STAR WARS: LEGION - CORE RULEBOOK The 11 official steps condensed into 7 stages. Resolve them
in order for each Attack Pool.

Full Attack Sequence

Dice Pools « Dodge & Cover « Results « Wounds - Suppression

° Attack dice (red, black, white) o Defense dice (red, white)

Success on the attack. Success on the defense.

Success on the attack; often triggers weapon effects. PR T Converts to Block (Unit Card's surge chart) or spend an Adrenaline token.

Converts to Hit/Critical (Unit Card's surge chart) or spend an Adrenaline No effect.

token.

o The attacker declares an Attack action against an enemy unit, which becomes the defending unit.

o Measuring from the attacking unit leader: the defending unit must be within Range of at least 1 weapon, and the attacking unit leader must have LOS to at least 1
defending miniature. If either fails, the attack cannot be made.

Eligible miniatures: any attacking miniature with LOS to at least 1 defending miniature.

Choose weapons: each eligible miniature adds up to 1 weapon (within min/max Range, and only once per weapon across the whole sequence). A pool can't mix Melee

The attacker gathers all the dice for this pool and places them next to the defending unit.
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Declare Additional Defender (optional): if weapons and eligible miniatures remain unused, repeat steps 1-2 to form a new pool against a different defending unit.

o Upgrade/downgrade: in order, attacker downgrades, defender downgrades, attacker upgrades, defender upgrades. (White—Black—Red, never beyond.)
o The attacker rolls all the dice in the Attack Pool.
o The attacker rerolls using Aim tokens (up to 2 dice per token, both rerolled together) or any other ability.

o The attacker converts Attack Surge results (Unit Card's surge chart, or spent Adrenaline tokens).

o Dodge, Cover & Modify Attack Dice

Ranged attacks only: determine which miniatures are obscured (LOS blocked, or blocked by terrain within Range 7 of the miniature and not in base contact with the
attacking unit leader).

If at least half the defending miniatures are obscured, the unit has Cover (light or heavy, depending on the terrain).
The defender rolls 1 white defense die per Hit result remaining in the Attack Pool (the Cover Pool).
Light Cover: cancels 1 Hit per Block rolled in the Cover Pool. Heavy Cover: cancels 1 Hit per Block OR Defense Surge rolled.

The defender may spend Dodge tokens (1 token = cancel 1 Hit result, even with no successes remaining).

00000 O

Modify Attack Dice: the attacker resolves their effects, then the defender resolves theirs.

o Roll & Modify Defense Dice

o Gather: 1 defense die (Unit Card's colour) per Hit + Critical result remaining in the Attack Pool.
o Upgrade/downgrade: same order as for the attack (attacker downgrades, defender downgrades, attacker upgrades, defender upgrades).
o The defender rolls their defense dice, may reroll them (abilities), then converts Defense Surge results.

o Modify Defense Dice: the defender resolves their effects first, then the attacker resolves theirs.

o Compare Results & Suffer Wounds

(Attacker's Hit + Critical) > defender's Block WOUNDS = THE DIFFERENCE

Defender's Block > (Hit + Critical) m

The defending player assigns Wounds to a miniature until it's defeated (Wound tokens > Wound threshold) or all Wounds have been assigned. The Wounded miniature with the most Wound
tokens must be chosen first. A unit leader can only be assigned Wounds if it's the only miniature remaining.

o Suppression & Additional Attack Pools Steps 10-11

o If the attack was Ranged, had at least 1 Hit or Critical in the initial roll, and the defending unit was not defeated: it gains 1 Suppression token.

o If any Attack Pools remain, the attacker chooses one and repeats steps 4-11 against a defending unit.



STAR WARS: LEGION - CORE RULEBOOK Played at the start of every Round, in this exact order.

Command Phase & Priority

Command Cards - Priority « Orders « Pass Pool

o Select & Play Command Cards

o Each player secretly chooses 1 Command Card from their hand and places it facedown on the battlefield.

o Resolve Command Cards

o Both players reveal their card at the same time.

o Fully resolve one card's effects before moving to the other. If timing ties, the blue player goes first.

o Determine Priority

A player played the card with fewer pips

Tied pip count ROLL A RED DEFENSE DIE (Block = priority to the roller, otherwise to the opponent)

Only one player could play a card THE OTHER PLAYER AUTOMATICALLY HAS PRIORITY

Neither player played a card ROLL A RED DEFENSE DIE TO BREAK THE TIE

o Nominate a Commander 8 Issue Orders

o If the played card names one or more specific units, one of them must be nominated as Commander. Otherwise, any unit can be.

o Starting with the player who has priority, each Commander issues all the Orders listed on their card, if able (an unissued Order is lost). A unit that already received an
Order this Round, or that doesn’'t match the required type, can't receive a new one.

o Create the Order Pool

o Each player takes 1 Order token (matching Rank) for every undefeated unit that did not receive an Order, then shuffles those tokens together.

o Create the Pass Pool Advantage Formula

o Each player counts their undefeated units. The player with fewer adds Advantage tokens to their Pass Pool.

o Number of tokens = (difference between the two totals) - 1.

Example: 8 undefeated units vs. 12 — a difference of 4 — 4 — 1 = 3 Advantage tokens. Once the Pass Pool is created, the Command Phase ends and the Activation Phase begins.



STAR WARS: LEGION - CORE RULEBOOK Four independent rules, each triggering in its own

situation.

Suppression & Panic

Rally « Suppressed - Panicked - Borrowed Courage - Null Courage

° Rally

Every time a unit activates, before making actions, it attempts to Rally:

1 lIts controller rolls 1 white defense die for each Suppression token on the unit.

2 Remove 1 Suppression token for each Block or Defense Surge result rolled.

° Suppression Thresholds

Once Rally is resolved, if the unit begins its "Make Actions" step with Suppression tokens remaining, compare their number to its courage value:

Suppression tokens < courage value
Suppression tokens > courage value SUPPRESSED: 1 fewer action

Suppression tokens > 2 x courage value + PANICKED: no actions, not even free ones

A Panicked unit that made no actions removes, at the end of its Activation, a number of Suppression tokens equal to its courage value.

° Borrowed Courage (Panic check)

When a unit checks whether it is Panicked, if 1 or more allied units with a higher courage value are within Range 3, it uses the highest of those values instead of its own.

EXAMPLE

A unit with 3 Suppression tokens and a courage value of 1 is not Panicked if an ally within Range 3 has a courage value of 2 or more (3 < 2 x 2).

° Null Courage Value ("-")

These units can never gain or be assigned Suppression tokens, and can never be Suppressed or Panicked. If a unit gains a null courage value during the game, it loses any
Suppression tokens it had.

Effect on nearby allies: allied units within Range 3 of a null-courage unit use that unit's courage value for their own Panic check — and therefore can never Panic, regardless
of how many Suppression tokens they have.



STAR WARS: LEGION - CORE RULEBOOK Every terrain feature has a category AND a movement

effect — two independent classifications.

Terrain & Cover

3 Categories » 3 Movement Effects « Cover - Height

° 3 Terrain Categories

Describes the physical nature of the feature.

SCATTER AREA OBSTACLE

Small features (crates, lamp posts). Barricades are open A boundary containing multiple elements (forest, ruins). Only Large features (buildings, cliffs). A Trooper's base must
scatter terrain that automatically give heavy Cover to non- the boundary matters. A miniature overlapping it is always completely overlap it — never just partially.
Creature/non-Heavy Trooper units. obscured.

° 3 Movement Effects

Independent of the category above — describes how much the feature restricts movement.

OPEN DIFFICULT IMPASSABLE
Does not restrict movement (fields, tall grass, lamp posts). Reduces the Speed of a unit moving into or through it by 1 Blocks movement entirely, unless a special rule says
(minimum 1). otherwise.

o Cover

Cover determines, during the "Apply Dodge and Cover" step of the attack sequence, how many Hit results are cancelled. Its value can never exceed 2, for any reason.

No Cover

Always resolve effects that increase Cover before effects that reduce it. A Suppressed unit improves its Cover by 1 (none — light, light — heavy).

° Terrain Height

Stand the Range Ruler vertically, one end on the battlefield. The segment containing the feature's highest point determines its height.

MULTI-LEVEL TERRAIN

For a move or a Climb, measure the height of the part being moved to, subtracting the height of any terrain the miniatures are already on.

The Golden Rule of Terrain: a feature's type (category, movement effect, Cover) is always a decision made jointly by the players, to be discussed before the game begins.



