EAME RI.ILES

: WHAT’S NEW WITH SCum AND VILLAINY
¢ Special chrome Naboo'Yacht
e Ruthless & match icon & " '
" /"8 \leteran @ power match icon Units with this icon get ~
strnnger when theg defeat opposing units. '

EIEJEET OF THE GAME

“Win by destroying all of gpur opponent’s PocketModel units or card DbjEl:thES

' When F‘Dcketl\llpdels battle, beth players roll dice, add attack'bonuses, and try
ta beat or tie the defense score of thenr pppunent's unit. If a-onit gets hit and takes
mnre damage than it has shields, |t IS destmged

° UNITS (PockerMooeLs)
Each unit has a value represented by build stars.
neFense || number of huild’stars & unit has, tells you what
- the unit costs to add to your fleet, Build stars are
oon also often referred to by combat cards, objective
‘cards, and these rules. Each unit also has four
values (attack, damage, defense, and shxelds] that
are discussed ater in these rules,
Units that gn‘u cantrol in the game are eelled
friendly units. Wnits that Lour opponent contrals in
the - game are called opposing units.

AFFILIATION

BUILD STARS

There are two tgpes of cards in this set:© COMBAT BONUS
cpmbat cards agd objective cards. . -, f @D ATTACR
Combat cards'can be played only during e @D DAMAGE
combat action (see Combat), and.they have @D DEFENSE v &
special effects on the game. - [
DObjective cards can be pladed only into
your home zone (seg Play Areas). They
‘represent essential resources that your. -~ ICON
opponents:will seek to destroy, end theg also
- have special effeets on the game, i

CARD TYPE

e Unit: 0e0, 0600, or 06060

RN If you play this card first,
randomly choose a card in your
opponent’s hand. If it is a combat
card, your opponent muslrflag it this
battle If not, it is discarded and your
puner}t may not play a card
tt

Unir AnD EARn lcons

"A unit or card with an icon of efﬂhatmn prlnted
- on it is 8 unit or card of that icon or afﬂhatmn k
~tupe. Far example, @ card pnnted with the @
" icon’is a %) card. Many combat cards and

- hjective cards referenice unifs of specific: ufzun
. types and affiliations. See “[uick Reference" g
~/an the back panel of these rules for the i icon
..-and effiliations lhat appear jn this set

CARD NUNBER

Ty BUILD STARS DEEIEE&IEE

Sy

17 SR E

_+ PREPARE TO PLAY

Ean:h plager hrlngs a del:k of at least a0 cards* ehd g force composed of up 0 30 build stars+

of units.
No deck can contain mare than three cpples of any single card.
You can have one copy of each unit for each 10 build stars you play w1th for example, in
a game of 30 build stars:you can have up to three copies of each unit. ~ - - .

/

Your home zone is where your units begin the game,
and where you play your objectives. When one of your
objectives is destroyed, reserve units brought into play
begin the game in your home zone (see Strikes).

Contested Zone \

This is the center zone between the players. It
touches all players’ home zones.

Your out-of- plag units are your reserves and are
placed to the side of the play area. When your units are
destroyed during the game, they become reserve units.

PLAY A
These are the arg

*See “Playing with Two Game Packs” if you have fewer than 3
e g units and cardsg

30 build stars or 30 cards.




Deck and Discard Pile N

Your deck is your face-down pile of combat cards
and objective cards. At the end of any battle,

you can refill your hand from your deck. Combat
cards played during battles, discarded cards, and
destroyed objectives go face up into your discard
pile. If your deck runs out of cards and you need
to draw a card, shuffle your discard pile to create
a new face-down deck and continue drawing as
needed. You are not allowed to look at your deck or
your oppanent’s deck during the game.

OBJECTIVES

| Hand

These are the cards you have available to play during
your turn. Your starting hand size is three cards.

bs into which
are placed

. SETTINB UP-THE EI—\ME b

Players shuffle their decks and place the top three cards of their. del:k‘s (wﬂheut Iueklng et them)

. face down into their home zones; these cards'became their ohiettives.
'+ Players determine the first plauer (the plager who will take thie first turn).

“’Players then select 20 build stars of units and place them in frant of theirobjectives into therr

/' home zones. If a plager can't place exactly 20 build stars using any combination of units, that

player must place fewef-than 20%, ; ,
Players then each draw a hend’ of three cards from their decks. You can ook at your own hand

¢ PLAYING THE GANE e ;
F'legers elternate turns, starting with the first player. If there are more than two plegers the turn
arder, prneeeds clockwise around the play ares, stertrng with the first player.
A player can do these two things on his or her turn, in order:
1. Play‘one objective. ; ’
2.Take gne of the these actions: g
»—Nlnve actlnn Ehndse upta'S build stars of your units and move them into adjeeenl
+ZOMES. When g Unit maves, it may move nnlg one zong;
“OR !
—Eumhat action. Choose up to 5 hurld stars of your units to elteck an nppnnent'
units(see Eumhet) .
OR

&

"« '_strike action. Attack one’ nf an dppnnent's face-up or face-down objectives using up

td 5 build; sters of Your. units that are in that opponent’s home zone (see Strikes).

* PLayiNG UBJEETI\IES

Youcan choose to replace org el:uet:tlve with an UbjECtIVE card frdm your hend If you repler:e
a face-down objective, put the replaced card intg your hand. If you replaee a face-up ohjective,
discard it; end draw'a card-from your deck into’ your hand.

j Plece the' new objective revealed (face up).

UhjEEtWE Ahrlmes i i

‘- Most uhjedtu\/es have ablhties pnnted on them, whu:h apply unlg while the objective. is fan:e up
. Somie abilities applg ﬁnlg \when those Utuectl\les areinitially revealed, and some ahilities apply -
' euntmuuuslg whlle the nbjeetl\/e is fer:e up in the pleg ares; per the rules on those cards, 4

AT 5
’. ) 2 3%

Cifffents “ 00 el o

. EEII:h of the units: rgnu chUDSErdunng gnur enmhet at:tmn |:en ettal:k only one dpposing unit,

B defender [o] attack a defender, an attacker must bie in:the same zone as the defender. Your
“-.chosen unrts can attack the same defender ar. dlfferent defenders Yuu choose all defenders

».hefore resnlvrng any battles, , -

fg Dunng i hattl hoth the etta:ker end the defender trg tu hit ear::h nther (see Eettlrng)

' FLRYING I:uunanr EARbs i

" Combat, cards can be played; from hand DI'I|I_.] duringa hattle A cnrnhet card has up tn twn tgpeé
< of effects: r:unfhat bonuses and ahilities. Effer::ts frnm a cnmhat eerd Iast nnI|:| until the hattle

‘ ends" nless specrﬁed dtherwrse hg the card . ; .

f gellnw ta stu damege \/elue rf hlue lt adds to defense veluev




Abilities LA
Some combat, eerds also grant your unit a’special ability. An’abilitl’is printed next to one
of three types of icons; described below. The tupe of icon tells you which units can benefit
from the abilitu. (A unitalways benefits from &' combat card’s combat bonus, but it won't
"-always be able to beneflt frum the card’s spen:nal ahility.)*

Green match icon & @ & @ @ & @ @ @
only if it has the-same mateh icon pnnted on its base.

Silver‘power matchicon © © @ €. Your unit gains the Eh|l|tl_.| pnly'if :t has the same
power ‘match icon printed on its base. £

Additionally, units with power. match icons prlnled un thetr bases have ahilities that don't
appear on combat cards (see Quick Reference); ;

/Some power match icon abilities apply when guur umt istin a battle.

Other power. match abilities can.be used DUtSLdE of @ Cumhat action. You,may choose ta
use only ore of these puwer match’abilities per tum il

Gold wild icon . [§} & . Wild icons: appear. anly, on combat Eards——-never units. Next'to
the ican wil] be textiindicating Which urits are eligible to, gain the ‘ability: *Unit: Ang” means,
that any unit you‘play the card on gains tha ahllltg [thers have build star restrictions. For.
example, “Unit: ), */* or (%) * *x" means that your unit gams that ahility only if it has1
2, or 3 build stars,

Whefever a card contradicts the basic rules of thE game, follow the card text. If one card
states that 'something can’t be-dong; aru:l another card ef'fect states that sume!hmg can be
doneg, follow the “can’t” text. ;

. Your unit gains the ability

Ground Units ' B
Ground units have gray bases (space units have black hases) Your ground units may
~initiate attacks against space units only in your hnme zone; if they are:attacked, ground ..

any zone. Ground units get +1 attack durlng stnke actlnns

 Howto Build Your PocketViodels
~ NABOO YAEHT

SAIL BARGE

e
. units attack back in any zone. Ground units: may initiate attacks agalnst uther grnund unlts in

” ey * BATTLING *
After ehuusmg attackers and deferiders, the attacking player determines the order in which
the battles occur. Resolve each battle using the following steps:

1. Attacking player: Plays a combat card from hand or passes.

2. Defending player: Plays a combat card from hand or passes.

3. Attacking player: Jf the defending player plaued.a combat card hut your chose to pass’in
step 1, you can plal a’'combat card. .

. Find your unit's attack result: )
8. Rall twao six-sided dice and add thern up; this is yaur base roll, if your base roll
resultis a 12, a hit is automatically scored; skip to step 7
b. Add the result to the unit’s attack value.
c. Maodify this result usmg cumhat cards played or revealed ohjectives in plag that
affect this result. o
d. The total resultiis gnur attack result. % : s
. Find your unit's defense result by modifging its defense value using r:nmhat cards plaged ar
revealed ohjectives in play that affect the defense valie. The totsl result'is the defenseresult
. If a unit's attack result beats or ties. the opposing unit's defense result; a hit is scored.
(Both plagers check for g hit at the same time.) ;

7.- When & unit is hit, assign‘a number df damage counters to it equal to the demage value
of the unit:that hit it (remembering to.include any bonuses,fram combat cards or revealed
objectives that modify the. damage value of the unit that stored the hit). When the number
of damage counters un one of Your units equals nr exceeds ns ShlElElS value, it |s
destroyed and mnved into your réserves,

-If you played any combat cards in the hattle dlscard them'and then draw cards from
‘your deck until you reach your maximum hand size.
. Repeat steps 1-A for gach Dther hattle declaged thls turm,.

If & player at any time’ has na umts in plag, he ar she is ellmlneted from the .game. (Units
in 8 player’s reserves do not euunt as Units |n plag)
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® STRIRES®

The attacking player determines the order in:which the strikes occur. If you choose to strike . |
player's face-down objective, that player reveals thelohjective (turns it face up). If the card is an |
objective card, stop and apply its"ahility before continting. Combat cards can't be played durifg: |
a strike. Resolve each strike using the following steps: “

1. Find the unit’s strike result:

8. Roll two six-sided dice and add them up; this is your base roll.

b. Add to this the unit’s attack value. :

c. Modify the result using revealed objectives in play that affect this result.

d. The total Tesult is uour strike result.

. Find the pbjective’s defense‘result by modifying its defense valde (grinted.in the objective’s
lower right corner) ysing any revealed objectives in play that affect the defense value.

. Ifthe strike result beats or ties the EleECt!VE! s defense valug, the DtleCtI\!E is destrnged
discard the:objective. ;

If a player’s destroyed DhJEEtIVE is not that player’s Iast uhjectlve in play, he or she can
immediateld move units fram his or her reserves into his or her home zone. These moved
units can have total build stars up to the number of build stars of the destroyed objective.

. If the strike fails and'the objective attacked is a combat card, its player discardsit and = , 2 e SR : )
replaces it (face davin) with the card from the top of his or her deck. i (L N L LT TR e their benes:

. Repeat steps 14 for each ather unit you have chosen to strike the objective until either all
of them have failed a strike orithe objective is destroyed.

Choose up to 5 build stars of your units
and move them into adjacent zanes.

Choose up to 5 build stars of your units

Action COMBAT | g attack an opponent's units.

Choose up to § build stars of your units
STRIKE | in your opponent’s home zone to attack
one of his or her objectives.

; )] Ability warks on units with matching icons on their bases,
If a player at any time; has fio ElbjECtIVE!S in.play; he or she is eliminated from the'game. | but also grants a persistent special ability:

FIEI_.]lI'Ig Wlth TWD EEmE FBEkS i Reduce damage dealt to this unit by 1.
If you and your opponent have only a Game Pack each, you can still play the game. : : e
In this case, play with all the units you get from your Pack, but you each put into play Yourmiay Use this ahiity insteat of taking an actionithis
only one objective (instead of three). Use the remaining cards for your starting hand . turn. If this unit occupies your opponent’s home zone,
of three cards and your deck. y put up to €9 €Y of units from your reserves into your

2 : opponent’s home zone.

+1 damage against &9 €YY &Y or €9 &S &9 &Y Y units.

SLAVE | Trooper
If this unit destroys a unit that has the same or more build
Armaor ; :
POWER MATCH ICONS stars, flip its base and use the values printed there. This
Carrier unit begins the game with the @ icon showing.

Turbolaser
Ability works on a variety of units—the card will tell you
Ueteran which ones.

Force (@3 WILD ICONS

8l o e g
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