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                                One player wins when they 
achieve enough Mission Points. Mission Points 
are acheived by destroying enemy ships, or 
completing certain Scenario objectives. 

The QuickStart guide will get players familiar with 
the fundamentals of the game. It does not include all 
the rules of the game, but covers critical subjects.





                          To determine this
at the end of the planning phase
each player rolls three attack dice.
The player with the most The player with the most c results is the first player. 
In the result of a tie the player with the most f  
results is first player, followed by d results. Reroll if 
there is a tie until the tie is broken. Players cannot 
change their dial selections once player order for the 
round has been determined.
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Place Scenario Features: Players should 
refer to their scenario document for 
information on how to place scenario features. 
These are available for printing at the end of 
this rulebook. However, players can opt to skip 
this step if they would like to play without 
scenario features.

Should players wish to try a basic scenario Should players wish to try a basic scenario 
they can find the Core Set Chance Engagement  
rules on pg. 16 

If so, place an extra ship token or printed 
scenario feature at the very center of the play 
area (range 4.5 of all board edges).

                                             Using the rules 
on pg.4 determine the player order for SETUP. 
The player order may change from round to 
round once play begins.



After all ships have been assigned a dial, 
determine player order (see pg.4) then proceed 
to the System Phase.





0-3.



During the End Phase, players remove all 
(green and orange) circular tokens from their 
ships in the play area, and some charges on 
caards may flip to their active side. All of these 
components are explained later in the 
“Additional Rules” section.

At the end of the End Phase, if only one player 
has ships remaining in the play area, they win 
the game immediately.

If a scenario is being played, if only one player 
has reached the set parameters to win the 
scenario (usually a predetermined number of 
mission points), the game ends with that player 
winning.

At the end of the twelfth round, the game ends. 

At the end of the game, if both players have at At the end of the game, if both players have at 
least one ship remaining in the play area, the 
player with the most mission points wins.

Players can keep track of rounds and mission 
points scored using the score sheet at the end 
of this rulebook.





While performing a primary attack at attack 
range 0, attack dice cannot be added, unless 
stated otherwise.

While performing a primary attack at attack 
range 0, the attacker's dice can be modified only 
by spending F for their default effect.

While defending at range 0, enemy ships cannot While defending at range 0, enemy ships cannot 
reduce the number of defense dice you roll, 
cancel your results, or modify your results.





2.Once the ship is no longer on top of any other 
ship, place it so that it is touching the last ship it 
backed over. (This may result in the ship not 
leaving its initial position.) Then, after the Check 
Difficulty step, it suffers an effect based on what 
ship it overlapped that initially forced it to 
partially execute the maneuver.

• If the overlapped ship was a friendly or allied • If the overlapped ship was a friendly or allied 
ship, roll an attack die. On a d or c result, 
the ship suffers one d damage. Then the ship 
skips its Perform Action step.

• If the overlapped ship was an enemy ship, if it is 
not stressed, it may immediately perform a focus or 
calculate action from its action bar, treating the 
action as red. Then the ship skips its Perform Action 
step.
   ◊ The ship cannot perform any additional 
    actions during its activation.

• If there was a simultaneous overlap of friendly or • If there was a simultaneous overlap of friendly or 
allied and enemy ships, resolve the effect for overlap-
ping a friendly or allied ship.

                  The 
X-Wing may then 
choose to perform a 
red focus action.





                 The ship suffers one d damage. 
Roll one attack die. On a d or c result, 
the ship suffers an additional d damage. 

                        The ship is assigned one 
stress token. Roll one attack die. On a d 
result, the ship suffers one d damage. On a 
c result, the ship suffers one c damage.

After a ship executes a maneuver, if it is at 
range 0 of an Asteroid or Debris Cloud, it skips 
its perform action step. While a ship is at range 
0 of an Asteroid or Debris Cloud it cannot 
perform attacks. 
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The below is a simplified scenario for use using core set components. It is recommended that the below Quick Builds 
are used, but players may adjust threat values or upgrades to whatever they feel might be the most fun.

More scenarios can be found at AtomicMassGames.com/xwing-documents

! Luke Skywalker - 5
A R2 Astromech
m Afterburners
n Servomotor S-Foils

@ Iden Versio - 3
E Elusive
m Shield Upgrade

@ Valen Rudor - 2
E Outmaneuver
E Predator
m Hull Upgrade

SCENARIO INTRODUCTION





This move cannot cause the ship to move through 
or overlap an obstacle. After a ship is moved this 
way, if an opponent moved it, the ship's player 
may choose to have the ship rotate 90̊ to the left 
or right. If they do, the ship gains one stress 
token.

While a tractored ship defends, it rolls one fewer While a tractored ship defends, it rolls one fewer 
defense die.










	swz01_rulebookweb-1
	swz01_rulebookweb-2
	swz01_rulebookweb-3
	swz01_rulebookweb-4
	swz01_rulebookweb-5
	swz01_rulebookweb-6
	swz01_rulebookweb-7
	swz01_rulebookweb-8
	swz01_rulebookweb-9
	swz01_rulebookweb-10
	swz01_rulebookweb-11
	swz01_rulebookweb-12
	swz01_rulebookweb-13
	swz01_rulebookweb-14
	swz01_rulebookweb-15
	swz01_rulebookweb-16
	swz01_rulebookweb-17
	swz01_rulebookweb-18
	swz01_rulebookweb-19
	swz01_rulebookweb-20
	swz01_rulebookweb-21
	swz01_rulebookweb-22

