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RULES

These are the complete rules for Star Wars: Destiny.

THE GOLDEN RULE

If the text of a card directly contradicts the rules of the game, the text of the card takes precedence. If
you can follow both the rules of the game and the text of the card, do so.

PART 1. CARD TYPES & COLORS

All cards may have the following components: affiliation, color, type, subtype, title, ability, uniqueness,
flavor, identification, rarity, and dice reference.

AFFILIATION

There are three different affiliations: hero, villain, and neutral. The affiliation of each card is written on the
bottom of the card.

COLORS
Each card is associated with a specific color and is written on the bottom of the card.

e Red is Command, and represents military and logistical endeavors and characters.
e Blue is Force, and represents characters trained in using the Force and their varied abilities.
e Yellow is Rogue, and represents scum, villainy, spies, and smugglers.

e Gray is General, and represents everything that does not fall under one of the other three colors.

TYPE & SUBTYPE

Each card is one of six types: battlefield, character, event, upgrade, support, or plot. The type is listed
above a card’s abilities, except on battlefields, where it does not appear. Some cards have one or more
subtypes listed after the type.

TITLE

A card’s title is used to identify and describe what it represents in the Star Wars
universe.

ABILITIES

Most cards have one or more abilities listed on them.

UNIQUENESS

Each card is either unique or non-unique. Unique cards are marked by a diamond (+ ) before their titles.
All other cards are non-unique.

A player cannot have more than one copy of a unique card in play at the same time. There cannot be
more than one copy of a unique character on a team, and a player cannot play a unique support or unique
upgrade if they already have another copy of that card (including a character) in play.

e The unique restriction applies to each player individually. Players can each have one copy of a unique
card in play at the same time.

e If a player ever controls more than one copy of a unique card, then they must immediately discard one
of those cards from play. If it is a character, it is defeated instead.



e The unique restriction does not apply to dice. A player can have multiples of the same die in play at
the same time.

e Characters with the same title but a different subtitle are still considered to be the same character for
determining uniqueness.

Example: A player cannot use Darth Vader, Sith Lord and Darth Vader, Dark Apprentice on the same
team.

FLAVOR TEXT

Flavor text has no in-game application when present.

IDENTIFICATION (ID)

A card’s identification contains the set symbol (Awakenings’ set symbol is @ ) followed by a number.
These help identify the cards and match them to dice.

RARITY

There are five levels of rarity. The rarity of a card is shown by a color behind the collector’s info. A die that
comes with a card shares its rarity with that card.

Fixed (Gray): Fixed cards have a non-random distribution and always come in the same
product.

Common (Blue): There are three common cards per booster pack.

Uncommon (Yellow): There is one uncommon card per booster pack.

Rare (Green): There is one rare card and its matching die per booster pack.

Legendary (Purple): One in six booster packs has its rare card and die replaced by a
' legendary card and its die.

DICE REFERENCE

A card that comes with a die has reference boxes that show all six sides of that die.
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This character cannot be dealt melee or
ranged damage from vehicle dice.
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BATTLEFIELDS

Battlefields represent various locations that players face
off in. One battlefield is chosen at the beginning of the
game, and the other battlefield is not used.

e One player at a time controls the battlefield, and places
it next to their deck, either because they started the
game with it or were the last person to claim it.

e Battlefields may have claim abilities on them. These
abilities may be used when the Claim the Battlefield B RNer any player's character begins plioting a vehicle, that

action is taken. E Al player may take control of this battlefield.
After you take control of this battlefield, you may reroll a die.

e The player who controls the battlefield takes the first
action each round.

e All battlefields are considered to be Gray.

SUBTITLE (ALSO APPEARS ON CHARACTERS)
A subtitle defines the location or planet of a battlefield, and helps
distinguish different versions of characters from each other.

PLOTS

Plots represent various schemes and strategies that players can
begin with. Players may optionally include one plot (but no more
than one) when building their team. Each plot has a point value

that counts toward the 30 point limit, just like characters. Plots

start the game in play and remain in play.

Include only if each character on your team is

e A hero or villain plot can only be selected if there is a S g
Action - Exhaust this plot to turn an opponent’s

character of that affiliation on a player’s team. A Blue, Red, or character die to a side showing a blank.
Yellow plot can only be selected if there is a character of that
color on a player’s team.

e Some plots have a negative point value which increase the
point limit of a team. For example, a -1 point plot allows 31
points for characters on that team.

CHARACTERS

Characters represent notable individuals in the Star Wars
universe. Each player spends up to 30 points on characters
during customization. Characters start the game in play and
remain in play until defeated. Each character has one or two
matching dice that are rolled when that character is activated.

HEALTH
A character’s health is how much damage it can take before being
defeated.

CHARACTER - SPY

e When an ability refers to a character’s health, it is referring to Detect.
their total health, not their remaining health. Xpi oo i iicke U .t it jerent intel cants in

your deck, ignoring affiliation and color.

Power Action - Play a Yellow card from your
hand. Then you may spot a leader to ready
a non-character card.

W2 o= 40,

POINT VALUE 6




POINT VALUE(S)

A card’s point value(s) is how many points it costs to include it on a
team. If there are two or more values, then the values from left to
right correspond to how many points it costs to use 1/2/3... etc. of
that card’s dice. A character with two or more of its dice is called an
elite character.

EVENTS

Events represent tactical actions, schemes, twists of fate, and other
unexpected developments that might occur during the game. When a
player plays an event, they follow the card’s instructions and then
discard it to their discard pile.

This point value cannot be changed during gameplay; if a
character becomes elite, its point value does not change.

EVENT

Spot a bounty hunter and discard any number
of bounties from an opponent’s character. Then
remove that number of that character’s character

Provided any play restrictions (see “Play Restrictions” on page 19)

are met, a player can play an event even if the event has no or upgrade dice.
effect. o
COST

The cost of a card is listed in the upper-left hand corner of the card.
A player must spend resources equal to the cost of a card in order to

€ RESTRAINING BOLT

play it. . et}
' DWNGRADE - MO

Dow N G RAD ES I Modify opponent’s droid character or support.

e/ The attached character or support’s dice cannot

Downgrades represent bounties, injuries, and other negative effects
on a character. When a player plays a downgrade card, they attach it
faceup to one of their opponent’s characters (not their own).
Downgrades have repeatable or ongoing abilities and stay in play
unless an effect discards them, or the card they are attached to
leaves play.

A downgrade is controlled by the player that played it, even
though it is in an opponent’s play area.

Each character and support has a downgrade limit of 3. If a
character or support has more downgrades than its downgrade
limit, its controller chooses and discards downgrades from it until
its limit is met. (A player can play a downgrade on a card with 3 wors
downgrades.)

If a downgrade has a matching die, that die is rolled into its controller’s pool after the attached
character is activated.

Effects may cause a downgrade to become elite. If a downgrade becomes elite, it gains a second
matching die from its controller’s set-aside zone. If an elite downgrade loses elite, its controller
chooses and sets aside one of its matching dice.



SUPPORTS

Support cards represent various vehicles, connections, and forms of
logistical aid. When a player plays a support card, they place it faceup
in their play area and, if it has a matching die, places its die on the
card. Supports have repeatable or ongoing effects and stay in play
unless an effect or ability discards them.

e Support cards cannot take damage.

e If a support has a matching die, that die is rolled when the support
is activated.

SUPPORT - VEHICLE

After you exhaust this support, you may
discard a card from your hand to draw a card.

e There is no limit to the number of supports a player can have.

Power Action - Exhaust this support to
force an opponent to lose 1 resource,

or 2 resources instead if you have fewer
characters in play than that opponent.

o Effects may cause a support to become elite. If a support becomes
elite, it gains a second matching die from its controller’s set-aside
zone. If an elite support loses elite, its controller chooses and sets
aside one of its matching dice.

SUBTYPES
Some cards have subtypes listed after the card’s type, such as “Vehicle” or *"Weapon.” Subtypes have no
inherent rules associated with them, but other cards may reference them.

e When a card refers to a subtype in its text, the subtype is bold.

e A card cannot gain another copy of a subtype; it either has the subtype or does not have the subtype

UPGRADES

Upgrades represent weapons, gear, and abilities. When a player plays
an upgrade card, they attach it faceup to one of their characters (or
supports if it has Modify) and, if it has a matching die, places its die on
the card. Upgrades have repeatable or ongoing abilities and stay in
play unless an effect or ability discards them, or the card they are
attached to leaves play.

¢ A player may discard an upgrade already on a card to decrease the
cost of a new upgrade being played on that card by the cost of the .
discarded one. This is called “replacing an upgrade” and each player p— Ty
can only do this once per round. FORCE REPLILSE

LIPGRADE - ABILITY

Jedi character only.

e Each card has an upgrade limit of 3. If a card has more upgrades

than its upgrade limit, its controller chooses and discards upgrades @ - Tum each other character’s character
. . T dice to sides showing a blank. Then, for
from it until its limit is met. (A player can play an upgrade on a cach dictarned, deal Ldamageto its

Card Wlth 3 upgrades.) matching character.

e The color of a card and its upgrades do not have to match, provided
all deckbuilding and play restrictions were followed.

e There is no limit to the number of weapons, equipment, or abilities a card can have as part of its 3
upgrades.

e A card can have multiple copies of the same non-unique upgrade.

e If an upgrade has a matching die, that die is rolled when the attached card is activated. It does not
matter if the upgrade is ready or exhausted, and the upgrade does not exhaust along with the card.



e Effects may cause an upgrade to become elite. If an upgrade becomes elite, it gains a second
matching die from its controller’s set-zone area. If an elite upgrade loses elite, its controller chooses
and sets aside one of its matching dice.

DOUBLE-SIDED CARDS

The print & play set Transformations introduces double-sided cards to the game. Each of these cards has
two sides: a side A, and a side B (or C or D), indicated by the letter after its collector number. Each side A
is either a character, plot, or battlefield, and its reverse side may be a different card type than side A.
When building your team, you must use side A unless its reverse side has a point value. If its reverse side
has a point value, you may use that side instead of side A. Side B cannot be included in a deck.

e When a card in play flips, it is not considered to have left play, and its reverse side is not considered to
have entered play or to have been played. All cards and tokens on it remain, and its state (ready or
exhausted) does not change.

e When a card in play with a parallel die flips, set aside each of its parallel dice.

e When a card in play flips, if the side it flips to has a parallel die, it gains a number of those dice based
on the point value on side A (one die for non-elite, two dice for elite).

e A card with a unique title on its reverse side cannot be included on a team with another card that has
that title.

l
Example: A player activates an elite Anakin Skywalker ( "!ﬁ:llA ) and uses his ability to flip him. Both of
Anakin’s parallel dice are set aside, each upgrade, downgrade, shield token, and damage token remain on
him, and he stays exhausted. Anakin is now Darth Vader, and since Anakin was elite, two parallel Darth
Vader dice are placed on Darth Vader as matching dice.



PART 2. DICE & DICE SYMBOLS

All dice have a matching card and may have the following components: value, symbol, cost, modifier,
identification, rarity, affiliation, color, type, subtype, title, and uniqueness.

VALUE

The value is a number that is listed above the
symbol.

e Blanks and specials have no value printed on the
die, and have a value of 0.

SYMBOL

Each side of a die may have a symbol on it. When a
die is resolved, an effect is carried out based on the
symbol that is showing on the die (see “Dice
Symbols” on the next page).

= o
e Some dice have one or more sides with no symbol, such as Lure of Power (¥ 16).

COSTS

Some dice sides have a cost, listed in a box at the bottom of the side.

RESOURCE COSTS

Resource costs are in a yellow box. A player must spend resources equal to
the cost on the die side showing in order to resolve it. If they cannot pay the
cost, they cannot resolve that die’s side.

INDIRECT DAMAGE COSTS

Indirect damage costs are in a red box. A player must deal indirect damage
to themselves equal to the cost on the die side showing in order to resolve
it.

MODIFIER

Some dice have one or more blue sides with a plus sign (+)
before the value. Sides with a plus can only be resolved at
the same time as another die that shows the same symbol
without a plus. While resolving, the plus value is added to
the other die to create a new value.

MODIFIER

Example: You roll a +2 ‘( symbol. You also roll a 1 {

symbol, so you can resolve the +2 { along with the 1 {
to deal 3 ranged damage to any one character. If you had

not rolled the 1 {, or had already spent it, you could not
have resolved the +2 { die.

10



¢ A modifier cannot be resolved by itself.

IDENTIFICATION (ID)

The identification contains the set symbol followed by
a number. Each ID matches a corresponding card.

RARITY, AFFILIATION, COLOR,
TYPE, SUBTYPES, TITLE, AND
UNIQUENESS

The rarity, affiliation, color, type, subtypes, title, and
uniqueness of a die are the same as its matching
card.

(ID & RARITY )

e A player can have multiple unique dice with the same title in their pool.

DICE SYMBOLS

Activating various cards rolls dice into a player’s dice pool. The dice can then be resolved for their
symbols’ effect as a later action. Each symbol has a different effect, as described below. Most symbols
have a value above them that determines the scale of the effect.

W
/M MELEE DAMAGE
Deals damage to a character equal to the value of the symbol.

e All damage must be dealt to a single character. A player cannot split the damage from a single die (or
a die that has been modified) among different characters. When resolving multiple dice in the same
action, each die can deal damage to a different character.

{ RANGED DAMAGE
Deals damage to a character equal to the value of the symbol.

e All damage must be dealt to a single character. A player cannot split the damage from a single die (or
a die that has been modified) among different characters. When resolving multiple dice in the same
action, each die can deal damage to a different character.

(=
@ INDIRECT DAMAGE
Deals damage to an opponent’s character(s) equal to the value of the symbol, distributed as that
opponent wishes.

e All damage can be split among multiple characters.

-
W@ sHIELD
Gives a character shields equal to the value of the symbol.

e All shields must be given to a single character. A player cannot split the shields from a single die (or a
die that has been modified) among different characters. When resolving multiple dice in the same
action, each die can give shields to a different character.

e A character cannot have more than 3 shields. Any excess shields that would be given to the character
are ignored.

11



Gains resources equal to the value of the symbol.

&

>

Forces an opponent to lose resources equal to the value of the symbol.

e If an opponent does not have as many resources as the value of the symbol, then they lose all of their
remaining resources.

e The opponent cannot lose resources they don‘t have; a player cannot have fewer than zero resources.

AN

Discards random cards from an opponent’s hand equal to the value of the symbol.

e If an opponent does not have as many cards in hand as the value of the symbol, then they discard all
of their remaining cards.

@
Turns a number of dice in the player’s dice pool to the sides of their choice. The number of dice they turn
is equal to or less than the value of the symbol.

e A player cannot turn their opponent’s dice.

@ REROLL

Rerolls a number of dice in any player’s dice pool. The number of dice rerolled is equal to or less than the
value of the symbol.

e A player may choose to reroll any combination of dice among all players’ dice pool.

®

Uses the special ability marked by a symbol on that die’s card. Specials have a value of 0 that cannot be
increased or decreased.

e A player cannot use the special ability on a different card; they must use the special ability on the die’s
matching card.

e Just like other symbols, a player can use multiple special abilities during the same action, and chooses
the order that they are resolved in.

e A special ability that rerolls its die cannot be resolved a second time during the same action.

Blank symbols have no effect and cannot be resolved. Blanks have a value of 0 that cannot be increased
or decreased.

RESOLVING DICE THROUGH CARDS

When a player resolves a die through a card effect, they use the normal die effect based on the symbol,
and follow any extra instructions.

e A player must still pay any resource cost on that die.

12



A player cannot resolve a modifier by itself unless the card allows them to resolve multiple dice of the
same symbol.

If one or more “after” abilities are triggered from resolving one or more dice through a card effect,
those abilities enter the queue and will not resolve until after the card effect has fully resolved or until
it is their turn in the queue.

If the card effect doesn't specify yours or opponent’s dice, it can be used to resolve either. When
resolving an opponent’s die, it is resolved as if it were in your pool.

DICE LEAVING PLAY

If a card with a matching die leaves play, the matching die is also immediately returned to the set-
aside zone. The die can enter play again at a later time, if its card enters play again.

If a player has two copies of the same upgrade on a character, they do not need to keep track of
which die is associated with which card, unless there is a reason to do so (like Con Artist). When both
dice are in a dice pool and an ability targets one of their cards, the player resolving the ability chooses
which die it affects.

If a player has two copies of the same upgrade on different characters (one upgrade on each
character), they must make sure to track each die separately.

13



PART 3. AREAS OF PLAY

Each player has their own in-play and out-of-play areas.

IN-PLAY

After an upgrade, downgrade, or support is played, it is added to the in-play area. Characters and plots
start the game in play.

e The abilities on cards in play can be used.
e A card enters play when it transitions from an out-of-play area to the in-play area.
e “From play” is short for “from the in-play area.”

e If a card leaves play and re-enters play, it is considered a new instance of the card and there is no
memory of having used its abilities.

This is where dice are rolled. Each player has their own dice pool. Dice are always placed on their
matching cards when not in a dice pool.

e A player can only resolve dice in their own dice pool during a resolve dice action. Card effects may
allow players to resolve dice in their pool or in their opponent’s pool. Dice resolved from an opponent’s
pool are resolved as if they were in your pool.

e Dice in a player’s dice pool can be manipulated (removed, turned, rerolled, or resolved) or used as a
reference for card effects that require a specific side to be showing.

A player’s resources are kept next to their cards.

e The number of resources a player has is open information.

If a player controls the battlefield, it's kept in their in-play area.

OUT-OF-PLAY

Cards in a player’s hand, deck, discard pile, and set-aside zone are out of play and their abilities cannot be
used until they are played or return to play, or a card says otherwise.

e A card leaves play when it transitions from the play area to an out-of-play area. Remove all tokens
from that card.

e A player cannot have a card their opponent owns in their own out-of-play area.

Each player has a hand of cards. As an action, they are able to play a card from their hand by paying the
card’s resource cost.

e Each player has a hand size. A player’s hand size determines how many cards they draw up to during
the upkeep phase (after discarding any cards they want). The default hand size is 5 cards. A player
does not have to discard cards when they have more than their hand size.

14



e The number of cards in a player’s hand is open information, but the actual cards in it are hidden from
a player’s opponent.

Each player brings a deck of 30 cards to the game. During the game, the deck refers to the stack of
facedown cards a player has not yet drawn.

e After being shuffled, the deck is kept with the cards facedown, and players cannot look through it or
change its order except through game abilities.

e The number of cards in a player’s deck is open information.

The discard pile is a faceup pile near a player’s deck where they place their discarded cards.

e The cards in a discard pile are open information. All players can look through any player’s discard pile
whenever they wish.

e The order of the discard pile is irrelevant. A player can adjust the order of the cards in their discard
pile whenever they wish.

When a card is played, it is placed faceup on the table in the queue until it resolves. After the card
resolves, it is either discarded (events) or put into play (non-events).

When dice are not in a dice pool, they are placed on their matching card.

e These dice are not active, cannot be manipulated, and none of their sides are considered to be
showing.

Each player has a set-aside zone. At the beginning of the game, some cards and dice are set aside and
can be hidden from opponents. These are cards and dice that can enter play via cards. Players must set
aside a matching die for each character on their team (if they have a die and based on their configuration)
and for each die card in their deck. A player may set aside as many additional dice that match characters
on their team or cards in their deck as they would like for use with effects that could make those cards
elite. Players can set aside any number of cards and dice that are referenced by cards on their team and
in their deck.

Cards can also enter or leave the set-aside zone. Cards that enter the set-aside zone during play are open
knowledge unless otherwise noted. Defeated characters are placed in the set-aside zone, and some cards,
like battlefields that are not chosen during setup, also use this zone.

This is where the various game tokens are placed. All tokens are taken from the supply when gained
(resources), dealt (damage), or given (shields). All tokens are returned to the supply when spent
(resources), lost (resources), healed (damage) or removed (shields). If players run out of tokens, they
should find a proper proxy.

15
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PART 4. CUSTOMIZATION

Customization happens before playing a game. Players can experience the game in new ways by
developing one-of-a-kind strategies and combinations.

1. BUILDING A TEAM

To build a team, a player chooses up to 30 points of characters and up to one plot.

e Hero and villain characters cannot be on the same team. Neutral characters can be on any team.

e A player can select only one copy of each unique (+ ) character, but they can select any number of
copies of non-unique characters. When selecting a unique character, the player must choose whether
to use the elite (point value to the right of the /, two dice) or non-elite (point value to the left of the /,
one die) version of that character.

e A player must choose at least one character.

e There are no restrictions based on a character’s color. A player may include characters of the same
color or different colors on their team.

2. BUILDING A DECK

e A deck includes exactly 30 cards. The deck cannot include more than 2 copies of the same card.

e Hero affiliation cards can only be included in the deck if the team has a hero affiliation character.
Villain affiliation cards can only be included in the deck if the team includes a villain affiliation
character. If a team has all neutral characters, its deck cannot contain hero or villain cards. Neutral
cards can be included in any deck.

o If a team has both hero and villain affiliation characters (e.g because of a deck building ability),
then both hero and villain affiliation cards can be included in the deck.

e Blue, Red, and Yellow cards can only be included in the deck if the team includes a character of the
matching color. Gray cards can be included in any deck.

e A deck can contain events, upgrades, downgrades, and supports. Characters, plots, and battlefields
are not included in a deck and do not count toward its 30-card limit.

e Each deck building ability is applied separately. For example, a player’s team with Enfys Nest and 2
Enfys Nest’'s Mauraders can include 4 hero cards and 4 villain cards in their deck. If that player also
included the plot Double Down, they could not use it to include any additional copies of hero or villain
cards since its ability is applied separately.

3. SELECTING A BATTLEFIELD

In addition to characters and a deck, a player selects one battlefield to bring with them to the game.

Example: A player chooses the elite version of Leia Organa ( w 28) for 16 points, and the non-elite

version of Han Solo ( w 46) for 14 points. Their two characters are a combined 30 points, which is the
most points there can be on a team.

Since Leia Organa and Han Solo are hero characters, the player cannot include villain cards in their deck.
They can also not include Blue cards, since they did not choose a Blue character. The player selects 30
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Red, Yellow, and Gray cards to add to their deck. They decide to take at least 10 cards that have dice, as
it is important to draw and play cards that provide dice.

Finally, the player selects Rebel War Room ( w171 ) as their battlefield. If chosen during setup, this will
allow them to use their dice with resource costs, like Han Solo’s 3 ranged damage side, for free.
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PART 5. GAME STRUCTURE

The game is a fast-paced, back-and-forth battle where players alternate taking turns.

SETUP

To set up the game, follow these steps in order:

1

Each player places their character and plot cards faceup in front of them, along with those characters’
matching dice.

2 Each player sets aside their battlefield faceup.

3 Each player shuffles their 30-card deck and draws 5 cards from it.

4 Each player shuffles any number of cards from their hand back into their deck, and then redraws until
they have 5 cards in hand.

e Players should try and choose their cards simultaneously. If there is a disagreement over who chooses
their cards first, then randomly determine a player to choose first.

5 Players sort the various game tokens (damage, shields, and resources) into piles near the play area.
Each player gains 2 resources from this supply.

6 Players roll their starting character dice and add up the values rolled (the white humbers). If there is a
tie, they roll again. The player with the highest total chooses which battlefield to fight on. If the
highest total cannot be determined, randomly select which player chooses which battlefield to fight on.
The player whose battlefield is being used controls the battlefield and places it next to their deck. The
player whose battlefield is not being used sets their battlefield aside and gives 2 shields to their
characters, distributed as they wish. After rolling, return all character dice to their matching cards.

e The battlefield set aside is the “set-aside battlefield” for all effects that refer to it.

7 “After setup” abilities trigger.

ROUNDS

Each game is played over a series of rounds. Each round has two different phases: an action phase and an
upkeep phase.

During the action phase, players alternate taking turns. The player who controls the battlefield takes the
first turn. When it is a player’s turn, they can perform one action or pass. When both players pass
consecutively, the action phase ends and play proceeds to the upkeep phase.

During the upkeep phase, each player does the following:

1 Readies their exhausted cards.
2 Returns all of the dice still in their dice pool to their matching cards.
3 Gains 2 resources.

4 Discards any number of cards from their hand, and then draws up until they have cards in hand
equal to their hand size.
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o If, after discarding, a player has cards in their hand equal to or greater than their hand size,
they do not draw any cards.

o If a player does not have enough cards left to draw up to their hand size, they draw as many
cards as they can.

ACTIONS

Actions are taken by a player whenever it is their turn. On a player’s turn, they must take an action or
pass. Whenever a player wishes to take an action, that player first declares their intent (and shows the
card to be used, if necessary). The different actions are listed below:

e Play a card

e Activate a card

e Resolve dice

e Reroll dice

e Use a card action

e Claim the battlefield

Whenever a player wishes to play a card, that player follows these steps, in order:

1 Declare intent by showing the card and add it to the queue.

2 Check play restrictions. If the play restrictions cannot be met, the action is illegal.

3 If the card is an upgrade or downgrade, choose a target to attach it to. If there are no eligible targets,
the action is illegal.

4 Determine the cost (or costs, if multiple costs are required). If the cost(s) cannot be paid (taking all
modifiers into account), the action is illegal.

5 Apply modifiers to the cost(s). Replacing an upgrade and “before you play” abilities may be triggered
at this time.

6 Pay the cost(s).

7 If the card is next in line in the queue, resolve its effects. After the card resolves, it is either discarded
(events) or put into play (non-events).

To activate a character or support card, a player exhausts that card and rolls all of its dice (character or
support) and all of its upgrade dice (from attached upgrades) into their pool. Any of its dice already in the
pool are not rerolled. These dice are now in that player’s dice pool, and that player can take an action on a
future turn to resolve their symbols. Supports without a die cannot be activated.

e An exhausted character or support cannot be activated.

Each side of a die may have a symbol on it (see page 9). A player may resolve one or more dice in their
pool that are showing the same symbol, one at a time (unless adding a modified die, then the dice are
resolved simultaneously). To resolve a die, a player must pay any costs and carry out the effect
represented by the symbol on that die. Then they return it to the card that it came from.

e A player can only resolve dice in their own dice pool during a resolve dice action.
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e A player can resolve dice with different values during the same action, provided the dice share a
symbol.

e A player cannot choose to resolve dice symbols if they have no symbols of that type to resolve. A
player must resolve at least one die when taking this action.

e A player can resolve any dice showing the same symbol, even if those dice were not showing that
symbol when the player started resolving dice.

e A player cannot resolve the same die more than once per action.

o If a player’s effect would resolve an opponent’s die, that die is resolved as if it were in that player’s
pool instead.

A player can discard one card of their choice from their hand to reroll any number of their dice in their
pool. They must choose all dice they want to reroll before rerolling.

Some cards have special actions listed on them. These actions are preceded by the word “Action” in bold.
To resolve this action, follow the card’s instructions.

¢ Power Actions. A power action is an action that can only be used once per round, even if the card
with a power action changes control. A player can use each power action once on each card, even if
the cards have the same title.

When a player claims the battlefield, if they do not control it, they take control of it and move the
battlefield card to their in-play area. Then that player may use its “"Claim” ability. For the rest of the
round, that player automatically passes all of their future turns and declines to act if they have the
opportunity to take an action. Their opponents continues taking turns until they also pass. After the claim
the battlefield action has been taken by a player, it cannot be taken again for the remainder of the round.

e A player does not have to use the claim ability.

e A player can claim the battlefield even if they already control it in order to keep control of it and use its
claim ability.

e The player who controls the battlefield takes the first turn each round.

e Players can still use their card abilities after they claim the battlefield.

If a player takes an illegal action or attempts to take an action that cannot be completed, the entire action
is reversed. No abilities trigger and no effects resolve as a result of a reversed action. Then that player
takes an action or passes. Actions that shuffle a deck, reveal cards from a deck, or move cards to or from
a deck cannot be reversed.

When a player is allowed to take additional actions on their turn, they must immediately take them
following the resolution of the current action or decline to act (this is not the same as passing your turn).
If they are allowed to take an action outside of their turn, they also must take it immediately or decline to
act.
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Each action, and any abilities its resolution triggers, must fully resolve before an additional action is taken.
Actions wait to be resolved in the order they were created in. They do not enter the queue (see page 17)
like other game effects.

Example: A player plays an upgrade that has the Ambush keyword on Rey (r38) while their opponent has
a Jango Fett (r21) ready. They now have two additional actions to resolve, one from the Ambush and one
from Rey’s ability. They use one of the additional actions to activate Rey. As a