STAR WARS: SHATTERPOINT - CORE RULES The full sequence, from declaring the attack type through to

Making an Attack

effects resolved after the attack.

Dice Pools « Modifiers « Combat Tree - Damage

o Declare the attack type: Ranged (n) or Melee (O).
o Check for eligible targets: Ranged = within the weapon's Range (g) and in Line of Sight; Melee = Engaged (within Range (g) 2, same Elevation, in Line of Sight).

o Choose an eligible target, then resolve effects that trigger when a character is targeted, starting with the attacker.

o Form & roll the dice pools

o The attacker adds a number of Attack Dice equal to its Attack stat (Melee or Ranged, matching the declared type), then resolves effects that add or remove dice.
o The defender adds a number of Defense Dice equal to its matching Defense stat, then resolves effects that add or remove dice.

o Both players roll their dice pool.

o Attack roll: the attacker modifies first (add/remove/change a result, reroll), then the defender.

o Defense roll: the attacker modifies first, then the defender.

o This is where Expertise Chart entries triggered by Attack/Defense Expertise results are applied (see « The Dice & the Combat Tree »).

o Determine the result

Remove 1 Strike from the attack roll for each Block in the defense roll (Blocks never remove a Critical).

At least 1 Critical or 1 Strike remains THE ATTACK HITS — step 5
No Critical or Strike remains THE ATTACK MISSES — skip to step 6

o Move along the Combat Tree if the attack hits

o The number of remaining Criticals + Strikes = the number of Options the attacker can choose in their Combat Tree.

o Full detail on walking the tree (path rules, Directed/Personal effects): see « The Dice & the Combat Tree ».

o Damage & post-attack effects

o Apply all damage accumulated in the Damage Pool to the defender (see « Wounded, Injured & Defeated »).
o The attacker resolves the rest of their Attack Expertise Chart.
o The defender resolves the rest of their Defense Expertise Chart.

o The attacker resolves their abilities and special rules, in their chosen order; then the defender does the same; then non-player rules, in the order chosen by the attacker.

Reactive ability: once the attack is fully resolved, each player may use a Reactive ability in response, starting with the attacker.



STAR WARS: SHATTERPOINT - CORE RULES

The Dice & the Combat Tree

Die Faces « Walking the Tree - Directed & Personal Effects

Shatterpoint's most distinctive mechanic — how to read the
dice, then a Unit's Stance Card.

° Attack Dice (8 faces)

Critical — success. Can never be cancelled by a Block.
Strike — success.

Attack Expertise — total them, check the matching row of the weapon's
Attack Expertise Chart.

Failure — no effect.

Moving along the Combat Tree (after a roll that hits)

Start from any orange Option at the far left of the tree.

bypassed columns.

Directed effects — apply to the defender (or the designated target)

Damage Adds 1 Damage token to the attack's Damage Pool.

Shove The target may be pushed away Range 1, then the attacker may immediately
pull itself toward it Range 1.

Strained The Unit gains the Strained condition.

Disarmed The Unit gains the Disarmed condition.

Exposed The Unit gains the Exposed condition.

Pinned The Unit gains the Pinned condition.

Condition details: see « Conditions ».

o Defense Dice (6 faces)

m Block — cancels 1 Strike from the attack roll (never a Critical).

@ Defense Expertise — total them, check the matching row of the Unit's
Defense Expertise Chart.

m Failure — no effect.

The number of remaining Criticals + Strikes after Blocks are removed = the number of Options you may choose.

From the chosen Option, move only to an Option connected by a path above, below, or to the right — never to the left. Some paths bypass an entire column: if so, skip the

You may never choose the same Option twice. Apply all of an Option's effects before choosing the next one.
You may stop advancing at any time, even with successes remaining — but any unspent successes are then lost.

If there are no paths leading from the chosen Option, moving along the tree ends; any remaining successes are lost.

Personal effects — apply to the attacker (or the icon’s holder)

Advance / Climb / Dash / Jump The character may perform this type of move.
Reposition Like Advance, even if the character is Engaged.
Heal Removes one condition or one damage from an allied Unit within Range 2.

Active Ability I it's this Unit's activation, it may use an Active ability without paying its Force
cost.

Resolved after the attack, except Damage (added to the pool before the next Option is chosen).

Directed or Personal? A Directed effect (other than Damage) always affects the enemy Unit or character named by the effect. A Personal effect always affects the Unit or character that holds the

icon — the attacker during their own Combat Tree, or a Unit named by an Expertise Chart.
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Conditions

Strained - Disarmed - Exposed - Pinned

Four independent conditions, each with its own trigger and its
own removal — not a sequence.

One token per condition: if a Unit would gain a condition it already has, it suffers 1 damage instead. Conditions placed on a Unit's Stat Card affect all characters in that Unit.

° Strained

When a character in this Unit moves, attacks, makes an action, or uses an Active or
Reactive ability: after that effect is resolved, the Unit suffers 3 damage.

Removal: the Unit loses the Strained condition immediately after suffering this
damage.

a Exposed

On this Unit's next defense roll: before any modification, remove all dice showing a
Defense Expertise result from the roll.

Removal: the Unit loses the Exposed condition once that roll's results are determined.

o Disarmed

On this Unit's next attack roll: before any modification, remove all dice showing an
Attack Expertise result from the roll.

Removal: the Unit loses the Disarmed condition once that roll's results are determined.

@ Pinned

The next time a character in this Unit would advance, dash, climb, or jump: it does not
move at all (the move is cancelled).

Removal: the Unit loses the Pinned condition immediately after this move attempt.

The Directed effect icons that inflict these conditions appear in Combat Trees and Expertise Charts: see « The Dice & the Combat Tree ».



STAR WARS: SHATTERPOINT - CORE RULES The full progression of a Unit taking damage, through to its

Wounded, Injured & Defeated

eventual defeat.

Stamina - Durability - Damage Tokens

o Accumulate damage each damage suffered adds 1 Damage token

° No threshold is checked until the total number of Damage tokens reaches the Unit's Stamina.

|

o Become Wounded Damage tokens > Stamina

° Immediately: the Unit gains a Wounded token; the opposing player adds 1 Momentum token to the Struggle Tracker; if it was that Unit's own activation, it ends on the spot.

° While Wounded: the Unit no longer contests objectives, can no longer suffer or have damage removed, and must pay 1 extra Force per Wounded/Injured token to use an Active or
Reactive ability.

at the start of the Unit's next activation

° Flip the Wounded token to its Injured side, remove all Damage tokens, then remove one condition of your choice.

° The Unit can suffer damage again: it goes back to step 1, with one extra permanent Injured token.

|

o Become Defeated after a Unit activation, Injured tokens > Durability

° All characters in the Unit are removed from the battlefield. |ts remaining Order Card is removed from the game (immediately, or as soon as it's revealed).

Cycle: steps 1 through 3 can repeat several times over a game — each pass adds one permanent Injured token, until their number reaches the Unit's Durability (step 4).



