote Must yer Artiller 
Koreyy Strike lnlllt. E.Occ. Ship M Pts. Nowl Acce! Droid y P-59 
Darth Nute qb Do Imp. Daulta Keder Maul’s Grotto 
Maul. Aks Gunra Deleg They Arrest/ y the Sith Werrib 
Y.A. Moe y ates Have Plans Doline P-BO Black lnfllt. ea 

You Short Battle TFed. They Block Imp. 
Hide/M Maul Range Ord/F. 0.0. Be No Flag. Artiller ' Vote 
ob Pts. Strikes I Back Strike Ship Match Bridge y Dioxis Now! P-59 

qb Nute Do Darth We Mast! Keder Televa Grotto 
Delega Gunra They Maul, Must Move/ the n Werrib Lott Maul 
tes y Have YA A! Accel E.Occ. Black Koreyy ee Dod Strikes 

Block Short Daulta Phan. Battle They Maui's TFed. 
Flag. Range y Menac Ord./F. Be No Vote Rune Sith D.C. 
Bridge I Back Doline e Strike Match Now! Dioxis Haako Infllt. Ship 

Do We Nute Keder Imp. Darth Block Destro 
They Must Gunra the Arrest! Maul, Lott Flag. yer . 

TC-14 Have Acce! y Black Plans P-60 Y.A. Dod Bridge Droud 

Daulta Grotto Phan. Short qb 
y Werrib Vote Menac Rune Aks Range Deleg 

P-59 Dofine 96 Now! Dioxis e TC-14 Haako Moe [Back ates 

They Imp. You TFed. Televa Phan. We Destro They 
Be No Arrest] Hidel D.C. Maul n Menac Must yer Be No 
Match Plans P-60 M Pts. Ship Strikes Koreyy e A! Accel Droid Match 

Mast. Imp. Block Phan. Daulta Imp. 
Lott Move/ Artiller Flag. Menac Aks Rune y Arrest/ 
Dod Dioxis E.Occ. y Bridge TC-14 e Moe Haako Doline Plans 

You Darth Televa Battle Mast.l Destro 
Maul Hidel Maul. n Lott Ord./F. Move/ yer 
Strikes M Pts. P-59 Y.A. Koreyy Dod Strike E.Occ. Droid Dioxis TC—14 

Imp. Maui's Nute Keder Short Grotto qb Do 
Artiller Slth Gunra the Range Werrib Aks Deleg Rune They 
y Inflt.Al y Black I Back P-60 ee Moe ates Haako Have 

Battle OrdJF. Strike 
00 They Have 
Imp. Arrest/Plans 
Mast. Move/E. Occ 

Battle Order & First Strike 
Do They Have A Code Clearance? 
Imperial Arrest Order & Secret Plans 
Masterful Move & Endor Occupation 

Short Range/Back Short Range Fighters & Watch Your Back! 
TFed D.C. Ship Trade Federation Droid Control Ship 
They Be No Match They Will Be No Match For Us 
We Must Accel We Must Accelerate Our Plans 
You Hide/M Pts You Cannot Hide Forever & Mobilization Points 

This sheet is an approximation based on incomplete information. 
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Reflections III September 2001 M “’HEFG" 
200 cards 100 toll premiums 100 non-loll “premium” card. 
4 rare foils 54 uncommon foils 42 common foils 
Foils breakdown: 4 Rare-1 “UHF”, 54 Rare-2 “SRF”, 42 Flare-3 “VHF” 
Unbalanced cutsheet Type 8 High value density 
Product format: Booster packs (1 Foil, 3 non-foil premiums, 14 other cards); 30 booster packspor box 

it became clear with Reflections III that card balance was no longer a concern for Deolpher. 
i should concede when discussing Decipher’s 2000-2001 cash grabs that this is not 
necessarily an unreasonable thing for them to have done. Decipher incorporated is not 
Mother Teresa and is not a charity set up to feed the homeless. it is a company that 
produced products and provided jobs and needed to be making a profit to justify that. lust 
as any company does. Considering what some businesses do for money, adding power 
creep to a bunch of nerd gaming cards is pretty innocuous, really. But still, i mean -— damn. 
Reflections ”is new non-foil premiums really stretched the game to the final limit. 

The major culprit in this is the “maintenance” cards, which borrowed from MTG’s concept of 
“upkeep costs” for a card. The problem is that Decipher botched the implementation. To 
use MTG terms, the upkeep costs were due at the end of the turn, and all creatures in 
SWCCG have haste. It didn’t take a genius to figure out that you could dump an 
undercosted, overpowered maintenance card onto the battlefield and engage in combat 
with it, knowing you would forfeit it to cover battle damage while your opponent lost some 
more important character from his side of the table. Hey, why not send Han, Chewie & the 
Falcon after your opponent’s space force? They’re only power 9, maneuver i i ,  and draw 
two battle destiny — four battle destiny if you happen to be packing a Life Debt (and since 
Lite Debt was a rare in the worthless Jabba’s Palace expansion, odds are good that you 
own a few). You might miss the Falcon and crew after they’re forfeited, but you won’t mind 
the thirty-odd damage that got through, forcing two or three big forfeits and ten or so cards 
of your opponent’s life force on top of that. Other maintenance cards are similarly 
abusabie: Blizzard 4 is a good way to deploy Lord Vader for free; Lando, Chewie, and the 
Stormtrooper Garrison come out of nowhere to hit hard and fast; and Boba Fett, Bounty 
Hunter routinely draws more destiny in battle than early personae of Darth Vader! 

Even the non—maintenance cards in the Reflections Ill premium set are strong enough to be 
essential. Leia, Rebel Princess is passable against Imperial decks but completely shuts 
down Scum and Villainy decks. Maui’s Double-Bladed Lightsaber is the single strongest 
weapon in the game and cannot be stolen. There are a group of mains and toys and some 
interrupts that support two new objectives for the “lightsaber combat” mechanic, and the 
less said about that, the better. But none of this compares to the crucial, not-really-optional 
utility that Reflections Ill premiums really bring to the table: Defensive Shields. 

Defensive Shields are an concept that existed in MTG since the early days in the term of a 
“sideboard.” Since SWCCG tournament rounds are only one game per affiliation per 
player, it did not help for a SWCCG player to be able to change a deck for a best-two-out- 
of-three contest. instead, a starting effect provides access to the Defensive Shields during 
the game, and they efficiently shut down many existing abusive strategies. 
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2m 2 . 

Unfortunately, Defensive Shields only appear in Reflections III. Every single player, from 
newbie to casual Timmy or Johnny to tournament Spike, needs them. Every single deck 
needs to be sporting a starting effect and Defensive Shields. It gets better: Defensive 
Shields are Rare-2 on the premium sheet, while the normal premiums are Rare-S (or in a 
few cases Rare-4). This means a player has to open up a fair amount of Reflections III to 
get Defensive Shields and a starting effect. This is part of why REFS booster boxes are up 
over $300 apiece and likely to stay there. 

The Players’ Committee (PC) has cannily provided virtual Defensive Shields that allow 
players to use the (much) cheaper original effect cards upon which the shields are based. 
For example, with virtual slips, a player can use the common Do, or Do Not and There Is 
No Try from Dagobah instead of having to find another copy of each from REFS. Among 
the virtual cards are additional starting effects as well, making the cost of entry to SWCCG 
much, much less than it would be solely with the original cards as printed. I cannot 
commend the PC enough for this move. It helps everybody and hurts just about nobody. 

W m  
- All Defensive Shields - REFS is the only (printed) version. 

o Blizzard 4 — REFS is the only version. 

- Boba Fett, Bounty Hunter -— REFS is the only version. 

- Chewie, Enraged - REFS is the only version. 

- Han, Chewie & the Falcon - REFS is the only version. 

- Lando Calrissian, Scoundrel - REFS is the only version. 

- Lela, Rebel Princess - REFS is the only version. 

- Maul’s Double-Bladed Lightsaber - REFS is the only version. 

- Stormtrooper Garrison — REFS is the only version. 

Unfortunately, by the time the Card Wizard project was underway, the market supply of 
Reflections III made the cost of mapping too high. At over $300 per box, with every box 
containing roughly one complete set of non-foil premium cards for recoupage, even the best 
possible span of fifteen foil cards per side would not come close to recouping the remainder 
of the price of the box. Mapping, then, is essentially an academic question for this set. It is 
doubtful that much more Reflections III will be opened, with most cards in the set circulating 
in small but adequate numbers to satisfy collectors while players use the cheaper 
virtualized versions of most of the set's utility cards. 

The extra two slots per cutsheet were tournament promo foils of Qui-Gon Jinn with 
Lightsaber and Darth Maul with Lightsaber, both of which were printed in non-foil form in 
the final expansion, Theed Palace. 
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Star Wars COG: Reflections iii Foil Sheet Mop (Light Bide) 

(columns are oi 44, 44, and 33 cards to coincide with rows on the 11x11 rare sheet. Reed down 
each column as you would read across each row on the sheet.) 

Qui-Gon With Ligmsaber Wedge Antilles (J) Obl-Wan'e Lightsaber gt 
Qui-Gon With Liglisaber Yoda, Senior Council Member Pulsar Skate 
Qui-Gon With Lightsaber Obi-Wan Kenobi, Padawan Radiant Vil 
Qui-Gon With Ligflsaber Jar-Jar Binks Jar-Jar Rinks 
blank card) Gimme A Lliti Boonta Eve Podrace 

Yoda, Senior Council Member Queen's Royal Starship Harvest ‘ J 
Mirax Terrik Lando With Vlbro-Axe Vote Nowi 
Captain Panaka Shmi Skywalker i Did ltl 
Rebel Leadership Amidala's Blaster Obi-Wan Kenobi, Padawan 
Supreme Chancellor Valorum Radiant Vii Padme Naberrie 
Obi-Wan Kenobi (J) Seeking an Audience Luke Skywalker, Rebel Scout 
A New Secret Base Captain Panaka Palace Raider 
Luke Skywalker, Rebel Scout Corran Horn Lando With Vibro-Axe 
Shmi Skywalker Chewbacca, Protector Rebel Artillery 
Talon Karrde Mirax Terrik Gimme A Liiti 
Coruscant: Jedi Council Chamber Supreme Chancellor Valorum A New Secret Base 
Brisky Morning Munchen Luke Skywalker (J) Dash Render 
Owen Lars & Beru Lars Prisoner 2187 Rio Olie 
Prisoner 2187 Anakin's Lightsaber (J) Obl-Wan's Journal 
Padme Naberrie Vote Now! Chewbacca, Protector 

Qui-Gon Jinn's Lightsaber 
unknown break space) I Did It! (unknown break space) 

Owen Lars & Beru Lars 
Palace Raider Threepio With His Parts 8howing_ 

Brisky Morning Munchen Pulsar Skate 
Qui-Gon Jinn'sfightsaber (AI) They Win This Round (unknown break space) 
A New Secret Base Obi-Wan‘s Lightsaberfl) 
Anakin’s Lightsaber (J) Yoda, Senior Council Member. 
Echo Base Garrison Master Qui-Gon Al 
Master Qui-Gon Shmi Skywalker 
Rebel Artillery Prisoner 2187 
Obi-Wan’s Journal Rebel Artillery 
Mace Windu Artoo & Threepio 
Outrider Ric Olie ...wraps around to top. 
Radiant VII Dash Rendar 
Boonta Eve Podrace Captain Panaka 
Qui-Gon Jinn Al Coruscant: Jedi Council Chbr 
End of a ReiLn Rebel Leadership 
Corran Horn Palace Raider/OHS 

Seeking an Audience 
Wedge Antilles (J) 

unknown break space) Luke Skywalker (J) 
End oi aflgn 
Queen's Royal Starship/PR 

...continued next column ...continued next column 

The Queen's Royal Starship and the Palace Raider in the lower second column have appeared in 
reverse order in some boxes. 
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Star War: 066: Reflections III 11x11 Foil Sheet (Light Side) 

Oui- Qui- Oui~ Qui— Capt. Rebel S.C. Obi- 
Gon w Gen w Gen w Gon w (blank Yoda, Mirax Panak Leader Valoru Wan 
LS. LS. L3. L8. card) S.C.M. Terrik a ship m (J) 

A New Luke Shmi Cor: Brisky Owen Prison Padm 
Secret Rebel Skywa Talon Jedi Momin & Beru er 6 Na- 
Base Scout iker Karrde CC. 9 Mun. Lars 2187 berrie 

Brisky Qui- A New Anakin Echo Master Rebel Obi- 
Momin Gon’s Secret '5 LS. Base Qui- Artiller Wan’s 

Mun. LS. Base (J) Garr. Gon y Jouml 
Oui- 

_ Boont Gen End of 
Mace Outrid Radia a Eve Jinn a Corran 
Wmdu er nt VII Race Al Mn Horn 

Wedge Obi, Gimm Queen Lando Shmi Amidal Seekin 
Antilles Yoda, Padaw Jar-Jar e a '3 St- Vibro- Skywa a's Radia g Aud- 
(J) S.C.M. an Al Binks Lift! arship Axe Iker Blaster nt Vll ience 

Capt. Chewb S.C. Luke Prison Anakin Qui- 
Panak Corran acca, Mirax Valoru Skywa er '3 LS. Vote Gon's I Did 
a Horn ProL Terrik m Iker (J) 2187 (J) Now! LS. It! 

Owen They Obi- Master Shmi Prison Rebel Artoo 
5. Sam Palace Pulsar Win Wan's Yoda, Qui- Skywa er Artiller & Thr- 
Lars Raider Skate Round LS (J) S.C.M. Gon Al Iker 2187 y eepio 

Dash Capt. Cor: Rebel Seekin Wedg Luke End of 
Ric Renda Panak Jedi Leader PRIOR g Aud- eAntill Skywa a QRSIP 
Olie r a QC. ship S ience as (J) Iker (J) Reign R 

Obi- Boont Obi, Padm Luke 
Wan's Pulsar Radia Jar-Jar a Eve Harve Vote I Did Padaw e Na- Rebel 
LS (J) Skate nt Vll Binks Race st Now! It! an Al berrie Scout 

Lando Rebel Gimm A New Dash Obi- Chewb 
Palace Vibro Artiller e a Secret Renda Ric Wan's acca, 
Raider Axe y Liitl Base r Olie Jouml Prot. 

Three 
pie w 
Parts 
Al 

The Queen's Royal Starship and the Palace Raider in the eighth row have appeared in reverse order 
in some boxes. 
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Star Wm coo: Roflootiono iii roll lhul Mop (Dork ltd.) 

(columns are at 4.4. 44. and as cards to oolnolde wllh row on tho l lxl1 we shoot. Held down 

“ I A N ’ W W Q W W I R V J  31‘ 

Maul With 
Wllh 
Wlth 

Maul With 

Sebulba's Podracer 
Prince Xizor 
Maul's 
Maul Strikes 

Pilot 
Command 

Power at the Hutt 
Nule 
Vader's 
Talooine: Desert 

Jabba 
...oontinued next 
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each column as you would read across each row on the shoot.) 

".11iii'3léi'finenl . 

new 
Clrcle la Now 

. Evazan P-OO 

TC-l4 
Moll T 

Darth Maul Al 

Ominous 
The Clrcle ls 

I Have You 
Nule 
Sllh Probe Drold 
Alter Herl 
Boonta Eve Podrace 
The Phantom Menace 

Glee 
Naboo 
Maul's Silh lnliltrator Al 
Vote Nowl 

Shadow 
Grand Moll Tarkin 

You Start Your 
Dlsarmed 
Dr. Evazan 
I Have You Now 

Droid 
Talooine: Desert 
Battle 
Lott Dod 
Sllh Probe Drold 



3hr War! 066: Reflections III 11:11 Foil Sheet (Dark Side) 

Darth Darth Darth Darth 
Maul w Maul Maul Maul (blank 
LS. w L.S. w LS. w LS. card) 

Darth 
Maul 
YA. 
Al 

Sebulb Maul's Merce Imp. Power Nute Vader' Tat: 
as Prince Lights Maul nary Comm of the Gunra 3 LS. Desert Mighty 
Podr. Xizor aber Strikes Pilot and Hutt y (J) L Site Jabba 

Battle Gravit Rolling Brang Boont Dr. 
Deploy Snoov y Sha- Rolling us Disar T.P.M. a Eve Evaza 
ment a dow Rolling Glee P-60 med Al Race \ n  n (J) 

Naboo Maul's GM. Darth Battle Omino I Have Nute 
Occup Lights Tarkin Maul Deploy us Ru- TCINC You Gunra 
ation aber TC-14 (J) Al ment mors (J) Stinger Now y 

Sith Boont Brang Naboo Maul's Gravit G.M. 
Probe Alter a Eve T.P.M. us Occup lnflltrat Vote y Sha- Tarkin 
Droid Her! Race Al Glee ation or Al Nowl dow (J) “392— 

Dr. I Have Destro Tat: Battle Sith Capt. 
YMSY Disar Evaza You yer Desert Deploy Lott Probe Gilad 
L med n (J) Now Droid L. Site ment Dod Droid Guri Pell. 

Vader' Destro G.M. Grand Rolling 
Mighty Vote Watto 3 LS. yer Tarkin Adm. TCINC Rolling 
Jabba Now! Al (J) Dioxis Droid (J) Thrwn (J) Rolling P-59 

Power 0mino 
YMSY ol the Trampl us Ru- Disar 
L Hutt 9 (J) mors med 
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129 cards No to! prerniuns 9 memes (aromas firm) 
40rares dotmcommons 4000mm 
“balanced «wheat Type 8 Medium value density 
Prodinbnnataooaerpadrsu R, tOUlC);30boosterpacksperboosterbox 

Merestinglte "reedPalaceexpansiontheonlySWCCG m m m m m  
cards reterencing the original Star Wars trilogy. 

Mostoltheoverpoweredcards Decipherhadondeckatthetimeappwermywentm 
Reflectims lll, because Theed Palace is only of above-average power. The set oonta‘ns 
plentyotcardsthatarestrong enoughtoplaywellandseewidespreadadoptionwnong 
toumamentplayers,nottheleastotwhichismeonlyversionotDarthSidious,whomder 
SWCCG rulescanbeplayed in additiontoEmperor Palpatine. ltyou mn’tholddownasite 
w'm hose kinds of resources, I have no sympathy for you. 

‘IheNabooandtheGungans arejustgoodenoughtomaketorsomepotentroguedecks, 
with Queen Amidala’s versatility and the protection afforded by the “underwater” tom. 
‘l'heDarkSidehasthemostrestrictivedeckarchetype in allofSWCCG with invasion/h 
Complete Control, long considered a Johnny deckbuilding challenge. Most of the set was 
available solely from Hills Wholesale Gaming and Wild Things Games for years after its 
release, and there is scant sealed product remaining. A sealed THD booster box at any 
prioeisworth alook, whileacompletesetwifl'routAltendstofloatinthe Iow$100range. 

3 1 1 W  
- BossNass-THDistheonlyversion,Alprelerred. 

- DarBIMwIwflhugnsaber-Prmmflmattoilismeopfimmmym. 

. DarthSitfious-THDistheonly version, Alpreterred. 

. onlemAnidda—THDistheonlyversion, Al preferred. 

' Qti-GonJinnwithLightsaber—Promotionalloilismeopfimalversion,WWW-D. 

For the six Light Side and three Dark Side rares that have alternate images, the Als replace 
two of the six instances of those cards. Thus, after opening 242 booster packs, on 
average, a collector will have compiled two complete sets with Al, two more complete sets 
without Al, and will have two spare copies of every rare that did not have an Al version. 
This wastage is about as severe as Tatooine, but it’s so impossible to find sealed ”reed 
Palace product that it really doesn’t matter. 

There are six Light Side Als, so one appears for every 1008 Light Side rares, while the 
three Dark Side Als appear once for every 20.17 Dark Side rares. Overall, an Al ms 
once every 13.44 packs, or roughly 2.25 times per booster box. 
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Reflections Gold Unreleased (2002) None 
312 cards Unknown foil premiums 312 non-foil premiums 
312 fixed cards 156 Light Side fixed 154 Dark Side fixed 2 checklist cards 
Unknown cutsheet Unknown Type Very high value density 

Decipher hoped to release one final SWCCG set at the beginning of 2002 that would serve 
as their last chance to balance the SWCCG metagame and serve as a showcase for the 
best of their remaining graphical and restorative work on images from the Star Wars films. 
The Reflections sets had been great financial successes for Decipher, so the company 
planned one last hurrah in the same format. That set, Reflections Gold, would have been 
sold in booster packs that contained a foil premium card, several fixed cards, and a dozen 
or so bulk cards from existing overstock, much as Reflections Ill did. Decipher ran out of 
time and was not finished with the set until early 2002, and Lucasfilm did not permit the 
release of the set, so for many years the public knew little about it. 

in 2004, a chain of emails from Decipher insiders leaked to the online SWCCG community. 
The emails contained the development gametext for some of the 312 Reflections Gold fixed 
cards. This information constituted the first known spoiler for content from the set. 

Based on the chain of emails from 2004 and statements from Decipher insiders from late 
2001, the player community deduced the contents of Reflections Gold. The fixed set would 
have consisted of three different types of cards: 

- “Virtual” cards were mostly new versions of main characters and other utility cards 
that had blank text boxes. They were designed so that Decipher could publish 
changeable game text on a regular basis to maintain the metagame. These were 
the predecessors to the virtual cards that would eventually be published by the 
Players’ Committee. 

. New split cards were mostly very powerful, combining interrupts and effects for 
what were in some cases game-breaking utility. 

4' “Opening credits” cards were reprints of existing utility interrupts and effects, each 
with a value in “credits.” A player could start up to four “credits” worth of these 
cards in his or her opening hand at the start of a game. 

The email chain noted that Decipher was not concerned with obsoleting earlier versions of 
New Split and “Opening Credits" cards, so it is fact, not speculation, that Reflections Gold 
was pure power creep designed to soak cash from dedicated players. Given that it was to 
be Decipher’s last SWCCG release, this was understandable. 

in 2006, a few hundred Reflections Gold playtest cards suddenly appeared in circulation on 
the west coast of the United States. The cards were color laser printouts on stickers 
adhered to white-bordered commons and two-player game cards, and are of generally low 
quality, presumably created in haste by an intern or playtester unconcerned with the cards 
ever having collectible value. An unknown number of each of the 312 fixed cards exists as 
a playtest card; it is possible that the entire set is not circulating, or that multiple entire sets 
are circulating. Several former Decipher designers and developers are presumed to have 
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access to the master print sheets from which the playtest cards were made, but it is 
unknown whether they could reproduce the cards authentically. 

The secondary market seems to have made an assumption that the Reflections Gold 
playtest cards cannot or will not be reproduced, so specimens sell for anywhere from 
several dollars for meaningless red “Opening Credits” cards to $100 or more for 'Virtual" 
mains like Lord Vader, Lord of the Sith and Young Skywalker. In the midrange fell the 
strongest New Split and “Opening Credits” cards and the “Virtual” non-mains such as Bring 
Me the Hydrospannersl, Beggar & Revolution, You Are Beaten, Establish Secret Base 8. 
Ominous Rumors, and Imperial Command. 

An authentic Reflections Gold playtest card will have clear text but grainy, heavily pixellated 
graphics. Ink stains and warping of the text and graphics are normal. Some cards have 
text or statistics crossed out or scribbled over in pen, and others are color copies of master 
print sheets on which there are cross-outs and corrections. Misspellings and poor grammar 
are evident on several cards. The copied/printed card image will be white-bordered and the 
sticker will be attached to a white-bordered card. The sticker’s cut may not be perfectly 
rectangular and will appear to have been cut with a paper cutter and not with scissors. 

Playtest cards from earlier Decipher products generally sell for respectable amounts, but 
are not as rare or as demanded as those from Reflections Gold. The most notable physicd 
difference is that playtest cards from earlier sets were usually printed with black borders. 
Some degree of image graininess, uneven sticker cuts, grammatical errors, and other 
attributes are consistent between Reflections Gold playtest cards and those from earlier 
sets and other Decipher products. 

The complete card list follows. The SWCCG Players’ Committee has all the card images 
and, as of this writing, plans to make complete image and spoiler information for the set 
available to the public on the web. 

126 



Star Wars COG: Reflections Gold card list (Light Side) 

Episode IV: A New Hope - 40 cards 

Tilnn Mar 8. Revolution 
Goldenrod Traffic Control & Crash Site Memorial 
Solo Obi-Wan's Cape & Lightsaber Proficiency 
Commander Myron KOORIO Old Ben & Noble Sacrifice 
Owen On The Edge & Surprise Assault 
This Is Your Father'sLightsaber Help Me Obi-Wan Kenobi & Double Agent 
Lukel We're Going To Have Company Gift Of The Mentor 8. Skywalkers 
We Don‘t Want To Cause Any Trouble Traffic Control 
Senator (Mane Jedi Presence 
Young Skywalker Hyper Escape 
Old Ben Kenobi Revolution 
That's The Real Trick Crash Site Memorial 
Prisoner Transier How Did We Get Into This Mess? 
False Past Sorry About The Mess 
Nabrun Leids & Quite A Mercenary Corellian Slip 
The Force ls Strong With This One & Jedi Presence Quite A Mercenary 
Sabotaga & Slight Weapons Malfunction All Wings Report In 
Return Of A Jedi 8. Luke's Back Out Of Commission 
Han's Back 8. Leia‘s Back A Few Maneuvers 
A Few Maneuvers & Han's Dice Narrow Escape 

Episode V: The Empire Strikes Back — 38 cards 

2-1 B Crack Shot & Quick Draw 
Yoda. Jedi Master Scramble & Hiding In The Garbafia 
Chewbaoca Keep Your Eyes Open & Shoo! Shoo! 
Looking To The Future Wookiee Strangle & We'll Find Han 
You Must Complete The Training Smoke Screen & It's A Trap! 
Taking On The Whole Empire Myself Nice Of You Guys To Drop By & Visored Vision 
See You At The Rendezvous Attack Pattern Delta 
InspectingThe Garbage Smoke Screen 
Bring Me The Hydrospannersl Scramble 
Bad Lifters And Faulty M198 Recoil In Fear 
Bickering At Its Finest Hiding In The Garbage 
Old Smoothies Oil The Edge? 
Mission BriefigL We Don't Need Their Scum 
Perimeter Scan & Under Attack Nice Of You Guys To Drop By 
EllOCfiVG Repairs 3: P000“ It! We Can Still Outmaneuver Them 

_L_ight Maneuvers & Jedi Levitation Glarmg Blow 
This is More Like It & I Have A Bad Feeling About This Walker Sighting 
Away Put Your Weapon 8. Put That Down Clash Oi Sabers 
Armed And Dangerous a Ambush Under Attack 
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em Were COO: Rolleotlone Gold card list (Light Bide) 

Episode VI: Return of the Jedl - 39 cards 

Ewok T rlbesmgp Projection OI A Skywalker 8. Yarns 0' al' Germ 
Rakes Jevorik Close Air Support 8. Commando Training 
Wedge Were You Looking For Me? & I Know 
I Thought He Was Blind Corelllan Retort & Fly Casual 
Is Your Strike Team Assembled? Rebel Leadership 8. Throw Me Another Charge 
I Used To Live Here, You Know? Carelul Planningat Headlm For The Medical Frigate 
Father, Please... Close Air Support 
Ackbar's Assault Plan l Have A Really Bad Feeling About This 
Conmadulatlons Aim High 
Lapti Nek Fly Casual 
Yoda I Must Know A Gilt 
Droid Overboard Blaster Dellection 
Biker Scout Down You Will Take Me To Jabba Now 
The Signal ii Jedi Mind Trick Launching The Assault 
You Will Take Me To Jabba Now 8. Strangle Strangle 
Choke & Blaster Dellection I Must Be Allowed To Speak 
Skull 8. Mandalorian Mishap Rebel Leadership 
Lost In The Wilderness & Yub Yubi I Hope She's All Right 
insertion Planning & Critical Error Revealed Insertion Plaai_ng_ 
I Must Be Allowed To Speak 8. Goo Nee Tay 

Episode I: The Phantom Menace — 39 cards 

Drern Redins Credits Will Do Fine & We're Leaving 
Jar Jar I Will Not Deter & Plea To The Court 
Palpatine, Senator To Naboo Speak With The Jedi Council 8. Vote Now! 
They All Broken My Loyal Bodyguard & Might Of The Republic 
We Are Brave, Your Highness Jedi Leap & Clinging To The Edge 
Jedi Tactics Losinglack & A Step Backwards 
Naboo: Ceremonial Chamber EnterinjLThe Arena 
Anakin Skywalker No Giben Up, General Jar Jar 
Gungan Celebration Trumpet Gungan Ergrgy Shield 
Through The Planet Core Neck And Neck 
Clinging To The Very Eggs Brisky Mornifl Munchen 
Yousa Guys Bombadl fight OI The Republic 
Ouch Time We Wish To Board At Once 
Stay Here LoflTrack 
Podrace Prep & Too Close For Comlort Vote Now! 
Either Way, You Win & Eventually You'll Lose lnconsequential Barriers 
Mindlul CI The Future & lnconsequential Barriers Too Close For Comlor’t 
No Giben Up, General Jar Jar & Gimme A Liltl Eventually You'll Lose 
We Wish To Board At Once & Are You Brain Dead?l Strike Blocked 
Neck And Neck & Changing The Odds 

1-28 
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Star Wars COG: Reflections Gold card list (Dark Side) 

Episode IV: A New Hope - 40 cards 

Coilen Blast Door Controls 8. Reactor Terminal 
Gweeta Presence Of The Force & Dark Waters 
Govemer Tarkin Kraty Dragon Bones & Imperial Justice 
Name The System! Look Sir, Droids & Counter Assault 
Where Are You Takim This...Thingl Jabba's Through With You & Nevar Yalnal 
Security Sweep Dark Collaboration & Charming To The Last 
Tatooine Resale Operations I Have You Now & Your Powers Are Weak, Old Man 
TK-420 Counter Surprise Assault 
Not Worth The Trouble Sniper 
Tatooine Undermmd Operations Imperial Justice 
Imperial Detachments Short Raflggfighters 
Imperial Data Network Expand the Empire 
Is There SometMAlive Down Here? Oo-ta Goo-ta Solo? 
Boba Fett Local Trouble 
I've Got A Problem Here & Physical Choke Jabba's Thmh Vifith You 
Elis Helrot & Oo-ta Goo-ta Solo? We Have A Prisoner 
Put All Sections On Alert & Full Scale Alert Dark Maneuvers 
Dark Jedi Presence & Vader's Eye The Circle Is Now Complete 
The Circle Is Now Complete & Vader's Obsession Dark Jedi Presence 
Informant & Takeel Tallon Roll 

Episode V: The Empire Strikes Back— 38 cards 

Lord Vader, Lord Of The Sith Imperial Decree & The Dark Path 
Blizzard Scout 4 Surprise & E Chu Ta 
Imperial Firepower Cold Feet 8. He Hasn’t Come Back Yet 
One Arm's Frozen Lunch Release Your Anger & Unexpected Interruption 
Disciplinary Actions Shut Him Up Or Shut Him Down & Voyeur 

_B_ggin Retreat! Somethinfllit Us! & Why Didn‘t You Tell Me? 
I Didn't Mean To... Atmospheric Assault 
perfect Hibernation Those Rebels Won‘t Escape Us 
Perlormirg Under Pressure I Had No Choice 
Imperial Compensation Tactical Support 
Speeder Downed Alert My Star Destroyer! 
Ben? Responsibility Of Command 
We Would Be Honored It You Would Join Us You Are Beaten 
Trooper Assault & Tactical Support Projective Telepathy 
Imbalance & Shockirflevelation Weapon Malfunction 
Point Man & Slip SlidinlAway Our First Catch Of The Day 
Brief Loss Of Control & Imperial Supply Unexpected Interruption 
Overwhelmed & A Dark Time For The Rebellion Imperial Supply 
Trample & Lightsaber Deficiency Uncertain Is The Future 
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Star Wars COG: Reflections Gold card list (Dark Side) 

Eoisode Vi: Return of the Jedi - 38 cards + 1 checklist card 

Emperor's Royal Guard Always Thinking With Your Stomach 8. Scout Recon 
Enperor Combat Readiness 8: Prepared Defenses 
Star 095W Executor Scum And Villainy 8. Iniormatlon Exchange 
Emk Superstitions Quick Reflexes 8. All Wrapped Up 
Sarlacc Tentacles Well Guarded a. Security Precautions 
Twiln Fading [LimSide Checklist] 
Cannon Fire Flagship Operations 
Back On Schedule Well-Eamed Command 
Jedi Rocks Crossfire 
Jabba's Droid Pool Security Precautions 
Boba Fett? Where?! Aratech Corporation 
You “fill Meet Your Destiny Search And Destroy 
Locked Door Trap Door 
Force Lightning 8. Rise, My Friend Scum And Villainy 
lrrperialCommandt‘sAnOlderCode None Shall Pass 
Operational As Planned & Wounded Warrior Relentless TrackinL 
Establish Secret Base & Ominous Rumors Imperial Command 
Emperor‘s Power & Overseeflg It Personally Perimeter Patrol 
Your Destiny 8. insignificant Rebellion Force LightnirLL 
t-idden Weapons & Twi'lek Advisor 

Episode I: The Phantom Menace — 38 cards + 1 checklist card 

Griff M Watto's Box & Quiey Observing 
Watto, Junk Dealer This Is Outrageous! & Motion Supported 
SSA-33 Begin Landing Your Troops & Activate The Droids 
Boonta Eve W W  Dioxis & They're Still Coming Thnmhl 
Visage Of A Viceroy Master, Destroyers! & Rolling, Rolling, Rolling 
Flag Emblems Maul Strikes 8. No Match For A Sith 
Security Activators Blow Parried 
Darth Maul, Sidious' Apprentice RollinLRollim, Rolling_ 
Battle Plains Victory Quietly Observing 
Worry Podracer Collision 
Great Interest I Will Find Them Quickly Master 
Entry Denied Pit Crews 
In The Pits Vote Now! 
[Dark Side Cheddist] Open Fire! 
Watto's Chance Cube 8. You Swindled Me! Through The Corridor 
Start Your Engines! & Pit Crews Hit Racer 
We Must Accelerate Our Plans & Vote Now! They're Still Coming Through 
Drop Your Weapons & Halt! Dioxis 
Podrawr Collision & Hit Racer Squabblfiq Delegates 
Trade Federation Tactics & We're Hit Artoo 
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Promotional cards 
28 cards 
Distributed through redemptions and as tournament attendance prizes 

Decipher released promotional tolls tor the Star Wars CCG, mostly non-rare cards that 
were popular in tournament play. 

The hardest to acquire are the Imperial-class Star Destroyer and Corellian Corvette, which 
appeared once on the print sheet for every ten instances of most of the other cards. The 
next most difficult to acquire are the Qui-Gon and Darth Maul promos, based on quantity. 

Star Wars CCG Tournament/Promotional Foils 

Cahs oi Sabers Death Star II Pre-release tournaments 

, ’I’I,”.’/’-.’W r r r r,» 

' 222/1910" 

You Are Beaten Death Star ll Pre-release tournaments 
The Signal State Championship 2000 tournaments 
Masterful Move State Championship 2000 tournaments 
Corellian Corvette DecipherCon 2000 preregistration redemption 
Imperial-class Star Destroyer DecipherCon 2000 preregistration redemption 
Battle Plan Endor Closed Environment tournaments 
Battle Order Endor Closed Environment tournaments 
Insurrection Endor Closed Environment tournaments 
Imperial Arrest Order Endor Closed Environment tournaments 
Oui-Gon Jinn with Lightsaber Episode I Closed Environment tournaments 
Darth Maul wittLLightsaber Episode I Closed Environment tournaments 
Rebel Barrier 2001 World Championship Open tournaments 
Imperial Barrier 2001 World Championship Open tournaments 
A Few Maneuvers August/September 2001 tournaments 
Dark Maneuvers August/September 2001 tournaments 
It Could Be Worse October/November 2001 tournaments 
Alter (Dark) October/November 2001 tournaments 
Sense (Light) December 2001/January 2002 tournaments 
thk December 2001/January 2002 tournaments 
Grimtaash February/March 2002 tournaments 
Alter (Light) February/March 2002 tournaments 
Monnok February/March 2002 tournaments 
Imperial Decree February/March 2002 tournaments 
Houjix April/May 2002 tournaments 
Sense (Dark) April/May 2002 tournaments 
Snowspeeder June/July 2002 tournaments 
Twi’lek Advisor June/July 2002 tournaments 
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Menace of Darth Maul May 1999 MODM 
14o cards 18-card foil subset 
30 rares 40 uncommons 60 commons 10 fixed Illrter 
4 rare foils 6 uncommon foils 8 common foils 
Balanced cutsheet Type unknown Homelands value density 
Booster packs (1 R, 3 U, 7 C); Starter Decks (60 fixed cards) 
Booster boxes (30 packs); Starter boxes (12 decks); Collector‘s Boxes (10 packs) 
Promotional foil: Anakin Skywalker (label redemption) 

May 1999 saw the release of Star Wars: Episode 1 - The Phantom Menace. perhaps the 
most anticipated and most disappointing film in cinematic history. Decipher was ready for 
an influx of new TCG players with a game offering much simpler and faster gamepiay than 
the Star Wars CCG. Decipher printed Young Jedi in huge numbers at llrst. hoping to 
capitalize on interest in the Episode 1 movie. but when the movie failed to live up to 
expectations, the game joined the heap in the glut of Episode 1 tie-in merchandise that hit 
the market that year. it's a bit of a shame, because the game itseil is fun to play and has 
an elegant and balanced engine with potential that has barely been tapped. 

The current state of Young Jedi as an ongoing game is essentially “dead,” though Star 
Wars 006 players tend to know how to play and probably wouldn’t refuse a friendly game if 
you asked. Like all Star Wars product. the collector market will maintain some modicum of 
demand for Young Jedi until the collapse of western civilization. Booster boxes of MODM 
are cheap at the time of this writing — $4 to $8 - but the complete set with all foils can often 
be had for $20 or less. The four rare foils from the set are the only cards that are of non- 
trivial difficulty to acquire. The rare foils from the set were F1 Obi-Wan Kenobl. Young Jedi; 
F2 Jar-Jar Binks, Gungan Chuba Thief; F10 Darth Maul, Sith Apprentice; and F11 Darth 
Sidious, Sith Master. Two promotional foils, Anakin Skywaiker and Sebulba, were available 
by sending wrappers to Decipher for redemption. The Sebulba foil is the rarer of the two 
(see the section on Young Jedi promotional foils). 

As with The Jedi Council and Battle of Naboo. a complete set requires the opening of at 
least one starter deck to obtain the five fixed cards per side (three locations. an Obi-Wan 
variant, a Maul variant, and a minor character for each side). 

The set is also available in German and Japanese. There is no particular demand for the 
German product, which has no foils. The Japanese product is incredibly rare and 
commands high prices on the collector market. 
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The Jedi Council " ' October 1999 Jo 
140 card: la-card loll sublet 
so ram 40 uncommon. 60 commons 10 iixed starter 
4 rare loila 6 uncommon tolls 8 common toils 
Balanced cuteheet Type unknown Homelands value density 
Booster packs (1 R. 3 U. 7 0): Starter Decks (60 llxed cards) 

. Booster boxeerg(30 packs); Starter boxes (12 decks) 

The second Young Jedi release arrived on the market at about the same time as the home 
video release oi the iilm. The game was already close to dead at that point. with little play 
interest in the community except among the most obsessed Star Wars CCG hoidovers. 
The second set. rather than pushing any boundaries and taking a risk 01 adding something 
great to the game. was in many respects almost Identical to its predecessor and successor. 
Decipher clearly designed Menace o! Darth Maul. The Jedi Council. and Battle of Naboo 
simultaneously. distributing card variants and locations among the three in order to create 
one complete game environment. it was not until the Dual of the Fates expansion that the 
game ltseli progressed in any way. and Dual tailed to carry the torch. 

The Jedi Council Is the second-most-abundant and second-least-expenslve Young Jedi 
product in circulation. Booster boxes cost anywhere from $6 to $10 (with a few idiots now 
and again posting them at $20 or more and hoping to catch a sucker on the line) and the 
complete set with tolls can be found tor under $25 as of this writing. The tour rare tolls from 
the set are the only cards that are of non-trivial difficulty to acquire. Decipher at least had 
the presence 01 mind this time not to waste a rare toll on Jar-Jar Blnks. The rare iolis from 
the set were F1 Obi-Wan Kenobl. Jedi Apprentice; F2 Qui-Gon Jinn. Jedi Protector; F10 
Darth Maul. Master of Evil; and F11 Darth Sldious. Lord of the Sith. 

As with Menace of Darth Maui and Battle of Naboo. a complete set requires the opening of 
at least one starter deck to obtain the live fixed cards per side (three locations, an Obi-Wan 
variant. a Maul variant. and a minor character for each side). 

A tiny amount 01 The Jedi Council was printed in Japanese, and commands very high 
prices on the collector market. 
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Battle of Naboo April 2000 BON 
140 cards 18-card foil subset 
30 rares 40 uncommons 60 commons 10 fixed starter 
4 rare toils 6 uncommon toils 8 common foils 
Balanced cutsheet Type unknown Homelands value density 
Booster packs (1 R, 3 U, 7 C); Starter Decks (60 fixed cards) 
Booster boxes (30 packs); Starter boxes (12 decks) 

The third Young Jedi release arrived almost a year after the first. As with The Jedi Council, 
the set did virtually nothing new for the game. Battle of Naboo is the third-most-abundant 
and third-least-expensive Young Jedi product in circulation. Booster boxes cost anywhere 
from $6 to $15 and the complete set with foils can be found for under $25 as of this writing. 
The four rare foils from the set are the only cards that are of non-trivial difficulty to acquire. 
In a laudable move, Decipher spared us a third Darth Sidious foil and mixed things up with 
a foil rare Aurra Sing. The rare foils from the set were F1 Obi-Wan Kenobi, Jedi Knight; F2 
Qui-Gon Jinn, Jedi Ambassador; F10 Darth Maul, Dark Lord of the Sith; and F11 Aurra 
Sing, Mercenary. 

As with Menace of Darth Maul and The Jedi Council, a complete set requires the opening 
of at least one starter deck to obtain the five fixed cards per side (three locations, an Obi- 
Wan variant, a Maul variant, and a minor character for each side). 

Enhanced Menace of Darth Maul August 2000 EMDM 
6 fixed premium cards Homelands value density 
Enhanced packs (1 premium card, 4 booster packs of MODM) 
Enhanced boxes (12 enhanced packs; 2 of each premium card) 

In an effort to clear out some of the infinitely-overprinted Menace of Darth Maul product, 
Decipher repackaged boosters with premium cards so overpowered it made no sense not 
to play the maximum allowable in any deck. Enhanced Menace of Darth Maul is ubiquitous 
in general; from time to time the supply dries up, only for a vendor somewhere to unearth 
another few cases and pawn them off in the $10-$20 range. 

The premium cards, visible through a die-cut window on the enhanced pack, were P1 Qui- 
Gon Jinn, Jedi Protector; P2 Mace Windu, Jedi Warrior; P3 Queen Amidala, Cunning 
Warrior; P4 Darth Maul, Sith Assassin; P5 Sebulba, Champion Podracer Pilot; and P6 
Trade Federation Tank, Assault Leader. 
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Duel of the Fates November 2000 ' DOTF 
60 cards No foil premiums 2 ultra-rares 
18 rares 21 uncommons 19 commons 
Unbalanced cutsheet Type unknown Homelands value density 
Booster packs (1 R, 10 UIC) 
Booster boxes (30 packs) 

By the time Decipher actually changed the Young Jedi game, it was too little and too late. 
The tiny Duel of the Fates expansion, sixty cards in all, offered “lightsaber dueling" 
mechanics that did little but complicate an elegant and straightforward game engine, and 
not even for a game effect worth bothering to achieve. Even with collector interest focused 
on the ultra-rares, DOTF might be the single worst Young Jedi product Decipher produced. 

Secondary-market scarcity of DOTF is inconsistent; booster boxes appear at prices ranging 
from $4 to $40; complete sets from $20 to $50. Clearly, the top end of each range is 
unrealistic, even for Star Wars-related collectible ballast. Every card in the set is trivial to 
acquire except the two ultra-rares: 2 Qui-Gon Jinn, Jedi Mentor and 31 Darth Maul, Student 
of the Dark Side. 

Enhanced Battle of Naboo January 2001 EBON 
12 fixed premium cards Low value density 
Enhanced packs (3 premium cards, 4 booster packs of BON) 
Enhanced boxes (12 enhanced packs; 3 of each premium card) 

In an effort to clear out Battle of Naboo product, Decipher repackaged boosters with 
premium cards so overpowered it made no sense not to play the maximum allowable in any 
deck. BON was nowhere near as overprinted as MODM, and the print run of EBON is 
smaller accordingly than that for EMODM. A box of EBON typically sells for $40-60 on 
eBay as of this writing; for the value of the included cards, whether gameplay or collectible, 
that figure is artificially high. The value is likely propped up by the doubling of the premium 
card total from the set. Why was there no Enhanced Jedi Council? We may never know. 

The “missing” promotional card was P7: Shmi Skywalker, available through a wrapper 
redemption from Decipher. 

The premium cards, visible through a die-cut window on the enhanced pack, were P8 Obi- 
Wan Kenobi, Jedi Avenger; P9 Anakin Skywalker, Tested by the Jedi Council; P10 Padme 
Naberrie, Loyal Handmaiden; P11 Captain Panaka, Royal Defender; P12 Yoda, Wise Jedi; 
P13 R2-02, Starship Maintenance Droid; P14 Darth Sidious, The Phantom Menace; P15 
Watto, Risk Taker; P16 Aurra Sing, Scoundrel; P17 Jabba the Hutt, Tatooine Tyrant; P18 
Nute Gunray, Neimoidian Bureaucrat; and P19 Rune Haako, Neimoidian Lieutenant. 
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Young Jedi Reflections July 2001 YJH 
100 cards 60 foil premiums 40 non-foil premiums 
12 Armed & Dangerous 14 Combo Battle 14 Double impact 
Unbalanced cutsheet Type unknown High value density 
Booster packs (1 FF, 2 NFP, 17 URIRlU/C/F) 
Booster boxes (18 packs) 

The year was 2001. Decipher would not have the Star Wars license when the calendar 
turned over to 2002. Accordingly, Decipher made as many blatant cash grabs as possible 
with their Star Wars properties, including both the SWCCG and Young Jedi. 

Young Jedi Reflections featured eighteen booster packs per box of mostly filler cards from 
the early YJCCG sets, then two premium cards and a foil card. The premium cards were 
absolutely the best cards in the game at their assigned dots, combining existing 
character/vehicle/weapon cards (Armed & Dangerous), battle cards (Combo Battle), or 
effects (Double Impact) with little or no loss of utility compared to the original separate 
versions of the two cards in question. 

Thus, to play YJCCG as a constructed-deck game in any serious sense, an abundance of 
YJR is necessary. And, oh yeah, it’s $500+ per box on the secondary market. And there’s 
virtually none of it circulating. Have fun with that. This relegates what is left of Young Jedi 
to being a limited-format game, and that requires consumption of sealed product. In time, 
even what sealed product does exist will diminish, and it will become impossible for a 
balanced constructed environment to exist unless the YJR non-foil premium cards are 
banned... and that’s assuming anyone around still cares to play. 

From known production geometry for other games, it is safe to surmise that the YJR foil 
sheet was an 11x10 (110-card) sheet, containing each of the ten Rare-1 “ultra-rare” foils 
once and each of the remaining fifty Flare-2 “rare” foils twice. Decipher never published the 
list of which of the foils were more rare than the others, perhaps expecting players to buy 
more product in an attempt to find out. Well, Decipher, it you want players to buy product, 
you have to print product, and you didn’t print nearly enough. This is especially baffling 
considering that every pack of YJR produced got rid of 17 cards worth of chaff clogging up 
Decipher’s warehouses. There was no reason to avoid printing huge quantities of 
Reflections-format product. The Reflections sets have been huge sellers in four different 
TCGs: Star Wars (three times), Star Trek (twice), Young Jedi (to the extent printing 
allowed), and Lord of the Rings. The normal rules of product saturation simply did not 
apply to Reflections sets for some reason. Even now, anyone buying in to the other three 
games quickly discovers that the applicable Reflections sets are fairly good choices. 

Fortunately, trays of cut cards from the YJR foil sheet were sold off during Decipher’s great 
employee exodus of 2006-2007, and the contents of those trays confirmed once and for all 
the exact commonality of the foils. The full list is on the following page. 
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Young Jodi DOG Hellcat/om Polls 

Gut-Gen Jinn, Jodi Muster I‘I' WI, Menu 91 Aurro sing, Bounty Hunter I I _ M999 "97" 
Queen Amidsta, 8oy9l Loader I MODM W82: I I9II IIIIIIII, NIIIIoIed Million I MQDM . 82 

__Y9Ir_i9 .Iedl MasleII MODM 82W IWIIIIIII, IIIIIv9 IJwIIIIII IMOQM I 82, 
Anakln t-Ikywelker, Child at Prophecy JC I III I I 99 I 99k, A999IIII Division M I W ,W JG 9.591.». 

I Que99IIIAIIn9Id9I9, Voice at Her People JD , 829 89199 9999 tiqunrl,II snort Unilm WIJC 
MggIIIIWWIntIu, tI9rIll Smelter DON IIIIIII I), IIJIIIIIII 89999, 0919999 Division IIWJC «”555... 
Ansktn Skywnlker, I’edawen I DON R2,: 89IIIIIII9, I ’orlrnr.9r I’IIot JC I 82 
09999 AInIdrIIII, Cunning Warrior EMDM III ' IIIIIIIIIIIIII, Dangerous I’odrecot Pike! ”I, W80“ 81 
Mace Windu Jedi Warrior I EMDM 82 Darth IIIIIllrIus, IIiIh Manipulator SON 82 
Out-Gen Jinn, Jedi Protector EMDM 82w Jenna EDELULLQI... CIIIIIe Lord I IBIQN _. _ 82 
Obi-Wan Kenobt, Jedi Student DOTF 81 8999 Hanks, Neirnriirlie Deputy 50" 82 
Anakin Skywalker, Rookie Pilot II DOTF 82 Wello Toydrtrian Gambler _ WM __ 82 
Captain Panake, Security Commander DOTF 82 Darth Maul, Bith Assassin EMDM 81 
Mace tdu, Jedi Councilor DOTF 82 Bonulba, Champion Podrecer Pilot EMDM 82 
Queen Amidata, Young Leader DOTF 82 T Fed ’,Iank Assault Loader EMDM 82 
Out-Gen Jinn, Jedi Mentor DOTF 82 Darth Bidious, Master at DaIII Side DOTF 81 
Yoda, Jedi Philosopher DOTF n2 Darth Maul, Student at Dark Side DOT F 82 
Shmi Skywatker, Anakin’s Mother 88M 82 Aurra Bing, Trophy Collector DOTF 32 
Anakin Skywalker, Tested Jedi Council EBON 82 Aurra Sing, Scoundrel 530” 92 
Captain Panaka, 8oyal Detender EBON 82 Darth Bldious, The Phantom Menace 6808 8L 
Obi-Wan Kenobi. Jedi Avenger EBON 92 Jabba the Hutt, Tatooine Tyrant EBON 92 
Padme Naberrie, Loyal Handmaiden EBON 82 Nuts Gunray, Neimoidian Bureaucrat £808 82 
82-02, Starship Maintenance Droid EBON 82 8uno Haako, Neirnoidian Lieutenant EBON 82 
Yoda. Wise Jedi soon 92 Watto, 8isk Taker EBON 92 
Amidala‘s Starship, Queen's Transport BEP 82 Aurra Sing, Formidabie Adversary BEP 82 
C-3PO, Human-Cyborg Relations Droid BEP 82 Jabba the Hutt, O Grandio Lust BEP 82 
Jtra, Pattie Vendor BEP 82 Orr'Ur8uu8’8, Tusken 8aidet Leader BEP 82 
Kitster. Anakin's Friend BEP 82 TC-14, Protocol Droid BEP 82 
Watd, Anakin’s Friend SE? 82 Viceroy's Battleship, T. F, Transport BEP 82 
Yoda. Jedi Instructor BEP 82 Watto, Podrace Sponsor BEP 82 

Boonta Eve Podrace September 2001 BEP 
60 cards No toil premiums 2 ultra-rares 
18 rares 22 uncommons 18 commons 
Unbalanced cutsheet Type unknown Homelands value density 
Booster packs (1 8. 10 U/C) 
Booster boxes (30 packs) 

I may have spoken too soon when i called Duel of the Fates possibly the worst Young Jed 
product Decipher produwd. At least DOTF included characters (the Jedi) that tans gave a 
damn to play. No, the worst Young Jed] product was easily Boonta Eve Podrace. 

Boonta Eve Podrace Iocused on the titular plot-coupon event lrom Episode Ithat did 
nothing to advance the story or anyone’s understanding ot the characters, and that put 
Jake Lloyd’s Anakin Skywatker at the center 01 the action Ior lar too long. The BEP 
expansion contains no new iteration of Obi~Wan, Qui-Gon, or Darth Maul. No. the rares 
here are perennial tan favorites like Kitster and Wald. What, you don‘t recognize them? 
They were Anakin’s little munchkin triends who appeared on screen tor a low seconds in 
me movie and then again in a DVD deleted scene. We're talking about timeless character: 
here! Han 8010 had better watch outl All that said, even the most rogue toumarnent mayor 
witt be hard-pressed to tind much viable playstock in BEP. 
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Secondary-market scarcity ol BEP is inconsistent; booewr boxes appear at prices ranging 
from $4 to $40; complete sets irom $20 to $50. Clearly, the top end at each range is 
unrealistic even for Star Wars-related collectible ballast. Every card in the set is trivid to 
acquire except the two ultra-rares: i Anakln Skywalker, Boonta Eve Podracer Pliot and 21 
Sebulba, Dug Podracer Pilot. Collectors can take heart that BEP is so worthless tor 
gameplay purposes that its tiny print run Is not coupled to high secondary-market prices. 

Promotional cards 
26 cards 
Distributed through wrapper redemptione and as tournament attendance prizes - 

Decipher released promotional tolls tor the Young Jedi COG, mostly nomare cards iron! 
the first three expansions. Other than the locations, law are tournament‘relevant. 

The hardest to acquire by tar is the Captain Tarpals toll, which was given out in very and 
quantities toward the and ot the game’s run. Alter that, the Sebulba FPZ is not too 
common, because the wrapper redemption period tor the card was very short, The 
remaining tournament toils are actually reasonably diiiicult to acquire overall, as the game 
performed poorly and proportionally lewer cards were given out in comparison to the 
tournament toils tor SWCCG and ST CCG. Fortunately, since the YJCCG tournament tails 
are worth little in terms of gameplay, they are not likely to become prohibitively expensive. 

Young Jedi COG Tournament/Promotional Foils 

FPi Anakin Podracer Pilot 
FPZ Bad-T 1 
Adi Gallia 
Adi Gallia’s 

T Guard 
Coruscant ' Galactic Senate 

of This Pretense 
Guardians oi the Queen 
lshi Tib 
Naboo * Battle Plains 
Pio Koon 
Tatooine ’ Mos 
The of the 
Bettie Droid 
Coruscant ' Jedi Council 
Da Chaal 

Droid 
Droid 
Naboo " Theed Palace 
New There Are Two oi 

Sea Killer 
Sith Probe Droid 
Start Your 
Tatooine ‘ Podrace 
Trade Federation T 
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Premiere Limited Edition November 1994 “3394” 
363 cards No foil premiums 
121 rares 121 uncommons 121 commons 
Balanced cutsheet Type C Medium value density 
Product formats: Booster pack (1 Fl, 3 U, 11 C); Starter deck (2 Ft, 13 U, 45 C) 
Booster box (36 packs); Starter deck box (12 decks) 

Premiere White Border Edition 
“Alpha” December 1994 (“W894”) “Beta” January 1995 (“WB”) 
363 cards No foil premiums 
121 rares 121 uncommons 121 commons 
Balanced cutsheet Type C Sub-Homelands value density 
Product formats: Booster pack (1 Ft, 3 U, 11 C); Starter deck (2 R, 13 U, 45 C) 
Booster box (36 packs); Starter deck box (12 decks) 

Premiere Collector’s Tin November 1995 None 
363 cards No foil premiums Cards have silver borders 
121 rares 121 uncommons 121 commons 
Balanced cutsheet Type C NIA value density 
Product formats: Collector's Tin (363 fixed cards) 

The second “successful” TCG in the market arrived over a year after Magic: the Gathering 
invented the category. Decipher, lnc., creators of tabletop and party/group games such as 
“How to Host a Murder Mystery,” entered the market with a visually stunning CCG based on 
the license to Paramount’s Star Trek: The Next Generation. The STCCG eventually 
expanded its license to the entire Star Trek catalog and remained in print for 13 years. 

Tom Braunlich and Rollie Tesh designed the STCCG so early in the TCG industry’s history 
that they understood little about card costing, abusive strategies, or other negative play 
experiences that are caused by design or development miscues. In the Premiere set, the 
first set of what would become known as the STCCG 1St Edition (1 E), there was no reason 
ever to play a nameless minor character card that had Diplomacy or Archaeology on its skill 
list, because you could always play Jean-Luc Picard (with both skills and more) for the 
same cost — free! There was no reason to refrain from playing brutally abusive cards like 
the Telepathic Alien Kidnappers, Static Warp Bubble, Red Alert, and Tarellian Plague Ship, 
because most of the time your opponent would have no answer and would simply play the 
same cards right back at you at the first opportunity. Even somewhat “less broken” cards 
like Amanda Rogers and Kevin Uxbridge, both of which were balanced out with costs in the 
2E, were ubiquitous in the early 1E era and made for a roshambo triangle with Q2 and 
other “bullet” cards. “Bullets” were Decipher’s misguided way of attempting game balance 
- rather than banning a clearly abusive card, Decipher just upped the ante by making some 
card trump the abusive card directly. But what if you never drew your bullet? Exactly. 
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Thanks to the horrendous game balance issues typical of so many Premiere cards, the 
Premiere set is both the best and worst set in the game. It is great because anyone can 
get any amount of it they want. The set was so overprinted that white-bordered cards from 
the set cost next to nothing and are widely available, not just from Premiere boxes but from 
Official Tournament Sealed Decks, Anthologies, Reflections: The First Five Year Mission, 
Enhanced Premiere, Starter Deck II, and the Introductory 2-Player Game. It is bad 
because so many abusive Premiere cards fluctuate between being auto-includes and being 
worthless, depending on whether their “bullets” are in prevalent use in other decks. 

l unhesitatingly recommend for entirely new players to ignore 1E entirely and buy in only to 
the STCCG 2"d Edition (2E). The 2E is the better game, and its cards are still readily 
obtainable at a reasonable cost in most cases. Having said that, I concede that many 
players, especially those who once played STCCG and are returning to the game, may opt 
to explore the 1E instead of, or in addition to, the 2E. It you are in that position, I advise 
you not to buy any white-bordered Premiere product at all. You will acquire plenty of those 
cards in the course of buying other products, such as the ones listed in the previous 
paragraph. It is a waste of your time and money to purchase any actual W894 or W8 
boxes unless you have decided to be a completist collector. 

In contrast, it may be worth your while to buy “8894” black-bordered Premiere it you find it, 
as those cards exist in far lower quantities and have virtually disappeared from the 
secondary market in the form of sealed packs, decks, or boxes. The price level of 8894 is 
still reasonable because of how little market activity there is for the STCCG as a whole. 
That can be a positive or negative thing, depending on one’s perspective. 

The Collector’s Tin is a nice nugget and a convenient way to get a playable set all in one 
place for very little money, but it is entirely unnecessary. That, and many players quickly 
grow tired of seeing irregular silver-bordered cards interspersed throughout their collection. 

Since no W894 or W8 cards are worth anything, the market-relevant cards from Premiere 
are only of note in their 8894 versions: 

8 m e - l v n  r 

. Any rare in mint condition has some value due to 8894’s scarcity, though most of the 
obscure rares are only worth the minimum “fill” the market offers at any given time. 

- Amanda Rogers and Kevin Uxbridge — There is always demand for 88 versions of these 
cards, as their only premiums are tournament foils and they are played in multiples. 

- Beverly Crusher — A fundamental anti-Federation strategy targets female and medical 
personnel, making multiples of Dr. Crusher essential. 

- Jean-Luc Picard - The premium is an ultra-rare foil, making this a highly sought 88. 

- Tasha Yar - There is no premium of the normal, non-AU Yar. 

0 U.S.S. Enterprise — Other options exist, but a deck likes to have multiple main ships. 

- Wesley Crusher - Wil Wheaton would be proud oi how overpowered this card is. 
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Warp Pack March 1995 None 
11 cards No foil premiums 11 commons 
Product formats: Booster pack (11 C) 

The Warp Pack was a free giveaway by Decipher of white-bordered commons from 
Premiere and the forthcoming Alternate Universe, to help balance early abusive strategies. 

Alternate Universe November 1995 “AU” 
122 cards No foil premiums 1 ultra-rare 
41 rares 40 uncommons 40 commons 
Unbalanced cutsheet Type C Homelands value density 
Product formats: Booster pack (1 R, 3 U, 11 C); Booster box (36 packs) 

The STCCG’s first expansion arrived a year into the game’s lifespan, and it upset players 
considerably with the difficulty of acquiring the ultra-rare Future Enterprise. It appeared 
once on the 121 —card rare sheet, while other rares appeared three times on the sheet (and 
one rare appeared once on the uncommon sheet, with the same circulating frequency as a 
result). Though better starship options became available as the game grew from year to 
year, at the time the Future Enterprise was easily the best starship in the game, and thus a 
must-have (in multiples, if possible) for serious players. 

As of this writing, Alternate Universe booster boxes are available widely for as low as $5 to 
$8 each, or by the six-box case for under $50. Accordingly, while plenty of AU cards have 
proven playable, they are not market-relevant because you will open plenty as you tear 
through inexpensive packs chasing down Future Enterprises. Alternate Universe cards 
also appear in the First Anthology, the Official Tournament Sealed Deck, and Reflections: 
The First Five- Year Mission. The only other printing of Future Enterprise is as an ultra-rare 
foil in Reflections, so either version is highly sought. 

(ii-Continuum October 1996 “QC" 
121 cards No foil premiums 
41 rares 41 uncommons 39 commons 
Balanced cutsheet Type C Homelands value density 
Product formats: Booster pack (1 R, 3 U, 11 C); Booster box (36 packs) 

The STCCG’s second expansion arrived a year after the first, and offered a twist in 
gameplay and a handful of popular cards. In response to player complaints, Decipher 
ditched the ultra-rare scheme for the time being — it is likely that Mortal Q, Galen, or the 
USS. Stargazer would have been the ultra-rare if one had been included — and instead the 
set featured 41 rares of equal frequency. 

As of this writing, 0 Continuum is every bit as inexpensive as Alternate Universe, and has 
the side benefit of appearing in the First Anthology, Official Tournament Sealed Deck, and 
Reflections: The First Five Year Mission as well. A player “buying in” to Star Trek will never 
need to purchase QC outright; assuming no used collections are available, that player will 
still get plenty of the entire QC set by opening Reflections. 
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Introductory 2-Plsyer Game January 1997 “law” 
21 cards No loll premiums 21 non-loll premiums 
Fixed cutsheet No type Homelands value density 
Product formats: "Edition 1" box (Blue/Federation) (138 fixed cards): 
“Edition 2" box (Red/Klingon) (138 fixed cards) 

There were two different editions of the Introductory 2-Player Game, and the only difference 
between the two was which three edition-exclusive premium cards it contained. Both boxes 
contained an identical spread of 15 premium cards. None of the cards from the lZPG are 
particularly expensive or difficult to acquire. 

“Edition 1” has the exclusive premiums Admiral Picard, Commander Data, and Commander 
Troi. “Edition 2” has the exclusive premiums Gl’ral, Ja’rod, and Mogh. Both editions 
contain the premiums Admiral McCoy, Data Laughing, Spock, and eleven missions 
designed for use in the included fixed decks. 

First Anthology June 1997 None/PM 
6 cards No foil premiums 6 non-foil premiums 
Fixed cutsheet No type Homelands value density 
Product formats: Collector box (6 fixed cards, 2 starter decks W8, 2 booster packs each of WB, AU, 
QC, and a Warp Pack) 

Decipher introduced “Anthology” repacks for both SWCCG and STCCG in the summer of 
1997, and both were unqualified hits due to the premium cards and sturdy card storage 
boxes included. In both cases, the First Anthology introduced an entirely new range of 
upcoming material — for SWCCG, the Special Edition cards based on the re-releases of the 
original trilogy, and for SWCCG, cards from Deep Space 9 and Voyager previewing future 
expansions to come that were no longer limited to the Next Generation license. 

Because the sealed material inside is close to worthless, the STCCG First Anthology is still 
obtainable at a reasonable price. The six premium cards were Orb of Prophecy and 
Change, Garak, Ensign Tuvok, Quark Son of Keidar, Thomas Paris, and Dr. Telek Fi’Mor. 

First Contact December 1997 “FC” 
130 cards No foil premiums 
50 rares 40 uncommons 40 commons 
Balanced cutsheet Type 6 Very low value density 
Product formats: Booster pack (1 Fl, 3 U, 5 C); Booster box (30 packs) 

Decipher’s first full expansion from a Star Trek property other than The Next Generation 
was based on the newly released film First Contact. The set was reasonably strong and 
remains not too expensive to acquire, because a year later Decipher produced an 
Enhanced First Contact boutique set that had essential premium cards and pushed huge 
numbers of FC booster packs into circulation. 
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Fajo Collection December 1997 'FAJO' 
18 cards No toll premiums 18 non-foil premiums 
Fixed cutsheet No type Low value density 
Product formats: Collector package (18 fixed cards, presentation binder, signed certificate of 
authenticity, rules document, STCCG poster, rebate voucher, business card, raunchy stick of gum) 

Decipher developed the Fajo Collection as a cash-grab targeted at hardcore collectors. 
They never reprinted any card from it, and fortunately few are commonly seen in gamepiay 
- the Sisters of Duras, Qapla’l, Locutus of Borg, Miles O'Brien, and Lore, essentially, with 
the other cards appearing once in a great while in casual decks. 

Official Tournament Sealed Deck May 1998 “OTSD” 
20 cards No foil premiums 20 fixed non-foil premiums 
Fixed cutsheet No type Homelands value density 
Product formats: OTSD pack (20 fixed cards, 4 booster packs of W3, 1 booster pack of AU) 

Designed to make sealed-deck play even remotely possible for the STCCG, the OTSD 
included a set of 20 premium cards that included rudimentary dilemmas and missions 
keyed to the card attributes most often seen in lower commonalities in the original set. 

Deep Space Nine July 1998 “use” 
277 cards No foil premiums 1 non-foil white-bordered premium 
100 rares 80 uncommons 80 commons 16 fixed/starter 
Balanced cutsheet Type S Very low value density 
Product formats: Booster pack (1 R, 3 U, 5 C); Starter deck (2 R, 10 U, 42 C, 16 fixed/starter) 
Booster box (30 packs); Starter deck box (12 decks) 

The first stand-alone STCCG expansion arrived in mid-1998 and offered a number of new 
twists on the game. Depending on your perspective, the set was either a blast of fresh air 
or a textbook example of complexity creep. Because the power level of Deep Space Nine 
was lower than what would eventually arrive with sets like Voyager, it is still obtainable at 
reasonable prices despite selling through on its print run. The roughly two-year period 
beginning with the release of 089 is generally considered the apex of the Star Trek CCG. 

Starter Deck II December 1998 “SD2” 
371 cards No foil premiums 
121 rares 121 uncommons 121 commons 8 fixed/starter 
Balanced cutsheet Type C Homelands value density 
Product formats: Starter deck (2 Fl, 13 U, 45 C, 8 fixed/starter); Starter deck box (12 decks) 

Decipher finally delivered on a promise to do something that WOTC had done with the very 
first deck of MTG ever produced: offer a starter deck that was playable right out of the box. 
Aside from that trivia, most players will not feel a pressing need to buy any. 
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134 cards No foil premiums 4 non-rteil whitawberdsrod premiums 
50 rares 40 uncommons 40 commune 
Balanced cutsheet Type a Very low value density 
Prom 'Oim33°.=_.39°9l€[ 9-93.,lifiz393 W W W W  (30 timid, ._ , .7 ‘ "..-"". 

Declpher found that the while-bordered preview premium of the U.8.8. Detlsnt in the Deep 
Space Nine expansion was well received by the player community, poseitny boom may 
knew that it would be available as a regular rare at some point. Decipher included the 
Defiant in their next lull-scale expansion, The Dominion, and previewed four more future 
cards to similar acclaim: Captain Kirk, Wori Son of Mogh, Admiral Biker, and Seven of 
Nine. Cards from DOM are easily and cheaply acquired: booster boxes cost around $10 
each on the secondary market as of this writing, two DOM packs are included in the 
Second Anthology, and each pack oi Hal/actions includes two DOM cards. 

Enhanced First Contact January'i‘m “sec"- 
12 fixed premium cards 4 fixed overlays Low value density 
Product formats: Enhanced packs (3 premium cards, 1 overlay, 4 booster packs at PC); 
Enhanced boxes (12 enhanced packs; 8 of each grouping) 

First Contact was not overprinted nearly to the degree that the seed sets for some of 
Decipher’s other “Enhanced” offerings were - especially BWCCG Premiere Unlimited, 
SWCCG Jabba’s Palace, and YJCCG Menace of Darth Maul. Decipher instead used the 
Enhanced First Contact release as an opportunity to beef up a popular but underutilized 
affiliation in the game: the Borg. The premium cards and overlays from Enhanced First 
Contact have proven popular and scarce. Among them is the wonderiuily pernicious “Add 
Distinctiveness,” which allows a player to open a sealed First Contact booster pack and add 
cards from that pack to the game in progress. i am sure Decipher hoped that mecharic 
would prove more popular than it did. 

Blaze of Glory August 1999 “BOG” 
130 cards 18-card foil subset 
50 rares 4O uncommons 40 commons 
Balanced cutsheet Type 3 Medium value density 
Product formats: Booster pack (1 Ft, 3 U, 5 C); Booster box (30 packs) 

Refractive premium toil cards made their debut in the ST 006 with Blaze of Glory, the set 
that stands as the apex of the original (1" Edition) game. Though the foils were pretty aid 
the four ultra-rare foils have become difficult and expensive to acquire, the set’s longevity 
and popularity is not based on the gimmick but on its content. Blaze of Glory was focused 
on combat, the mechanics for which were always marginalized in the game before. As a 
natural consequence of that focus, the Klingon affiliation was prominently featured in the 
set. Expanded rules for space combat and ground combat, including new Tactic cards and 
a Battle Bridge side deck, made STCCG more than just a game of who could find more 
card draw and draw into more disruption than an opponent and thus reach 100 points first. 
Booster boxes of BOG are not cheap and never sell for under $100, though the complete 
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set of non-foil cards still sells for only $70-80 as of this writing. The four ultra-rare foils were 
Elim, Jadzia Dax, Riker Wil, and Locutus’s Borg Cube. 

Of note, Decipher changed the foil laminate formula after YJCCG Menace of Darth Maul 
and SWCCG Endor but before STCCG Blaze of Glory. It was definitely a change for the 
better, and lasted through the runs of all three games and the Lord of the Rings TCG as 
well. The original formula is prone to some of the worst foil warping ever, rendering key 
characters from Endor, such as Daughter of Skywalker, essentially unplayable in foil form. 

Rules of Acquisition December 1999 “RCA” 
130 cards No foil premiums 
50 rares 40 uncommons 40 commons 
Balanced cutsheet Type S Homelands value density 
Product formats: Booster pack (1 R, 3 U, 5 C); Booster box (30 packs) 

Rules of Acquisition is pure player content, more than any other set in STCCG was. There 
were no foils, perhaps because Decipher had to make printing decisions many months 
ahead of release without knowing how well received the foil offerings in Blaze of Glory and . 
their other games would be. There are also few “noun” cards of mainstream significance. 
The quality of ROA is that it introduced what are still the best metagame cards against a 
slew of early problem cards and strategies. The set costs next to nothing on the secondary 
market and is essential for gameplay. Players rejoice; collectors and dealers shrug. 

Second Anthology March 2000 None/PM 
6 cards No foil premiums 6 non-foil premiums 
Fixed cutsheet No type Homelands value density 
Product formats: Collector box (6 fixed cards, 2 starter decks 802, 2 booster packs each of F0, 089, 
and DOM) 

Decipher’s second “Anthology” offering for STCCG offered players steeped in Trek lore a 
half-dozen-card gift to go along with a collector box and an assortment of otherwise 
unremarkable sealed decks and packs. The six premium cards were Vedek Dax, Legate 
Damar, Bashir Founder, Luther Sloan, Jodmos, and Koval. 

The Trouble with Tribbles July 2000 “TWT” 
141 cards No foil premiums 1 ultra-rare 2 non-foil premium 
55 rares 44 uncommons 39 commons 
Rare breakdown: 32 Rare-1, 20 Rare-2, 3 Rare-3 
97 cards from the set are reprints found only in starter decks, not counted toward the 141. 
Unbalanced cutsheet Type 3 Very low value density 
Product formats: Booster pack (1 R, 3 U, 5 C); Starter deck (fixed); 
Booster box (30 packs); Starter box (12 decks) 

Oh, Lord. This is when Decipher set the stage for STCCG to diminish. The Trouble With 
Tribbles could have been a landmark product, the first full-scale foray in the STCCG into 
what is now known as “The Original Series” of Star Trek. Instead, the “tribbles” sidegame 
drew focus away from the set's features, and Decipher upset dealers, collectors, and 
players alike with the most convoluted rarity scheme ever seen in STCCG. The ultra-rare 
Dr. McCoy is non-trivial to acquire; the rest of the set is cheap and abundant. 
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Reflections: The First Five- Yeer Mission October 2000 ‘FlEFt " 
105 cards All loll premlums 1 case-topper 4 box-toppers 
4 ultra rare (Rare-1) 50 super rare (Rare-2) 46 very rare (Flare-3) 
Unbalanced cutsheet Type 8 Medium value density 
Product formats: Booster pack (1 loll, 17 other cards); Booster box (30 packs) 

I chose Reflections as the STCCG expansion that I would use as proof-of-concept that 
mapping works even in tar-away reaches of the galaxy where no one has gone before. 
Sure enough, the set works and maps exactly like SWCCG’s Reflections II, which was 
produced at very nearly the same time. 

Each pack of Reflections contained one foil premium card, seven cards split between 
Alternate Universe and O Continuum, six white-bordered cards generally sourced from 
Premiere starter decks and the Introductory 2-Player Game (including in some cases its 
white-bordered premium cards such as Spock), two cards from Deep Space Nine, and two 
cards from The Dominion. As with the SWCCG, the slots can be sourced from any product 
or sheet of any rarity; I opened an entire case of STCCG Reflections in which every single 
Dominion card was a rare (good), and another entire case in which there were no Deep 
Space Nine rares at all, just commons and uncommons (less good). 

Overall, though opening Reflections packs will not recoup value at the time of this writing, 
the set still stands as a great collection builder for players who wish to acquire 1E. I state 
several times in this Reference Library that I think a new player buying in entirely fresh 
should disregard 1E and buy in t0 2E, and I stand by that, but the fact is that there is a huge 
amount of 1E "in the wild," and certainly a person who is given an old shoebox of cards by 
a friend or relative who once played the game is more likely to receive 1E cards than 2E 
cards in this way and that person may wish to explore the 1E game further instead of 
starting from zero. Certainly, former players who quit long before 2E ever hit the shelves, 
who unearth their 1E collections during spring cleaning and decide to give it another go, wifl 
also be interested in exploring 1E. No matter why a person happens to stay with collecting 
1E instead of (or in addition to) 2E, once the decision has been made to go with 1E, 
Reflections is the ideal product to open for coverage of all the early sets. 

The most valuable cards in REF1, of course, are the four ultra-rates, in no particular order. 
Jean-Luc Picard, the U.S.S. Defiant, the Future Enterprise, and the Borg Queen are 
certainly powerful, popular, and deckworthy, but none are required to field a tournament- 
worthy deck. By far the greater concern for deck power is to acquire enough playstock 
from the Voyager era and later, and most of that is cheap and abundant except for Blaze of 
Glory and The Motion Pictures. Thus, as rich and worthwhile as REF1 is, the one area in 
which the set falls short is that it offers nothing from the powerful post-Dominion sets except 
the topper preview foils. 

The case-topper and box-toppers appear twice each on the foil sheets, and thus are 
identical in overall rarity to the super-rare tolls, but since display-topper distribution is 
slightly irregular over the course of the entire print run, they can be considered a tiny bit 
less common than the SRFs overall. 
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The collation of toils is identical to that for SWCCG Reflections II. The STCCG is not split 
into two factions, so most STCCG sets are likely to map and flow from a single rare sheet, 
but in the case of REF1, it was probably cost-effective to design it to collate the same way 
as the other product Decipher already had on deck for release in the same time period. 
Since STCCG does not have two factions, there is no unifying game attribute that 
separates the sheet contents. Cards are simply on one sheet or the other. The only cards 
that appear to be on both sheets, Keldon Advanced and Betazoid Gift Box, may prove in 
time to have been errors based on the collation of the cases I opened for research, but for 
now I positioned them as consistently as I could with all the data I had. 

The collation, other than switching tracks from pack to pack, is standard Type 8, running 
from the top of the right column to the bottom, to the top of the middle column, to the 
bottom, to the top of the left column, to the bottom, and continuing at the top of the right 
column of the next box in the case numerically. (Starting around 1998, Decipher 
oonsiderately tagged the bottom of each booster box with a serial number.) 

There is pronounced irregularity in the collation, which can miss sheet/track switches and 
otherwise be sloppy multiple times in a given box, but in other cases I have opened boxes 
that showed a flawless sheet/track switch at 1:1 from beginning to end. It is a good idea, as 
in the example box #F-1 that is diagrammed below, to search nearby packs on the other 
track if it appears your goal rare may have been skipped in the collation on the track you 
are following. If you are lucky enough to open a box that has the foils from one sheet right- 
side—up and the foils from the other sheet upside-down, congratulations, because mapping 
your box just got a whole lot easier. 

When mapping other STCCG product for yourself, do not assume two sheets are in use 
unless you see evidence of that in the patterns once you have recorded several boxes that 
include spans that pass through the same group of single-instance rares. In many cases, 
especially for sets produced on 121 -card standard sheets, the collation may be absolutely 
card-tor-card the same as what is on the map, such as for MTG’s Tenth Edition. It is 
pointless to add difficulty to your project where none is needed. 
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Star Trek COG: Reflections Foil Shoot Map (Ultra Rm Grouping) 

(columns are oi 44, 44, and 33 cards to coincide with rows on the 11x11 rare sheet. Read down 
each column as you would read across each row on the sheet.) 

Seven oi Nine Keldon Advanced Cytherians 
Seven oi Nine Betazoid Gilt Box DNA Clues 
Admiral Riker Armua, Skin oi Evil Roga Danar 
Admiral Riker Deanna Troi Revolving Door 
100,000 Tribbies Decius Pegasus Search 
100,000 Trlbbies Roga_Danar Central Command 
(blank card) Cha-Joh l.K.C. Bortas 
Kurlan Naiskos Pegas_us Search investigate Rumors 
Geordi La Forge Jean-Luc Picard Kurlan Naiskos 
Beverly Picard DNA Clues Borggreen 
Toreth The Great Hall Ressikan Flute 
Central Command Assimilate Homeworld B’etor 
Bynars Weapon Enhancement RevolvinLDoor Decius 
Wort Magic Carpet Ride 000 Dathon 
Assimilate Homeworld Toreth Borg Ship 
Queen’s Egg Cube Worl Plans oi the Tai Shiar 
Magic Carpet Ride 000 inves_tigate Rumors Founder Leader 
Ressikan Flute Elim Garak Armus. Skin of Evil 
D'deridex Advanced The Sheliak Bynars Weapon Enhancement 
Scout Encounter Weyoun Queen’s Borg Cube 
Klingon Death Yell Taris Weyoun 
Pegasus Search Decius Retask 
Deanna Troi Madam Guinan Q 
Montana Missile Complex KiinQn Death Yell Taris 
Damar Julian Bashir Betazoid Gift Box 
Armus, Skin of Evil Damar U.S.S. Enterprise-C 
DNA Clues Scout Encounter Kira Nerys 
U.S.S. Defiant Yuta Borg Ship 
U.S.S. Enterprise-C Dathon The Great Hall 
Q U.S.S. Enterprise-C H9931": 
Cytherians Founder Leader Plans oi the Tai Shiar 
Yuta Retask l.K.C. Bortas 
Cha-Joh Cha-Joh Scout Encounter 
Geordi La Forge Future Enterprise ...wraps around to top. 
Magic Carpet Ride OCD Ressikan Flute 
D’deridex Advanced The Sheliak 
The Sheliak Toreth 
Retask l.K.C. Bortas 
Revolving Door Plans at the Tai Shlar 
Madam Guinan B’etor 
Damar Montana Missile Complex 
Horga’hn Kira Nerys 
Beverly Picard Julian Bashir 
Montana Missile Complex Assimilate Homeworld 
...oontinued next column ...continued next column 
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Star TM: 0C0: Reflections 11x11 Poll Sheet (Ultra-Flare Grouplng) 

Seven Admlr Admlr 100K 100K Kurlan Geordl Beverl 
Seven at al at Trlbble Tribble (blank Naieko La y Pi- 
ol Nine Nine Fliker Biker s 3 card) a Forge card Toreth 

Central Bynars Assimi Queen Magic Bessik D'derld Scout Kl. Pegas 
Comm Weap late '8 Borg Carpet an ex Ad- Encou Death us Se- 
and on En. Worl Home Cube OCD Flute vanod nter Yell arch 

Monta Arrnus USS USS 
Deann na . Skin DNA Deflan Enterp Cyther Cha- 
a Troi Missile Damar of Evil Clues t rise-C Q ians Yuta Joh 

Geordi Magic D'den'd The Revolv Mada Beverl Monta 
La Carpet ex Ad- Shelia ing m Gu- Horga' y pi- na 
Forge OCD vanod k Retask Door inan Damar hn card Missile 

Keldon Betazo Arrnus Pegas Jean- The 
Advan id Gilt , Skin Deann Boga Cha- us 89- Luc DNA Great 
oed Box ol Evil a Troi Decius Danar Joh arch Plcard Clues Hall 

Assimil Revolv Magic lnvesti The 
ate ing Carpet gate Elim Shelia Weyou 
Home Door 000 Toreth Worl Rumor Garak k n Taris Decius 

Mada Kl. Scout USS Found 
in Gui- Death Julian Encou Datho Enterp er Cha- 
nan Yell Bashir Damar nter Yuta n rise-C Leader Retask Joh 

Future Fiessik The Plans Morita Assirni 
Enterp an Shelia IKC of Tal na Kira Julian late 
rise Flute k Toreth Bortas Shiar B'etor Missile Nerys Bashir Home 

Revolv Pegas Centrl lnvesti Kurlan Borg Ressik 
Cytheri DNA Roga ing us 86- Comm IKC gate Naisko Quee an 
ans Clues Danar Door arch and Bortas Humor 5 n Flute 

Plans Found Arrnus Bynars Queen 
Datho Borg ol Tal er , Skin Weap 's Borg Weyou 

B'etor Decius n Ship Shiar Leader of Evil on En. Cube n Retask 

Betazo USS The Plans Scout 
id Gilt Enterp Kira Borg Great Horga' ol Tal IKC Encou 

_Q Taris Box rise-C Nerys Ship Hall hn Shiar Bortas nter 
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Dr. Telek R‘Mor l.K.C. Heg'r‘ta Odo 
Dr. Telek R'Hor Kalle-s Dem Door 
Gowrm ol Borg Odo “an T. Firm 
Gannon at 8011 System 5 Disrws c .  Fetch 
(but cad) Bareil Antos Goverru Wort 
Govenu Wort Study Nebula System 5 Diem 
Devidian Door Sela 10 and 01 
Bareil Antes Crystaline Entity Prakeoh 
Charmer ol Ministers Data U.S.S. Engine 
LKC. Rotarran Betazoid Gift Box O’Brien Foutdu 
Nas, Poor Queen Cryoeatellite Gaak 

Prakeoh Wormhole Negotiations Interrogation 
l.K.C. lflh’ta Jadzia Dax Kira Founder 
OffioeolthePresident WallofShips TashaYa-Alemw 
Crystalfine Enfly Alas, Poor Queen LKC. Hefl 
Office of the Prooonsu Khazara Lursa 
Wal ol Sljrs Jadzia Dax l-K.C. Fek'lr 
LKC. Fek’lrr Interrogation Devidian Door 
Kahlees Data's Head Barei Antos 
Major Rakal Gomtuu Chamber of Risers 
Cryosatelrrte 10 and 01 ”cc. Rotarrm 
Beverly Cmsher Prakesh Office of the Prooonsu 
Khazara BardafiProtornorphos‘s D'sewe Investigate Stmered Space 
Krra Founder Kahless The Great L‘nk 
Lursa Governor Won‘ Kum 
W Wormhole Nemtions Sysbm 5 D i a s  
Gowron Tasha Yar — Alternate 3 0 W  
Galen Investigate Shaflered game Sela 
Kum Dukat Ocular lrrglans 
Garak Crystalline EnfiL w 
O’Brien Founder Manok Kia Fomder 
The Great L‘nk Wall of Ships U.S.S. Enterprise 
Dukat William T. Hiker ...wraps mound b hp. 
lrrterr Ocular Implants 
Data’s Head Benjamin Sisko 
Garak Gomtuu 
WMission Galen 
Ocular Implants Kurn 
Beverly Crusher Espionage Mission 
O’Brien Founder Garak 
The Great Link Major Flakal 
I.K.C. Rotarran Keldon Advanced 
Barclay’s Protomorphosis Disease Gomtuu 
...oontinued next column ”continued nexloolunn 
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Star Trek COG: Reflections 11x11 Fell Sheet (Other Grouping) 

Dr Dr Gowro Gowro Gover Devidl Chem IKC Alas 
Telek Telek n at n cl (blank nor an Bareil ber Mi- Rotarr Poor 
R'Mor R'Mor Sol Borg card) Worl Door Antes nisters an Queen 

Benia IKC Office Crystal Office 
min Prakes Hegh't of Pre- line at Pro- Wall of IKC Kahles Major Cryos 
Sisko h a sident Entity consul Ships Fek'lhr s Flakal atellile 

Beverl Kira O'Brie The 
V cm‘ Khaza FOUM Super Gowro n Fou- Great 
sher ra er Lursa nova n Galen Kurn Garak nder Link 

Espion Ocular Beverl O'Brie The IKC Barcla 
lnterro Data's age Implan y Cru- n Fou- Great Rotarr y's 

Dukat ation Head Garak Missn ts sher nder Link an P.0- 

IKC Sys 5 Study Crystal Betazo 
Hegh't Kahles Disrup Bareil Nebul line id Gilt Cryos 
a s Odo tors Antos a Sela Entity Data Box atellite 

Worrn Alas 
hole Jadzia Wall of Poor Khaza Jadzia lnterro Data's Gomtu 10 and 

Martok Negot. Dax Ships Queen ra Dax ation Head u 01 

Barcla Gover Worm Tasha lnvesti Crystal 
Prakes y's Kahles nor hole Yar Al- gate line Wall of 
h PD. 5 Wort Negot. temate S.S. Dukat Entity Martok Ships 

William Ocular Benja Espion Keldon 
T. Implan min Gomtu age Major Advan Gomtu 
Biker ts Sisko u Galen Kurn Missn Garak Rakal ced u 

Devidi Willia Gover Sys 5 USS O'Brie 
an m T. IKC nor Disrup 10 and Prakes Enterp n Fou- 

Odo Door Hiker Fek'lhr Worl tors 01 h rise nder Garak 

Kira Tasha IKC Devidi Cham IKC 
Regen lnterro Found Yar Al- Hegh‘t lKC an Bareil ber Mi- Rotarr 
erate ation er temate a Lursa Fek‘lhr Door Antos nisters an 

Office lnvesti The Sys 5 Ocular Kira USS 
of Pro- gate Great Disrup Super Implan Regen Found Enterp 
Consul 3.8. Link Kurn tors nova Sela ts erate er rise 
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Star Trek COG Reflections booster box #D-l 

Worl 
Prakesh 
Assimilate HomevVorld 
l.K.C. ’ta 
Queen’s 

D’deridex Advanced 

Cube 
Kahless 

Seven Admir Admir 100K 100K Kurlan 
Seven of al al Tribble Tribble (blank Naisko 
of Nine Nine Riker Biker s s . card) 

Central Bynars Assi mi Queen Magic .. 7 Bess: 
Comm Weap late '5 Borg » carpet" _' an :1. “ 
and on En. Worf _ Home Cube COD ‘1, Flute' 

USS 
Enterp Cyther Cha- 

\ .  rise-C Q ians Yuta Joh 

Geordi Magic D'derid The Revolv Mada BOYS“ Monta 
La Carpet ex Ad- Shelia ing m Gu- Horga' Y P" "3. . 
Forge OCD vancd k Betask Door inan Damar hn card Mrssrle 

Keldon Betazo Armus Pegas Jean- The 
Advan id Gift , Skin Deann Boga Cha— us 89- Luc DNA Great 
oed Box of Evil a Troi Decius Danar Joh arch Picard Clues Hall 

Assimil Revolv Magic Investi The 
ate ing Carpet gate Elim Shelia Weyou 
Home Door 0CD Toreth Worl Rumor Garak k n Taris Decius 

Mada Kl. Scout USS Found 
m Gui- Death Julian Encou Datho Enterp er Cha- 
nan Yell Bashir Damar nter Yuta n rise-C Leader Retask Joh 

Future Bessik The Plans Monta Assimi 
Enterp an Shelia IKC of Tal na Kira Julian late 
rise Flute k Toreth Bortas Shiar B'etor Missile Nerys Bashir Home 

Ftevolv Pegas Centrl Investi Kurlan Borg Bessik 
Cytheri DNA Boga ing us 89- Comm IKC gate Naisko Quee an 
ans Clues Danar Door arch and Bortas Humor 3 n Flute 

Plans Found Armus Bynars Queen 
Datho Borg of Tel er , Skin Weap 's Borg Weyou 

B'etor Decius n Ship Shiar Leader of Evil on En. Cube n Retask 

Betazo USS The Plans Scout 
id Gift Enterp Kira Borg Great Horga' oi Tal IKC Encou 

Q Taris Box rise-C Nerys Ship Hall hn Shiar Bortas nter 
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There is no real mystery as to what ls happening with box I’D-1. The collation did not skip 
a sheet/track change. hitting exactly on every other pack. it you had bought this box and 
opened into the key cards In the filth and sixth row In the center. you would have lound the 
Klingon Death Yell and known that you were either seven slots (14 packs) away lrom a 
U.S.S. Detlant UHF or ten slots (20 packs) away from a Future Enterprise UHF (and thus 
that it would occur in the right column at the next serially numbered booster box). Klingon 
Death Yell is listed as a VHF In Declpher’e database, but it only appeared twice in the data l 
reviewed when preparing the map. Go reckon. 

Dr Dr (30e Gowro Gover Chem 
TOIOk Tetek n ol n at (blank nor bar Ml- 
R'Mor R'Mor Borg Borg card) nisters 

Benia IKC Oltloe Crystal H 
min Prakes Hegh't oi Pre. line 
Slsko ‘ h a sident Entiy 

Super Gowro n Fou- Great 
nova n Galen Kurn Garak nder Link 

Espion Ocular Beverl O'Brie The lKC Barcla 
lnterro Data's age lmplan y Cru- n Fou- Great Fiotarr y’s 

Dukat Mon Head Garak Missn ts sher nder Link an P.D. 
IKC Sys 5 Study Crystal Betazo 
Hegh't Kahles Disrup Barell Nebul line id Gilt Cryos 
a s Odo tors Antos a Sela Entity Data Box atelite 

Worm Alas 
hole Jadzia Wall of Poor Khaza Jadzia lnterro Data's Gomtu 10 and 

Martok Negot. Dax Ships Queen ra Dax gation Head u 01 

Barcla Gover Worm Tasha lnvesti Crystal 
Prakes y's Kahles nor hole Yar Al- gate line We! of 
h PD. 3 Wort Mot. temate S.S. Dukat Entity Martok Ships 

William Ocular Benja Espion Keldon 
T. lmplan min Gomtu age Major Advan Gomtu 
Hiker ts Sisko u Galen Kurn Missn Garak Rakai cod u 

Devidi Wiltia Gover Sys 5 USS O‘Brie 
an m T. IKC nor Disrup 10 and Prakes Enterp n Fou- 

Odo Door Hiker Fek’lhr Wort tors 01 h rise nder Garak 

Kira Tasha lKC Devidi Charn IKC 
Regen lnterro Found Yer Al- Hegh‘t "(C an Bareil ber Mi- Rotarr 
erate gation er ternate a Lursa Fek'lhr Door Autos nisters an 

Office lnvesti The Sys 5 Ocular Kira USS 
oi Pro. gate Great Disrup Super lmptan Regen Found Enterp 
Consul 8.8. Link Kurn tors nova Sale is erate or line 
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Star Trek CCG Reflections booster box #F-l 

Retask 
Toreth 

Rakal 
3 Cha-Joh 

Lursa 

Plans bl the 
Gowron . 
Galen 

Future 

The 

Seven Admir Admir 100K 100K Kurlan Geordi Beverl 
' Seven of at al Tribble Tribble (blank Naisko La y Pi- 

oi Nine Nine Biker Biker s 3 card) 8 Fame card Toreth . 
Central Bynars Assimi Queen Magic Bessik D'derid Scout Kl. Pegas 
Comm Weap late ‘3 Borg Carpet an ex Ad~ Encou Death us So- 
and on En. Wort Home Cube OCD Flute vancd nter Yell arch 

Manta Armus USS USS 
Deann na , Skin DNA Deflan Enterp Cyther Cha- 
a Troi Missile Damar of Evil Clues t rise-C Q ians Yuta Joh 

Geordi Magic D'derid The Bevolv Mada Beverl Manta 
La Carpet ex Ad- Shelia ing m Gu- Horga' y Pi- na 
Forge OCD vancd k Retask Door inan Damar hn ward Missile 

Keldon Betazo Armus Pegas Jean- The 
Advan id Gilt , Skin Deann Roga Cha- us Se- Luc DNA Great 
oed Box of Evil a Troi Decius Danar Joh arch Picard Clues Hal 

Assimil Revolv Magic Investi The 
ate ing Carpet gate Elim Shelia Weyou 
Home Door 000 Toreth Worl Rumor Garak k n Taxis Decius 

Mada Kl. Scout USS Found 
m Gui- Death Julian Encou Datho Enterp er Cha- 
nan Yell . g , Damar nterl , .. ”Yuta n rise:C Leader Retask Joh 

Enterp an Shelia .. ’ late 
rise Flute ‘ _ k Toreth f j B'etor Home a 

' Pegas Centrl Investi Kurlan Borg Bessik 
us Se- Comm IKC gate Naisko Quee an 
arch and Bortas Humor 3 n Flute 

Plans Found Armus Bynars Queen 
Datho Borg of Tal er . Skin Weap 's Borg Weyou 

B'etor Decius n Ship Shiar Leader of Evil on En. Cube n Betask 

Betazo USS The Plans Scout 
id Gift Enterp Kira Borg Great Horga' of Tal IKC Encou 

Q Taris Box rise-C Nerys Ship Hall hn Shiar Bortas nter 
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Booster box #F-1 is a good example of a problematic box. The ultra-rare group sheet 
skipped a card every fourth or fifth card - lucky for us, the Future Enterprise didn’t get 
skipped. The sheet/track changes are not consistent at 1:1, and instead vary between one 
and three packs. Finally, there appeared to be some shifting of the tap several rows, 
possibly due to transit or handling. Fortunately, if you had opened into key packs and 
found the Plans of the Tal Shiar, you could have backed into Borg Queen or Future 
Enterprise in two of three instances. The third instance was not near any UFiFs. 

If you run into a box that behaves like this, don’t get discouraged. Notice that even though 
one track was irregular, the other track, aside from not switching at a fixed interval, still 
followed the map normally. Occasional wastage is just an accepted hazard of mapping. 

Dr Dr Gowro Gowro Gover Devidi Cham lKC Alas 
Telek Telek n of n of (blank nor an Bareil ber Mi— Flotarr Poor 
R'Mor R'Mor Borg Borg card) Worf Door Antos nisters an Queen 
Benja IKC Office Crystal Office 
min Prakes Hegh't of Pre- line of Pro- Wall of IKC Kahles Major Cryos 

_ Sisko _ . h _ a , sident ' consul Fek'lhr 

_jy-Cru- Khaza 1: Found at; .- 

Espion Ocular Beverl O'Brie The IKC Barcla 
Data's age lmplan y Cru- n Fou- Great Rotarr y's 
Head Garak Missn ts sher nder Link an P.D. 

Sys 5 Study Crystal Betazo 
Hegh‘t Kahles Disrup Bareil Nebul line id Gift Cryos 
a s Odo tors Antos a Sela Entity Data Box atellite 

Worm Alas 
hole Jadzia Wall of Poor Khaza Jadzia lnterro Data's Gomtu 10 and 

Martok NeLot. Dax Ships Queen ra Dax ation Head u 01 

Barcla Gover Worm Tasha Investi Crystal 
Prakes y's Kahles nor hole Yar Al- gate line Wall of 
h p.0_ 5 Worf m temate S.S. Dukat Entity Martok Ships 

William Ocular Benja ESpion Keldon 
T. lmplan min Gomtu age Major Advan Gomtu 
Biker ts Sisko u Galen Kurn Missn Garak Rakal ced u 

Devidi Willia Gover Sys 5 USS O'Brie 
an m T. IKC nor Disrup 10 and Prakes Enterp n Fou- 

Odo Door Biker Fek'lhr Wort tors 01 h rise nder Garak 

Kira Tasha lKC Devidi Charn IKC 
Regen lnterro Found Yar Al- Hegh‘t IKC an Bareil ber Mi— Rotarr 
erate jation er temate a Lursa Fek'lhr Door Antos nisters an 

Office Investi The Sys 5 Ocular Kira USS 
of Pro- gate Great Disrup Super lmplan Regen Found Enterp 
Consul 8.8. Link Kurn tors nova Sela ts erate er rise 
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Enhanced Premiere November 2000 'EPW 
21 fixed premium cards Low value density 
Product formats: Enhanced packs (4 premium cards, 4 booster packs of WB) 
Enhanced boxes (12 enhanced packs; groupings inconsistent) 

Oh, Decipher. Whoever thought up “combo cards” needs to be punched in the sternum. 
As with SWCCG and YJCCG, combo cards are not always, but very often, superior 
deckbuilding choices over the original separate cards they combine. Enhanced Premiere 
makes its cash grab by doling out combined characters, combined dilemmas, and missions 
combined with outposts, with the rake being four worthless packs of WB.  Fortunately, it’s 
not too difficult or expensive to acquire — and you’re going to need to, so get out your wallet. 

Mirror, Mirror December 2000 “MM” 
131 cards No foil premiums 1 ultra-rare 
50 rares 40 uncommons 40 commons 
Rare breakdown: 31 Rare-2, 19 Rare-3 
Unbalanced cutsheet Type S Very low value density 
Product formats: Booster pack (1 R, 3 U, 5 C); Booster box (30 packs) 

Clearly, the Great Rarity Logjam was high on Decipher’s mind during this time period, and 
why wouldn’t it be, if it meant a few extra dollars from the players? What Decipher didn’t 
realize was that a player who quits out of frustration with collecting difficulty ends up 
spending nothing on new product, no matter how attractive. The set itself is fairly good and 
enjoyable, with popular “alternate” versions of many main characters. Of note is that the 
ultra-rare, “Evil” First Officer Spock, is popular not only among STCCG players and Star 
Trek collectors but also among fans of the progressive rock band “Spock’s Beard,” many of 
whom own only that one card as memorabilia. First Officer Spock is an expensive ultra- 
rare in proportion to the cost of his source product; whether this is because of the Spock’s 
Beard fans or whether their demand will affect the card’s long-term value is yet to be seen. 

Voyager May 2001 “VOY” 
218 cards N0 foil premiums 1 ultra-rare 
74 rares 63 uncommons 60 commons 20 fixed/starter 
Unbalanced cutsheet Type S Homelands value density 
Product formats: Booster pack (1 R, 3 U, 5 C); Starter deck (2 R, 10 U, 28 C, 20 fixed/starter) 
Booster box (30 packs); Starter deck box (12 decks) 

The STCCG’s second standalone expansion amped the power level up considerably, and 
is usually cited as an ideal starting point for new players because of the wide availability 
and low prices of product. The ultra-rare is The Pendari Champion, as portrayed by 
Dwayne “The Rock” Johnson. It is not a particularly sought ultra-rare because most players 
come across it in the process of opening enough Voyager to obtain deckbuilding staples. 
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Them m a m  ena- 
143cards Notoiprenilns tuflra-rare 
mrares 4 0 W  42comrnons 
Urhalmcedcuaheet Types Homelandsvduedensily 
" m a m m p a dfl  B,3U,50);Boomrhox(30packs) 

LiteVOYagenTMBagBataflglerpowerlevdmeraIMneaflierexpansims,md 
playerswlneedtoacquiresome. Fatrmately,thatistrivial,assededboxesandcaseson 
Ilesecorxlaymketcostnexttonothing. 111eultra-rareisWBarclay. Realy, 
Dec'pher? Badafl NoLsateBorgoueen? OK,lguess...lmean,you’rethegame 
dea’mers... 0naposiivenote,firerehmb(mosdy)sanerantydesignafimsiswelcane. 

HoiodeckAdvenhrres September 2001 'BRG’ 
141 cards No foi premiums 1 ultra-rare 
54 rares 40 uncommons 46 commons 
Urbdanced artsheet Type 8 Very low value density 
” m m m p a c kfl  H.10UIC);Booaerbox(30 packs) 

Fiveyearslateisbetterthannever,onesurmises. HolodeckAdventureswasoriginafly 
MedtobeoneotDecipher‘stirstmreeexpansionsforfl'leSTCCG. Asoftl‘risvrrilinte 
applyddiesethmesecauawmarkeLneverparfiwlanyrobusLseemsfinallytobe 
ebb’ng. MeanwhileJorcoflecting purposes,theulh'a-rareDixonHillhascrept up steadily in 
value,mostprobablybecauseilsgametextisamazinglyuseful. ltwon‘tbeanotherB/aze 
ofGloryor The Motion Pictures, but HolodeckAdventuresis asetthat is better acquired 
soonerratherthanlater. 

- The Motion Pictures April 2002 ‘TMP” 
134 cards No toil premiums 1 ultra-rare 
53 rares 40 uncornmons 40 commons 
Urbalanced cutsheet Type 3 Low value density 
Produatorrnds:Boosterpack(1 Fl,10U/C);Boosterbox(30 packs) 

Nobody cared about this set until around 2008 when folks started noticing that supply was 
actually drying up. Decipher did a small print run for The Motion Pictures — not tiny like the 
last Lord of the Rings TOG sets, but small enough that the circulating supply of sealed 
product adn’t hold up for long following Decipher’s loss of the Star Trek license and the 
cessation of all production. The set itself is pretty nice, featuring characters and references 
to the first nine Star Trek feature films (from The Motion Picture through Insurrection). The 
Warrare was James T. Kirk as he appeared in one of the worst movies ever made 
(Generations). it has a modicum of utility and has become scarce and expensive mainly 
because the entire set has. Don’t count on finding a booster box under $150, and the $20.0 
threshdd is on the horizon. Complete sets still sell for less, though. 
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_ Promotional cards Various .PM. 

Deolpher released a fair number of promotional cards over the STCCG’s 1" Edition run. 
Here is the roster: 

Star Trek COG 1st Edltlon Tournament/Promotional Non-Foils 

Data Games STCCG 
Pack Free retail 1995-1 First 

The Team Pack 1998 
The Traveler Team Pack 1998 
USS. Included with Star Trek: Armada video 
Locutus ol 5 x 7 oversized retail 
Decaren 5 x 7 oversized retail 
Two at Nine 5 x 7 oversized retail 
Admiral Riker 5 x 7 oversized retail 

Star Trek COG 1 st Edition Tournament/Promotional Foils 

34 Rule ol Acquisition DecipherCon 2000 
Kivas Fajo - collector Redemption 
BorlCube Redemption 
Soongjype Android Redemption 
Alternate Universe Door Tournament 2001 
Bajoran Wormhole Tournament 2001 
Tarellian PMhip Tournament 2002 
Q’s Tent Tournament 2002 
Dal’Rok Tournament 2001 
Plasma Torpedo Tournament 2001 

‘ Assign Mission Specialist Tournament 2001 
Kevin Uxbridge Tournament 2001 
Patrol Neutral Zone Tournament 2001 
Bat’leth Open Event 2001 
The Traveler: Transcendence Tournament 2001 
Chula: The Dice Tournament 2001 
Distortion oi Space/Time Continuum Tournament 2001 

Amanda Rogers Tournament 2001 
Edo Probe Tournament 2001 
02 Tournament 2002 
Berserk Changeling Tournament 2002 
Genetronic Replicator Tournament 2002 
Gold-Pressed Latinum Tournament 2002 
Lack ol Preparation Tournament 2002 
Masaka Translormations Tournament 2002 
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Star Trek 2'" Edition December 2002 “250”, ‘1' 
415 cards 9 foil premiums 
121 rares 121 uncommons 121 commons 52 fixed/starter 
Balanced cutsheet Type 8 Very low value density 
Product formats: Booster pack (1 R, 10 UIC); Starter deck (3 B, 60 fixed) 
Booster box (30 packs); Combo box (24 booster packs; 8 starter decks) 

Decipher re-launched the STCCG in a form partly backward compatible with the original 
version of the game (now the “1 3‘ Edition” or “1E") and brought over four hundred cards to 
the table to make it count. Only the most ascetic nerd would suggest that the 2"6 Edition 
(2E) isn’t by far the better game mechanically — it corrected the costing issue, it revammd 
the affiliations so that each had gameplay flavor more evocative of the affiliation’s 
characteristics, and it simplified the overload of card types — while the game’s graphical 
facelift is a subjective matter. The biggest obstacle to success for STCCG 2E was inertia 
and the playing public’s existing buy-in to the original 1E game; the players recognized 
partial compatibility for the stopgap measure it was. STCCG 2E is a better game, but never 
reached critical mass in the market. It was printed in smaller numbers than 1E in most 
cases, so the cost of entry is and remains a bit higher, but the experience is solid. Product 
is available, abundant, and inexpensive as of this writing. If you are buying in new, don’t 
even buy any 1E. Start with 2E and stay there; you will get more value for your dollar. 

The number “1 ” alter the set abbreviation reflects the card numbering identifier of the set. 

The nine foils are Odo, Constable; Elim Garak, Agent of the Obsidian Order; Jean-Luc 
Picard, Argo Pilot; Martok, Soldier of the Empire; Shinzon, Capable Commander; U.S.S. 
Defiant, Prototype Warship; U.S.S. Enterprise-E, Federation Envoy; I.K.S. Rotarran, Ship of 
Tears; and Scimitar, Predator. 

Energize May 2003 “ENG”, ‘2' 
180 cards No foil premiums 
60 rares 60 uncommons 60 commons 
Balanced cutsheet Type S Low value density 
Product formats: Booster pack (1 R, 10 U/C); Booster box (30 packs) 

Decipher wisely had more 2E product ready without an entire year’s delay the way the 1E 
game had between Premiere and Alternate Universe. Energize was fairly popular and is 
beginning to disappear from the secondary market at the time of this writing, though it has 
not become super-expensive like the woefully underprinted Necessary Evil. 

...All Good Things July 2003 “AGT‘ 
41 fixed cards No foil premiums 
Balanced cutsheet No type Low value density 
Product tormats: Box set (41 fixed cards) 

Almost a decade after the STCCG's debut, the final all-1 E release hit the market as a box 
set, closing all broken links and references on earlier cards. Market supply remains good. 
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Call to Arms September 2003 'CZA”, “3" 
208 cards No foil premiums 
60 rares 60 uncommons 60 commons 28 fixed/starter 
Balanced cutsheet Type 8 Very low value density 
Product formats: Booster pack (1 Fl, 10 U/C); Starter deck (3 R, 60 fixed) 
Booster box (30 packs); Combo box (24 booster packs; 8 starter decks) 

Decipher continued the “combo" format from 2E0 with Call to Arms, an expansion 
spotlighting the Gamma and Delta quadrants and incorporating them into the STCCE 2E 
universe. The set was popular but adequately printed, and costs next to nothing to acquire 
now; get it while it’s still cheap it you are thus inclined. 

Necessary Evil March 2004 “NE”. "4" 
180 cards 18-card foil subset 
60 rares 60 uncommons 60 commons 
Balanced cutsheet Type 8 Medium value density 
Product formats: Booster pack (1 Fl, 10 U/C); Booster box (30 packs) 

By early 2004, everything was at the limit for Decipher. Their profit from the SWCCG was 
long gone. The LOTR TCG had eclipsed most of its heyday with the coming and going of 
the last of the three Lord of the Rings films from theaters. The STCCG 2E struggled to 
reach critical mass in the market and saw declining product sell-through. Worst of all, 
Decipher still staggered under the crippling effect of a decade-long embezzlement con by 
one of its top executives, CEO Warren Holland’s brother-in-law Rick Eddieman.15 

Decipher needed to achieve market focus, make money without any waste, and maintain 
player interest without a long gap between expansions. The result was Necessary Evil, 
which was printed to order. Orders from distributors were not particularly high, and thus NE 
is one of the most underprinted products, relative to real demand, in TCG history. Players 
had grown accustomed to having product available and abundant and did not pre—order 
from dealers, who did not pre-order in great quantities from distributors, who in turn did not 
then place large orders with Decipher. So it went. 

Necessary Evil contains plenty of useful playstock, and obtaining singles is possible at a 
manageable, if uncomfortable, cost. Sealed booster boxes are effectively unobtainable, 
selling in the hundreds of dollars on the rare occasions they appear in the market. 
Decipher threw the player community a bone by including Necessary Evil cards in the 
assortment for Reflections 2.0, adding just one more bullet point to the list of reasons why 
the Reflections sets are such great resources for collection-building. 

15 Eddieman embezzled $8.9 million over a 10-year period, but eventually pled guilty to embezzling a 
court-established figure of $1.5 million. He was sentenced to 36 years incarceration in Virginia, with 
all but six years suspended. The Virginian-Pilot newspaper and WTKR-TV Norfolk have tracked the 
case and otter plenty of online content with details. The court ordered Eddieman to repay $910,000 
in restitution to Decipher, but as of this writing he has only repaid about $50,000. The 90 Decipher 
employees who lost their jobs because of Eddieman's malfeasance may never receive their due. 
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Tenth Anniversary Collection May 2004 '10X”. '0' 
18 W cards 18 1011 premiums 
Balanced outt No type Very low value density 
Product tormats: Promotional foils (18 fixed cards) 

As a further attempt to maximize profit and minimize waste during a precarious time period 
for the company, Decipher released a special collection of 18 loll cards, nine matched 
'commanders‘ and starshtps, to be given away with qualifying purchases at retail. The cost 
oi Mviduai cards. even foil cards, is so low as to be negligible in the T06 industry; the 
initial cost of design and development is amortized and most such products “make nut” 
even with middling sales, and the ongoing costs from there are mainly packaging, shipping, 
logistics and corporate overhead. Most players intuit that the value of a small set of foil 
cards is nominally low, but if the cards are powerful and the cost of acquisition is 
reasonable or has some level of transparency, players buy in and the product is a success. 
So it has been with, for example, WOTC‘s MTG “From the Vault’ series, and so it was 
when Decipher took advantage of the fortuitous calendar fact that it had been ten years 
since the original Star Trek CCG Premiere Limited “8394” set was released. A reprint of 
the 18 toils without the Tenth Anniversary 'X“ logo also circulates; neither set is particularly 
expensive or scarce. 

Fractured Time October 2004 “F01“. “5" 
40 fixed cards No foil premiums 
Balanced cutsheet No type Very low value density 
Product formats: Box set (40 fixed cards) 

Lite the Tenth Anniversary set before it, Fractured Time was released as a way to secure 
quick and low-waste revenue for Decipher during a critical period, and it succeeded in that 
regard. Ultimately, the year 2004 would not see another full expansion after Necessary 
Evi, but instead a series of profitable boutique products. This is not necessarily bad, of 
course, since the final product in the chain was the STCCG’s second Reflections set. 

Reflections 2.0 December 2004 “REF2”, “6" 
121 cards All foil premiums 61 new cards 60 foil reprints 
Balanced cutsheet Type 8 Low value density 
Product formats: Booster pack (2 foil, 16 other cards); Booster box (24 packs) 

The second Reflections set was built partly like the first and partly like the LOTR TCG 
Reflections in that STCCG Reflections 2.0 included entirely new cards as half its foil roster. 
The remaining cards in each pack came from 2ED, ENG, 02A, and NE, offering players a 
great resource for filling out the playstock in their collections. 

Reflections 2.0 used the two-column, 24-pack distribution format, so mapping may or may 
not follow established geometry or collation. The positive aspect of the set’s geometry is 
that the foils clearly come one instance apiece from a 121-card production sheet. At the 
present cost of REF2 product, however, most players get what they need from a few boxes, 
and mapping may be purely an academic exercise. The product is good enough to have 
become passably scarce in recent years, with boxes firmly over the $100 mark. 
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Archive Portrait Collection May 2005 “AP", ‘O’I'Set r 1 
Product formats: Included in expansion collation; see below 

The Archive Collection is not a boutique release or promotional foil set in the traditional 
sense; instead, it is used to designate a group of 12 foils that appeared in 2005 in six pairs 
of two under the promotional “0” designation, and the 18—card foil subsets that appeared in 
subsequent sets with the numeric designation of that set, with the rarity code “A” instead of 
the cards’ original rarity. The LOTR TCG had a similar scheme with differently templated 
foils with “ring” designations, but with STCCG, the Archive foils are the only foils in the 18- 
card foil subsets, not an alternate subset of each. 

Strange New Worlds May 2005 “SNW”, '7” 
120 cards 18-card foil subset 
4O rares 40 uncommons 4O commons 
Balanced cutsheet Type S Very low value density 
Product formats: Booster pack (1 R, 10 U/C); Booster box (30 packs) 

Finally, Decipher got back on the normal release track with an entirely new 2E expansion 
sporting a very collectable geometry and plenty to please the pure-player demographic. 
Strange New Worlds had an adequate print run and is abundant and inexpensive. 

Adversaries Anthology October 2005 None/PM 
20 cards All foil premiums 2 Archive Portrait 18 other foils 
Fixed cutsheet No type Very low value density 
Product formats: Collector box (20 fixed cards, 1 starter deck 02A, 2 booster packs each of 2ED, 
ENG, and 02A) 

Decipher’s third “Anthology” offering followed the trend of including sealed product of no 
particular significance alongside premium cards tailored to the popular deck usage of the 
player community. The third and fourth Archive Portrait pairing, the Borg Queen and 
Shinzon, appeared with eighteen cards from the premium, 2ED, ENG, and 02A sets that 
had not previous been foiled. In general, the card choices are similar to those from the 1 E 
tournament foil roster. The Adversaries Anthology is abundant and inexpensive. 

Enterprise Collection July 2006 “EN'I‘, “0' 
18 fixed cards 18 foil premiums 
Balanced cutsheet N0 type Low value density 
Product formats: Promotional foils (18 fixed cards) 

Decipher offered a fixed set of 18 foil cards in 1E templates featuring characters and other 
references from the Enterprise TV series, which had begun after the 1E had already ended 
its main production run. Originally abundant and inexpensive, the supply of Enterprise 
Collections has diminished over time and is starting to show up at moderate price levels on 
the secondary market. 
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ToBoldyGo August2006 Tact-a- 
122cards 18-cardtoisubset Z W A M M W W  
«trams “uncommons 41 commons 
Balancedcutsheet Types Verylowvaluedensity 
Prochcttormts:Boosterpack(1R,10UIC);Boosterbox(30packs) 

‘lheSTCCGZEhadonlyamonthtowaittoritsown Enterpriseexpansion,“ ToBafly 
Gometthedemandnicely. Thesetisobtamableatreasonablepricesasottiiswritmg. 

Dangerous Missions September 2006 'DM', '9' 
tSfixedcards 19fofl premiums 
Balanced cutsheet Notype Low valuedensily 
ProductiormatszEnhancedpackUt toilpremiumsandfourrandomZEbooswrpacks,wlichmbe 
aryexpansim. inducing Reflectionszo, butnotNewssary Evil.) 

Bylhistine, DedpherlmewtheirStarTreklicensewould expireandnotberenewedatthe 
endot2007. MostDecipheremployees had eitherquitorbeenlaidofffindthelastsm 
designerand developer, Michael Girard, had completed the game and was alreadyin 
Wwork‘mg onthe World of WarcrafiTCG. The remaining products in the pipefiie 
werealreaéedforreleasethroughoutmerestoOOGandmrough 2007. 

W W W  asealed—format productwim atwist: the set’s own premium cards 
wedesigwdmbecmnbmedwimarandomassomnemmboosterpadstorfimfled play. 
There were three gmup'mgs: Federation, Bajoran, and Starfleet. The Federation group, 
cisplay‘ng Jam T. Kirk, Irrational Human Being through the package window, sold 
through quiddy and is the hardestto obtain. Each grouping contains three personnel, a 
starship, and the same groups of four dilemmas and three missions. 

Captain’s Log October2006 ‘CL', ‘10' 
120 cards 18-cardfoilsubset 
40mm 40 uncommons 40commons 
Baalcedcutsheet Types Verylowvaluedensily 
Placiniormatszaoosterpackfl R, 10 UlC);Boosterbox(30 packs) 

Hwasn‘tbmke,soDec’pherdidn‘tfixit. ltmmedoutthat2006hadjustasmanyfull-smle 
S‘l’CCGexpansionsasZOO4and2005puttogether. Easytocoliectandpackediulloffan- 
iavoritednarWsandsifips,Caplain’sLogisaWreotfl1e2Emetagame. 

Genesis November 2006 ‘GEN', ‘1 1' 
27 fixed ads 27 foil premiums 
Balanced cubheet No type Low value density 
mm:80xset(27ibzedcards) 

1TisZ7-wda40ilboufiquesetbrought TheWramofIGiantotheSTCCG ZE,atheme 
plestlnabiydiosenbemuse WWraUrotanisawesome. “tough small, Genesisis 
WimbehglheomyZEsetmatistmcompafiblewimSTCCG 1E. 
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These Are The Voyages March 2007 “TATV”, "12" 
122 cards 18-card toil subset 2-card Archive Portrait subset 
40 rares 41 uncommons 41 commons 
Balanced cutsheet Type 8 Very low value density 
Product formats: Booster pack (1 B, 10 U/C); Booster box (30 packs) 

The final year of the STCCG opened with the first of three full 120-card expansions. These 
Are The Voyages, a set focused on the Original Series, was another easy collect like 
Captain’s Log and remains reasonable on the secondary market as of this writing. 

In a Mirror, Darkly June 2007 “IAMD”, “13" 
122 cards 18-card foil subset 2-card Archive Portrait subset 
40 rares 41 uncommons 41 commons 
Balanced cutsheet Type 8 Very low value density 
Product formats: Booster pack (1 R, 10 U/C); Booster box (30 packs) 

As Mirror Mirror was to STCCG 1E, so In a Mirror, Darkly was to STCCG 2E. With nothing 
to hold back for future development (and, indeed, with the entire design and development 
staff long gone), Decipher packed the last three expansions to the hilt with new strategies, 
popular characters, throwbacks, references, nostalgic reinterpretations, and as much "Trek 
Sense” as the 2E game still had room to support. Though the final few sets are likely to 
disappear through commercial attrition, at the time of this writing they are all still plentiful 
enough to have reasonable secondary-market prices. 

What You Leave Behind December 2007 “WYLB”, “14" 
122 cards 18—card foil subset 2-card Archive Portrait subset 
4O rares 41 uncommons 41 commons 
Balanced cutsheet Type 8 Very low value density 
Product formats: Booster pack (1 Ft, 10 U/C); Booster box (30 packs) 

The final STCCG expansion bore the title of the final episode of Deep Space Nine and 
offered even more granular Star Trek content from the breadth of the entire saga. The set 
was originally sold exclusively through Hills Wholesale Gaming, and is still available from 
Hills at great prices as of this writing. Other vendors have some What You Leave Behind 
stock through some means, and offer it at competitive prices as well. 

That’s it! The Star Trek CCG ended at the close of 2007. Since then, the only new Star 
Trek material of consequence has been the “reboot” eponymous movie directed by J.J. 
Abrams, starring Chris Pine and Zachary Quinto as Kirk and Spock. The first of two 
sequels is due in theaters in the summer of 2012. Whether Decipher or Paramount have 
any interest in renewing the CCG license or whether Decipher is even in a position to seek 
relicensure is known but to insiders. Two things are certain: The new Star Trek property is 
more than robust enough in the nerd-hobby market to support a T06, and it would be a 
shame if any TCG based on that property was not compatible with the STCCG 2E. 
Perhaps Decipher, it unable to relicense Star Trek, will find a way to license their game 
mechanics to some other publisher and end up a winner in the process anyway. 
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Magic: the Gathering 

The granddaddy of all TCGs is covered in excruciating detail in The Card Wizard’s Black 
Book: Second Edition. However, some material from that book was necessary in order to 
complete the lessons in this text, so in addition to the two new Type A+lType 8 maps 
solved here in The Card FiebeI’s Black Book, Zendikar and Rise of the Eldrazi, l have also 
included the Onslaught lesson on how parring works and the Scars of Mirrodin lesson on 
how to solve the map for a Type A+lType 8 expansion. This should be more than enough 
background for you to make great use of the maps in this text; if you are interested in 
learning more about the concepts and techniques of mapping, I recommend picking up a 
copy of The Card Wizard ’5 Black Book: Second Edition. it you are a player or collector or 
dealer of MTG to any extent, I think you'll find the Second Edition extremely useful. 

Onslaught October 2002 “ONS” 
350 cards Foil premium cards 
110 rares 110 uncommons 110 commons 20 basic lands 
Balanced cutsheets Type B High value density 
Product formats: Booster pack (1 R, 3 U, 11 C); Tournament pack (3 R, 9 U, 33 C, 30 L); Theme deck 
(4 decks of 60 fixed cards); Fat pack (Booster packs, basic land pack, book). 
Prerelease foil: Silent Specter 

Onslaught, with those five beautiful fetchlands, is the perfect set for parring. Here is how 
the parring system works, with the results of several Onslaught boxes to illustrate. But first, 
why par Onslaught at all? Why not map Onslaught? The reason is because Onslaught is 
collated Type B, and thus is not cost-effective for a single person to map. If the set can be 
solved in another type, such as Type A+, the resulting map is usable for Type B boxes. 

Fortunately, we have another tool available to us: Parring. We can use the par method to 
open boxes from these sets and to ensure that we are getting good value out of what we 
open. Even better, parring can be done without any preparatory mapping. All one needs to 
know is the set geometry, the values of the rares, and the cost of sealed product. 

First, list every rare in the set and the expected secondary-market value of that rare. The 
better your secondary-market data, the better these numbers will serve you. Methods for 
acquiring this information differ, but I have found that searching for “completed listings” on 
eBay or searching dealer-value aggregator websites such as FindMagicCards.com are the 
best ways to acquire reliable values. 

In order to make the numbers more manageable, once you have acquired your value list, 
you will want to revise it to figures that can be easily rounded off and represent fairly closely 
the values at which you believe you can liquidate those cards. For the purpose of this 
demonstration, I am rounding off those figures to approximate their standing in early 2008. 
You will notice I simply skipped the junk rares, as they are effectively zero. If you are 
opening a brand new set that is Type B, like Mirrodin Besieged is expected to be, you can 
list the other rares at $0.25 or so since they are set-fillers. 
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Onslaught had 110 rares that appear (effectively) once aplece on an 11 x 10 cuisheet, 
making them all equally rare. Virtually every rare in the set is now junk or filler, and the junk 
effectively pars at zero value. Filling sets of Onslaught to sell today is a tertiary priority. 
The wholesale cost per pack, moreover, is no longer $2.00, but $2.50 or more. 

WM .. it ”it“ s“? *' ' I'll 
Akroma’s Vengeance $2.50 
Blistering Firecat $2.50 
Bloodstalned ee $15.00 
Exalted Angel $10.00 
Flooded Strand $20.00 
Goblin Piledriver $15.00 
Goblin Sharpshooter $5.00 
Jareth, Leonine Titan $2.50 
Kamahl, Fist of Krosa $2.50 
Patriarch’s Bidding $5.00 
Polluted Delta $25.00 
Ravenous Baloth $2.50 
Rorix Bladewing $5.00 
Rotlung Fleanimator $2.50 
Shared Triumph $2.50 
Silvos, Rogue Elemental $2.50 
True Believer $2.50 
Visara the Dreadful $5.00 
Windswept Heath $12.50 
Wooded Foothills $15.00 
Total value of one of each $155.00 

in Onslaught, there are 20 rares that are good, and 90 that are worthless. Of the 20 that 
are good, 5 are really good, another 5 are 80-50, and ten will only recoup the sunk cost of 
the pack, maintaining par. The various equations could hardly be made more 
straightfonlvard than this. There are $155.00 worth of non-zero-value rares in every 110 
packs, meaning that you’ll spend $275.00 to get there. That’s not optimal. What is good, 
however, is the fact that you will often jump way ahead of par when you crack your second 
fetchiand in a box, and you can stop. That still leaves you trailing par slightly in the lifetime 
aggregate, though careful parring of case quantities can mitigate this.16 This is where foils 
come in: the foils of the fetchiands are worth so much that if you open even one of them, 
you end up covering huge sections of negative par. While parring for those foil fetchiands, 
you will (as a matter of course) open enough product to fill sets. While parring Onslaught, 
we do count value on good foils, but we do not count them against the box’s expected yield. 

‘6 A case of Onslaught contains 216 booster packs, and the collation goes through the entire rare 
sheet almost twice, which would be 220 rares, two of each. Once you have opened your second 
Polluted Delta in a case, if you opened at least one Flooded Strand or are above par at that point, you 
should quit the case and sell any boxes that are still sealed at a slight profit over wholesale. 
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Second. take a box and record it as you open it, starting at the same pack and going in the 
some order every time (I suggest keeping it simple and starting with the top left pack and 
going column-by-column). Keeping it consistent is important because overtime, variance 
washes out and the location oi the card you want converges toward the middle 01 the 
possible span to get it. This is called “regression to the mean.” Any time you open a 
valuable rare in that box, Stopi Parrlng runs the numbers and determines whether it is 
worthwhile to continue in the box. The lormula tor determining, before any given pack, the 
odds at getting any given rare, is as loliows: 

[(1 I Number of slots on the rare sheet” * [Number of packs remaining - Flares opened]. 

This makes the math very simple when you haven't opened a single pack from a box yet. A 
rare that is in 1 in 110 packs, with 36 packs to open, has a 36/110 chance of being in the 
box - a 32.7% chance, or almost exactly one in three boxes. 

Let's par some boxes of Onslaught. The left column 01 the table shows the rare that was in 
the pack. The next column is that rare’s value, it any. Next is the total value of all rares 
opened in the box so tar, or the “total yield” of the box. Next is the sunk cost per pack, 
$2.50. Next is the total sunk cost of all packs opened so far. Finally, the sunk cost minus 
the total yield gives the current par value of the box. A par value of zero means that you 
have the same value in opened cards as you did when they were sealed in packs. 

MTG: Onslaught, booster box #A-t 
W Ilflldlalufi IQtaLIifild 5.0m Bantam 
Lett column 

1 Silvos, Rogue Elemental $2.50 $2.50 $2.50 +$0.00 
2 Strongaln Tactics - $2.50 $5.00 -$2.50 
3 Skirk Fire Marshal - $2.50 $7.50 -$5,oo 
4 Words of Wilding - $2.50 $10.00 -$7.50 
5 Death Match - $2.50 $12.50 -$10.00 
6 Quicksilver Dragon - $2.50 $15.00 -$12.50 
7 Kamahl, Fist of Krosa $2.50 $5.00 $17.50 -$12,50 
8 None (Foil: Goblin Sharpshooter) $10.00 $15.00 $20.00 -3500 
9 Catapult Master - $1500 $2250 4750 

10 Slate oi Ancestry - $15.00 $25.00 -$10.00 
11 Blistering Firecat $2.50 $17.50 $27.50 -3101” 

12 Bloodstained Mire $15.00 $32.50 $30.00 +5250 
Middle column 

1 Read the Runes - $32.50 $32.50 +$0.00 
2 Future Sight - $32.50 $35.00 -$2.50 
3 Entraiis Feaster - $32.50 $37.50 -$5.00 
4 Misttorm Skyreaver - $32.50 $40.00 -$7.50 
5 Grand Melee - $32.50 $42.50 -$10.00 
6 Aggravated Assault - $32.50 $45.00 -$12,50 
7 Words of Worship - $32.50 $47.50 -$15.00 
8 __S_t_ag Beetle - $32.50 $50.00 -$17,50 
9 Visara the Dreadful $5.00 $37.50 $52.50 -$15.00 

10 True Believer $2.50 $40.00 $55.00 -$15.00 
11 Wooded Foothills $15.00 $55.00 $57.50 -$2.50 
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This was actually a fairly poor box. The idea when parring is to stop once you are at a nice 
positive value and the numbers say there are not likely to be many more valuable cards in 
the box. 

In this case, the stopping point came after fetchland #2, Wooded Foothills. It’s true that 
we’re technically $2.50 in the negative after that box, but there were quality cards in there, 
the common/uncommon sets can still sell, the portions of a full set will eventually lead to a 
sale, and most critically, $2.50 is a very small loss on a box that had to go that deep to 
reach the stopping point. Our complete set, again, is at $275.00 in product, and that many 
packs will only yield $155.00 plus foils in value, so we can’t just open and open and know 
we’ll fill sets. We have to be ready to bail when we’ve made par and we have to know 
when there is recoupage in the box that we still need to acquire. The reason we did not 
stop after the Bloodstained Mire, in fact, despite being in the positive, is only because it was 
not a Flooded Strand or Polluted Delta. The fetchland odds are slightly worse than two per 
box: 

110 rares in the set I 5 fetchlands = 22 packs elapsed per fetchland. 

36 packs per box I 22 packs per fetchland = 1.64 fetchlands per box. 

With numbers like those, as soon as you get one, you stop — if the fetchland was one of the 
best two or if you acquired the fetchland early enough in the box to be comfortably in the 
positive. I think even a Windswept Heath would finish a box if you opened it within the first 
three or four packs. At that point, you really have to think about the case as a whole: on 
average, there are two complete sets per case, so you have to determine whether you have 
opened your two Polluted Deltas yet, and if not, determine whether to continue in the 
current box or move to a new one. 

Let’s par another one that turned out to be on point: 

MTG: Onslaught, booster box #B-1 
Qare yield Yielg value Tetel yielg $ 3 M  Per glue 
Left column 

1 Wooded Foothills $15.00 $15.00 $2.50 +$12.50 
2 Goblin Sharpshooter $5.00 $20.00 35,00 +$15_oo 
3 Read the Runes - $20.00 $7.50 +$12.50 
4 Biorhythm - $20.00 $10.00 «$10.00 
5 Jareth, Leonine Titan $2.50 $22.50 $12.50 +$10.00 
6 Goblin Piledriver $15.00 $37.50 $15.00 +3250 
7 Flooded Strand $20.00 $57.50 $17.50 $40.00 

That is what can happen with this set sometimes. The reason I kept going after opening on 
a fetchland was because I had not seen any Polluted Deltas in my case yet, and as it 
happened, I had not seen any Flooded Strands either. This was a hypothetical stop, of 
course. I really did open the rest of the box for recording purposes, and it offered up an 
Exalted Angel and a Bloodstained Mire and nothing else. If this box was for par, though, it 
would have been acceptable in a vacuum to stop after pack #1, acceptable by the numbers 
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to stop after the Piledriver, and absolutely correct to stop after the Strand, forgoing the 
chance at more “loots.” 

Some boxes are less kind: 
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The thing to keep in mind, I remind you, is that you would have accomplished 
approximately the same yield at an average of double the cost if you had opened these 

MTG: Onslaught, booster box #c-1 
QaLGJIBJfl mama IQtalMelsl 5203.09.51 Eaualufl 
Left column 
Menacing Ere - - $2.50 -$2.50 
Grinning Demon - - $5.00 -$5.00 
Oblation - - $7.50 -$7.50 
Clone - - $10.00 -$10.00 
Cover of Darkness - - $12.50 -$12.50 
flgil of the New Dawn - - $15.00 -$15.00 
figapede - - $17.50 -$17.50 
Enchantress's Presence - - ' $20.00 -$20.00 
Words of Wind - - $22.50 -$22.50 
Starstorm - - $25.00 -$25.00 
None (Foil Akroma's Wance) $5.00 $5.00 $27.50 $22.50 
Grand Coliseum - $5.00 $30.00 -$25.00 
Middle column 
Tribal Golem 
Exalted 
Animal 

l’m 
Weathered 
Fiorix 
Polluted Delta .50 

.50 

boxes entirely instead of parring. Onslaught is pretty expensive and demands that you be 
well practiced at parring, but the potential rewards are great. Just to show you that it isn't 
always a slog-through-the-swamp, here was a box that illustrates a simple overriding 
principle of parring: Don’t be stupid. If you get rich right away, just let the rest 90. 
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MTG: Onslaught, booster box #D—1 
Qafluflfld lifildlalufi 10.131113!!! m m  m m  
Left column 
Weathered Wayfarer - - $2.50 -$2.50 
Patriarch’s Bidding $5.00 $5.00 $5.00 +$0.00 
Gangrenous Goliath - $5.00 $7.50 -$2.50 
None (Foil Polluted Delta) $150.00 $155.00 $10.00 +$145.00 

As you might imagine, I had to forcibly prevent myself from windmill-slamming that Polluted 
Delta foil onto my pile. I did, in fact, actually stop there that time. It’s true that there were 
still 1.64 non-foil fetchlands to be had in the box, and it's true that other rares with value 

169 



would have been peppered throughout, but sorteudy, men! W earns you m m  
once you've gone up a Benjamin and a bait only tour packs in? Just let ’1. got Dorrie. 
stupldl 
That concludes this chapter on parring, The beauty oi parring is that ’4 aways works and 
always will, no matter what WOTC does to the collation, Parring is doc may Whom 
even the most conservative perspective, because it is no different than what a W W 
do at his local game shop counter with a tistiul of cash Best of all, M par/trig does not 
require any information about the collation in advance, other than knovdedge oi Mist rates 
are in the set and their values, a parring session improves markedly the more m m  
you have to work with. 

Zendikar October 2009 ’23! 
249 cards Foil premium cards 15 mythic rares 
53 rares 60 uncommons 101 commons 20 basic lands 
Unbalanced cutsheet Type A+/Type B Medium value dandy 
Product formats: Booster pack (1 Fl, 3 U, 10 C, 1 L); intro pack (5 decks at 60 fixed cams and a 
booster pack); Fat pack (Booster packs, basic land pack, book). 
Prerelease toil: Rampaging Baloths; Release toil: Valakut, the Molten “made 

The Card Wizard’s Black Book: Second Edition explored the market aspects of Zendiar, 
but at the time of its publication, the only map available was a “dirty map,” Dirty maps m 
never be anything more than approximations, so they did not make the cut for that book, I 
solved the map in its entirety shortly after publication, so it is included here as “bows 
material.” 

Zendikar exists in print as Type A+ and Type B, and most probably in the W M  
region as Type S, though that last is not verified. The section of The Card WzaId’s Back 
Book on mapping Scars of Mirrodin applies in its entirety to the Zendikarmap on the 
subsequent pages. For Type A+, the interval is 1:1 22:32. For Type B, the blend is 
variable, but tends to come in bunches of ones and twos, 

Following the map and rare sheet diagram, there is a box from the message boards a 
MTGSaIvation.com from the discussions on box mapping for the set, 
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Magic: the Gathering Zendlkar 1 1x11 Rare Sheet Map 
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”’89 Of the EIdMZ’ ' Apr" 2010 “ROE” 

248 cards Foil premium cards 15 mythic rares 
53 rares 60 uncommons 100 commons 20 basic lands 
Unbalanced cutsheet Type A+rType B Medium value density 
Product formats: Booster pack (1 R, 3 U, 10 C, 1 L); Intro pack (5 decks of 60 fixed cards and a 
booster pack); Fat pack (Booster packs, basic land pack, book). 
Prerelease toll: Emrakul, the Aeons Torn; Release loil: Lord of Shatterskull Pass 

The Card Wizard '3 Black Book: Second Edition explored the market aspects of Fiise of the 
Eldrazi, but at the time of its publication, the only map available was a “dirty map.” Dirty 
maps can never be anything more than approximations, so they did not make the cut for 
that book. I solved the map in its entirety shortly after publication, so it is included here as 
“bonus material.” 

Rise of the Eldrazi exists in print as Type A+ and Type B, and most probably in the Asia- 
Pacific region as Type S, though that last is not verified. The section of The Card Wizard’s 
Black Book on mapping Scars of Mirradin applies in its entirety to the Rise of the Eldrazi 
map on the subsequent pages. For Type A+, the interval is 1:1:2:2:3:2. For Type B, the 
interval is variable, but tends to come in bunches of ones and twos. 

Following the map and rare sheet diagram, there is a box from the message boards at 
MTGSalvation.com from the discussions on box mapping for the set. 
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Magic: the Gathering Rise of the Eldrazl 11x11 Hare Shoot Map 
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Magic: the Gathering Rise of the Eldrazi 11x11 Rare Sheet 

Mythic rates are in bold. 

Gravita Gelati Consu Tuktuk Mome Surrak Deathl Trainin Consu 
tional nous me the Explor Khalnl ntous Splinte ar 8. ass 9 Gro— ming 
Shift Genes Meek er Hydra Fall r Twin Blade Angi unds Vapor 
Conqu Emrkl Pestile Lightm Awake Disast Gravit Recurr Unval Hellion 
ering Aeonc nce D- ine ning er ational Bear ing ln- a, Ke- Erupti 
Moore Torn emon Field Zone Radius Shift Umbra sight eper on 

Realm Consu Sphinx Lightm Nlrkan Near- Awake Trainin Conqu 
Banelu s Unc- ming oi Ma- Splinte ine a Rev- Death ning g Gro— ering 
l Omen harted Vapor Josi r Twin Field enant Exper. Zone unds M.core 

Devast Gelati Mortici Trans Surrak Tuktuk Pestile Consu Cast Near- 
ating nous an cendt ar S. Explor nce 0- Bear me the Thru Death 
Summ. Genes Beetle Mastr Blade er emon Umbra Meek Time Exper. 

Disast Mome Sphinx Realm Mortici Hellion Deathl Recurr Banel Devast 
er ntous at Ma- s Unc- an Erupti ess All Is ing ln- ul ating 
Radius Fall ggsi harted Beetle on Angel Dust si ht Omen Summ. 

Coralh Drana, Lord of Gigant Kozile Sphinx Studen Tajuru 
elm Umbra K.B. Shatte Repay omanc k B. of -Bone Echo t War- Pre- 
Comm. Mystic Chief rskull in Kind er Truth Wand Mage tare sewer 

Angelh Kargn Noma Mul Thoug Spawn Guul Donna Hedro 
eart Dragn d Ass- Daya ht Gor— sire U- Draz nt Go- World Gideo n Mat- 
Vral Lord embly Chan. ger Iamog Assn mazoa at War n Jura rix 

Eldrazi Coralh Studen Mul Ulamo Thoug it That Kazan Angelh 
Templ elm Magm t War- Daya 9 Int. ht Gor— Betray Umbra du T. eart 
e Comm aw fare Chan. Gyre ger s Mystic Caller Vial 

Rage Hellca Keenin Noma Reneg Eldrazi Hedro Kor 
Echo Nimbu rver D g d Ass- ade Consc n Mat- Spiritd Repay Venge 

_M_age s emon Stone embly Dopp. ription rix ancer in Kind vine 

Gigant Hedro Guul LH 0- Lord of Reneg Spawn Sphinx Kor Tajuru 
Magm omanc n-Field Draz hronol Shatte ade sire U- -Bone Spiritd Pre- 
aw er Purists Assn ogist rskull Dopp. lamgg Wand ancer server 

Keenin Drana, Hedro Kazan Eldrazi Dorma Sarkh Eldrazi Rage It That 
9 KB. World n-Field du T. Templ nt Go- an the Consc Nimbu Betray 
Stone Chief at War Purists Caller e mazoa Mad ription s s 
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MTG Rise of the Eldrazi booster box posted online by “Nyth” - “Box 3" 

Sarkhan the Mad 
Eldrazi T 
Kazandu Tuskcaller 
Tuktuk the 

Stone 

Dormant Gomazoa 
Momentous Fall 
Hadron-Field Purists 
Consume the Meek 
Gelatinous Genesis 

Twin 
Khalnl 
World at War 

Kalastria Blood iet 
PfOSéNél‘iié-rrf1263‘s? 

omen *f \ . K" . 2232-} I"?!1:563:91 ~ , ‘ Of 

:of » 
-Bone Wand , 

- All ' Dust 

ancer 

Geléfi .. _ Mome Surrak Deathl Trainin Consu 
Vl'lOUifitfj‘ "5. Khalnl ntous Splinte ar S. ess g Gro- ming 

Genes:- ‘ ' " Hydra Fall rTwin Blade Angel unds Vapor 

Emrkl Pestile Lightm Awake Disast Gravit Recurr Linval Hellion 
Aeons nce D- ine ning er ational Bear ing In- a, Ke- Erupti 

Moore Torn emon Field Zone Radius Shift Umbra sight eper on 

Realm Consu Sphinx Lightm Nirkan Near- Awake Trainin Conqu 
Banefu s Unc- ming of Ma- Splinte ine a Rev- Death ning g Gro- ering 
I Omen harted Vapor gosi r Twin Field enant Exper. Zone unds M.core 

Devast Gelati Mortici Trans Surrak Tuktuk Pestile Consu Cast Near- 
ating nous an cendt ar S. Explor nce 0- Bear me the 111m Death 
Summ. Genes Beetle Mastr Blade Her” emon Umbra Ex r. $1 . . . . .  . . 5.: _»-. ., .. . - , ,. ,l/l/I/ % r 

Disast Mome I: -. 2/ / 
er ntous i : fl 
Radius Fall is _. a f; 
Coralh Drana, Lord of Gigant Kozile Sphinx Studen Tajuru 
elm Umbra K.B. Shatte Repay omanc k B. of -Bone Echo t War- Pre- 
Comm. Mystic Chief rskull in Kind er Truth Wand Mag fare server 

Angelh Kargn Noma Mul Thoug Spawn Guul Dorma Hedro 
eart Dragn d Ass- Daya ht Gor- sire U« Draz nt 60- World Gldeo n Mat- 
Vial Lord embly Chan. ger lamog Assn mazoa at War n Jura rix 

Eldrazi Coralh Studen Mul Ulamo Thoug It That Kazan Angelh 
Templ elm Magm t War- Daya 9 Int. ht Gor- Betray Umbra du T. eart 
e Comm aw fare Chan. Gyre er s Mystic Caller Vial 

Rage Hellca Keenin Noma Reneg Eldrazi Hedro Kor 
Echo Nimbu rver D g d Ass- ade Consc n Mat- Spiritd Repay 

5 Stone ’ embl ' ' ' in Kind 

Keenin Kazan Eldrazi Dorma Sarkh Eldrazi Rage It That 
igg . .  du T. Templ nt 60- an the Consc Nimbu Betray 
Stone _ -: . '  Q, Caller e mazoa Mad ription s s 
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wSelim-of Mirrodln October 2010 “SOM” 
249 cards Foli premium cards 15 mythic rares 
63 rares 60 uncommons 101 commons 20 basic lands 
Unbalanced cutshaet Type A+/Type 8 High value density (for now) 
Product formats: Booster pack (1 Fl, 3 U, 10 C, 1 L); Intro pack (5 decks of 60 fixed cards and a 
booster pack); Fat pack (Booster packs, basic land pack, book). 
Prereieaae foil: Wurmcoii Engine; Release loll: Steel Heilkite; Buy-a-box foil: Memoricide. 

This section reprises the lesson from The Card Wizard's Black Book: Second Edition on 
how to solve a Type A+ map. it is assumed you already knew to record the contents of 
many boxes, as described earlier in the Death Star II section. Since MTG is currently 
collated by row, the resulting recordings are spreadsheeted by row and compared. 

Scars oi Mirnodin is Type A+ in most regions and Type S in the Asia-Pacific region. There 
may be Type B prlntlngs out there or in production for later, but as of this writing, none have 
been verified. The interval between tracks for SOM is a bit longer and more complex than it 
was for M10 and M11. it goes 1:1:2:2:3:2. This is not an accident. The three-rare 
grouping will always be from the track that is 66 cards long. The entire sequence is 11 
cards long. six from the 66-card track and five from the 55-card track. Like with M10 and 
M11, the mythic rares are split with eight on the larger track and seven on the smaller track. 

To use the map, it helps when recording your box also to record the rares vertically, as they 
would appear in spreadsheeted form. This is so that once you discover a run of three rares 
in sequence, you will know where you are in the interval and, assuming you proceed 
carefully enough, you should be able to open the cards you want with minimal wastage. 
(Obviously, the top row collation disruption must be solved, so be aware of that as you 
open.) With practice, the Type A+ of SOM should be fairly navigable to anyone who is 
adept at mapping boxes. 

To discover the map for an expansion in the future with a Type A+ collation, the process 
begins the same as for a Type A expansion and then requires additional calculations. First, 
follow the instructions in the Tenth Edition section for breaking down and recording at least 
a case, and preferably more, of the expansion. Next, spreadsheet the cases as indicated in 
the Shards of Alara section. if you are opening North American boxes, they have a linear 
feed by row from the bottom left to the top right. (Don‘t worry about the top row collation 
disruption yet.) if you are opening Asia-Pacific boxes, they have a linearised by column 
from the top right to the bottom left. if you are opening European boxes, you might have 
either type or Type B. it is impossible to know until you open one box from the case. 

Once your recordings are spreadsheeted, set up five or more columns. This is where the 
real heavy lifta is done. Find two boxes that have at least two of the same mythic rare in 
them. Place the spreadsheets side by side, and figure out which cards match between 
them. Pull those into one column; that’s one track. Then put each card that differs into its 
own column. That's the other track, and eventually you‘ll be able to connect the two 
through other boxes. You may have to do some scratch with this -- the cards do not always 
match slot-for—slot, as you can see with the Quicksilver Gargantuan (the far-right box has it 
a few slots up). The key is that if a card does not match, it is from the other track. Look: 
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Shape Anew 

(Beth, Lord Veult 
Nim Dealhmentle 

Seechrome Coast 
Tower Celernltiee 
Emit. Renegade 

Contagion Engine 

Argent Sphinx 

PrecursorGoiem 
LeoninArbiter 
VeneerSoloimrer 

Grindctock 

MyrReeervoir 

Bleclmleeve Cliffs 
Veneer‘e Joumel 
True Conviction 

GOG 

NimDeethmentle 

Carnifex Demon 

Etched Chem 
Strata Scythe 

Elepethl‘lrel 

SpikeehotEider 

Putrelex 
Mimic Vet 

inexorable Tide 

KuldothaFM 
Kothotltemmer 

PrototypePortal 
LivewireLeah 

CemifexDemon 

Strata Scythe 

Stilthtryx. Oregon 
Aacetlciem 

Ratchet Bomb 
Dissipation Field 

Etched Champion 

Spikeahot Elder 
Coppertine Gorge 

Platinum Emperlon 
Tempered Steel 

Livewire Lash 

Engulfing Siagwurrn 
Tunnel ignus 

Mimic Vat 
Necrotlc Ooze 

Kuldotha FM 

Shape Anew 
Carnifex Demon 
Geth. Lord Veutt 
Nim Deathmantie 
Etched Champion 
Strata Scythe 
Seachrome Coast 
Tower Ceiamitiea 
Ezuri. Renegade 
Elspeth Tirel 
Razorverge Thicket 
Contagion Engine 
Spikeshot Elder 
Argent Sphinx 
Memoricide 
Asceticlsm 
Argentum Armor 
Precursor Golem 
Leonin Arbiter 
Veneer Solourner 
Putrefax 
Mimic Vat 
Grindciock 
inexorable Tide 
Hoard- Dragon 
Myr Reservoir 
Kuidotha FM 
Koth of Hemmer 
Biackcieave Cliffs 
Venser's Journal 
True Conviction 
Prototype Portal 
Livewire Lash 
OSG 
Carnifex Demon 
Nim Deathmantle 

Shape Anew 
Strata Scythe 
Seth. Lord Veuit 
Nim Deethmentie 
Sklthlryx. Oregon 
Aeceticiem 
Seechrome Coeet 
Tower of Celemitiee 
Ezuri. Renegade 
Hatchet Bomb 
Dissipation Field 
Contagion Engine 
Etched Champion 
Argent Sphinx 
Memorlcide 
Spikeshot Elder 
Copperline Gorge 
Precursor Goiem 
Leonin Arbiter 
Veneer Sojourner 
Platinum Emperlon 
Tempered Steel 
Grindclock 
Livewire Lash 
Hoard- Dragon 
Myr Reservoir 
Engulfing Slagwurm 
Tunnel ignua 
Biackcleave Ctlffe 
Venser's Joumel 
True Conviction 
OSG 
Mimic Vet 
Necrotic Ooze 
Nim Deathmentle 
Kuldothe FM 

Look very closely at that spreadsheet and you will see what I did. Where the two boxes 
matched. I knew the track was identical. Where they did not, I knew (and you will know for 
future sets) that the other track is different and that you have two different sections of it to 
unravel. Ultimately. by comparing box after box. you will find the matching ends of Track 1 
and you will find the overlapping sections of Track 2. probably entirely separately. At that 
point it is a simple matter of writing it down on a sheet diagram. 

Ah. but how do I solve the top-row collation disruption? Just by comparing more boxes. 
Eventually. you'll see that moving the top row to somewhere in the middle of the 
spreadsheeted box recording is the only way to resolve the order of the matching cards. 
Remember. if you have two matching mythics between two boxes. at least one track will 
match. The worst-case scenario is that you have fragments of both, but you can then 
anchor them both. The mythic rares appear once per sheet. They will only ever be in one 
place on that sheet. Thus. when you compare more boxes. as you see below. you will 
either be able to find more of the map or you will be able to verify what you have. I prefer to 
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get my alerting "fragments" as solid ae. possible. so I kept bringing more and more home 
With Veneer and Seth to compare. Here to an example with Sex :2 eubbed tor a new one: 

one. Lord Veuit 
Nlm Deelhmentie 

Deaehmme Doe-i 
Tower Celemitlee 
fiend. Renegade 

Contagion Engine. 

Argent Sphinx 
Memoiloide 

Preoureor Salem 
Leonin Arbiter 
Veneer Sojourner 

Grindoieok 

Hoard! Dragon 
Myr Reeervolr 

Blookoleeve Clitle 
Veneor‘e Joumai 
True Conviction 

GOG 

Nlm Deathmantie 

filtrate Anew 
Derniiex Demon 

Etched Champion 
aireie Scythe 

Ilepeth Tirol 
haeerverge 

Spikeahot Eider 

Aeoetlolem 
Argentum Armor 

Pulreiex 
Mimic Vet 

inexorable Tide 

Kutdotha FM 
Koth ot Hemmer 

Prototype Portal 
Livewlre Lash 

Cernliex Demon 

. 3 e . ,  3 .  W m , ”  ; g . ». ‘ #34": .. - 1;: ;~ t- . V 
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strata Edythe 

ektihirye. Oregon 
Aeoetloiem 

Ratchet Bomb 
Dieelpeilon Field 

Etched Champion 

Spikeehot Eider 
Copperiine Gorge 

Platinum lmperlon 
Tempered Steel 

lewire Leah 

Engultlng Siagwurm 
Tunnel ignue 

Mlmio Vet 
Necrotic Doze 

Kuldotha FM 

Shape NlSW 
Cornliex Demon 
Seth, Lord Veuit 
Nlm Deethmentle 
Etched Champion 
Strata Scythe 
Seaohrome Coast 
Tower Calamltiee 
Ezurl. Renegade 
Ilepeth Tirol 
Flazorverge Thicket 
Contagion Engine 
Spikeshot Elder 
Argent Sphinx 
Memorlclde 
Aecetlclem 
Argentum Armor 
Precursor Goiem 
Leonin Arbiter 
Veneer Sojourner 
Putreiax 
Mimic Vat 
Grindciock 
inexorable Tide 
Hoard- Dragon 
Myr Reservoir 
Kutdotha FM 
Koth ot Hemmer 
Blackcieave Clllie 
Veneer‘s Journal 
True Conviction 
Prototype Portal 
Livewlre Lash 
QSG 
Carnltex Demon 
Nlm Deathmantte 

i Eruption 
Goth. Lord Veuit 
Strata Scythe 
Nlm Deathmentle 
Seachrome Coeet 
Sktthiryx. Dragon 
Aeoetioiem 
Tower Calemltiee 
Ezurt. Renegade 
Contagion Engine 
Ratchet Bomb 
Dissipation Field 
Argent Sphinx 
Etched Champion 
Memorioide 
Precursor Goiem 
Spikeehot Eider 
Cepperiine Gorge 
Leonin Arbiter 
Veneer Sojourner 
Grindclock 
Ptetlnum Emperion 
Tempered Steel 
Hoard- Dragon 
Livewlre Lash 
Myr Reservoir 
Biackcieave Ciltte 
Enguillng Slagwurm 
Tunnel ignus 
Venser's Journal 
True Conviction 
OSG 
Mimic Vat 
Necrotic Ooze 
Nlm Deathmentie 
Kuidotha PM 

As you can see. Boxes 1 and 3 both have the same sequence in Track 1 and the right-side 
Track 2 iragment. The interval does not “catch” them in the same order at the same time. 
breaking between the tracks. but the order of the cards is the same! That is the key to 
unraveling the map oi a Type M expansion. The next step. once you have a solid piece oi 
the puzzle. is to go get another box that has at least two mythlcs from the area you‘ve 
solved and at least two irom the area you have not. By process of elimination. you now 
know whet ie in one of the box'e two tracks. so what remains must be in the other. 

Here is an example at a comparison oi two more boxes. one ot which has the Elspeth and 
Koth pairing and both at which have a Mox Opal. i already knew the Elspeth/Koth Track 2 
iragment lrom the previous box grouping. so i separated it out. importantly. i also knew 
that the Elspeth/Kohl sequence was part of Track 2. which meant that by process oi 
etlrnination i knew that the Mox Opal had to be on Track 1. Again. l separated the two 
tracks oi Box 4. which did not necessarily occur on the same interval switches but which did 
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have the oarde In the eeme order once I corrected lor the top rowe. The Italicized oerda 
were ortglnelly at the bottom ol thelr reepeotlve box‘e epreadeheet lorrn. elnoe they were In 
the top row. Once I llned everythlng up and compared wlth what I know. It became clear 
where those cards belonged. Alter all thle. I now know what parte bl Box a belonged to 
Track I -- whlchever ones matched the track I derlved lrom Boa 4t That meant that the 
other track In Box 5 was another lragrnent ol Track 2. .. and It covered new terrltory. 
Including Llege ol the Tangle. Here Is the dlagram: 

Strata Scythe Cerebral Eruptlon Strata Boytlte Cerebral Eruptlon 
W" ROW Myr Ileaarvolr Myr lteeervolr 

Ilapath Tlrel Putrelatt llepelh Tlrel l’utrelaa 
Seaohrorna Coast Beaohrome Coaet Seaohrorne Coeet 
Lua Gannon Lua Cannon Lu: Cannon 

Reaorverge Thlokat Enguttlng Slag Hatorverge Thlokel Engulltng Slag 
Splkeehot Elder Kernba. Regent Splkeahut Ekler Kernba. llegent 

Argent Sphlna Argent Sphlna Argent Sphlna 
Patnlul Quandary Palnlul Quandary Palnlul Quandary 
Praouraor Golem Preoureor Golern Preeureor Golem 

Aeoetlolem Prototype Portal Aeoetkrlern Prototype Portal 
Argentum Armor Mlndalavar Argenlum Armor Mlndelevar 

Grand Arohlteot Grand Arohlteot Grand Amtrlleol 
Putrelak Neorotlo Ooze Putrelax Moreno Gare 

Molten Payohe Molten l’eyohe Mullen Psyche 
srggt Hatlklte Steel Hellklte Steel Iteltklle 

Mlmlo Vat Oleelpallon Fleld Mlmlo Vat Dleelpallon Pleld 
lnoxorablo Tlde Argenturn Armor lltettor‘able Tlde Argenturn Armor 

True Oonvlctlon True Convlotlon True Convlollon 
m 09" Mott Opel Mort Opel 
m y .  Olllle Blaokoleave Clllle BIaokoleave Clllla 

Kuldothe FM Tunnel Ignue Kuldotha liM Tunnel lgnue 
Koth ol Hammer Lloga ol Tangle Koth ol Hemmer Llega ol the Tangle 

w PI’OPIOBW Myr Propagalor Myr l’ropagator 
Prototype Portal Darkaleel Juggnt Prototype Portal Darkeleel Juggernaut 

Geneela Wave Geneela Wave Geneale Wave 
mm. Ongon Iloanh Dragon Hoardaamelter Dragon 

Ltvawlre Leah Tempered Steel lewlre Leah Tempered ateel 
Carnllott Demon Ratchet Bomb Carnllax Demon llatohet tlomb 

Semblanoe Anvll Semblanoe Anvll Semblarme Anvll 
Sunblaat Angel Sunblaat Angel Sunblaat Angel 
Myr Battleaphero Myr Ilattleephere Myr llattleaphora 

Komba. Regent Copperlne Gorge Kemba. Kha I‘Iegent Comm-lute Gorge 
Cerebral Emptlort Chlrnerlo Maee Cerebral Eruptlon Chlmerlo Mane 

Shape Anew Shape Anew Shape Anew 
Strata Scythe Carnllek Demon Strata Soythe Carnllea Demon 

Note at the bottom that Shape Anew. Strata Soyhe. and Camllex Demon llne up wlth the 
Box "2/3 dlagreme. but that the Track 2 lragmonla are awltohed. Thla to where the two 
parte ol Track 2 are connected. In the course ol reoordlng boxaa. you‘ll have a low that 
overlap a low paoke Iurther on elther elde. Uae Ihoae to verIIy the wrapatouttda. 

Keep dolng thle long enough. and you wIll eventually have redundant verllloatlon ot every 
part at the map. It you atlll don't alter eulllolent data haa been put In. you mlght have a «I 
wlth two dlllorent rare aheote. May. It happenal Look at Magic: am It And they oan be very 
dlllerent or only aublly dlllerent. You have to look at all the data you have to make that 
determlnatlon. The key la to verlly everythlng you nan unlll you can‘t varlly any more. and 
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one another. Generally speaking, you wm lihd that they are. 

i knew that my wraparound to Track 1 was complete when i counted it up and it had so. 
cards in it. Add 55 and you got 121, the size oi most of the MTG production sheets. amt 
found all wraparound points for Track 2, it turned out to be 55 cards. and i knew i had it. t 
compared about another dozen boxes just to check my data, and they all worked. lthen 
went online to see how the community was doing. They had posted some boxes, sot 
checked my data against that as well. Naturally, it worked. 

By the way, don‘t be concerned it you are mapping out a future expansion and your “rm 1 
. ends up being 55 cards and your Track 2 ends up being 66. That's fine. it doesn’t mm 

which one is which. That will, in fact, be a simple consequence of how things go when 
you’re sitting at your spreadsheet doing the work. Either way works the same. 

l transposed those tracks onto a map sheet like for Shards of Alara. and then onto the it x 
i t  sheet diagram, for ease of use. Those maps follow on the subsequent pages. and m 
mat are the box verifications from MTGSaivation.com. 
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Magic: the Gamma ofulrmdln 11x11 Bare Sheet Map 
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Magic: the Gathering Scars of Mirrodln' 1 11:11 Here Sheet 

Mythic rares are in bold. 

Liege Dst Tempe Hatch Coppe Chime Carnif Etched Razor 
of Jugger red at rline ric ex 09- Charn Strata Elspet verge 
Tangg naut Steel Bomb Gorge Mass mon pion Scythe h Tirol Thickt 

Spikes Argent lnexor Kuldot Koth Protot Carnit 
hot Asceti um Putrel Mimic able ha of Ha- ype Livewir ex De~ 
Elder cism Armor ax Vat Tide FM. mmer Portal e Lash mon 

Kemba Cerebr Skithlr Hatch Dissip Etched Spikes Coppe Plat. 
Kha al Er- Strata yx, B. Asceti et ation Cham hot rline Emp- 
Rggent uption Scythe Dragn cism Bomb Field pion Elder Gorge erlon 

Tempe Engulf . Necrot Kuldot Razor Chime Sword lnexor 
red Livewir Slagw Tunnel Mimic ic ha verge ric Body able 
Steel e Lash urrn lgnus Vat Ooze F.M. Thickt Mass Mind Tide 

Dst Cerebr Engulf Kemb Protot Necrot Dissip Argent 
Jugger al Er- Putref Slagw a Kha ype Minds ic ation um Tunnel 
naut uption ax urm Remit Portal Iaver Ooze Field Armor lgnus 

Quick Nim Hand Myr Ezuri’s Molten Conta Painful lndom Darksli 
silver Death of Pra- Propa Brigad Psych gion Quand liable ck Sh— Grindc 
Garg. mantle etors gator e e ErLcLine ary Arch. ores lock 

Grand Myr Kuldot Ezuri, Sembl Molte Hand Genes Steel Darksli 
Archite Battles ha Ph- Reneg ance n Tail of Pra- is Leonin Hellkit ck Sh- 
ct phere oenix ade Anvil Mast. etors Wave Arbiter e ores 

Venser Wurm Kuldot Ezuri’s Tower Sunbla Myr Seach Lux 
’s Jou- Shape coil ha Ph- Brigad Memor Calami st Reser rome Canno 
mal Anew Ewe oenix e icide ties Angel voir Coast n 

Painful Precur Grand Molten Steel True Blackc Myr Genes 
Argent Quand sor Archite Psych Hellkit Convic Mox leave Propa is 
Sphinx ary Golem ct e e tion Opal Cliffs gator Wave 

Hoard- Sembl Sunbla Myr Geth, Nim Seach Tower Ezuri, Conta 
Smltr ance st Battles Shape Lord Death rome Calami Reneg gion 
Dragn Anvil Angel phere Anew Vault mantle Coast ties ade Engine 

Precur Vense Hoard- Myr Blackc Vense True 
Argent Memor sor Leonin r 50- Grindc Smltr Reser leave r’s Jo- Convic 
Sphinx icide Golem Arbiter Journr lock Dragn voir Clifls umal tion 
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Decipher took the best of the Star Wars and Star Trek 0069 and mixed in some real-life 
experience in game design to produce 2001 ’9 Lord of the Rings (LOT H) TOG. The game ll 
quite excellent. has a complexity level somewhere along the curve between Magic: the 
Gathering and the Star Wars 006, and has absolutely top-notch production value. 

For this text, i chose not to include a complete reference library for the LOTFl T CG. 
because I believe it would be better presented in greater depth in another volume. The 
'Clifis Notes” version of what you have to know about obtaining LOTFl TCG product is as 
follows: Most of the expansion sets are still obtainable at reasonable prices. with boxes 
varying anywhere from $10-$80 depending on the gameplay value of the cards in the set 
and to some extent scarcity. The last three LOTR TCG expansions were printed in tiny 
quantities just before Decipher’s LOTR license expired, and accordingly those sets 
command extremely high secondary-market prices. They are The Hunters, Rise of 
Semman, and Trickery and Deceit. As of this writing, the lowest advertised price found for 
any of those products is $500 per display box. There are also a daunting number of 
promotional cards in circulation -— some foils, some not - and the scarcer promo cards hit 
the wallet harder than you might think for what is largely a dormant game. 

Despite the cost at entry - and it is a non-trivial cost — the LOTFt T06 is a great deal at inn 
and may be worth the time and money investment if you are a Lord of the Fiings fan who 
also likes to play relatively complex TCGs. The game has a number of starter deck and 
“tournament deck” product offerings that play well right out of the wrapper, something that 
was only sometimes true of the Star Trek CCG (mainly in its 2"d Edition) and virtually never 
true of the asymmetrical Star Wars CCG no matter what they tried, with the Death Star ll 
Tournament Decks coming closest to the mark. The LOTR TOG did better with decks for 
virtually every expansion because the underlying game engine was so much better at 
supporting limited play. 

One point of interest is that, with Peter Jackson’s film version of The Hobbit due in two 
volumes in 2012 and 2013, interest in the LOTR TCG might rebound significantly. Or it 
might not. One never knows. At least Decipher could conceivably reacquire the Tolkien 
license and restart production of the LOTR TCG with content based on The Hobbit without 
necessarily having to reinvent the game, whereas a continuation of the SWCCG would 
probably require a reboot. and the STCCG has already had one (and a mechanically 
successful one. at that). 

185 



APPENDIX 3 
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Nefrunner v1.0 booster box #1 

[ CodeViraI Cache Ronin' Around Snowball 
Du ' Di omatic Immuni AI Boon 

Playful Al .. A I I DeaIWith Militech . HSet‘odify‘ing Code 
Anon ous Ti gBartmoss Memorial Icebreaker Field Reorter for Ice 8. .. 

:ca’ .5 . 
misc.for—sale 
Arasaka Porta 

It's a shame Netrunner boxes are so hard to find, because with the prices they command 
these days, mapping them out would be a great way to mitigate the cost of building a 
competitive collection. And just look at that box recording — if that isn’t mappable, I’m 
Barack Obama. Look at the split between the Runner cards (unshaded) and the Corp 
cards (shaded). That’s about as deliberate a collation as WOTC could make without just 
handing us a map outright. For all practical purposes, however, the player base for this 
game is so small and tight-knit that mapping might be pointless by virtue of lack of liquidity: 
recouping on the unopened packs would probably be too difficult, and nobody is drafting 
anymore. More’s the pity. 

For those of you who have never played Netrunner, it’s a real shame the game is defunct 
now, because it is one of the best TCGs ever and one of the few worthy of being in the 
conversation about whether it actually surpasses Magic: the Gathering. Netrunner had the 
subtlest and most skill-testing bluffing mechanics of any TCG before or since, and the 
game played better in limited format right out of the packs or decks than constructed, a feat 
only equaled by Magic (and, in my opinion, only arguably surpassed). If WOTC ever 
decides to resurrect old intellectual property for the hardcore-gaming market, I hope this 
game is near the top of their list. For now, I suggest buying whatever Nefrunner you can 
find and enjoying it in its pseudo-limited greatness. You can forget about constructed, 
because Proteusm boxes (Netrunner’s first expansion) are far too scarce and too 
expensive to buy in the quantities necessary to get enough of the key rares (such as World 
Domination) to build the best possible constructed decks. 
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APPENDIX Q 

Egkemon Trading Qard fig me 

Pokemon took America by storm in 1999 and calmed markedly in 2000. The license 
reverted from WOTC back to Nintendo a few years later, and the game is still produced and 
is still played, though it is but a pale shadow of the unstoppable force it was at the turn-of- 
the-millennium. 

While I will not spend too much time on this game in particular, mostly because I did not 
record any of it back then and mostly just sold through the product I had with a smile on my 
face, I did think it was relevant to share that, for the Base Set", Jungle", and Fossil" sets 
at least, the packs down each column of the two-columned booster box went in a repeating 
sequence: 

Holofoil rare 
Rare 
Rare 
Rare 
Holofoil rare 
Rare 
Rare 
Flare 
Holofoil rare 
Rare 
Rare 

The sequence could start anywhere in that span; for example, you could open a box, start 
with the top pack on the left, and find: Rare, Holofoil rare, Rare, Rare, Holofoil rare, Rare, 
Rare, Rare, Holofoil rare, Rare, Rare. 

There were eighteen packs per column, so you wouldn’t get two full sequences per column 
- generally, instead, the sequence would just stop at the end of each column and have no 
relation to where the next column’s sequence began. 

Of course, given the price of sealed Pokemon boxes from the early sets versus the prices 
of the loose cards, given how many millions of kids bought into the game, you might find it 
more useful to just buy exactly the cards you need, if Pokemon is your thing. 

187 



A W  

Wgrld of Wang-at: Trading gag game 
The Worldof WarcrafiTCG, originally the work of Upper Deck Enterta‘rment and now 
published by Cryptozoic Entertainment LLC, emerged as a Iegifinate market c a m  in 
the mid-20005, growing its player base consistentiy and attracting the deflated mile 
following ofthe WofldofWamafiMoideogame. lsteerclearoiWoWbecmsel 
know I have notthewillpowerto withstand such anaddiction, butlwmtedbadrhmhe 
card game here to reinforce the concept of parting. 

Afewyears back, therewas acard called Spectral'figermatocwredonceeveryzaa 
booster packs of the Fires of Outland" expansion. M24 booster packs per boxmd 12 
boxes per case, that means there is only one Spectral Tiger per case. Spectral Tigers sat! 
on eBay for a while for around $1000, while boxes of Fires of Oufland averaged mound 
$100 and cases around $1200 at the time. This made sense, and yet it meant that par‘ng 
was being underutilized. By parring, the cost to acquire a Spectral Tiger would have been 
around $600. That's a healthy average $400 profit per cat, and that would have been 
without selling any of the other loose cards you opened. Of course, buying cases from 
Upper Deck’s direct wholesale service may have been cheaper, but may not have been an 
option for anyone not actually operating a retail store. 

The WoW buying public was a little ahead of the MTG buying pubfic i1 thei mathematical 
sawy, because they grew wise to the Spectral Tiger situation. Dealers bought any nurber 
of cases of fires of Out/and. They opened packs in the same order every time; for 
example, open the “top” box in the case, then the one under it, and so on, starting on the 
left column of boosters before you proceed to the right. It didn‘t matter exactiy how they 
opened it as long as they opened it the same way every time. Eventually, as they went 
through the case, they would find the Spectra] Tiger. They would then STOP. They would 
sell the remaining unopened packs and boxes and recoup their cost, and they would sel 
the Tiger for $1000 or however much they could get for it. And on to the next mse. 

The odds of getting a Tiger in the first pack of the case are the same as the odds of gett'ng 
it in the last pack of the case. That’s why this worked. It’s true that sometimes they would 
not get it until the last box, but that happened, in the long run, just as often as the number 
of times they got it in the first box. On average, given enough cases to smooth out the 
variance, the Spectral Tiger occured toward the exact middle of the case, or in our 
parlance, the middle of the span of packs opened. If the card occured once per span. and 
a full span costed $1200 to buy, and the card averages to the middle of the span, the 
average cost of the card was therefore about half the cost of the span, or $600. 

This is very rudimentary and I don’t actually recommend dropping a pile of money on any 
TCG that you don’t actually have some desire to play. If all you want to do is make money, 
for crying out loud, get a job. Also, if you want the Tiger and aren‘t interested in the 
gamble, just buy it outright. Its price has come down in the time since its original release. 
As I explained in the Legal and Ethical Considerations section, you have to consider the 
possibility that someone parred or mapped loose packs or boxes. 
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Though direct citationsappearinthetext, there are anumberotsourcesthatprovided vast 
mudgeneralinlormadonmndlbelieveitisappmpriatetocreditandmankthemafl: 

Magicthegatheringcom; Deity MTG; Gatherer database (web, WOT C) 

swphen d’Angelo’s Crystal Keep (web) 

MTGSalvation.com, Magiccards.info, and the MT GSalvation Card Wflri (web) 

The Magic Librarities’ Magic Rarities (web) 

Squt’s Magic MisprintlError'List (web) 

Star City Games (web) 

The Star Wars CCG Players’ Committee (web) 

Trekcc.org: The Continuing Committee (web) 

The LotR TCG Database (web) 

Netrunner Online (web) 

Wikipedia (web) 

0!»! resources are named in the text and their contributions to this body of knowledge are 
very much appreciated. 

For all the resources, people, publications, and other media that have helped teach me 
that I know about this hobby, this business, MTG, and any other part of this experience, 
please forgive me for not naming you specifically, and thank you. 
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This is the last page. It has been a pleasure teaching my readers as much as l hopefully 
have. I have confined my commentary to the Preface, except for this last: 

My advice from before continues to hold true. Be smart. It a deal seems too good to be 
true, it probably is. The numbers, the raw math of any given situation, are merciless. It you 
think you are going to succeed when the numbers are against you, you are setting yourself 
up for disappointment. Make your decisions in such a way as to leave your outcome 
favored over the opposite. Think about deals before you make them and don’t go tonivard 
until you’re ready to pull the trigger with no regrets. And man up and take reSponsibility for 
the decisions you make. It is not the other guy's fault that you went ahead with a trade, 
despite your apprehensions, and regretted it afterward. 

Most of all, don’t forget that this is just a hobby. There are much, much more important 
things in your life, even if your life is fairly unimpressive. Seriously, don’t spend the prime 
of your youth slinging cards in some game shop. When you get to be an old fogey of 36 
like me, you will wish you had done more things, seen more places, met more people, and 
experienced more perspectives in the decade previous. And, for crying out loud, make sure 
you finish college. Even if you have to return to school as an adult, do it. It’s never too late. 
Sooner is better than later, yesterday is better than today, and now is better than in the 
future. 

-R.E., January 2011 
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The Card Rebel’s Black Book 

First Edition 

by Ross Edwards 

The trading card game industry has swelled from a hobbyist niche in 1993 to a billion-dollar worldwide phenomenon 
in 201 l and beyond. Books and articles in print and online have explored the strategy and community aspects of the TCG 
hobby. 

The Card Wizard’s Black Book, which first appeared in 2008, was the first to take a closer look behind the scenes of 
trading card games, where the TCG hobby and the TCG industry meet. In 2010, the Second Edition expanded into an 
exhaustive reference on the business, production, and secondary market for trading card games, with an exclusive focus on 
Wizards of the Coast’s Magic: the Gathering” card game. 

The Card Rebel’s Black Book casts a wider net, exploring the TCG hobby and industry with deep reference material 
for other T CGs, such as the Star Wars" CCG”, Star Trek’t CCG", Lord of the Rings” TCG“, World of Warcraft‘ TCG", and 
more. As an additional bonus, The Card Rebel’s Black Book includes extra material on Magic: the Gathering” for readers 
who finished The Card Wizard’s Black Book: Second Edition and still want more! 

Whether you are a collector, player, dealer, or designer of the trading card games explored in this book, The Card "fig 
Rebel’ 5 Black Book is an exhaustive reference that you cannot afford to be without! 
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