STAR WARS: X-WING - SECOND EDITION Resolve these 6 steps in order every time a ship attacks.

Performing an Attack

Declare Target - Attack & Defense Dice « Neutralize -+ Damage - Aftermath

° Attack die (red) o Defense die (green)
m Success; deals 1 damage if left uncanceled. Cancels one Hit or Critical result.
@ Success; deals 1 critical damage if left uncanceled. m No effect unless spent (a Focus token turns it into an Evade).

m No effect unless spent (a Focus token turns it into a Hit).

o Measure Range: the attacker measures range to enemy ships and determines which are in which of its arcs.

o Choose Weapon: one of the attacker's primary or special weapons.

o Declare Defender: an enemy ship in the weapon's arc, at attack range 0-3 (primary weapons), meeting any other requirements.

o Pay Costs: the attacker pays any cost required for the attack.

o Roll: attack value + modifiers (e.g. range 1 bonus), capped between 0 and 6, then roll that many dice.

o Modify: the defender resolves their abilities first, then the attacker. At attack range 0, the attacker's dice can't be modified except by the defender.

o Roll: agility value + modifiers (e.g. range 3 bonus, obstruction), capped between 0 and 6, then roll that many dice.

o Modify: the attacker resolves their abilities first, then the defender. At attack range 0, enemy ships can't reduce your dice, cancel results, or modify results.

Evade results remaining, Hit results remaining CANCEL 1 HIT PER EVADE, FIRST

Evade results still remaining after all Hits are canceled THEN CANCEL 1 CRITICAL PER EVADE

At least 1 Hit or Critical left uncanceled ATTACK HITS — OTHERWISE, IT MISSES

Only if the attack hits

o 1 damage per uncanceled Hit result, resolved first — then all Hit results are cancelled.

o 1 critical damage per uncanceled Critical result, resolved after.

Resolution order for after-attack abilities

o Defender's abilities that trigger after defending/being destroyed (excluding any that grant a bonus attack).
o Attacker's abilities that trigger after attacking/being destroyed (excluding any that grant a bonus attack).
o Defender's abilities that grant a bonus attack.

o Attacker's abilities that grant a bonus attack.

Simultaneous Fire: if a ship is destroyed during the Engagement Phase, it isn't removed until every ship at the attacker's initiative has engaged — ships with the same initiative are considered to
be attacking at the same time.



STAR WARS: X-WING - SECOND EDITION A game lasts up to 12 rounds, each broken into 5 phases in

Round Structure & Initiative Order

Planning - System . Activation - Engagement - End

this fixed order.

ACTIVATION PHASE (MOVING) ENGAGEMENT PHASE (ATTACKING)
LOW — HIGH initiative HIGH — LOW initiative

Weak ships commit their position first. Aces get to shoot first.

This is the single most common mix-up for new players: the two phases that use initiative order run in opposite directions.

o Each player secretly sets a maneuver dial for each of their ships, then places it facedown next to that ship.

o Once all ships have dials assigned, roll to determine the first player for the round (same method as Setup: most Critical results wins, ties broken by most Hit, then most
Focus, then reroll).

Initiative order: LOW — HIGH

Initiative order: LOW — HIGH

o Reveal Dial: the ship's assigned dial is flipped faceup.
o Execute Maneuver: the ship moves as shown on the dial.

o Perform Action: the ship may perform one action from its action bar.

o Engagement Phase Initiative order: HIGH — LOW

o Each ship engages one at a time and may perform one attack. Ships with higher initiative attack first.

o End Phase

o Remove all green and orange circular tokens from every ship (Focus, Evade, Calculate, Disarm, etc.).
o Each card with a charge limit and a recovery arrow recovers 1 charge.

o Check victory conditions. If the game continues, the first player advances the round dial and the next round begins with the Planning Phase.

Ties at the same initiative (any phase): if a player has two or more ships at that initiative, they choose the order those ships act in. If both players have ships at that initiative, the current First
Player's ships of that initiative act first, then the other player's.



STAR WARS: X-WING - SECOND EDITION What happens every time a ship moves, and what happens
when its path is blocked.

Maneuvers: Execution, Difficulty & Stress

Executing - Difficulty & Stress - Partial Execution

° Executing a Maneuver

When a ship executes the maneuver revealed on its dial, the player follows these steps:

1 Take the template that matches the maneuver from the supply.
2 Set the template between the ship's front guides, flush against its base.
3 Pick up and place the ship at the opposite end of the template, sliding its rear guides into the template.

4 Return the template to the supply.

° Maneuver Difficulty & Stress

After moving the ship, check the colour (difficulty) of the maneuver just executed:

Red maneuver GAIN 1 STRESS TOKEN

White maneuver NO CHANGE

Blue maneuver REMOVE 1 STRESS TOKEN (if any)

A ship with 1 or more stress tokens is Stressed. A Stressed ship cannot set or execute red maneuvers, and cannot perform actions.

u Partial Execution (Overlapping a Ship)

A ship can move through another ship's base while executing a maneuver, but it must not end the maneuver overlapping it. If it would, it partially executes the maneuver
instead:

1 Move the ship backward along the template (keeping its hashmarks centered) until it is no longer overlapping any ship.

2 Place it touching the last ship it backed over (this may mean it doesn't move at all). Apply the maneuver's difficulty as normal, then resolve an effect below based on what it

overlapped.
Overlapped an enemy ship (and isn't already Stressed)
Overlapped both at the same time
NOTE

A ship that partially executes a maneuver this way can't perform any additional actions during that activation, on top of skipping its own Perform Action step.

A ship that cannot fully execute an advanced maneuver (Koiogran Turn, Tallon Roll, Segnor's Loop) also skips that maneuver's extra rotation (180°/90°/turnaround).



STAR WARS: X-WING - SECOND EDITION

Tokens & Conditions

Stressed « lonized « Disarmed - Strained « Action Tokens

Each condition and token is an independent rule, checked
in its own situation.

SHIP CONDITIONS

STRESSED (1+ stress token)

Cannot perform actions. Cannot set or execute red maneuvers. A blue maneuver removes 1
stress token.

DISARMED (1+ disarm token)

Cannot perform attacks. Disarm tokens are removed during the End Phase.

ACTION TOKENS — WHAT SPENDING THEM DOES

FOCUS

Attacking: during Modify Attack Dice, change all Focus results to Hit. Defending: during
Modify Defense Dice, change all Focus results to Evade.

CALCULATE

During Modify Attack or Defense Dice, change one Focus result to a Hit or Evade result.

IONIZED (ion tokens = size: 1 small / 2 medium / 3 large)

Breaks all locks (its own and others' on it); can't acquire or maintain locks. During its
Activation it executes a forced blue Speed-1 straight/bank ion maneuver instead of its dial (or
[1 straight] if the dial showed Stop), and its Perform Action step is limited to Focus only.
Cannot perform any action except Focus while ionized, even outside its own activation.

STRAINED (1+ strain token)

Rolls 1 fewer defense die while defending — then removes 1 strain token. Also removes 1
strain token after executing a blue maneuver.

EVADE

Defending only: during Modify Defense Dice, change one blank or Focus result to Evade.

LOCK

While attacking a ship you have locked, during Modify Attack Dice, spend the lock to reroll
one or more attack dice. A ship can only maintain one lock at a time.

Token colour/shape convention: green circular tokens are positive and clear at the End Phase (e.g. Calculate); orange circular tokens are negative and also clear at the End Phase (e.g. Disarm); red
square tokens are negative and only clear when a specific rule says so (e.g. Stress, Strain, lon); blue square tokens are positive and also only clear when a specific rule says so.



