
No./140: 140
AZL/S102-001 (RR) 0/0 Unicorn (Warship/Royal Navy)

AUTO - [(3) Discard 1 card, Rest this] At the start of your Encore Step, if you 
have 4 or more other <Warship> characters, and this is Standing, you may 
pay cost. If you do, deal 1 damage to your opponent and Heal up to 1.

ACT - BRAINSTORM [(1) Rest this] Flip over the top 4 cards of your deck, 
then send them to Waiting Room. For each Climax among them, choose up 
to 1 character from your Waiting Room, and add it to hand. 

SP

AZL/S102-002 (RR) 0/0 Jean Bart (Warship/Vichya Dominion)

CONT - If you have 2 or less Stock, this gets +1500 power.

AUTO - [(1) Discard 1 card] When this is placed on stage from hand, you 
may pay cost. If you do, search your deck for up to 1 <Warship> character, 
show it to your opponent, add it to hand, and shuffle your deck afterwards. SP

AZL/S102-003 (RR) 1/0 Belfast (Warship/Royal Navy)

CONT - During your turn, if you have another <Warship> character, this gets 
+3000 power.

AUTO - {CX Combo} When this attacks, if you have the Choice CX (031) in 
your Climax Area, reveal the top card of your deck. If that card is a 
<Warship> character, add it to hand.

AUTO - [(1) Discard 1 card] When this is Front Attacked, you may pay cost. If 
you do, choose 1 of your other <Warship> characters and this card, return 
them to hand.

SEC

AZL/S102-004 (RR) 3/2 Cheshire (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, you may Heal 1.

AUTO - {CX Combo} EXPERIENCE 6 - When the Choice CX (032) is 
placed in your Climax Area, if this is in the Front Row, and the sum of Levels 
of cards in your Level Zone is 6 or more, mill 1, then deal X damage to your 
opponent. X is equal to the card's Level +1.

SP



AZL/S102-005 (R) 0/0 Sheffield (Warship/Royal Navy)

AUTO - [(1) Discard 1 <Warship> character] When this is placed on stage 
from hand or sent from Stage to Waiting Room, you may pay cost. If you do, 
look at up to 3 cards from the top of your deck, choose up to 1 card among 
them, add it to hand, and send the rest to Waiting Room.

AUTO - [Discard 1 <Warship> character] When this is placed on stage from 
hand, you may pay cost. If you do, draw 1 card.

SP

AZL/S102-006 (R) 0/0 Ying Swei (Warship/Dragon Empery)

AUTO - When this is placed on stage from hand, if you have another 
<Warship> character, until the end of your opponent's next turn, this gets 
+2000 power.

AUTO - [(1) Discard 1 card] When this is placed on stage from hand, you 
may pay cost. If you do, choose 1 of your opponent's characters, return it to 
hand.

SP

AZL/S102-007 (R) 0/0 Formidable (Warship/Royal Navy)

CONT - If you have 2 or less Stock, this gets +1500 power.

AUTO - When this is placed on stage fro'm hand, choose 1 of your 
opponent's characters, until the end of your opponent's next turn, it gains the 
following ability: "CONT - This cannot move to other slots." SP

AZL/S102-008 (R) 0/0 Sirius (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, this turn, this gets +X 
power. X equals the number of your <Warship> characters times 500.

AUTO - {CX Combo} When this card's battle opponent is Reversed, if you 
have the Choice CX (033) in your Climax Area, put up to 1 card from the top 
of your deck to Stock, then reveal the top card of your deck. If that card is 
<Warship> character, add it to hand.

SP



AZL/S102-009 (R) 3/2 Drake (Warship/Royal Navy)

CONT - EXPERIENCE 8 - If the sum of Levels of cards in your Level Zone is 
8 or more, this gets +1500 power and the following ability, "AUTO - [(2) 
Discard 2 cards] When this card's battle opponent is Reversed, you may pay 
cost. If you do, deal 4 damage to your opponent."

AUTO - When this is placed on stage from hand, you may Heal 1.
SP

AZL/S102-010 (R) 3/2 Perseus (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, you may Heal 1.

AUTO - [(2) Discard 2 cards, Rest this] At the start of your Attack Phase, if 
this is in your Front Row, you may pay cost. If you do, deal 2 damage to your 
opponent twice, and Heal up to 1. SP

AZL/S102-011 (R) 3/2 Le Malin (Warship/Vichya Dominion)

AUTO - When this is placed on stage from hand, look at up to 3 cards from 
the top of your deck, choose up to 1 card among them, add it to hand, and 
send the rest to Waiting Room.

AUTO - {CX Combo} When this attacks, if you have the Choice CX (034) in 
your Climax Area, this turn, this gains the following ability, "AUTO - This 
ability can only be activated up to once per turn. When this card's damage is 
cancelled, you may deal 2 damage to your opponent."

SP

AZL/S102-012 (U) 0/0 Rodney (Warship/Royal Navy)

AUTO - When this attacks, reveal the top card of your deck. If that card is a 
<Warship> character, choose 1 of your opponent's Front Row Level 0 or 
lower character, you may send it to Waiting Room.

AUTO - When this is Reversed, if the battle opponent's Level is 0 or lower, 
you may send that character to Stock. If you do, put the bottom card of your 
opponent's Stock into Waiting Room.

SR



AZL/S102-013 (U) 0/0 Cygnet (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, if your opponent has 1 or 
less characters in their Front Row, choose 1 Cost 0 or lower character in 
your opponent's Front Row, you may send it to the bottom of your opponent's 
deck.

AUTO - At the start of your opponent's Draw Phase, reveal the top card of 
your deck. If that card is Level 1 or higher, you may return this card to hand.

SR

AZL/S102-014 (U) 0/0 Ajax (Warship/Royal Navy)

AUTO - When a Climax with a Choice Trigger is placed in your Climax Area, 
this turn, this gets +1000 power and the following ability, "AUTO - (1) When 
this attacks, you may pay cost. If you do, during the Trigger Step of this 
attack, perform Trigger Check twice."

AUTO - When this card's Trigger Check reveals a Choice Trigger, choose 1 
character in your Waiting Room, you may add it to hand.

SR

AZL/S102-015 (R) 0/0 Ark Royal (Warship/Royal Navy)

CONT - If you have another <Warship> character, this gets +1500 power.

AUTO - {CX Combo} When the Choice CX (035) is placed in your Climax 
Area, if you have another <Warship> character, this turn, this gains the 
following 2 abilities,

- "CONT - The character across from this cannot return to hand, move to 
other slots or go to memory."

- "AUTO - When this card's battle opponent is Reversed, choose up to 1 
<Warship> character from your Waiting Room, you may add it to hand"

SR

AZL/S102-016 (U) 1/0 Chao Ho (Warship/Dragon Empery)

AUTO - When this is placed on stage from hand, if you have another 
<Warship> character, until the end of your opponent's next turn, this gets 
+2000 power.

AUTO - [(1) Discard 1 card] When this is placed on stage from hand, you 
may pay cost. If you do, choose 1 of your opponent's characters, move it to 
an opponent's empty slot.

SR



AZL/S102-017 (U) 1/0 Prince of Wales (Warship/Royal Navy)

CONT - This card can be played without meeting Color requirement.

CONT - During your turn, for each of your other <Eagle Union> characters, 
this gets +500 power.

CONT - During your turn, if you have 3 or more other <Eagle Union> 
characters, all of your other <Eagle Union> character get +1000 power, and 
this gets +500 power.

SR

AZL/S102-018 (U) 1/0 Saint Louis (Warship/Iris Libre)

CONT - EXPERIENCE 2 - If the sum of Levels of cards in your Level Zone is 
2 or more, for each of your other <Warship> characters, this gets +500 
power.

AUTO - ENCORE [Discard 1 character] SP

AZL/S102-019 (U) 1/0 Neptune (Warship/Royal Navy)

AUTO - EXPERIENCE 2 [Discard 1 <Warship> character] When this is 
placed on stage from hand, if the sum of Levels of cards in your Level Zone 
is 2 or more, you may pay cost. If you do, choose 1 Cost 0 or lower character 
in your Waiting Room, place it on stage in any slot.

SR

AZL/S102-020 (U) 1/1 Jervis (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, if you have 4 or more other 
<Warship> characters, choose 1 <Warship> character in your Waiting Room, 
you may send it to Stock.

AUTO - When this attacks, if you have 2 or more other <Warship> 
characters, this turn, this gets +4000 power.

SR



AZL/S102-021 (U) 2/1 Queen Elizabeth (Warship/Royal Navy)

CONT - All of your other <Royal Navy> characters get +X power. X is equal 
to that character's Level times 500.

AUTO - When a Climax with a Choice Trigger is placed in your Climax Area, 
this turn, all of your characters get +1500 power. SR

AZL/S102-022 (U) 2/1 Richelieu (Warship/Iris Libre)

CONT - If this is in your Front Row Center slot, for each of your other 
<Warship> characters, this gets +1500 power.

AUTO - When this card's Level 2 or higher battle opponent is Reversed, 
reveal the top card of your deck. If that card is a <Warship> character, 
choose 1 <Warship> character in your Waiting Room, you may add it to 
hand.

SP

AZL/S102-023 (U) 2/1 Monarch (Warship/Royal Navy)

CONT - EXPERIENCE 5 - If the sum of Levels of cards in your Level Zone is 
5 or more, this gets +5500 power and the following ability, "AUTO - When 
this card's battle opponent is Reversed, you may send that character to 
Stock. If you do, put the bottom card of your opponent's Stock into Waiting 
Room."

AUTO - [(1) Discard 1 card] When this is placed on stage from hand, you 
may pay cost. If you do, search your deck for up to 1 Climax with a Choice 
Trigger, show it to your opponent, add it to hand, and shuffle your deck 
afterwards.

SR

AZL/S102-024 (U) 3/2 Howe (Warship/Royal Navy)

CONT - If your opponent has a Level 3 or higher character, this gets -1 Level 
in hand.

CONT - During your turn, if you have 2 or more other <Warship> characters, 
this gets +2000 power.

AUTO - When this is placed on stage from hand, draw up to 2 cards, discard 
2 cards, then perform the following effect, "You may choose 1 of your 
opponent's Level 1 or higher characters. If you do, your opponent chooses 1 
Level X or lower character from their Waiting Room, and swaps the two 
characters. X equals the Level of the character chosen by you -1."

SR



AZL/S102-025 (C) 0/0 Erebus (Warship/Royal Navy)

AUTO - When your character's Trigger Check reveals a Climax with a Choice 
Trigger, choose 1 of your characters, until the end of your opponent's next 
turn, it gets +1000 power.

ACT - [Rest this] Choose 1 of your <Warship> characters, until the end of 
your opponent's next turn, it gets +1000 power.

SR

AZL/S102-026 (C) 0/0 Glorious (Warship/Royal Navy)

CONT - During your turn, this gets +1000 power.

AUTO - When this attacks, if all of your characters, are <Warship>, choose 1 
of your characters, this turn, it gets +2000 power.

SR

AZL/S102-027 (C) 1/0 Hood (Warship/Royal Navy)

AUTO - When a Climax with a Choice Trigger is placed in your Climax Area, 
this turn, all of your characters gets +500 power.

AUTO - When this attacks, choose 1 of your other <Warship> characters, 
this turn, it gets +X power. X equals the number of your other <Warship> 
characters times 500.

SR

AZL/S102-028 (C) 1/1 Black Prince (Warship/Royal Navy)

AUTO - When this is Reversed, if the battle opponent's Level is higher than 
your opponent's Level, you may send that character to Stock. If you do, send 
the bottom card of your opponent's Stock to Waiting Room.

ACT - BACKUP +2000 SR



AZL/S102-029 (C) 2/1 Swiftsure (Warship/Royal Navy)

CONT - For each of your other Back Row <Warship> characters, this gets 
+2000 power.

AUTO - When this card's battle opponent is Reversed, if you have a Climax 
with a Choice Trigger in your Climax Area, reveal the top card of your deck. If 
that card is a <Warship> character, draw up to 2 card, then discard 1 card.

SR

AZL/S102-030 (R) 1/0 Event

Choose 1 of the following 2 effects and resolve it,

a) "Choose 1 of your <Warship> characters, until the end of your opponent's 
next turn, it gets +1 Level and +X power. X is equal to that character's Level 
times 1000."

b) "Reveal the top card of your deck. If that card is a <Warship> character, 
add it to hand."

SR

AZL/S102-031 (CR) Choice CX

RRR

AZL/S102-032 (CR) Choice CX

RRR



AZL/S102-033 (CC) Choice CX

RRR

AZL/S102-034 (CC) Choice CX

RRR

AZL/S102-035 (CC) Choice CX

RRR

AZL/S102-036 (RR) 1/0 Shimakaze (Warship/Sakura Empire)

AUTO - When this attacks, if you have another <Warship> character, this 
turn, this gets +3000 power.

AUTO - {CX COMBO} EXPERIENCE 2 - At end of this card's attack, if you 
have the Bar CX (070) in the Climax Area, and the sum of Levels of cards in 
your Level Zone is 2 or more, and you have another <Warship> characters, 
and the slot across from this is either empty or has a Reversed character, 
search your deck for up to 1 <Warship> character, show it to your opponent, 
add it to hand, and shuffle your deck afterwards, until the end of your 
opponent's next turn, this gets +1000 power.

SP



AZL/S102-037 (RR) 3/2 Nagato (Warship/Sakura Empire)

CONT - If you have 4 or more <Warship> characters, this gets -1 Level in 
hand.

CONT - During your turn, if this is in the Front Row Center Slot, and you 
have 4 or more other <Warship> characters, all of your <Sakura Empire> 
characters get +2000 power.

AUTO - When this is placed on stage from hand, you may Heal 1. 

SEC

AZL/S102-038 (RR) 3/2 Shinano (Warship/Sakura Empire)

AUTO - During the turn this was placed on stage from hand, at the start of 
your Encore Step, you may Heal 1.

AUTO - {CX Combo} EXPERIENCE 6 [Discard 2 cards] When this attacks, if 
you have the Bar CX (069) in your Climax Area, and the sum of Levels of 
cards in your Level Zone is 6 or more, you may pay cost. If you do, mill 9, 
then deal 1 damage X times. X is equal to the number of Climaxes milled.

SP

AZL/S102-039 (R) 0/0 Taihou (Warship/Sakura Empire)

AUTO - {CX Combo} [Return this to hand] When the Bar CX (071) is placed 
in your Climax Area, you may pay cost. If you do, choose 1 <Warship> 
character in your Waiting Room, send it to Stock.

ACT - BRAINSTORM [(1) Rest this] Flip over the top 4 cards of your deck, 
then send them to Waiting Room. For each Climax among them repeat the 
following effect: "Look at up to 3 cards from the top of your deck, choose up 
to 1 card among them, add it to hand, and send the rest to Waiting Room."

SP

AZL/S102-040 (R) 0/0 Amagi (Warship/Sakura Empire)

CONT - All of your other <Warship> characters get +500 power.

AUTO - When a Climax with a Bar Trigger is placed in your Climax Area, 
choose up to 2 of your opponent's Front Row characters, this turn, they get 
-1000 power. SP



AZL/S102-041 (R) 0/0 Hanazuki (Warship/Sakura Empire)

AUTO - During your turn, when you other character's battle opponent is 
Reversed, this turn, this gets +2000 power.

AUTO - [(1) Put 1 <Warship> character from your Waiting Room on the 
bottom of your Clock] When this is sent from stage to Waiting Room, you 
may pay cost. If you do, search your deck for up to 1 Cost 0 <Warship> 
character whose Level is equal or lower than your Level, place it on stage in 
any slot Rested, and shuffle your deck afterwards.

SP

AZL/S102-042 (R) 1/0 Kashino (Warship/Sakura Empire)

AUTO - [Discard 2 cards] When you use this card's BACKUP, you may pay 
cost. If you do, you may send the top card of your opponent's Clock to 
Waiting Room. If you do, choose 1 of your opponent's characters whose 
Level is higher than your opponent's Level, and send it to Clock.

ACT - BACKUP +1000
SP

AZL/S102-043 (R) 1/0 Noshiro (Warship/Sakura Empire)

AUTO - When a Climax with a Bar Trigger is placed in your Climax Area, 
choose 1 of your characters, this turn, it gets +1000 power and the following 
ability, "AUTO - When this card's battle opponent is Reversed, you may send 
the top card of your opponent's Clock to Waiting Room. If you do, send that 
character to Clock."

AUTO - When this attacks, choose 1 of your characters, this turn, it gets +X 
power. X equals the number of your other <Warship> characters times 500.

SP

AZL/S102-044 (R) 2/1 Ibuki (Warship/Sakura Empire)

CONT - EXPERIENCE 5 - If the sum of Levels of cards in your Level Zone is 
5 or more, this gets +2500 power and the following ability, "AUTO - [Discard 
1 card] When your Character Trigger Checks a Climax with Gold Bar Trigger 
Icon, you may pay cost. If you do, put up to 2 cards from the top card of your 
deck into Stock."

AUTO - When this attacks, look at the top card of your deck, and put it on top 
of your deck or into your Waiting Room.

SP



AZL/S102-045 (R) 3/2 Hakuryuu (Warship/Sakura Empire)

CONT - EXPERIENCE 8 - If the sum of Levels of cards in your Level Zone is 
8 or more, this gets +1500 power and the following ability, "AUTO - [(3) 
Discard 1 card] When this attacks, you may pay cost. If you do, deal 2 
damage to your opponent."

AUTO - [Discard 1 card] When this is placed on stage from hand, you may 
pay cost. If you do, put the top card of your Clock into Stock.

SP

AZL/S102-046 (R) 3/2 Azuma (Warship/Sakura Empire)

CONT - EXPERIENCE 8 - If the sum of Levels of cards in your Level Zone is 
8 or more, this gets +500 and "AUTO - ENCORE [Discard 1 character]"

AUTO - [(1) Discard 1 card] When this Direct Attacks, you may pay cost. If 
you do, deal 1 damage to your opponent.

AUTO - EXPERIENCE 8 - When this is placed on stage from hand, If the 
sum of Levels of cards in your Level Zone is 8 or more, choose up to 2 of 
your opponent's characters, return them to hand.

SP

AZL/S102-047 (U) 0/0 Katsuragi (Warship/Sakura Empire)

AUTO - When this is placed on stage from hand, choose 1 card from your 
hand, you may send it to Stock.

AUTO - When this attacks, choose 1 of your opponent's Front Row 
characters, this turn, it gets -X power. X equals the number of your other 
<Warship> characters times 500.

SR

AZL/S102-048 (U) 0/0 Asashio (Warship/Sakura Empire)

AUTO - When this is placed on stage from hand, if you have another 
<Warship> character, this turn, this gets +2000 power.

AUTO - When this card's battle opponent is Reversed, if you have a Climax 
with a Bar Trigger in your Climax Area, you may draw 2. if you do, discard 2 
cards.

SR



AZL/S102-049 (U) 0/0 I-168 (Warship/Sakura Empire)

AUTO - (2) When this is placed on stage from hand, you may pay cost. If you 
do, shuffle all cards from your Waiting Room into your deck.

SR

AZL/S102-050 (U) 0/0 Kasumi (Warship/Sakura Empire)

CONT - If you have 2 or more other <Warship> characters, this gets +1000 
power.

AUTO - [Discard 1 Climax with a Bar Trigger] When this is placed on stage 
from hand, you may pay cost. If you do, look at up to 6 cards from the top of 
your deck, choose up to 1 <Warship> character from among them, show it to 
your opponent, add it to hand, send the rest to Waiting Room.

SR

AZL/S102-051 (U) 1/0 Yuudachi (Warship/Sakura Empire)

CONT - EXPERIENCE 2 - During your turn, if the sum of Levels of cards in 
your Level Zone is 2 or more, this gets +1000 power and the following ability, 
"AUTO - [Discard 1 card] When your character's Trigger Check reveals a 
Climax with a Bar Trigger Icon, you may pay cost. If you do, choose 1 card 
from your Clock, add it to hand, and put the top card of your deck into Clock."

AUTO - When this attacks, choose 1 of your characters, this turn, it gets 
+1000 power.

SP

AZL/S102-052 (U) 1/0 Kitakaze (Warship/Sakura Empire)

CONT - EXPERIENCE 2 - If the sum of Levels of cards in your Level Zone is 
2 or more, this gets +1000 power.

AUTO - When a Climax with a Bar Trigger is placed in your Climax Area, this 
turn, this gets +500 power and the following ability, "AUTO - When this 
attacks, reveal the top card of your deck. if that card is Level 1 or higher, 
send it to Stock."

SR



AZL/S102-053 (U) 1/0 Yukikaze (Warship/Sakura Empire)

CONT - During your turn, if all of your characters are <Warship>, this gets 
+2000 power.

AUTO - This ability activates up to once per turn. When this is Reversed, 
reveal the top card of your deck. If that card is level 2 or higher, you may 
Rest this.

SP

AZL/S102-054 (U) 2/1 Suruga (Warship/Sakura Empire)

CONT - If you have another "Kii - 055", all of your other <Warship> 
characters get +500 power.

CONT - ASSIST Level x 500

ACT - [(1) Discard 2 cards. Rest this] Choose up to 1 "Kii - 055" in your 
hand, place it on stage in any slot.

SR

AZL/S102-055 (U) 3/2 Kii (Warship/Sakura Empire)

CONT - If you have another "Suruga - 054" in your Back Row, this gets 
+2000 power.

AUTO - When this is placed on stage from hand, choose 1 <Warship> 
character from your Waiting Room, you may add it to hand.

AUTO - [(1) Discard 1 card] When this attacks, you may pay cost. If you do, 
choose up to 3 of your <Warship> characters, this turn, they get +500 power 
and +1 soul.

SR

AZL/S102-056 (C) 0/0 Fusou (Warship/Sakura Empire)

CONT - If you have another "Yamashiro - 061" in your Front Row, this gets 
+3000 power and +1 Soul.

CONT - All of your other "Yamashiro - 061" gets +1000 power and +1 Soul.

AUTO - [Discard 1 <Warship> character] When this is placed on stage from 
hand, you may pay cost. If you do, search your deck for up to 1 "Yamashiro 
- 061", show it to your opponent, add it to hand, and shuffle your deck 
afterwards.

SR



AZL/S102-057 (C) 0/0 Mutsu (Warship/Sakura Empire)

AUTO - [Discard 1 card] When this is placed on stage from hand, you may 
pay cost. If you do, choose 1 <Warship> character from your Clock, add it to 
hand, and put the top card of your deck into Clock.

AUTO - When this is Reversed, if the battle opponent's Level is 0 or lower, 
you may send the top card of your opponent's Clock to Waiting Room. If you 
do, send that character to Clock.

SR

AZL/S102-058 (C) 0/0 Naganami (Warship/Sakura Empire)

CONT - If this is in your Front Row Center Slot, all of your <Warship> 
characters gets +1000 power.

AUTO - When this is placed on stage from hand, this turn, this gets +1500 
power. SR

AZL/S102-059 (C) 0/0 Agano (Warship/Sakura Empire)

AUTO - At the start of your Main Phase, look at the top card of your deck, 
and put it on top of your deck or into your Waiting Room.

AUTO - When your character's Trigger Check reveals a Climax with a Bar 
Trigger, choose 1 of your characters, until the end of your opponent's next 
turn, it gets +1000 power.

SR

AZL/S102-060 (C) 0/0 Fubuki (Warship/Sakura Empire)

AUTO - [Discard 1 card] When this is placed on stage from hand, mill 2 
cards, if you milled a Climax, you may pay cost. If you do, choose 1 
character from your Waiting Room, add it to hand.

AUTO - When this attacks, if you have another <Warship> character, choose 
1 of your characters, this turn, it gets +1500 power.

SR



AZL/S102-061 (C) 0/0 Yamashiro vanilla

SR

AZL/S102-062 (C) 1/0 Souryuu (Warship/Sakura Empire)

CONT - If you have another "Hiryuu - 063" in your Front Row, this gets 
+3500 power and the following ability, "AUTO - When this attacks, choose 1 
of your other <Warship> characters, this turn, it gets +1000 power."

AUTO - (1) When this is placed on stage from hand, you may pay cost. If you 
do, search your deck for up to 1 "Hiryuu - 063", show it to your opponent, 
place it on stage in any slot, and shuffle your deck afterwards.

SR

AZL/S102-063 (C) 1/0 Hiryuu (Warship/Sakura Empire)

CONT - If you have another "Souryuu - 062" in your Front Row, this gets 
+3500 power and the following ability, "AUTO  [Discard 1 card] During your 
opponent's turn, when this is Reversed, you may pay cost. If you do, Rest 
this, and at the start of your next Encore Step, send this to Waiting Room."

AUTO - (1) When this is placed on stage from hand, you may pay cost. If you 
do, search your deck for up to 1 "Souryuu - 062", show it to your opponent, 
place it on stage in any slot, and shuffle your deck afterwards.

SR

AZL/S102-064 (C) 1/0 Kinu (Warship/Sakura Empire)

CONT - During your turn, this gets +1000 power.

AUTO - When this is placed on stage from hand, mill 2, and this turn, this 
gets +X power. X equals the number of <Warship> characters milled times 
1000. SR



AZL/S102-065 (C) 1/1 I-19 (Warship/Sakura Empire)

CONT - ASSIST Level x 500

AUTO - When a Climax with a Bar Trigger is placed in your Climax Area, 
choose 1 of your opponent's Front Row characters, this turn, it gets -1000 
power.

AUTO - When your character's Trigger Check reveals a Climax with a Bar 
Trigger, you may draw 1 card. If you do, discard 1 card

SR

AZL/S102-066 (C) 2/1 Shoukaku (Warship/Sakura Empire)

CONT - If you have another "Zuikaku - 067", this gets +2000 power and the 
following ability, "CONT - During your turn, this gets +4000 power."

AUTO - [Discard 1 <Warship> character] When this is placed on stage from 
hand, you may pay cost. If you do, choose 1 "Zuikaku - 067" in your Waiting 
Room, placed is on stage in any slot.

AUTO - At the start of your opponent's Attack Phase, choose 1 of your 
"Zuikaku - 067" and this card, you may Stand and swap them.

SR

AZL/S102-067 (C) 2/1 Zuikaku (Warship/Sakura Empire)

CONT - If you have another "Shoukaku - 066", this gets +4000 power.

CONT - {CX Combo} When this Bar CX (072) is placed in your Climax Area, 
if this is in your Front Row, and you have another "Shoukaku - 066", choose 
up to 1 <Warship> character in your Waiting Room, add it to hand, then 
choose up to 1 <Warship> character in your Waiting Room, send it to Stock.

SR

AZL/S102-068 (U) 3/2 Event

If you have 5 or more <Warship> characters, deal 4 damage to your 
opponent.

SR



AZL/S102-069 (CR) Bar CX

RRR

AZL/S102-070 (CC) Bar CX

RRR

AZL/S102-071 (CC) Bar CX

RRR

AZL/S102-072 (CC) Bar CX

RRR



AZL/S102-073 (RR) 0/0 Zara (Warship/Sardegna Empire)

AUTO - When this attacks, if all of your characters are <Warship>, choose 
up to 2 of your characters, this turn, they get +1000 power.

AUTO - [(1) Send this to Waiting Room] When your other <Warship> 
character is Front Attacked, you may pay cost. If you do, return that 
character to hand. 

SP

AZL/S102-074 (RR) 2/2 August von Parseval (Warship/Iron Blood)

CONT - EXPERIENCE 3 - If the sum of Levels of cards in your Level Zone is 
3 or more, this gets +2500 power and "AUTO - ENCORE [Discard 1 
<Warship> character]"

AUTO - {CX Combo} EXPERIENCE 3 [Send the Standby CX (094) from 
your Climax Area to Waiting Room] During your Climax Phase, when this is 
placed on stage by the effect of the {Standby CX - 094}, If the sum of Levels 
of cards in your Level Zone is 3 or more, you may pay cost. If you do, Stand 
this, choose up to 2 of your opponent's characters, until the end of your 
opponent’s next turn, they gains the following ability: "CONT - This cannot 
move to other slots."

SP

AZL/S102-075 (RR) 3/2 Roon (Warship/Iron Blood)

CONT - EXPERIENCE 6 - If the sum of Levels of cards in your Level Zone is 
6 or more, this gets +1500 power and the following ability, "AUTO - [(2) 
Discard 1 card] At the start of your opponent's Attack Phase, you may pay 
cost. If you do, choose 1 of your opponent's character, this turn, it gets -2 
Soul."

AUTO - When this is placed on stage from hand, you may Heal 1.

SP

AZL/S102-076 (RR) 3/2 Friedrich der Grosse (Warship/Iron Blood)

AUTO - When this is placed on stage from hand, you may Heal 1.

AUTO - {CX Combo} EXPERIENCE 8 - When this attacks, if you have the 
Door CX (095) in your Climax Area, and the sum of Levels of cards in your 
Level Zone is 8 or more, choose 1 of the following 2 effects and resolve it,

a) "Choose up to 3 cards from your opponent's Waiting Room, and shuffle 
them into your opponent's deck, then this turn, this gets +3000 power."

b) "(2) You may pay cost. If you do, deal 4 damage to your opponent."

SEC



AZL/S102-077 (R) 0/0 Peter Strasser (Warship/Iron Blood)

AUTO - When this is placed on stage from hand, mill 2. If there is a Climax
(es) among those cards, choose 1 of your characters, this turn, it gets +1500 
power.

ACT - [Discard 1 card, send this to Waiting Room] Choose 1 <Warship> 
character in your Waiting Room, add it to hand.

SP

AZL/S102-078 (R) 1/0 Ulrich von Hutten (Warship/Iron Blood)

CONT - EXPERIENCE 2 - If the sum of Levels of cards in your Level Zone is 
2 or more, this gets +2000 power.

AUTO - (1) During the turn this was placed on stage from hand, when this 
card's battle opponent is Reversed, you may pay cost. If you do, reveal the 
top 2 cards of your deck. Your opponent choose 1 character or Event from 
among them, you add it to hand, and send the rest to Waiting Room.

SP

AZL/S102-079 (R) 1/1 Libeccio (Warship/Sardegna Empire)

CONT - If all of your characters are <Warship>, this gets +2000 power.

AUTO - {CX Combo} When the Standby CX (096) is placed in your Climax 
Area, if this is in your Front Row, and you have another <Warship> 
character, choose 1 Cost 0 or lower <Warship> character in your Waiting 
Room, you may place it on stage in any slot.

SP

AZL/S102-080 (R) 3/2 Admiral Graf Spee (Warship/Iron Blood)

CONT - If this is in the Front Row, all of your <Warship> characters get 
+1500 power.

AUTO - {CX Combo} [(1) Send the Standby CX (097) from your Climax 
Area to Waiting Room] During your Climax Phase, when this is placed on 
stage by the effect of the {Standby CX - 097}, you may pay cost. If you do, 
Stand this, then this turn, all of your characters get +500 power and the 
following ability, "AUTO - When this card's battle opponent is Reversed, you 
may send that character to the top of your opponent's deck."

SR



AZL/S102-081 (U) 0/0 U-110 (Warship/Iron Blood)

ACT - [Rest 1 of your <Warship> characters] Choose 1 <Warship> character 
from your Level Zone and 1 <Warship> character from your Waiting Room, 
swap them.

ACT - BRAINSTORM (1) Flip over the top 4 cards of your deck, then send 
them to Waiting Room. For each Climax among them, resolve the following 
effect: "Choose 1 character from your Waiting Room, add it to hand, and 
discard 1 card."

SR

AZL/S102-082 (U) 0/0 Elbing (Warship/Iron Blood)

AUTO - When this is placed on stage from hand, reveal the top card of your 
deck. If that card is a <Warship> character, choose 1 of your characters, this 
turn, it gets +1000 power.

AUTO - [Discard 1 <Warship> character] When this is placed on stage from 
hand or sent from Stage to Waiting Room, you may pay cost. If you do, draw 
1 card.

SR

AZL/S102-083 (U) 0/0 Vittorio Veneto (Warship/Sardegna Empire)

AUTO - This ability can only be activated up to twice per turn. When your 
other <Warship> characters are placed on stage from hand, this turn, this 
gets +1000 power.

AUTO - [Discard 1 card] When this attacks, you may pay cost. If you do, 
choose 1 of your other <Warship> characters, and return it to hand.

SP

AZL/S102-084 (U) 1/0 Odin (Warship/Iron Blood)

CONT - EXPERIENCE 2 - During your turn, if the sum of Levels of cards in 
your Level Zone is 2 or more, this gets +2000 power.

AUTO - (1) At the start of your opponent's Attack Phase, you may pay cost. If 
you do, choose 1 of your other  <Warship> characters in the Front Row 
Center Slot and this card, Stand and swap them, and this turn, this gets 
+1500 power.

SR



AZL/S102-085 (U) 2/1 Aquila (Warship/Sardegna Empire)

AUTO - When this attacks, if you have 2 or more other <Warship> 
characters, choose 1 of the following 2 effects and resolve it,

a) "This turn, this gets +6000 power."

b) "Choose 1 of your other <Warship> characters, until the end of your 
opponent's next turn, it gets +3000 power."

AUTO - When this card's battle opponent is Reversed, choose 1 of your 
<Warship> characters, this turn, it gets +2000 power.

SP

AZL/S102-086 (U) 3/2 Aegir (Warship/Iron Blood)

AUTO - EXPERIENCE 8 - When this is placed on stage from hand, if the 
sum of Levels of cards in your Level Zone is 8 or more, choose 1 of the 
following 2 effects and resolve it,

a) "(1) You may pay cost. If you do, choose up to 1 Climax in your Waiting 
Room, add it to hand, then until the end of your opponent's next turn, this 
gets +1500 power."

b) "Until the end of your opponent's next turn, this gains the following ability, 
"CONT - The character across from this gets -2 Soul.""

SR

AZL/S102-087 (C) 0/0 Deutschland (Warship/Iron Blood)

CONT - ASSIST +1000 to Level 0 or lower characters.

ACT - BRAINSTORM [(1) Rest 2 of your characters] Flip over the top 5 
cards of your deck, then send them to Waiting Room. For each Climax 
among them, search your deck for up to 1 <Warship> character, show it to 
your opponent, add it to hand, and shuffle your deck afterwards.

SR

AZL/S102-088 (C) 0/0 Graf Zeppelin (Warship/Iron Blood)

AUTO - When this is placed on stage from hand, this turn, this gets +3000 
power.

AUTO - {CX Combo} When this attacks, if you have the Door CX (098) in 
your Climax Area, and you have 6 or less hand, mill 1, then choose up to 1 
Level X or lower <Warship> character from your Waiting Room, and add it to 
hand. X equals the Level of the card milled.

SR



AZL/S102-089 (C) 0/0 Z46 (Warship/Iron Blood)

CONT - If you have 5 or more hand, this gets +2000 power.

AUTO - EXPERIENCE 2 [Discard 1 card] When this is placed on stage from 
hand, if the sum of Levels of cards in your Level Zone is 2 or more, you may 
pay cost. If you do, choose 1 of your opponent's Level 1 or higher characters. 
If you do, your opponent chooses 1 Level X or lower character from their 
Waiting Room, and swaps the two characters. X equals the Level of the 
character chosen by you -1.

SR

AZL/S102-090 (C) 1/0 Emden (Warship/Iron Blood)

AUTO - At the start of your Climax Phase, if you have another <Warship> 
character, until the end of your opponent's next turn, this gains 1 of the 
following 2 abilities of your choice,

a) "CONT - During your turn, this gets +3000 power."

b) "CONT - During your opponent's turn, this gets +3000 power."

AUTO - When this attacks, choose 1 of your other <Warship> characters, 
this turn, it gets +2000 power.

SR

AZL/S102-091 (C) 1/0 Seydlitz (Warship/Iron Blood)

CONT - If you have 2 or more other <Warship> characters, this gets +2000 
power.

AUTO - [Send this to Waiting Room] When your other <Warship> character 
is Front Attacked, you may pay cost. If you do, choose 1 of your battling 
characters, this turn, it gets +1500 power.

SR

AZL/S102-092 (C) 1/1 U-47 (Warship/Iron Blood)

CONT - ASSIST Level x 500 to <Warship> characters.

AUTO - When a Climax is placed in your Climax Area, choose 1 of your 
characters, this turn, it gains the following ability, "AUTO - When this attacks, 
look at up to 2 cards from the top of your deck, choose 1 card among them, 
put it back on top of your deck, and send the rest to Waiting Room."

ACT - [Rest this] Look at the top card of your deck, and put it on top of your 
deck or into your Waiting Room.

SR



AZL/S102-093 (C) 1/0 Event

Reveal the top card of your deck, then search your deck for up to 1 Level X 
or lower <Warship> character, show it to your opponent, add it to hand, and 
shuffle your deck afterwards. X equals the Level of the revealed card.

SR

AZL/S102-094 (CR) Standby CX

RRR

AZL/S102-095 (CR) Door CX

RRR

AZL/S102-096 (CC) Standby CX

RRR



AZL/S102-097 (CC) Standby CX

RRR

AZL/S102-098 (CC) Door CX

RRR

AZL/S102-099 (RR) 0/0 Pamiat Merkuria (Warship/Northern Parliament)

AUTO - When this attacks, if you have 2 or more other <Warship> 
characters, this turn, this gets +4000 power.

AUTO - When this is Reversed, reveal the top card of your deck. If that card 
is Level 1 or higher, you may return this to hand. SP

AZL/S102-100 (RR) 0/0 Cleveland (Warship/Eagle Union)

AUTO - [(1) Put 1 <Warship> character from your Waiting Room on the 
bottom of your Clock] When this is placed on stage from hand, you may pay 
cost. If you do, search your deck for up to 1 Level 1 or lower character, show 
it to your opponent, add it to hand, and shuffle your deck afterwards.

AUTO - At the start of your Climax Phase, reveal the top card of your deck. If 
that card is a Level 2 or higher, this turn, all of your <Warship> characters get 
+500 power.

SEC



AZL/S102-101 (RR) 1/0 Bremerton (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, if you have another 
<Warship> character, this turn, this gets +2000 power.

AUTO - {CX Combo} When this attacks, if the Pants CX (137) is placed in 
your Climax Area, and you have 2 or more other <Warship> characters, mill 
2, then choose up to 1 Level X or lower <Warship> character from your 
Waiting Room, and add it to hand. If X is 2 or more, this turn, this gets +1 
Soul. X equals the sum of Levels of cards milled by this effect. 

SP

AZL/S102-102 (RR) 3/2 New Jersey (Warship/Eagle Union)

CONT - EXPERIENCE 6 - If the sum of Levels of cards in your Level Zone is 
6 or more, all of your <Eagle Union> characters get +1000 power.

AUTO - When this is placed on stage from hand, you may Heal 1.

AUTO - {CX Combo} EXPERIENCE 6 - (1) When this attacks, if you have 
the Pants CX (138)) in your Climax Area, and the sum of Levels of cards in 
your Level Zone is 6 or more, you may pay cost. If you do, deal X damage to 
your opponent. X is equal to the number of {this card} you have.

SP

AZL/S102-103 (R) 0/0 Eldridge (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, reveal the top card of your 
deck. If that card is a <Warship> character, this turn, this does not suffer Soul 
Penalty when Side Attacking.

AUTO - When this is Front Attacked, reveal the top card of your deck. If that 
card is a Climax, return all of your Front Row characters to hand.

SP

AZL/S102-104 (R) 0/0 Nicholas (Warship/Eagle Union)

AUTO - When this is placed on stage from hand or when this attacks, mill 2. 
If there is a Climax(es) among those cards, this turn, this gets +3000 power.

SR



AZL/S102-105 (R) 0/0 Reno (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, reveal the top card of your 
deck. If that card is a <Warship> character, this turn, this gets +2000 power.

AUTO - [(1) Discard 1 card] When this is placed on stage from hand, you 
may pay cost. If you do, choose 1 <Warship> character from your Waiting 
Room, add it to hand, then choose 1 of your other <Warship> characters, this 
turn, it gets +1000 power.

SR

AZL/S102-106 (R) 1/0 Independence (Warship/Eagle Union)

AUTO - When this card's battle opponent is Reversed, if you have a Climax 
in your Climax Area, you may put the top card of your deck into Stock.

AUTO - RESONATE [Reveal 1 " 3/2 New Jersey - 102" from your hand] At 
the start of your Climax Phase, you may pay cost. If you do, this turn, this 
gets +2000 power. 

SR

AZL/S102-107 (R) 1/1 Massachusetts (Warship/Eagle Union)

CONT - If all of your characters are <Warship>, this gets +1500 power and 
"AUTO - ENCORE [Discard 1 character]"

AUTO - When this card's battle opponent is Reversed, if you have a Climax 
with a Pants Trigger in your Climax Area, look at up to 3 cards from the top of 
your deck, choose up to 1 card among them, show it to your opponent, add it 
to hand, and send the rest to Waiting Room, then discard 1 card.

SR

AZL/S102-108 (R) 2/1 Shangri-La (Warship/Eagle Union)

AUTO - {CX Combo} (2) This ability can only be activated up to once per 
turn. At the end of this card's battle, if you have the Pants CX (139) in your 
Climax Area, you may pay cost. If you do, reveal the top card of your deck. If 
that card is a <Warship> character, Stand this.

AUTO - RESONATE [Reveal 1 "3/2 New Jersey - 102" from your hand] At 
the start of your Climax Phase, you may pay cost. If you do, this turn, this 
gets +6000 power.

SR



AZL/S102-109 (R) 2/1 Georgia (Warship/Eagle Union)

CONT - EXPERIENCE 5 - If the sum of Levels of cards in your Level Zone is 
5 or more, this gets +500 power and "AUTO - ENCORE [Discard 1 
character]"

AUTO - When this attacks, if the Level of the character across from this is 3 
or higher, this turn, this gets +6000 power.

SR

AZL/S102-110 (R) 3/2 Essex (Warship/Eagle Union)

CONT - If you have 2 or less Climaxes in your Waiting Room, this gets -1 
Level in hand.

AUTO - When this is placed on stage from hand, draw up to 2 cards, discard 
2 cards, then put up to 1 card from the top of your deck into Stock.

AUTO - RESONATE [Reveal 1 "3/2 New Jersey - 102" from your hand] At 
the start of your Climax Phase, you may pay cost. If you do, until the end of 
your opponent's next turn, this gets +2000 power.

SP

AZL/S102-111 (R) 3/2 Kronshtadt (Warship/Northern Parliament)

AUTO - [(2) Discard 1 card, Send 1 of your other characters on stage to 
Waiting Room] This ability can only be activated up to once per turn. During 
the turn this was placed on stage from hand, at the end of this card's attack, 
if you have 4 or more other <Warship> characters, you may pay cost. If you 
do, Stand this.

AUTO - EXPERIENCE 6 - When this attacks, if the sum of Levels of cards in 
your Level Zone is 6 or more, this turn, this gets +3000 power.

SP

AZL/S102-112 (U) 0/0 Tashkent (Warship/Northern Parliament)

CONT - The character across from this cannot move to other slots.

AUTO - When this is placed on stage from hand, this turn, this gets +3000 
power.

SR



AZL/S102-113 (U) 0/0 Bataan (Warship/Eagle Union)

AUTO - [Discard 1 Climax] This ability can only be activated up to once per 
turn. When you use RESONATE, you may pay cost. If you do, draw 1 card.

ACT - RESONATE [(1) Reveal 1 "New Jersey - 102" from your hand, Rest 
this] Look at up to 3 cards from the top of your deck, choose up to 1 
<Warship> character from among them, show it to your opponent, add it to 
your hand, and put the rest into the Waiting Room.

SR

AZL/S102-114 (U) 1/0 Sovetskaya Rossiya (Warship/Northern Parliament)

AUTO - When this is placed on stage from hand, reveal the top card of your 
deck. If that card is a <Warship> character, choose 1 of your characters, this 
turn, it gets +3000 power.

AUTO - [Discard 1 Card] When this is placed on stage from hand, you may 
pay cost. If you do, choose 1 Level 0 or lower <Warship> character in your 
Waiting Room, place it on stage in any slot.

SP

AZL/S102-115 (U) 1/0 Ingraham (Warship/Eagle Union)

CONT - For each of your other <Warship> characters, this gets +500 power.

AUTO - [Discard 1 Climax with a Pants Trigger] When this attacks, you may 
pay cost. If you do, this turn, this gets +1500 power and the following ability, 
"AUTO - When this card's battle opponent is Reversed, you may Draw 1 
card."

SR

AZL/S102-116 (U) 1/0 Ticonderoga (Warship/Eagle Union)

AUTO - When this attacks, all of your characters gain the following ability, 
until the end of the turn: "AUTO - [Discard 1 Climax] When this card's Trigger 
Check reveals a Climax, you may pay cost. If you do, choose 1 <Warship> 
character from your Waiting Room, and add it to hand."

AUTO - RESONATE [Reveal 1 "New Jersey - 102" from your hand] At the 
start of your Climax Phase, if this is in your Front Row, you may pay cost. If 
you do, choose 1 of your other characters and this card, this turn, they gets 
+2000 power.

SR



AZL/S102-117 (U) 1/0 St. Louis (Warship/Eagle Union)

AUTO - When this attacks, this turn, this gets +X power. X equals the 
number of your other <Warship> characters times 500.

AUTO - {CX Combo} When this attacks, if you have the Pants CX (140) in 
your Climax Area, choose 1 <Warship> character in your Waiting Room, you 
may send it to Stock.

SR

AZL/S102-118 (U) 3/2 San Francisco (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, Choose 1 of the following 3 
effects and resolve it,

a) "[Discard 1 card] You may pay cost. If you do, put the top card of your 
Clock into Stock."

b) "Until the end of your opponent's next turn, this gets +4500 power."

c) "This turn, all of your characters get +1000 power and +1 Soul."

AUTO - When this attacks, if you have another <Warship> character, this 
turn, this gets +3000 power.

SR

AZL/S102-119 (U) 3/2 Allen M. Sumner (Warship/Eagle Union)

AUTO - [Discard 1 card] When this is placed on stage from hand, you may 
pay cost. If you do, put the top card of your Clock into Stock.

AUTO - When your character's Trigger Check reveals a Climax with a Pants 
Trigger, your opponent mills 4 cards. SR

AZL/S102-120 (U) 3/2 Washington (Warship/Eagle Union)

AUTO - [Rest 1 of your Standing characters] When this is placed on stage 
from hand, you may pay the cost. If you do, your opponent chooses 1 
Climaxes from their Waiting Room, and shuffles all other cards from their 
Waiting Room into their deck. 

AUTO - When this attacks, this turn, this gets +X power. X equals the 
number of your other <Warship> characters times 1000.

SR



AZL/S102-121 (C) 0/0 Cavalla (Warship/Eagle Union)

AUTO - [Discard 1 card] When your character's Trigger Check reveals a 
Climax with a Pants Trigger Icon, you may pay cost. If you do, look at up to 2 
cards from the top of your deck, choose up to 1 card from among them, add 
it to hand, and send the rest to Waiting Room

ACT - [Rest this] Choose 1 of your <Warship> characters, this turn, it gets 
+1500 power.

SR

AZL/S102-122 (C) 0/0 Bache (Warship/Eagle Union)

CONT - All of your other "Stephen Potter - 135" gains the following ability, 
"CONT - For each of your opponent's Back Row characters, this gets +2000 
power."

AUTO - This ability can only be activated up to once per turn. When your 
other "Stephen Potter - 135" is placed on stage from hand, reveal the top 
card of your deck. If that card is a <Warship> character, add it to hand.

SR

AZL/S102-123 (C) 0/0 Concord (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, look at up to 2 cards from 
the top of your deck, and put them back on top in any order.

AUTO - [Discard 1 Climax] When this is placed on stage from hand, you may 
pay cost. If you do, choose 1 <Warship> character from your Waiting Room, 
and add it to hand.

SR

AZL/S102-124 (C) 0/0 Marblehead (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, choose 1 of your 
<Warship> characters, this turn, it gets +1500 power.

AUTO - When this attacks, choose 1 of your <Warship> characters, this turn, 
it gets +1500 power. SR



AZL/S102-125 (C) 0/0 Casablanca (Warship/Eagle Union)

AUTO - This ability can only be activated up to once per turn. When you use 
RESONATE, choose 1 of your characters, this turn, it gets +1000 power.

AUTO - RESONATE [Reveal 1 "New Jersey - 102" from your hand, Rest 
this] At the start of the Climax Phase, you may pay cost. If you do, draw 1 
card, then discard 1 card.

SR

AZL/S102-126 (C) 0/0 Princeton (Warship/Eagle Union)

AUTO - When this card's battle opponent is Reversed, choose 1 <Warship> 
character in your Waiting Room, add it to hand, then discard 1 card.

AUTO - RESONATE [Reveal 1 "New Jersey - 102" from your hand] At the 
start of your Climax Phase, you may pay cost. If you do, this turn, this gets 
+4000 power.

SR

AZL/S102-127 (C) 0/0 Vincennes (Warship/Eagle Union)

AUTO - When your other <Warship> character attacks, this turn, this gets 
+1000 power.

AUTO - When this card's battle opponent is Reversed, if you have a Climax 
with a Pants Trigger in your Climax Area, choose 1 Level 0 or lower 
character in your Waiting Room, place it on stage in any slot Rested.

SR

AZL/S102-128 (C) 0/0 Vincennes (Warship/Eagle Union)

CONT - When this attacks, if you have 5 or more hand, this turn, this gets 
+2000 power.

AUTO - (1) At the start of Encore Step, if you do not have any other Rested 
characters in your Front Row, you may pay cost. If you do, Rest this. SR



AZL/S102-129 (C) 1/0 Albacore (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, if you have 2 or more other 
<Warship> characters, you may draw 1 card, if you do, discard 1 card.

AUTO - [(1) Discard 1 card] When this is placed on stage from hand, you 
may pay cost. If you do, search your deck for up to 1 <Warship> character, 
show it to your opponent, add it to hand, and shuffle your deck afterwards.

SR

AZL/S102-130 (C) 1/0 Honolulu (Warship/Eagle Union)

AUTO - This ability can only be activated up to 2 times per turn. When your 
other <Warship> characters are placed on stage from hand, this turn, this 
gets +1000 power.

AUTO - When this attacks, if the Level of the character across from this is 2, 
this turn, this gets +6000 power.

SR

AZL/S102-131 (C) 1/0 Boise (Warship/Eagle Union)

CONT - During your opponent's turn, all of your other <Warship> characters 
get +1000 power.

ACT - [(1) Discard 1 card, Rest this] choose 1 character in your Waiting 
Room, add it to hand. SR

AZL/S102-132 (C) 1/1 Bailey (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, look at the top card of your 
deck, and put it on top or bottom of your deck.

AUTO - When this is Reversed, if the battle opponent's Level is higher than 
your opponent's Level, you may send that character to the bottom of your 
opponent's deck.

SR



AZL/S102-133 (C) 2/1 Birmingham (Warship/Eagle Union)

AUTO - When you use this card's BACKUP, choose 1 of your battling 
characters, this turn, it gains the following ability: "AUTO - When this card's 
battle opponent is Reversed, send it to Memory."

ACT - BACKUP +3000 SR

AZL/S102-134 (C) 2/1 Portland (Warship/Eagle Union)

CONT - ASSIST +2000 to Level 3 or higher characters.

AUTO - [Discard 1 card] When your character's Trigger Check reveals a 
Climax with a Pants Trigger, you may pay cost. If you do, choose 1 character 
from your Waiting Room, and add it to hand. SR

AZL/S102-135 (C) 2/1 Stephen Potter vanilla

SR

AZL/S102-136 (U) 1/0 Event

Mill 2, then choose up to 1 Level X or lower <Warship> character from your 
Waiting Room, and add it to hand. X equals the sum of Levels of cards milled 
by this effect.

SR



AZL/S102-137 (CC) Pants CX

RRR

AZL/S102-138 (CC) Pants CX

RRR

AZL/S102-139 (CC) Pants CX

RRR

AZL/S102-140 (CC) Pants CX

RRR

Box Topper Promos



AZL/S102-141

AZL/S102-142

AZL/S102-143

AZL/S102-144



AZL/S102-145

AZL/S102-146

AZL/S102-147

AZL/S102-148



AZL/S102-149

AZL/S102-150

AZL/S102-151

AZL/S102-152



AZL/S102-153

AZL/S102-154

AZL/S102-155

AZL/S102-156



AZL/S102-157

AZL/S102-158

AZL/S102-P01

Release 
Tournament PR

(PR) 1/1 Javelin & Z23 & Ayanami & Laffey (Warship)

CONT - If all of your characters are <Warship>, this gets +500 power and 
"AUTO - ENCORE [Discard 1 character]"

CONT - EXPERIENCE 2 - If the sum of Levels of cards in your Level Zone is 
2 or more, all of your other <Warship> characters get +500 power.

AZL/S102-P03

Bushiroad 
Magazine January 
PR

(PR) 3/2 Shoukaku (Warship/Sakura Empire)

AUTO - When this is placed on stage from hand, look at up to X cards from 
the top of your deck, choose up to 1 card from among them, add it to hand, 
and send the rest to Waiting Room. X equals the number of your <Warship> 
characters.

AUTO - [Discard 1 card[ When this attacks, you may pay cost. If you do, this 
turn, this gets +3500 power.



No./20: 20
AZL/S102-T01 (TD) 0/0 Helena (Warship/Eagle Union)

CONT - ASSIST +500 to <Warship> characters.

ACT - BRAINSTORM [(1) Rest this] Flip over the top 5 cards of your deck, 
then send them to Waiting Room. For each Climax among them, draw up to 
1 card. RRR

AZL/S102-T02 (TD) 0/0 Benson (Warship/Eagle Union)

AUTO - When this attacks, choose 1 of your other <Warship> characters, 
this turn, it gets +2000 power.

AUTO - (1) At the start of your opponent's attack phase, you may pay the 
cost. If you do, move this to an open position in your back row. RRR

AZL/S102-T03 (TD) 0/0 Minneapolis (Warship/Eagle Union)

AUTO - When this is Reversed, if the battle opponent's Level is 0 or lower, 
you may send that character to the bottom of your opponent's deck.

AUTO - (2) When this is sent from stage to Waiting Room, you may pay cost. 
If you do, choose 1 <Warship> character from your Waiting Room, add it to 
hand.

RRR

AZL/S102-T04 (TD) 0/0 Craven (Warship/Eagle Union)

CONT - All of your other "Gridley - T10" gets +2000 power.

AUTO - BOND [Discard 1 card] to "Gridley - T10"

RRR



AZL/S102-T05 (TD) 0/0 Hammann (Warship/Eagle Union)

CONT - Your other <Warship> character in your Front Row Center Slot gets 
+1500 power.

ACT - [(1) Discard 1 Climax] Choose 1 <Warship> character in your Waiting 
Room, add it to hand. RRR

AZL/S102-T06 (TD) 0/0 Laffey (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, if you have another 
<Warship> character, this turn, this gets +2000 power.

AUTO - [Discard 1 card] When this is sent from Stage to Waiting Room, you 
may pay cost. If you do, look at up to 4 cards from the top of your deck, 
choose up to 1 Level 1 or higher card among them, show it to your opponent, 
add it to hand, and send the rest to Waiting Room.

SR & SP

AZL/S102-T07 (TD) 0/0 North Caroline (Warship/Eagle Union)

CONT - If this card has a Marker underneath it, this gets +2000 power.

AUTO - When this is placed on stage from hand, reveal the top card of your 
deck. If that card is an <Warship> character, you may put it underneath this 
card Face-down as a Marker RRR

AZL/S102-T08 (TD) 1/0 San Diego (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, this turn, this gets +3000 
power.

AUTO - {CX Combo} EXPERIENCE 2 [Discard 1 card] When this card's 
battle opponent is Reversed, if you have the Pants CX (T20) in your Climax 
Area, and the sum of Levels of cards in your Level Zone is 2 or more, you 
may pay cost. If you do, choose up to 2 <Warship> characters in your 
Waiting Room, add it them hand, then choose 1 of your characters, this turn, 
it gets +1000 power. 

SP



AZL/S102-T09 (TD) 1/0 Baltimore (Warship/Eagle Union)

AUTO - [Discard 1 card] When this is placed on stage from hand, you may 
pay cost. If you do, reveal the top card of your deck, then choose 1 Level X 
or lower <Warship> character from your Waiting Room, and add it to hand. X 
equals the Level of the revealed card.

AUTO - When this attacks, if you have 2 or more other <Warship> 
characters, choose 1 of your characters, this turn, it gets +1000 power.

SP

AZL/S102-T10 (TD) 1/0 Gridley

RRR

AZL/S102-T11 (TD) 1/1 Long Island (Warship/Eagle Union)

AUTO - When you use this card's BACKUP, reveal the top card of your deck. 
If that card is a <Warship> character, add it to hand and discard 1 card.

ACT - BACKUP +2000
RRR

AZL/S102-T12 (TD) 1/1 South Dakota (Warship/Eagle Union)

CONT - If you have 2 or more other <Warship> characters, this get +2000 
power.

AUTO - ENCORE [Put 1 <Warship> character from your Waiting Room on 
the bottom of your Clock] RRR



AZL/S102-T13 (TD) 2/1 Hornet (Warship/Eagle Union)

CONT - ASSIST Level x 500

ACT - [Rest this] Look at up to 2 cards from the top of your deck, and put 
them back on top in any order.

RRR

AZL/S102-T14 (TD) 2/1 Saratoga (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, this turn, this gets +X 
power. X equals the number of your <Warship> characters times 500.

AUTO - When this attacks, choose 1 of your <Warship> characters, this turn, 
it gets +3000 power. RRR

AZL/S102-T15 (TD) 3/2 Yorktown (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, you may Heal 1.

AUTO - When this attacks, choose 1 of your <Warship> characters, this turn, 
it gets +X power. X equals the number of your <Warship> characters times 
500. RRR

AZL/S102-T16 (TD) 3/2 Enterprise (Warship/Eagle Union)

AUTO - When this is placed on stage from hand, draw up to 2 cards, then 
discard 1 card.

AUTO - {CX Combo} (1) When this attacks, if you have the Pants CX (T19) 
in your Climax Area, you may pay cost. If you do, reveal the top card of your 
deck. If that card is a <Warship> character, deal 3 damage to your opponent, 
then until the end of your opponent's next turn, this gains the following ability, 
"CONT - This cannot be Reversed."

SP



AZL/S102-T17 2/1 Eagle Union (Event)

If you don't have an <Eagle Union> character, this cannot be played from 
hand.

Look at up to 6 cards from the top of your deck, choose up to 2 <Eagle 
Union> character from among them, show them to your opponent, add them 
to hand, send the rest to Waiting Room 

RRR

AZL/S102-T18 (TD) +2Soul CX

RRR

AZL/S102-T19 (TD) Pants CX

RRR

AZL/S102-T20 (TD) Pants CX

RRR



No./20: 20
AZL/S102-T21 (TD) 0/0 Glasgow (Warship/Royal Navy)

CONT - All of your other "Newcastle - T31" gains the following 2 abilities, 

- "AUTO - When this attacks, this turn, this gets +X power. X equals the 
number of your other <Warship> characters times 500."

- "AUTO - ENCORE [Discard 1 character]"

AUTO - BOND [Put 1 <Warship> character from your Waiting Room on the 
bottom of your Clock] to "Newcastle - T31".

RRR

AZL/S102-T22 (TD) 0/0 Hermione (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, look at the top card of your 
deck, and put it on top of your deck or into your Waiting Room.

ACT - BRAINSTORM [(1) Rest this] Flip over the top 5 cards of your deck, 
then send them to Waiting Room. For each Climax among them, draw up to 
1 card.

RRR

AZL/S102-T23 (TD) 0/0 Amazon (Warship/Royal Navy)

CONT - ASSIST +500

ACT - [Rest this] Choose 1 of your <Warship> character, this turn, it gets 
+1000 power.

RRR

AZL/S102-T24 (TD) 0/0 Icarus (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, if you have 2 or more other 
<Warship> characters, you may draw 1 card. If you do, discard 1 card.

AUTO - When this attacks, choose 1 of your <Warship> characters, this turn, 
it gets +1500 power. RRR



AZL/S102-T25 (TD) 0/0 Eskimo (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, reveal the top card of your 
deck. If that card is a <Warship> character, choose 1 of your characters, this 
turn, it gets +2000 power.

AUTO - During this card's battle, when the damage you take is cancelled, 
you may return this to your hand.

RRR

AZL/S102-T26 (TD) 0/0 Javelin (Warship/Royal Navy)

CONT - During your turn, if you have 5 or more hand, this gets +2000 power.

AUTO - At the start of your opponent's Attack Phase, you may move this to 
an empty Front Row slot.

SR & SP

AZL/S102-T27 (TD) 0/0 York (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, you may Mill 3.

AUTO - [(1) Discard 1 card] When this is placed on stage from hand, you 
may pay cost. If you do, choose 1 character from your Waiting Room, add it 
to hand. RRR

AZL/S102-T28 (TD) 1/0 Aurora (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, this turn, this gets +1500 
power.

AUTO - When this attacks, choose 1 of your characters, this turn, it gets 
+2000 power. RRR



AZL/S102-T29 (TD) 1/0 Warspite (Warship/Royal Navy)

AUTO - When this attacks, if you have another <Warship> character, this 
turn, this gets +1500.

AUTO - EXPERIENCE 2 - (2) When this is placed on stage from hand, if the 
sum of Levels of cards in your Level Zone is 2 or more, you may pay cost. If 
you do, search your deck for up to 1 Climax with the same name as a Climax 
in your Waiting Room, show it to your opponent, add it to hand, and shuffle 
your deck afterwards.

SP

AZL/S102-T30 (TD) 1/0 Dido (Warship/Royal Navy)

CONT - During your turn, for each of your other <Warship> characters, this 
gets +500 power.

AUTO - {CX Combo} When this card's battle opponent is Reversed, if you 
have the Choice CX (T40) in your Climax Area, look at up to 2 cards from 
the top of your deck, choose up to 2 <Warship> characters or "Royal Navy" 
(Event) from among them, show them to your opponent, add them to hand, 
and send the rest to Waiting Room.

SP

AZL/S102-T31 (TD) 1/1 Newcastle

RRR

AZL/S102-T32 (TD) 2/1 Centaur (Warship/Royal Navy)

AUTO - When you use this card's BACKUP, if all of your characters are 
<Warship>, choose 1 <Warship> character in your Waiting Room, you may 
send it to Stock.

ACT - BACKUP +2500 RRR



AZL/S102-T33 (TD) 2/1 Duke of York (Warship/Royal Navy)

CONT - ASSIST Level x 500

ACT - [(1) Discard 1 card, Rest this] Look at up to 3 cards from the top of 
your deck, choose up to 1 card among them, add it to hand, and send the 
rest to Waiting Room. RRR

AZL/S102-T34 (TD) 2/1 Nelson (Warship/Royal Navy)

AUTO - When this attacks, this turn, this gets +X power. X equals the 
number of your other <Warship> characters times 1000.

AUTO - (1) When this card's Level 2 or higher battle opponent is Reversed, 
you may pay cost. If you do, choose 1 character in your Waiting Room, add it 
to hand.

RRR

AZL/S102-T35 (TD) 3/2 Illustrious (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, you may Heal 1, and this 
turn, this gets +1500 power.

AUTO - {CX Combo} (1) At the start of your Encore Step, if you have the 
Choice CX (T39) in your Climax Area, this is in your Front Row, and you 
have 2 or more other <Warship> characters, you may pay cost. If you do, 
choose 1 of your other <Warship> characters, until the end of your 
opponent's next turn, it gains the following ability, "CONT - The character 
across from this gets -3 Soul."

SP

AZL/S102-T36 (TD) 3/2 Victorious (Warship/Royal Navy)

AUTO - When this is placed on stage from hand, search your deck for up to 
1 <Warship> character, show it to your opponent, add it to hand, and shuffle 
your deck afterwards.

AUTO - [(2) Discard 2 cards] When this attacks, you may pay cost. If you do, 
deal 2 damage to your opponent.

RRR



AZL/S102-T37 (TD) 1/1 Royal Navy (Event)

If you don't have a <Royal Navy> character, this cannot be played from hand.

You may send 1 of your <Royal Navy> characters to Waiting Room. If you 
do, look at up to 4 cards from the top of your deck, choose up to 4 <Royal 
Navy> character from among them, show them to your opponent, add them 
to hand, send the rest to Waiting Room

RRR

AZL/S102-T38 (TD) +2Soul CX

RRR

AZL/S102-T39 (TD) Choice CX

RRR

AZL/S102-T40 (TD) Choice CX

RRR



No./20: 20
AZL/S102-T41 (TD) 0/0 Kawakaze (Warship/Sakura Empire)

AUTO - When a Climax is placed in your Climax Area, reveal the top card of 
your deck. If that card is a <Warship> character, add it to hand and discard 1 
card.

ACT - BRAINSTORM [(1) Rest this] Flip over the top 5 cards of your deck, 
then send them to Waiting Room. For each Climax among them, draw up to 
1 card.

RRR

AZL/S102-T42 (TD) 0/0 Hibiki (Warship/Sakura Empire)

CONT - ASSIST +500

AUTO - When a Climax is placed in your Climax Area, choose up to 2 of your 
characters, this turn, they get +1000 power.

RRR

AZL/S102-T43 (TD) 0/0 Isuzu (Warship/Sakura Empire)

CONT - All of your other "Nagara - T51" gets +1500 power and "AUTO - 
ENCORE [Discard 1 character]"

AUTO - BOND [Discard 1 card] to "Nagara - T51"
RRR

AZL/S102-T44 (TD) 0/0 Akashi (Warship/Sakura Empire)

AUTO - [(1) Discard 1 Climax] When this is placed on stage from hand, you 
may pay cost. If you do, choose 1 Climax from your Waiting Room, and add 
it to hand.

AUTO - At the start of your Climax Phase, choose 1 of your <Warship> 
character, this turn, it gets +1000 power.

SP



AZL/S102-T45 (TD) 0/0 Suzutsuki (Warship/Sakura Empire)

AUTO - When this is placed on stage from hand, choose 1 of your 
<Warship> characters, this turn, it gets +X power. X equals the number of 
your <Warship> characters times 500.

AUTO - When this attacks, if you have another <Warship> character, this 
turn, this gets +1500 power.

RRR

AZL/S102-T46 (TD) 0/0 Takao (Warship/Sakura Empire)

AUTO - [Discard 1 Climax] When this is placed on stage from hand, you may 
pay cost. If you do, choose 1 <Warship> character from your Waiting Room, 
and add it to hand.

AUTO - When your other <Warship> character attacks, this turn, this gets 
+1000 power.

SP

AZL/S102-T47 (TD) 0/0 Inazuma (Warship/Sakura Empire)

CONT - All of your opponent's characters get "AUTO - ENCORE (2)"

RRR

AZL/S102-T48 (TD) 1/0 Yoizuki (Warship/Sakura Empire)

AUTO - When this attacks, all of your characters gain the following ability, 
until the end of the turn: "AUTO - [Discard 1 Climax] When this card's Trigger 
Check reveals a Climax, you may pay cost. If you do, choose 1 <Warship> 
character from your Waiting Room, and add it to hand."

AUTO - When this is Reversed, if the battle opponent's Cost is 0 or lower, 
you may send the top card of your opponent's Clock to Waiting Room. If you 
do, send that character to Clock.

RRR



AZL/S102-T49 (TD) 1/0 Shigure (Warship/Sakura Empire)

AUTO - When this is placed on stage from hand, choose 1 of your 
<Warship> character, this turn, it gets +1500 power.

AUTO - When this is sent from Stage to Waiting Room, you may reveal up to 
3 cards from the top of your deck. If you revealed 1 or more, choose up to 1 
<Warship> character from among them, add it to hand, send the rest to 
Waiting Room, and discard 1 card.

RRR

AZL/S102-T50 (TD) 1/0 Ayanami (Warship/Sakura Empire)

CONT - During your turn, if you have 2 or more other <Warship> characters, 
this gets +2000 power.

AUTO - {CX Combo} When this attacks, if you have the Bar CX (T60) in 
your Climax Area, and you have 2 or more other <Warship> characters, look 
at up to 4 cards from the top of your deck, choose up to 1 <Warship> 
character from among them, show it to your opponent, add it to hand, send 
the rest to Waiting Room, and if you added a Level 3 or higher character, 
draw 1 card, discard 1 card.

SR & SP

AZL/S102-T51 (TD) 1/1 Nagara

RRR

AZL/S102-T52 (TD) 2/1 Atago (Warship/Sakura Empire)

AUTO - When you use this card's BACKUP, if you have a <Warship> 
character, choose 1 of your battling characters, this turn, it gets +1000 
power.

ACT - BACKUP +2500 RRR



AZL/S102-T53 (TD) 2/1 Hiei (Warship/Sakura Empire)

CONT - ASSIST Level x 500

ACT - [Rest this] Draw 1 card, discard 1 card.

RRR

AZL/S102-T54 (TD) 2/1 Kongou (Warship/Sakura Empire)

CONT - For each of your other Back Row <Warship> characters, this get 
+2500 power.

AUTO - When this is placed on stage from hand, if you have 4 or more other 
<Warship> characters, choose 1 <Warship> character in your Waiting Room, 
you may send it to Stock.

RRR

AZL/S102-T55 (TD) 3/2 Akagi (Warship/Sakura Empire)

AUTO - When this is placed on stage from hand or by the AUTO effect of 
"Kaga - T56", you may Heal 1.

AUTO - {CX Combo} [(1) Discard 1 card] When this attacks, if you have the 
Bar CX (T59) in your Climax Area, you may pay cost. If you do, deal 2 
damage to your opponent, then this turn, this gets +1000 power.

SP

AZL/S102-T56 (TD) 3/2 Kaga (Warship/Sakura Empire)

CONT - All of your other "Akagi - T55" gets +1000 power.

AUTO - (1) When this is placed on stage from hand, you may pay cost. If you 
do, choose 1 "Akagi - T55" from your Waiting Room, and place it on stage in 
any slot. RRR



AZL/S102-T57 (TD) 1/1 Sakura Islands (Event)

If you don't have a <Sakura Empire> character, this cannot be played from 
hand.

Search your deck for up to 1 <Sakura Empire> character, show it to your 
opponent, add it to hand, and shuffle your deck afterwards, then draw 1 card, 
discard 1 card.

RRR

AZL/S102-T58 (TD) +2Soul CX

RRR

AZL/S102-T59 (TD) Bar CX

RRR

AZL/S102-T60 (TD) Bar CX

RRR



No./20: 20
AZL/S102-T61 (TD) 0/0 Z1 (Warship/Iron Blood)

CONT - All of your other "Z2 - T71" gets +1 Soul.

AUTO - BOND (1) to "Z2 - T71"

RRR

AZL/S102-T62 (TD) 0/0 Admiral Hipper (Warship/Iron Blood)

CONT - During your opponent's turn, all of your other <Warship> characters 
get +500 power.

ACT - BRAINSTORM [(1) Rest this] Flip over the top 5 cards of your deck, 
then send them to Waiting Room. For each Climax among them, draw up to 
1 card.

RRR

AZL/S102-T63 (TD) 0/0 Z23 (Warship/Iron Blood)

AUTO - When this card's battle opponent is Reversed, choose 1 of your 
other <Warship> characters, Rest it, and move it to an empty Back Row slot.

AUTO - When this is Reversed, if the battle opponent's Level is 0 or lower, 
you may Reverse that character. SR & SP

AZL/S102-T64 (TD) 0/0 Z24 (Warship/Iron Blood)

AUTO - [(1) Discard 1 <Warship> characters] When this is placed on stage 
from hand, you may pay cost. If you do, look at up to X cards from the top of 
your deck, choose up to 1 card among them, add it to hand, and send the 
rest to Waiting Room. X is equal to the number of your opponent's 
characters.

AUTO - When a Climax is placed in your Opponent's Climax Area, you may 
send this to Stock.

RRR



AZL/S102-T65 (TD) 0/0 Nürnberg (Warship/Iron Blood)

AUTO - When this is placed on stage from hand, choose 1 of your 
characters, this turn, it gets +1000 power.

ACT - [(1) Send this to Waiting Room] Look at up to 4 cards from the top of 
your deck, choose up to 1 <Warship> character from among them, show it to 
your opponent, add it to hand, and send the rest to Waiting Room.

RRR

AZL/S102-T66 (TD) 0/0 Leipzig (Warship/Iron Blood)

CONT - All of your other <Warship> characters get +500 power.

ACT - [(2) Rest this] Choose 1 <Warship> character in your Waiting Room, 
add it to hand.

RRR

AZL/S102-T67 (TD) 0/0 U-96 (Warship/Iron Blood)

CONT- If you have 2 or more other <Warship> characters, this gets +1000 
power.

AUTO - [(1) Discard 1 Climax] When this is placed on stage from hand, you 
may pay cost. If you do, choose 1 Climax from your Waiting Room, and add 
it to hand.

SP

AZL/S102-T68 (TD) 1/0 Elbe (Warship/Iron Blood)

AUTO - When you use this card's BACKUP, if you have an <Warship> 
character, choose 1 of your battling characters, this turn, it gets +1000 
power.

ACT - BACKUP +1000 RRR



AZL/S102-T69 (TD) 1/0 U-556 (Warship/Iron Blood)

AUTO - When this is placed on stage from hand, this turn, this gets +X 
power. X equals the number of your <Warship> characters times 500.

AUTO - When this card's battle opponent is Reversed, if you have another 
<Warship> character, you may draw 1 card. If you do, discard 1 card. RRR

AZL/S102-T70 (TD) 1/0 Prinz Eugen (Warship/Iron Blood)

CONT - If all of your characters are <Warship>, this gets +1000 power.

AUTO - {CX Combo} EXPERIENCE 2 [Discard 1 card] When this attacks, if 
you have the Door CX (T80) in your Climax Area, and the sum of Levels of 
cards in your Level Zone is 2 or more, you may pay cost. If you do, choose 1 
<Warship> character in your Waiting Room, add it to hand, then until the end 
of your opponent's next turn, this gains the following ability, "CONT - During 
your opponent's turn, this cannot be Reversed."

SP

AZL/S102-T71 (TD) 1/0 Z2

RRR

AZL/S102-T72 (TD) 1/1 Prinz Adalbert (Warship/Iron Blood)

CONT - If you have 2 or more other <Warship> characters, this gets +1500 
power and "AUTO - ENCORE [Discard 1 character]"

RRR



AZL/S102-T73 (TD) 2/1 Weser (Warship/Iron Blood)

CONT - ASSIST Level x 500

ACT - [Rest this] Choose 1 of your characters, this turn, it gets +1000 power.

RRR

AZL/S102-T74 (TD) 2/1 Prinz Heinrich (Warship/Iron Blood)

CONT - EXPERIENCE 5 - During your turn, if the sum of Levels of cards in 
your Level Zone is 5 or more, for each of your other <Warship> characters, 
this gets +1500 power.

AUTO - (1) At the start of Encore Step, if you do not have any other Rested 
characters in your Front Row, you may pay cost. If you do, Rest this.

RRR

AZL/S102-T75 (TD) 3/2 Tirpitz (Warship/Iron Blood)

CONT - For each of your other <Warship> characters, this gets +500 power.

AUTO - When this is placed on stage from hand, you may Heal 1.

RRR

AZL/S102-T76 (TD) 3/2 Bismarck (Warship/Iron Blood)

AUTO - When this is placed on stage from hand, look at up to 3 cards from 
the top of your deck, choose up to 1 card among them, add it to hand, and 
send the rest to Waiting Room.

AUTO - {CX Combo} [(1) Discard 1 card] When the Door CX (T79) is placed 
in your Climax Area, if this is in your Front Row, you may pay cost. If you do, 
this turn, all of your other characters gains the following ability, "AUTO - 
When this attacks, look at up to 2 cards from the top of your opponent's deck, 
choose up to 2 cards from among them, put them on top of your opponent's 
deck in any order, and send the rest to Waiting Room."

SP



AZL/S102-T77 (TD) 2/0 Iron Blood (Event)

If you don't have a <Iron Blood> character, this cannot be played from hand.

You may discard 1 <Iron Blood> character. If you do, choose 1 Climax in 
your Waiting Room, add it to hand, then choose 1 of your <Iron Blood> 
characters, this turn, it gets +4000 power. RRR

AZL/S102-T78 (TD) +2SoulCX

RRR

AZL/S102-T79 (TD) Door CX

RRR

AZL/S102-T80 (TD) Door CX

RRR


