ERQOES

I —

value, however

outcome.

One card of a specific character' shards per pack
These odds apply to Marquee Packs lsted as containing 5-330 Shards
Character Shard Quantity Probability
5

One card of a specific ch
Character Shard Quantity
15

acter's shards per pack.
Probability
298%
7 6000%
250%
2 10.00%
250%
001%

Six cards per pack.

One card of asp
Ship Blueprint Quantity
B

each of

5
230
330

Probability
010%
010%

Ship Abilty M1 Quantity
1

2
3
4
5

Probability
100%

2 900%

3 2000%

4

5

Ship Abilty M2 Quantity
1

4000%
3000%

Probability
4500%
2 4000%
3 900%
4
5

Ship Abilty MK3 Quantity
1

500%
100%

Probability
9223%
2 777%

Ship Omega Guantity
1

Reinforcement Mat Probability
1 4000%
2 5000%
3 800%
4 190%
5 010%

Capital Ship Packs
Two cards per pack.
One card of bluey

Ship Blueprint Quantity Probability
10

498%

Ship Bidg Materials Quantity Probability
45000 75.00%
90000 2000%
135000 500%

One card per pack.

Character Shard Quantity Probability
10 1924%
” 38.48%
15 2886%
20
2
50
80
145

One card per pack. Drops blueprints o one ship out of all of the ships in the faction pack.

Allships within a faction pack have an equal probabilty to drop.
Ship Blueprint Quantity Probability

10 1924%
n 38.48%
15 28.86%
20 9.62%
5 241%
50 096%
100 0.43%

Two cards of character shards per pack. One card of “older’ characters, one card of “newer” characters,
withina faction. Specific characters to the right.
Al characters within each card have an equal probabilty to rop.
Character Shard Quantity Probability
10

Faction Mega-Packs
Five cards per pack, plus one extra ard.
Extra card consists of shards of one o the faction-specifc characters.
Specifc characters to theright.

Allcharacters wi e extra card) have.

Al cards have the same probabilty distrbution o shards (below).
Character Shard Quantity Probability
10

Ewok / NS Faction Character Detalls
Ewok Faction Pack
Older
Chief Chirpa
Ewok Elder
Teebo

Newer
Wicket
Logray.
Paploo
Ewok Scout

Nightsister Faction Pack
Older
Asaj Ventress

Newer
NS Spirit
NS Zombie
Mother Talzin

NS Initate:

xis one card per pack. 4xis four cards per pack.
One card of blueprints of one ship outof allof the ships in the pack
Ship Blueprint Quantity Probability
2020%
5051%
2405%
500%
010%
005%
010%

Fleet Mega Pack

The character:

w fthe crew of
always matches the ship blueprint amount.

For example,if you pull 10 Scimitar blueprints, you will lso pull 10 shards of Darth Mau, the pilot of
Scimitar

1fyou pulla ship with mulfiple crew, you willreceive shards of ONE of the ships crew.
Allhips within the pack have an equal probabilty to drop.
Allshard/blueprint quantites follow the distribution below.
Shard / Blueprint Quantity Probability

xis one card per pack. 4xis four cards per pack.
Each card follows the odds of getting a "full character unlock’, or character shards,below.
Al y

refers to th mberof that character.
Al characters within Chromium Packs have the same probabilty to drop.
Character / Character Shard Quantity
Full character unlock
5 Shards
8 Shards
10 Shards.
12 Shards.
15 Shards.
20 Shards
25 Shards

Eight cards per pack
Al card odds are identical to T+ 4x odds, above.
Additionaly,one of these eight cards i guaranteed to be a “ful character unlock’
A*full character unlock” efers to the minimum number of shards needed to unlock that character.
1 Jt Side or Dark Side Ct .
Character / Character Shard Quantity
Full character unlock

Probability
1Guaranteed +20%
157%

235%
45.49%
47m%
1490%
627%

25 Shards 470%

Credit Data Card
One Card. Totalcredit amount per card varies by level band.
Probabily of a 2¢ or 3x multplier on that credit amount follows distributions below.
Multipli Probability
3 8400%
2 1400%
3 200%

‘Seven normal cards, denticl to the Credit Data Card, plus one Extra card.
Extra card has higher probabities of a 2« or 3x multiplier,below.
Maltipli Probability
[ 6000%
% 3500%
3 500%
redit Data Ultra-Pack
Ten cards, plus six extra cards, plus one ultra card.
Ten cards identica to the Credit Data Card.

the above.
One probabilties of a 2« or 3¢ multiplier, below
Multipler Probability
I 250%
% 500%
3 9250%

One card of a flat amount of ship building materials.
Probabilty of a multplier on that flat amount of material, below.
Probability
3 75.00%
% 2000%
3 500%

Multipler

Eight cards of a flat amount of ship building materials.
multiplier bel
Multipler Probability
[ 75.00%
x 2000%
3 500%

Iy
Two cards o abilty materials. One of MKl one of Omega.
Probabiltes of abity amounts,below.

Ml Quantity Probability
0 9500%
30 500%

Probability
9500%
10 500%

Omega Quantity
3

Two cards of abilty materias, One of MKI, one of Omega
Probabilties of abiity amounts, below.
"MKl Guantity Probability
20 9500%
50 500%

Probability
9500%
2 500%

Omega Quantity
0

Three cards of abilty materials. One of MK, one of Ship Omega, and one of Reinforcement Abilties

Probabilties of abilty amounts, belo

‘Ship MKl Quantity Probability
85.00%
20 1300%
35 200%

Probability
9000%
15 900%

2 100%

Ship Omega Guantity
10

Reinforcement Material Quantity Probability
75.00%

3 2400%

50 100%

Two cards of gear salvage.
dth f

Both the specific gear sa
Probabilties of the specific gear salvage for each card, below.
Card 1 Gear Salvage
MK3 Carbanti Sensor Array Salvage
MK4 Sorosuub Keypad Salvage
MKS AJKT Stun Gun Prototype Salvage
MK8 BioTech Implant Component

Card 2 Gear Salvage
MKS Fabritech Data Pad Component
MKIO TaggeCo Holo Lends Salvage
MK7 Merr-Sonn Shield Generator Salvage
MK3 Crerka Stun Cuffss Salvage

Probabiltes of the amou
This amount i uniform sross ot

Quantity
7

0
n
15

20
2

30

Probability
3330%
3330%
1670%
1670%

 gearsalvage percard below:

Probability
1500%
3500%
2000%

750%
15.00%
500%
250%

One card of either 25 or 50 of the specified gear

Quantity
2

50

Character Trove Pack
One card of 330 Shards.

Probability
5000%
5000%

haracter
Quantity
330

drop.
Probability
10000%

Al characters within Journey Guide Character Packs have the same probabilty to drop.

Quantity

‘One Card of Salvage per ltem lsted on the Bun

Probability

e Details

quantity
Item Quantity

[

5

2

Probability

50000%
45000%
5000%

Holiday Gear Grah Pack
‘One card of either 10 each, 15 each, or 20 each of the specified gear

Quantity

10 pieces of each speciied gear
15 pieces of each specifed gear
20 pieces of each specified gear

Gear Chance Pack

Probability
50%
4500%
500%

‘One card of either 10 each, 15 each, or 20 each of the specified gear

Quantity

10 pieces of each specified gear
15 pieces of each specifed gear
20 pieces of each specified gear

LIGHT OF THE RESISTANCE SHARD PACK. FIRST ORDE/

Probability
9000%
500%
500%

R SUPREMACY SHARD PACK

REIGN OF THE SITH ETERNAL SHARD PACK

One card of each character lsted n the p
Quantity

s

8

10

n

15

One card of either 25 or 50 of the specified gear
Quantity

25 pieces of each specified gear

50 pieces of each specified gear

One card of either 10 each, 15 each, o 20 each of the spec
Quantity

10 pieces of each specified gear

15 pieces of each specifed gear

20 pieces of each specified gear

6 cards

ack
Probability
68.03%
13.61%
1361%
3.40%
135%

orsalvage

Probability
5000%
5000%

ified gear or salvage
Probability
50%

4500%
500%

o

Quantity
8 shards of a possible character
3 shards of a possible character
3 shards of a possible character

8 shards of a possible ship

3 shards of a possible ship

3 shards of apossible ship

P
Probability
100%
100%
100%

One card containing 15 shards of a possble character
All possible characters have the same probabilty o drop.

15 shards of a possible character

One card each of the specified gear.

The probabilties below are for each craw of gear. All dra
Quantity

5 pieces of each specified gear

7 pieces of each specified gear

10 pieces of each specified gear

12 pieces of each specied gear

15 shards of a possible ship

Probability
10000%

aws are separate.
Probability
2630%
61.4%
88%
26%
09%

withinJou
Quantity
10
15
2
35
55
100
150

Probability

5232%
2880%
784%
524%
052%
004%

Galactic Legend Shard Packs
LIGHT OF THE JEDI MASTER SHARD PACK
One card of each character lsted n the pack, also contains 4 additional andom cards of characters

featured i the pack
Quantity

5

8

)

n

0

Probability
68.03%
B61%
B61%
340%
135%

Content Themed Shard Packs
PROTECTORS OF THE CHILD SHARD PACK
One card of each character listed n the pack.

Quantity
5

One card of a specific character's shards per
Character Shard Quantity

Mod Salvage Chance Packs
One card each of the Mk 1 Amplifier, Mk 1 Capactior, and M
Quantity
5

Probability
6803%
13.61%
1361%
3.40%
135%

pack.
Probability
55000%
30,000%
10.000%
2000%
1650%
0750%
0500%
0050%
0025%
0025%

k2 Pulse Modulator
Probability
68.03%
1B61%
13.61%
3.40%
135%

items chosen from
Both the specifc gear salvage, and the amount of salvage

Group 1 Gear Salvage
M7 Kyrotech Shock Prod Prototype Salvage
Mk9 Kyrotech Battle Computer Prototype Salvage

Group 2 Gear Salvage
MK AT Stun Gun Prototype Salvage
Mk3 Czerka Stun Cuffs Salvage

Group 3 Gear Salvage
Mk 3 Carbanti Sensor Aray Salvage:
MK BidTech Implant Component

Group 4 Gear Salvage
MK9 Kyrotech Battle Computer Prototype Salvage
"MK 8 BioTech Implant Component
Mk3 Czerka Stun Cuffs Salvage

One card containing a setof iters chosen from t

follow the probabiltes below.
Quantity Probability
50

= 3200%

Quantity Probability
50

= 3200%

Quantity
50
25

Probability
3200%

Quantity
50
50 400%
50

Probability

he following 4 groups.

of salvage,

Group 1 Gear Salvage.
M7 Kyrotech Shock Prod Prototype Salvage
MK Kyrotech Battle Computer Prototype Salvage

Group 2 Gear Salvage
Mk 5 AT Stun Gun Prototype Salvage
Mk 3 Czerka Stun Cuffs Salvage

Group 3 Gear Salvage
MK 3 Carbant Sensor Aray Salvage
"MK 8 BioTech Implant Component

Group 4 Gear Salvage.
Mk Kyrotech Battle Computer Prototype Salvage
MK BioTech Implant Component
Mk3 Czerka Stun Cuffs Salvage

Quantity Probability
50

3200%
2

Quantity Probability
50

= 3200%

Quantity
50
2

Probability

3200%

Quantity Probability
50

50 400%
50

One card containing 100 shards of a possible character. Possible Characters to the right.
Al possible characters have the same probabilty to dop.

Quantity
100 shards of a possible character
Possible Characters, equal chances of ea
Commander Veers
Death Trooper
Range Trooper

Two Cards, with contents and probabiles

Card1 - Character Shards
Character Shards of the Character specff
Shards
Character — As Listed on Pack

Card 2 Gear Salvage

Card contains either 5 each, 10 each,or 20 each of the spec
Quantity

5 pieces of each specified gear salvage:

10 pieces of each specified gear salvage

20 pieces of each specified gear salvage

Probability
10000%
h
Shoretrooper
Snowtraoper

as lsted below

e in the Pack
Quantity Probability
15

100.00%
cfied salvage lsted on the Pack
Probability

2000%
500%

items
Both the specific relic materials and salvage, and the amount of

Group 1 Relc Materials and Salvage
Carbonite Circuit Board
Bronzium Wiring
Fragmented Signal Data

Group 2 Relic Materials and Salvage
Bronzium Wiring
Chromium Transistor
Fragmented Signal Data
Incomplete Signal Data

Group 3 Relic Materials and Salvage
Chromium Transistor
Aurodium Heatsink
Fragmented Signal Data
Incomplete Signal Data

Group 4 Relic Materials and Salvage
Aurodium Heatsink
Electrium Conductor
Zinbiddle Card
Fragmented Signal Data
Incomplete Signal Data
Flawed Signal Data

One card containing a setof tems chosen from

agrou
each, follow the probabilties below.

Quantity
70
70 3200%
20

Probability

Quantity Probability
30

0

20

20

3200%

Quantity Probability
15

15

20

20

3200%

Quantity
20
20
10
20
20
20

Probability

he following 4 groups.

“The specifc salvage awarded, and the amount of each, follow the probabiltes below.

Group 1 Salvage
Injector Cell Salvage
Injector Handle Salvage
Injector Head Salvage
Mc7 Kyrotech Shock Prod Prototype Salvage
MK9 Kyrotech Battle Computer Prototype Salvage

Group 2 Salvage
Injector Cell Salvage
Ijector Handle Salvage
Injector Head Salvage
Mc7 Kyrotech Shock Prod Prototype Salvage
MK9 Kyrotech Battle Computer Prototype Salvage

Group 3 Salvage
Injector Cell Salvage
Ijector Handle Salvage
Injector Head Salvage
M7 Kyrotech Shock Prod Prototype Salvage
Mk9 Kyrotech Battle Computer Prototype Salvage

Group 4 Salvage
Injector Cell Salvage
Ijector Handle Salvage
Injector Head Salvage
Mc7 Kyrotech Shock Prod Prototype Salvage
Mk Kyrotech Battle Computer Prototype Salvage

Quantity Probability
2

Probability

Probability

Quantity Probability
25

2

2

100

The specific Shards, Blueprints, and/or tems , and the amount of each, follow the groups & probabiltes below.

Group 1 Rewards
Ghost Blueprints

‘Ship Building Materials
Ship Enhancement Droid T4

Group 2 Rewards
Phantom 2 Blueprints
‘Sabine Wren Shards
Ezra Brdger Shards
Chopper Shards
‘Ship Building Materials
Ship Enhancement Droid T4

Group 3 Rewards
Bistan's U-Wing Blueprints
Bistan Shards
‘Scarif Rebel Pathfinder Shards
‘Ship Building Materils
Ship Enhancement Droid T4

Group 4 Rewards
Cassian's U-Wing Blueprints
Cassian Andor Shards
Jynn Erso Shards.
K250 Shards
Ship Building Materials
Ship Enhancement Droid T4

Group 5 Rewards
Biges Darklghter’s X-Wing Blueprints
Biggs Darklghter Shards
‘Ship Building Materials
Ship Enhancement Droid T4

Group 6 Rewards
Wedge Antilles'X-Wing Blueprints
Wedge Antilles Shards
Ship Building Materials
Ship Enhancement Droid T4

Hotshot Pilot Pack

One card containing a setof items chosen from the

Quantity Probability
50

Probability

20

Quantity
50
2
2
500000
20

Probability

Quantity Probability
50

20

Quantity Probability
50
50

500000
20

Quantity
50
50

Probability

20

e following 3 groups.

Both the specifc gear salvage, and the amount of savage, follow the probabilties below.

Group 1 Rewards
Ship Abilty Material M I
‘Ship Building Materials
Reinforcement Materal
‘Ship Abiity Material Omega

Group 2 Rewards.
Ship Abilty Material M I
Ship Building Materials
Reinforcement Materal
‘Ship Ablty Material Omega

Group 3 Rewards
Ship Abilty Material M I
Ship Building Materials
Reinforcement Materal
‘Ship Abilty Material Omega

Quantity Probability
25

100,000
5
5

6000%

Quantity
2
100,000
10
10

Probability

3000%

Quantity Probability
2

100000
2
2

10.00%

Vanquished Villins Bundle
One Card of Salvage per Item listed on the Bundle

Each tem determines ts quantity independen
tem Quantity
15

5
50
100

ty.

Probability
40.000%
36.000%
20000%

Group1
Abilty Materal Zeta
Abilty Material Omega
Abilty Material Mkl
MK7 Kyrotech Shock Prod Prototype Salvage
MK Kyrotech Battle Cormputer Prototype Salvage
Crystals
Group2
Abilty Materal Zeta
Abilty Material Omega
Ablity Material Mkl
MK7 Kyrotech Shock Prod Prototype Salvage
MK Kyrotech Battle Computer Prototype Salvage
Crystals
Group3
Aty Materal Zeta
Abilty Material Omega
Abilty Material M I
MK7 Kyrotech Shock Prod Prototype Salvage
MK Kyrotech Battle Computer Prototype Salvage
Crystl

Abilty Materal Zeta
Abilty Material Omega
Ability Matertal M
MK7 Kyrotech Shack Prod Prototype Salvage
MK Kyrotech Battle Computer Prototype Salvage
c

Abilty Materal Zeta
Abilty Material Omega
Ability Material M
MK7 Kyrotech Shack Prod Prototype Salvage
MK Kyrotech Battle Computer Prototype Salvage
Crystals

Zeta Material Mega Bundle

Quantity Probability
3
3
n
15
15
200

Quantity Probability
5

Quantity Probability
8
3
[0}
5
3
200

Quantity Probability
15

Probability

TWO Cards, each containing one or more iterms as specified below.

Both the specific gear salvage, and the amount of salvage, ollow the probabiities below.

Card 1 - Ml & Omega Ability Materials and Kyrotechs
(Card awards a ixed amount of the specified ftems upon purchase

tem
Abilty Material Omega
Ablty Material Ml
MK7 Kyrotech Shack Prod Prototype Salvage
MK Kyrotech Battle Computer Prototype Salvage

Card 2- Ability Material Zeta

Quantity
10

Card cont Abilty Materal Zetas
Abity Material Zeta
Abilty Materal Zeta
Aty Materal Zeta
Abilty Materal Zeta
Abilty Materal Zeta

Quantity Probability
4000%
3000%
2000%
800%

200%

Two cards per Bundie. Both the specifctem and amount follow the probabilies below

Card1

One card containing althe items lsted in Group .

Group1
Credits
Ship Building Materials
Abilty Material MK
Abilty Material MK I
Abilty Material MK I
Ship Abilty Material MK
Ship Ablity Material MKI!
Ship Abilty Material MK Il
M5 AKT Stun Gun Prototype Salvage
Mk3 Czerka Stun Cuffs Salvage
Mk 3 Carbant Sensor Amay Salvage:
"MK 8 BioTech Implant Component

Group1
Aty Material Omega.
‘Ship Abity Materal Omega
Group2
Aty Material Omega
Ship Ablty Material Omega
Group3
Aty Material Omega.
‘Ship Abiity Material Omega

Quantity Probability
1

: 5000%
Quantity Probability
2
4000%
2

Quantity Probability
3

10.00%

One card of a specifc character' shards per pack.
These odds apply to Marquee Packs sted as containing 10-330 Shards
Character Shard Quantity Probability
55000%
30000%
10.000%
2000%
1650%
0750%
0500%
0050%
0025%
0025%

items chosen from the foll

Quantities of tems, Shards, and Blueprints follow the probabiltes isted below.
Group 1 Probability
Save
Xanadu Blood
Ship Abilty Material MK
Ship Abilty Material MK I
Ship Abilty Material MK Il
Ship Abilty Material Omega
Ship Building Materials

Quantity

500,000

Group2
162000
Hounds Tooth
Ship Abilty Material MK
Ship Abilty Material MK I
Ship Ability Material MK I
Ship Abilty Material Omega
Ship Building Materals

Quantity Probability
20

2
500,000

Three Cards per Pack.All characters within a given Card have an equal probabilty to drop.

Quantity of Shards llow the pr

under Character Faction Packs.
Card2

Card1 card3

B1 Battle Droid B1 Battle Droid

(Normal) General Grievous

per P
Droideka Droideka

Legacy of Mandalore Faction Pack

Three Cards per Pack.Allcharacters within a given Card have an equal probabilty to drop.

Quantity of Shard ed from each Card are indiep and follow
under Character Faction Packs
cad1 card2 card3
The Mandalorian
Sabine Wren

Imperial Super Commando

The Mandalorian
Sabine Wren

s Imperial Super Commando.

Three Cards per Pack. All characters within a given Card have an equal probabilt
Quantity of Shs from each Card pendent and follow 1
under Character Faction Packs
Card1 Card2
The Armorer

card3
The Amorer
The Mandalorian
Sabine Wren
Imperial Super Commando.
Gar Saxon

The Mandalorian
Sabine Wren
Bo-Katan Kiyze Imperial Super Commando
Gar Saxon
Canderous Ordo,
JangoFett

Canderous Ordo.
Jango Fett

The Mandalorian's Wayward Bundle

One card per Bundle. Each group has an equal probabilty to drop.
up 1 Quantity
THEMANDALORIAN 50
Injector Handle Salvage 50
MK 12 Armaek Data Pad Prototype Salvage 50
Mk9 Kyrotech Battle Computer Prototype Salvage 100
Mk Arakyd Droid Caler Salvage 50

Group2
Greef Karga.
Injector Cell Salvage

Quantity
50

MK 12 Armalek Fusion Furnace Prototype Salvage
Mk Arakyd Droid Caler Salvage
MK7 Kyrotech Shack Prod Prototype Salvage 100
Group3
Cara Dune
Ijector Head Salvage

M 12 Armaek Holo Lens Prototype Salvage
MK 8 Neuro-Saav Electrobinoculars Component

MK7 Kyrotech Shack Prod Prototype Salvage

Quantity

100

Group 4 Quantity
Kail 50
Injector Cell alvage
Mk 12 Armaek Fusion Furnace Prototype Salvage
M5 Arakyd Droid Caller Salvage

MK7 Kyrotech Shack Prod Prototype Salvage 100
Group$
iG-11
Injector Handle Salvage
Mk 12 ArmaTek Data Pad Prototype Salvage
Mk Arakyd Droid Caller Salvage
M9 Kyrotech Battie Computer Prototype Salvage

Quantity
50

Fleet Admiral Pack
Three Cards per Pack. ships withina given G

Shard and blueprint quantities are determined according to the following,

Card1

Character Name Character Shard Quantity

Admiral Pett

card2
One card of a random unit from the following.
Character Name Character Shard Guantity
TIE Fighter Pilot 15
Death Trooper 15
Shoretrooper 15
Snowtrooper 15
Stormtrooper 15
Magmatrooper i
Range Trooper 15

card3
One card of a random unitfrom the following.

Ship Name.
Imperial TIE Fighter 0
TIE Advanced x1 10
Imperial TIE Bomber [
TIE Reaper 5

Blueprint Quantity

Faction Mega-Pack Character Detalls
Rebel Bonus Card Characters
Hoth Rebel Scout
Empire Bonus Card Characters
Stormirooper
Scoundrel Bonus Card Characters
Vet Smuggler Chewbacca
Smuggler Bonus Card Character

Hoth Rebel Soldier
General Veers

Vet Smuggler Han

Bounty Hunter Bonus Card Characters
Auma Sing
Bossk

One card containing a set ofitems chosen from the following 2 groups.
‘Shard and blueprint quantites are determined according to the following probablltes.
Group 1 Geonosian Faction Quantity
SunFac 10
Geonosian Spy
Geonosian Soldier
Sun Fac's Geonosian Starfighter
Geonosian Soldiers Starfighter
Geonosian Spy's Starfighter

Group 2 Galactic Republic Faction
Plo Kaon
Clone Sergeant - Phase 1
T-5555.
Plo Koon's Jedi Starfghter
Clone Sergeants ARC-70
Umbaran Starfighter

“Fives™

Three Card

per Pack. Al characters within a given Card have an equal probabilty to drop.
Quantity of Shard f

d from each Card P
under Character Faction Packs
Card1 Card2
CT-5555 Fives”
CT-21-0408"Echo”
CT-7567 Rex
CC-2224"Cody”
Clone Sergeant - Phase 1

Card3
Hunter
Echo
Tech
Wrecker

ShaakTi

ADistant Echo Pack

Two cards per Pack, mined

Card 1
One card chosen from one of the following 6 groups.
Group 1 Shard Quantity
5

Echo
CT-21-0408 "Echo 5

Group2 Quantity
1

Echo
CT-21-0408"Echo” 10

Group3 Quantity
Echo 15
CT-21-0408 "Echo 15

Group 4 Quantity

Echo
CT-21-0408"Echo 25

Group5 Quantity
4

Echo
CT-21-0408 "Echo” 45
Group 6 Quantity
Echo s
CT-21-0408 "Echo s

Card2
One card chosen from one of the ollowing.
Unit Shard Quantity
Echo
CT-21-0408"Echo

Echo
CT-21-0408"Echo”

Five cards containing aset ofitems chosen from the following groups.
Each units shard quantity s determined independently.

Card1
Unit Quantity
Geonosian Soldier

Geonosian Soldier

Probability
4000%
3000%
1500%
1000%
500%

Probability
Geonosian Spy 5 4000%
3000%
1500%
1000%
Geonosian Spy 500%
card3
Quantity Probability
15 4000%
2 3000%
50 1500%
85 1000%.
100 500%

Card 4
Unit

Poggle the Lesser

Poggle the Lesser

Pogsle the Lesser

Pogsle the Lesser

Pogsle the Lesser

Probability
4000%
3000%
1500%
10.00%
500%

Unit Probability
Geonosian Brood Alpha 0 4000%
Geonosian Brood Alpha 3000%
Geonosian Brood Alpha 1500%
Geonosian Brood Alpha 1000%
Geonosian Brood Alpha 500%

One card containing a s of shards/items chosen from one of the following 5 groups.

Probability

Probability

Probability

Probability

Probability

Probability

Probability

Probability
2500%

Probability

27.00%

Probability

2000%

Probability

15.00%

Probability

10.00%

Probability
300%

Probability
4000%
4000%
1000%
10.00%

Character shards, the specific gear salvage, and the amount of salvage follow the probabilties below.

Group 1
Tech
M3 Czerka Stun Cufs Salvage
MK7 CEC Fusion Fumace Salvage
"Mk 8 Nubian Design Tech Salvage
MK 8 Neuro-Saay Electrobinoculars Salvage
K10 Taggeco Holo Lens Salvage
Ijector Head Salvage

Quantity
2

Group2
Wrecker
M3 Carbant Sensor Array Salvage
MK7 Noblan Design Tech Salvage
MK7 CEC Fusion Furnace Salvage
M5 Arakyd Droid Caler Salvage
Mk 8 Nubian Security scanner Salvage
Injector Cell alvage

Group3
Echo
M3 Czerka Stun Cuffs Salvage
Mk 6 Athakam Medpac Salvage
"Mk 8 Nubian Design Tech Salvage
MK10 TaggeCo Holo Lens Salvage
Mk Arakyd Droid Caler Salvage
Injector Handle Salvage

Group 4
Hunter
M7 Merr-Sonn Thermal Detonator Salvage
Mk 8 Nubian Securty scanner Salvage
M5 Arakyd Droid Caler Salvage
Mk7 Chiewab Hypo Syringe Salvage
M3 Czerka Stun Cuffs Salvage
Injector Handle Salvage

Group5s

Hunter

of shards g units.

Allcharactersin this bundie have the same probabily to cop.

Unit Quantity

of shards

Al charactersin this bundle have the same probabilty to crop.

Unit Quantity
1G-100 MagnaGuard 100
Droideka 100
B2 Super Battle Droid. 100
81 Battle Droid 100

Lost Armory Gear Bundle:

Card1- Gear 12+ Salvage
One card containing the set of items from one of the following 3 groups.
Group 1 Quantity
Mk 12 ArmaTek Thermal Detonator Prototype Salvage
Mk 12 Armaek Key Pad Prototype Salvage
M 12 ArmaTek Fusion Furnace Prototype Salvage
Mk 12 ArmaTek Data Pad Prototype Salvage
Mk 12 ArmaTek Holo Lens Prototype Salvage.
MK 12 ArmaTek Stun Gun Prototype Salvage

Group2.
Mk 12 ArmaTek Thermal Detonator Prototype Salvage
Mic12 Armaek Key Pad Prototype Salvage
M2 ArmaTek Fusion Furnace Prototype Salvage
MK12 ArmaTek Data Pad Prototype Salvage
Mk 12 Armaek Holo Lens Prototype Salvage
MK 12 ArnaTek Stun Gun Prototype Salvage

Group3
"Mk 12 ArmaTek Thermal Detonator Prototype Salvage
M2 ArmaTek Key Pad Prototype Salvage
MK 12 Armalek Fusion Furnace Prototype Salvage
Mk 12 Armaek Data Pad Prototype Salvage
M 12 Armaek Holo Lens Prototype Salvage
MK 12 AmaTek Stun Gun Prototype Salvage

Card 2- Gear 12+ Salvage
o of items from one of the fol

Group 1
MK 12 Czerka Sensor Array Prototype Salvage
Mk 12 Czerka Security Scanner Prototype Salvage
Mi12 Czerka Stun Cuffs Prototype Salvage
M2 Czerka Shield Generator Prototype Salvage

Quantity
10

MK12 Czerka Implant Prototype Salvage
Mk 12 Czerka Hypo Syringe Prototype Salvage

Group2
MK12 Czerka Sensor Array Prototype Salvage
Mk12 Czerka Security Scanner Prototype Salvage
MK 12 Czerka Stun Cuffs Prototype Salvage
Mk 12 Czerka Shield Generator Prototype Salvage
MK12 Caerka Implant Prototype Salvage:

Mk 12 Czerka Hypo Syringe Prototype Salvage

Group3
MK12 Czerka Sensor Array Prototype Salvage

Mk12 Czerka Security Scanner Prototype Salvage
MK 12 Czerka Stun Cuffs Prototype Salvage
M 12 Czerka Shield Generator Prototype Salvage

MK12 Czerka Implant Prototype Salvage
Mk 12 Czerka Hypo Syringe Prototype Salvage:

Card 3 - Core Gear
or

card of items from one of the fol
Group |
M5 A/KT Stun Gun Prototype Salvage
M3 Carbanti Sensor Array Salvage
MK 3 Czerka Stun Cuffs Salvage
Mk Arakyd Droid Caller Salvage
Mk 8 BioTech Implant Salvage

Quantity
15

Group2
M5 AJKT Stun Gun Prototype Salvage
M3 Carbanti Sensor Array Salvage
MK 3 Czerka Stun Cuffs Salvage
M5 Arakyd Droid Caler Salvage
MK 8 BioTech Implant Salvage

M5 AKT Stun Gun Prototype Salvage
M3 Carbanti Sensor Array Salvage

M3 Czerka Stun Cuffs Salvage
M5 Arakyd Droid Caller Salvage
MK BicTech Implant Salvage

Spoils of War Gear Bundle

Card1 - Core Gear
theset

Card1- Group 1
M5 A/KT Stun Gun Prototype Salvage
M3 Carbant Sensor Array Salvage
MK 3 Czerka Stun Cuffs Salvage
M5 Arakyd Droid Caller Salvage
Mk 8 BicTech Implant Salvage

Quantity
20

Card 2- Gear 12+ Salvage
One card containing the set of items from one of the following 3 groups.
Card 2- Group 1 Quantity
Mk 12 Armaek Thermal Detonator Prototype Salvage
Mk 12 Armaek Key Pad Prototype Salvage
M 12 ArmaTek Fusion Furnace Prototype Salvage
Mk 12 ArmaTek Data Pad Prototype Salvage
Mk 12 Armaek Holo Lens Prototype Salvage.
MK 12 ArmaTek Stun Gun Prototype Salvage
MK12 Czerka Sensor Array Prototype Salvage
Mk12 Czerka Security Scanner Prototype Salvage
Mi12 Czerka Stun Cuffs Prototype Salvage
Mk 12 Czerka Shield Generator Prototype Salvage
MK12 Czerka Implant Prototype Salvage:
Mk12 Czerka Hypo Syringe Prototype Salvage

Card 2- Group2
Mk 12 ArmaTek Thermal Detonator Prototype Salvage
Mic12 Armaek Key Pad Prototype Salvage
M 12 ArmaTek Fusion Furnace Prototype Salvage
M2 ArmaTek Data Pad Prototype Salvage
Mk 12 Armaek Holo Lens Prototype Salvage
MK 12 ArnaTek Stun Gun Prototype Salvage
MK 12 Czerka Sensor Array Prototype Salvage
M 12 Czerka Security Scanner Prototype Salvage
MK 12 Czerka Stun Cuffs Prototype Salvage
M2 Czerka Shield Generator Prototype Salvage
MK12 Czerka Implant Prototype Salvage:

Mk 12 Czerka Hypo Syringe Prototype Salvage

Card 2- Group 3
Mk 12 ArmaTek Thermal Detonator Prototype Salvage
M2 Armaek Key Pad Prototype Salvage
M2 ArmaTek Fusion Furnace Prototype Salvage
Mk 12 Armaek Data Pad Prototype Salvage
M 12 Armaek Holo Lens Prototype Salvage
MK 12 ArmaTek Stun Gun Prototype Salvage
MK12 Czerka Sensor Array Prototype Salvage
Mk12 Czerka Security Scanner Prototype Salvage
MK 12 Czerka Stun Cuffs Prototype Salvage
MKk12 Czerka Shield Generator Prototype Salvage
MK12 Czerka Implant Prototype Salvage
Mk 12 Czerka Hypo Syringe Prototype Salvage:

items chosen from the ol

Probability

Probability

Probability

Probability

Probability

10.00%

Probability

Probability

Probability

Probability

Probability

Probability

10.00%

Probability

Probability

Probability

Probability

100.00%

Probability

Probability

Probability

Both the specifc gear salvage, and the amount of salvage, follow the probabilties below.

Group | Gear Salvage.
MK7 Kyrotech Shock Prod Prototype Salvage
M9 Kyrotech Battle Computer Prototype Salvage 50
M5 A/KT Stun Gun Prototype Sabvage 25

Quantity
50

Group 2 Gear Salvage
MK A/KT Stun Gun Prototype Salvage
M3 Czerka Stun Cuffs Salvage 50
M3 Carbanti Sensor Aray Salvage 2

Quantity
50

Group 3 Gear Salvage Quantity
Mk3 Carbanti Sensor Array Salvage 50
Mk 8 BioTech Implant Component 50

MK7 Kyrotech Shock Prod Prototype Salvage 2

Group 4 Gear Salvage
MK Kyrotech Battle Computer Prototype Salvage
M8 BigTech Implant Component
M3 Czerka Stun Cufs Salvage
Mk A/KT Stun Gun Prototype Salvage
M3 Carbanti Sensor Array Salvage
MK7 Kyrotech Shack Prod Prototype Salvage

Quantity
50

Probability

3200%

Probability

3200%

Probability

3200%

Probability

Two or more cards containing a set ofitems chosen from the following groups

Each item’s quantity is determined independently.

Card : Mk 7

9 Kyrotech
tem

M7 Kyrotech Shock Prod Prototype Salvage
M9 Kyrotech Battle Computer Prototype Salvage 50

Quantity
50

(Card 2: Mk 5 A/KT Stun Gun Prototype Salvage
tem Quantity
MK5 AKT Stun Gun Prototype Salvage 20
MK 5 AKT Stun Gun Prototype Salvage 35
M5 A/KT Stun Gun Prototype Salvage 50

(Card 3: Mk 3 Carbanti Sensor Aray Salvage
tem Quantity
Mk3 Carbanti Sensor Aray Salvage
Mk 3 Carbanti Sensor Aray Salvage
Mk 3 Carbanti Sensor Amay Salvage

Card 4: Mk 3 Czerka Stun Cufs Salvage
tem Quantity
Mk3 Czerka Stun Cuffs Salvage 20
Mk3 Czerka Stun Cuffs Salvage 35
M3 Czerka Stun Cuffs Salvage 50

(Card 5: Mk 5 Arakyd Droid Caller Salvage
tem Quantity

Mk Arakyd Droid Callr Salvage 20

MK Arakyd Droid Callr Salvage 3

MK5 Arakyd Droid Caller Salvage 50

Card 6: Mk 8 BioTech Implant Salvage
tem Quantity
M8 BioTech Implant Salvage
M8 BioTech Implant Salvage
M8 BioTech Implant Salvage:

Gear Xle Artifiers Bundles (11l and I
One Card for each tem isted on the Description.

Probability

100.00%

Probability
5000%
4500%

500%

Probability
5000%
4500%

500%

Probability
5000%
4500%

500%

Probability
0%
4500%
500%

Probability
5000%
4500%

500%

Each ltem's quantity is determined independently.
Quantity
10 3500%
25 3500%
50 2500%
100 500%

items chosen from the ol

Probability

Both the specifctem, and the amount of each, follow the probabilties below.

Group 1
MK7 Kyrotech Shack Prod Prototype Salvage
M9 Kyrotech Battle Computer Prototype Salvage 15
Group2 Quantity
MK7 Kyrotech Shack Prod Prototype Salvage 20
MK Kyrotech Battle Computer Prototype Salvage 20
Group3
MK7 Kyrotech Shock Prod Prototype Salvage
M9 Kyrotech Battle Computer Prototype Salvage 30
Group 4 Quantity
MK7 Kyrotech Shock Prod Prototype Salvage 40
MK Kyrotech Battle Computer Prototype Salvage 40
Group$ Quantity
MK7 Kyrotech Shock Prod Prototype Salvage 50
M9 Kyrotech Battle Computer Prototype Salvage 50
Group 6 Quantity
MK 7 Kyrotech Shock Prod Prototype 1
Mk Kyrotech Battie Computer Prototype. 1
Group7 Quantity
M7 Kyrotech Shock Prod Prototype 2
Mk9 Kyrotech Battle Computer Prototype. 2
Group8 Quantity
MK 7 Kyrotech Shock Prod Prototype 4
Mk9 Kyrotech Battle Computer Prototype.

Quantity
15

Quantity
30

May the 4th Relic Enhancement Bundle

‘One card containing a setof tems chosen from the following 4 groups.

Probabilty
3000%
Probabiity
2500%
Probabilty
1500%
Probabiity
1200%
Probabilty
1000%
Probabiity
500%
Probabilty
200%
Probabity
100%

Both

Group 1 Relic Materials and Salvage
Carbonite Circuit Board

Quantity
160
Bronzium Wiring. 130
Fragmented Signal Data
Incomplete Signal Data
Chromium Transistor

Credits 250000
Group 2 Relic Materials and Salvage
Carbonite Circuit Board
Aurodium Heatsink
Flaved Signal Data
Electrium Conductor
Zinbidle Card
Credits

Quantity
0

250000

Group 3 Relic Materials and Salvage
Bronzium Wiring.
Impulse Detector 15
Aeromagnifier 15
Credits 250000

Quantity
50

Group 4 Relic Materials and Salvage
Carbonite Circuit Board
Bronzium Wiring.
Fragmented Signal Data
Incomplete Signal Data
Chromium Transistor
Aurodium Heatsink
Flawed Signal Data
Electrium Conductor
Zinbiddle Card
Impulse Detector
Aeromagnifier
Credits

Quantity

160

750,000

One Card for each Signal Data ltem lsted on the Description.
o

Probability

Probability

Probability

Probability

Each ltem's quantity is determined independently.
Quantity
30 50.00%
50 4000%
75 1000%

Probability

Four Cards; one for each Relic Materal sted, The Quantity and Probabily of each are s follows,

Each lterm's quantity is determined independently

Card t: Impulse Detector
tem Quantity
Impulse Detector 10
Impulse Detector 20
Impulse Detector EY
Impulse Detector 0

Card 2: Zinbiddle Card
Quantity

Zinbiddle Card

Zinbiddle Card

Zinbiddle Card

Zinbiddle Card

Card 3: Aurodium Heatsink
tem Quantity

Aurodium Heatsink 20

Aurodium Heatsink

Aurodium Heatsink

Aurodium Heatsink

Card 4; Electrium Conductor
tem Quantity

Electruium Conductor 20

Electruium Conductor

Electruium Conductor

Electruium Conductor

One card containing a setof iterms chasen from the o

ing 5 groups.

Probability
4400%
3000%
2100%
500%

Probability
4400%
3000%

2100%
500%

Probability
4

Probability
4400%
30.00%

2100%
500%

Both the specifc relic materials and salvage, and the amount of each, follow the probabiltes below.

Group 1 Relc Materials and Salvage
Fragmented Signal Data
Incomplete Signal Data
Carbornite Circuit Board

Bronzium Wiring.
Chromium Transistor 25

Quantity
15

‘Group 2 Relic Materals and Salvage
Fragmented Signal Data
Incomplete Signal Data
Carbornite Circuit Board

Bronzium Wiring.
Chromium Transistor 3

Quantity
20

‘Group 3 Relic Materials and Salvage
Fragmented Signal Data
Incomplete Signal Data

Flawed Signal Data
Carbornite Circuit Board
Bronzium Wiring
Chromium Transistor

Quantity

Aurodium Heatsink

Group 4 Relic Materials and Salvage
Fragmented Signal Data
Incomplete Signal Data 65

Flawed Signal Data 15
Carbornite Circuit Board 160
Bronzium Wiring. 160
Chromium Transistor %0
Aurodium Heatsink 20

Quantity
3

‘Group 5 Relic Materials and Salvage
Fragmented Signal Data 150
Incomplete Signal Data 130

Flawed Signal Data £

320

320

180

Aurodium Heatsink 0

Quantity

Carbornite Circuit Board
Bronzium Wiring
Chromium Transistor

One card containing a set ofiters chosen from the following 3 groups

Probability

Probability

Probability

Probability

Probability

Both the specifc relic materials and salvage, and the amount of each, follow the probabiltes below.

Group 1 Relic Materials and Salvage
Credits

Fragmented Signal Data
Incomplete Signal Data 7

Flawed Signal Data n
Carbornite Circuit Board

Bronzium Wiring
Chromium Transistor

Quantity
250000
5

Aurodium Heatsink
Electrium Conductor
Zinbiddle Card
Impulse Detector
Aeromagnifier

‘Group 2 Relic Materials and Salvage
Credits
Fragmented Signal Data
Incomplete Signal Data
Flawed Signal Data
Carbornite Circuit Board

Quantity
500000

Impulse Detector
Aeromagnifier

‘Group 3 Relic Materials and Salvage
Credits

Fragmented Signal Data

Incomplete Signal Data
Flawed Signal Data

Carbornite Circuit Board

Bronzium Wiring.

Chromium Transistor

Quantity
1000000

Aurodium Heatsink
Electrium Conductor
Zinbiddle Card
Impulse Detector
Aeromagnifier

ndividual Mods, all o the Primary Stat and Rarity as specified on the Bundie Descrip!
ach Mod

Quality :Tier
Tier

C(bloe)

8 (puple’)

A(gold)

Probability per Mod
3333%
3333%
)
Quality 2 Slot
Probability per Mod
16.66%
16.66%
16.66%
16.66%
16.66%
16.66%

)
Holo-aray (‘riangle’)
Processor (‘diamond’)
Multiplexer (‘ross’)
Data-Bus (‘cicle’)

Probability

Probability

Probability




