A ship’s primary weapon is effective at range 1-3. To determine your
firing range, within the firing arc, place the range 1 end of the range
ruler against the closest part of the attacker’s ship base, and point it
toward the closest part of the target’s ship base. The ruler’s lowest
section (1, 2, or 3) overlapping the target ship’s base is the firing range.
If the ruler does not reach the target, the ship is out of range.

You only receive range combat bonuses when attacking with your ship’s
primary weapon.
b) Roll Attack Dice - The attacker rolls a number of attack dice equal to

the ship’s primary weapon value §§ . Resolve any card abilities
that allow you to roll additional (or fewer) dice.
* |f target is at Range 1 when using primary weapon, the attacker
rolls 1 extra attack die.
e |f attacker’s ship has a Focus token @, it may be discarded it to
change all Focus @ results on the attack roll to HIT ¥ results.

A Y counts as one HIT. A 3¢ counts as TWO HITS.
c) Roll Defense Dice - The defender rolls a number of defense dice

equal to the ship’s agility value m The defender resolves any card
abilities that allow him to roll additional (or fewer) dice.
* |f target is at Range 3 when attacker uses the primary weapon, the
defender rolls 1 extra defense die.
¢ |f defender has an evade <} token, he rolls 1 extra defense die.
¢ |f defender’s ship has a Focus token ®, it may be discarded it to
change all Focus ® results on the defense dice to evade <} results.

d) Compare Results - For each evade result &}, cancel one HIT 3% from
the total of HITS in the attack roll. If there are any HITS remaining, the
defending ship takes an equal amount of damage.

Damage is takes from the ship’s SHIELD pool first m If there are no

shields remaining, damage goes directly to the ship’s hull (assign
one damage card per HIT). When the ship’s total cumulative HITS equal
its hull, the ship is destroyed.

4. END PHASE

Remove any unspent tokens from all ships. If available, resolve any End
Phase abilities on cards.

Child-suitable version of FFG’s X-Wing Miniatures game for kids under 10 by Eric Etkin

Set Up

a) Choose Faction and ships - One player chooses the Rebels and the
other uses the Imperials. For purposes of balance, in the XWJ version
of the game, two TIE fighters are equal in power to one X-wing.

For Rebels, take ROOKIE PILOT For Imperials, take ACADEMY
ship card(s) and stand token(s) for PILOT ship card(s) and stand(s)
each ship: tokens for each ship:

. BT - M e
(Optional Advanced Rule) Like the normal game, each player can also build
their squad up to an agreed upon number of squad points. When you become
more accustomed to these rules, begin using different pilots for the specific
ships. Different pilots add new ship actions and abilities, but cost more.
SHIP CARD ARATOMY
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b) Set up play area- Your play area should have at least 3’ x 3’ of space.
Players sit on opposite sides of the table from each other. The edge
of the table closest to you is your starting side, where your ships are
first placed on the battlefield. To place one of your ships, lay the firing
range ruler straight from your edge of the battlefield. You may place
the ship anywhere within the “Range 1” area. Ships may face any
direction when you first place them.



8uo| = ¢ a8uey wnipaw = g a8uey 9s0]0 = T 98uey
:19|nJ 98ueds Suluy ay3
yiim aouelsip Sulay ayl ainsesaw ‘ade 3uly JnoA ulylim si 1934e1 JnoA J|

98uey Suui4

INdWEK] FTULY OUD J8H FmEl

*2Je 3uly aY3 320|q 10U S0P 1931e) pue Jxoenie syl usamiaq diys Jayiouy
*2Je 3uly SH Uulym Japuaap Aue 193] ued Jaydeye uy dJe uly s, Jayoene
9yl Ulyum s 11 ‘9j3ue ay3 apisul s|jej aseq diys s Japuajap ay3 jo ped Aue
J] 913ue Sunuy sdiys ay3 Suimoys 3adpam e si usy03 diys yoea Jo Juodj u|
21y Su4

"1934e1 Jn0oA se 11 Sulie|oap 940)9q 193.e3 e 1Y ued noA Ajluan

0} 24nsed|A ‘98ues Suuy pue dae Suny s,49x0ene 3yl UIYyHIM g 1snw

diys 3984e1 9y "joene sy} Joj pasn suodeam ay3 JO U0 pue (Japudjap
9y1) 193.1e1 ay) saJedap (diys aAnoe ayl) Jaxdene ay| - 1984e) ale|daq (e
:diys yoea Joj Suimoj|os ay3 seop JaAe|d yoea ‘(1S 10]id JO J3PJO DNIANIISIA U|
3SVHd 1VEINOD °€

‘pJed diys s,diys syl Jeau |eip pajeanad ay3
9oe|d "sa1e|dwa} JaAnauew Jo 3)id syl 03 91ejdwal pash ay3 uiniay (p
awnb ayl yum Jpijiwpf 10w awoIaq
noA so suoyao diys/10]l4 13Y10 31p1bau| (3|ny pasupbapy |[puondp)
"dIys ay3 03 1xau uax03 uonode 3uipuodsaliod ay3 dde|d

¢ 9PeAJ JO @ SNJ04 :J|] o
@ SNJ04 :SUIM\-X e

:suonoe SuIMO||0) 9yl JO T wuopad (2
' 08T diys 4noA a1e10y 4annauew ayi Suiwiopad Jayy
‘91e|dwa} JaAnauew 1y3diel1s ayl ash siaAnauew 4 uiny uelS010Y :910N
‘98ewep T el sdiys yiog "diys ayl o3 uadefpe juswanow JnoA dois
‘diys 4ayioue ,y3nouyi, noA sayey yied JnoA 4| '1 yum 3uoje wayi snow
‘diys ay3 03 paugdisse suan 03 aAey noA §| ‘sapind Jeau syl 1suiede ysniy
‘91e|dwia) J9ANBUEW 3y} JO pud ausoddo ayi uo diys syl adejd moN

'9seq 9y3 1suiede pue aseq s,d1ys ay3 4o sapingd 1uod) a3y}
U39M13Q Ysn|} JoANuewW uasoyd ayl Suiydlew a1e|dwal JoAnauew
9y31 92e|d ‘91e|dwa) JaAnauew ayl Sulsn JaANSUEBW Y] W03 (q

‘|lelp JaAnauew s,diys yoes |eanay (e

:diys

yoea Joy 3uImo||o4 ay3 saop JaAe|d yoea ‘[|s 10|1d JO J9pJ0 DNIANIISY U|
3SVHd NOILVAILIYV ¢

isby [pip 1aAnaupw diys 1noA 1oy3 aipojdwial b asooyd noA

a1ns DN [S310[dWI] 42ANIUDW [|D 0] SS32ID ALY SAIYS || 10N :dI0N
‘diys 1eyy Jeau

umopadey 1 3ude|d pue |eip JaAnauew sy 3uisn Ag sdiys siy Jo yoea
J0J 934Y3 Y31 JO J9ANdUEW 153 9y} S9s0oYd A1a403s 4ahAe|d yoes ‘uayl
"3seq s,diys JnoA o a3pas juou) ay3 sulede ysnjj a1ejdwal JoAnsuew
ay1 Suioe|d Aqg siy1 og 08 o1 sdiys unoA Juem noA assym suiwualap pue
diys J1ad 1591 03 s93e|dwa} JoaAnsuew 334Y3 03 dn sasooyd JaAe|d yoe]
3SVHd SNINNV1d ‘T

aNNOY JINVYD FHL

BAN] FORAASE 5| e g, B W

e my 9 o] eewuepy il 3

WATHa0 dnids

‘eaJe Aejd ay apisino umop e} i I yosp adewe(q syl de|d

"an|en pJalys
5,diys ay1 03 |enba sp.ed diys unoA jo yoea uo EHER suay01 pia1ys deld
‘eaJle Ae|d ay3 jo apisino dn a2ey diys JnoA 135



