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mn IMPORTANT! READY AND EXHALSTED
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WA " Cards can be either ready (upright) or exhausted (sideways). Whenever
a card is played, it begins ready. When an ability or rule reguires
you to exhaust a card, turn it sideways. A exhausted card cannot be
= exhausted again.

DESTINY
DICE AND CARD GAME

In Star Wars: Destiny, you and your opponent take control of your ¢ :
favorite Star Wars characters and battle each other for the fate of the l Kt oo
galaxy. During the game, characters use lightsabers, blasters, and more o oA
in the form of dice. These powerful heroes and villains fight until only one '_

team is left standing. j
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This rulesheet will teach you how to play the game. You can also find
a tutorial video and an example of play at FantasyFlightGames.com/

SWDestiny.

Each player brings their own deck to the game. This starter set includes 3 Sort the various game tokens (damage, shields, and resources) into
one deck that should be played against another starter. Both you and piles near the play area. Then gain 2 resources and place them in front
your opponent follow these steps to set up the game: of you.

1 Find your character cards and place them in front of you, along with
their dice. When using this starter, your characters are Kylo Ren and First
Order Stormtrooper and you have 2 Kylo dice and 1 Stormtrooper die.
(If your opponent has the Rey starter set, they will use Rey with 2 dice
and Finn with 1 die). Set aside the rest of your dice for later.

DAMAGE SHIELDS RESOURCES

4 Roll your character dice and add up the values (the white numbers)
rolled. If there is a tie, roll again. The player with the highest total
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 removes their
battlefield from the game and gives 2 shields to their characters,

et ,=__~| = distributed as they wish. After rolling, place all character dice on their

—_— . matching cards.

CHARACTERS
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2 Set your battlefield card (the Frozen Wastes) and your reference card
aside faceup. Then shuffle your remaining 20 cards to form your deck.
Draw 5 cards from your deck to form your hand. If you do not like any
of these cards, you may shuffle any number of them back into your
deck, and then redraw until you have 5 cards in hand.

TOTAL VALUE: 2
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TOTAL VALUE: 2
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< ey Example: In the image above, the Rey and Finn player rolled the highest total
e value (3 compared to 2). They choose which battlefield to use during the game.
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GAMEPLAY ACTIONS "N

In Star Wars: Destiny, you and your opponent alternate taking turns. The
player who controls the battlefield takes the first turn. During your turn, FI.AY A [:AR[I FR[IM Y[II.IR HANI]

YO Ay tafke 0"7 action. ﬁlmOSt 'Tl‘_'ewg.ﬁ"g you can do in the game is There are three types of cards you can play: events, upgrades, and
AlACtM, O] ISING CArs 4o Folling sice. supports. The card type is listed above the card's ability. To play a card,
The different actions are listed below and described in detail later: spend resources equal to its cost.

w Play a card from your hand

w Activate a character or support
= Resolve your dice

w Discard a card to reroll your dice g
w Use a card action . - -
w Claim the battlefield P

If you do not want to take an action, you may pass. When both players
pass consecutively, there is an upkeep phase to prepare for the next — o
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EVENT UPGRADE SUPPORT
UPKEEP PHASE (WITH DIE) (WITH DIE
During the upkeep phase, you and your opponent do the following: = Playing an Event: Follow the card’s instructions and then discard it
1 Ready your exhausted cards. Return all dice in your dice pool to their to your discard pile. The discard pile is a faceup pile near your deck

matching cards. where you place your discarded cards.

« Playing an Upgrade: Attach the card to one of your characters by

2 Gain 2 resources. e
placing it below that character. Upgrades have repeatable effects

3 Discard any number of cards from your hand. Then redraw until you and stay in play. Most upgrades come with an extra die, and, like
have 5 cards in hand. characters, have the six sides of their die referenced on the left
: . : . side of the card. When you play an upgrade that has a die, take the
Then you alternate taking turns again, starting with the player who matching die from your set-aside dice and place it on the character.
controls the battlefield. Continue taking turns and performing upkeep
phases until a player has won the gamel A character cannot have more than three upgrades. When you play
an upgrade, you can choose to replace an upgrade that is already
W|NN|NE THE EAME attached to that character. To do so, you only spend resources equal
to the difference in cost between the two upgrades. Discard the
There are two ways to win the game: upgrade you are replacing.
« Defeat all of your opponent’s characters. « Playing a Support: Place the card on the table in front of you,

next to your characters (but not attached to them). Supports have
repeatable effects and stay in play. Some supports also have a

die that comes with them; take the matching die and place it on
that card.

w [f your opponent has no cards in their hand and deck at the end of a
round (after the upkeep phase), they lose and you win. If both players
would win this way, the player who controls the battlefield wins.

IMPORTANT! COLORS AND SPOTTING IMPORTANT! RESOURCES & COSTS
T F F oy ¥ vl Ty F §F fnnmnne f r i

Each card belongs to one of four colors, as C You must spend resources equal to the
seen on the card. - cost of a card in order to play it. The cost
: g is marked at the top left of each card. You
% Blue: Blue represents the Force, =! gain two resources each upkeep phase and
. An- can gain additional resources by rolling the
9 Rege i represents Commanc: resource symbol on your dice.

# Yellow: Yellow represents Rogue.
CHITH ”
# Gray: Gray represents everything else. n [ i SR
To use some cards, you must spot a = '0‘ 'Q‘ ’01
character of a specific color. This means hhd hd Lhd
that you must have at least one of those
characters in play.
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ACTIONS (CONTINLED)

ACTIVATE A CHARACTER OR SUPPORT

Activating a character or support is how you roll its dice. To activate a
character or support, it must be ready. Exhaust that card and roll all of
its dice. Put these dice in front of your characters. These dice are now in
your dice pool and can be used on a future turn [see “Resolve Your Dice”
below). Characters always roll their character dice and their upgrade
dice when activated. Supports only roll their own die into the dice pool
when activated.
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RESOLVE YOUR DICE

This action is how you use the dice in your dice pool. You may resolve any
number of dice in your pool that have the same symbol, one at a time.
After you resolve a die, it returns to the card that it came from.

Example: You rolled dice showing melee damage (X) and ranged damage
(). For your next action you can resolve any number of the dice showing
melee damage or any number of the dice showing ranged damage, but
not both. Each different symbol requires its own action.

Each die symbol has a different effect. These effects are described below.
The side of a die usually has a value (the white number) above its symbol
that tells you how powerful it is. For example, 2 X means you can deal 2
damage to a character, and 2 & means you can give a character 2 shields.

DIE SYMBOLS

9 Melee Damage: Deal that much damage to any character.

o Ranged Damage: Deal that much damage to any character.

Shield: Give any character that many shields (place shield tokens on
it). A character cannot have more than 3 shields.

@ Resource: Gain that many resources.
@ Disrupt: Your opponent loses that many resources.

Discard: Discard that many random cards from your
opponent’s hand,

@ Focus: Turn that many other dice in your pool to the side(s) of
your choice.

Special: Trigger the special ability marked by a ® on that
die's card. Specials never have a value.

° Blank: No effect. Blanks never have a value.

MODIFIERS AND RESOURCE COSTS
4

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

Example: You roll a +2 « symbol. You also roll a 1 € symbol, so you can
resolve the +2 € along with the 14 for 3 ranged damage dealt to any

one character. If you had not rolled the 1, you could not have resolved
the +2 « die.

Some die sides have a small resource icon (&) in a yellow box.
To resolve the symbol on that side, you must first pay that
many resources.

Example: You roll a 3 X symbol that also has a small 1% at
the bottom. In order to deal 3 damage, you must spend | resource.

DAMAGE, SHIELDS, AND DEFEATED CHARACTERS

Damage from a die, or a die resolved with modifiers, must be dealt
to a single character. When a character is dealt
damage, track that damage using damage tokens.
(Damage tokens come in quantities of 15 and 3s))
If the character has any shields, block 1 damage
for each shield on the character. After a shield
blocks damage, remove the shield token from the
character.

When a character has damage on it equal to its
health, it is defeated. Remove all of its dice from il
the game (both its character dice and its upgrades), &
discard all upgrades attached to it, and remove the -
character card from the game. The character can no
longer be activated, be the target of effects, or be
spotted to play cards.

DISCARD A CARD TO REROLL YOUR DICE

Discard a card of your choice from your hand to reroll one or more dice in

HEALTH

your pool. You must choose all the dice you want to reroll before rerolling.

LISE A CARD ACTION

Some support, upgrade, and character 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.

CLAIM THE BATTLEFIELD

Only one player can claim the battlefield each round. When you claim
the battlefield, you may immediately use its “Claim™ ability. If you did not
control it, take control of it by moving it next to your deck.

For the rest of this round, you automatically pass all of your future
actions. Your opponent continues taking actions until they pass, but they
cannot claim the battlefield this round.

IMPORTANT! PASSING

If you do not want to take an action, you may pass. You do
nothing, but retain the option to take an action after your
opponent. After both players pass consecutively, proceed to the
upkeep phase,

GAME TERMS

There are a few important game terms that appear on cards. After
reading this section, you'll be ready to play your first game! You can find
more game terms and frequently asked questions in the rules reference
document on our website.

w After... Use these abilities after something finishes occurring.
w Before... Use these abilities immediately before something occurs.

« Unblockable. Whenever damage is “unblockable” it cannot be blocked
by shields (and thus does not remove any shields).

w Unigue. Unique cards have an asterisk (+) next to their title. You
cannot have more than one copy of a unique card in play at a time.

w Remove. When a die is removed, it is returned to the character or
support card it came from without being resolved. You can only
remove dice that are in a player’s dice pool.

KEYWORDS

Keywords are shorthand for abilities that appear on multiple cards.
Follow these rules when using those cards:

= Guardian. Before one of your characters with Guardian activates, you
may deal it damage equal to the value of a die showing damage (X or
<) in your opponent’s pool. Then remove that die showing damage.

w Redeploy. This keyword only appears on upgrades. After the attached
character is defeated, you may immediately move this upgrade to any
of your other characters. The upgrade die moves to the new character
card, even if it was in your dice pool.

w Ambush. After playing a card with Ambush, you may immediately
take one additional action.

SUBTYPES

Some cards have subtypes listed above the card’s ability, such as
“Vehicle” or “Weapon.” Subtypes have no inherent rules associated with
them, but other cards (such as Finn) may reference them.
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CUSTOMIZATION

Although this starter deck provides a fun experience, the game becomes
more exciting if you customize your deck using other cards and dice (sold
separately). Customizing allows you to choose your favorite characters,
upgrades, events, supports, and battlefield. Then you can test this
combination of dice and cards against any opponent!

When customizing, each player needs a team of characters, a 30-card
deck, 1 battlefield, and all dice corresponding to the chosen cards.

BUILDING YOUR TEAM

You can choose up to 30 points of characters

for your team. A character’s point value is in the
lower left corner of the card. To the right of this
number is a box that reads “Hero" or *Villain.” You
must select either all hero characters or all villain
characters; you cannot mix the two.

You can have characters of the same color or
different colors on your team.

CHRICTER
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You can select only ane copy of each unique (+)
character, but any number of copies of non-unique
characters. Non-unigue characters always use one T 1
die. Unigue characters have two different point '
values, separated by a backslash (/). You may
choose either the smaller point value to use one of
that character’s dice, or the larger value to use two
of that character’s dice.

BUILDING YOUR DECK

The starter deck in this box has 20 cards, but a standard deck s exactly
30 cards. You can choose any cards to place in your deck with the
following restrictions:

npponent's kand and deal damage
| e thart dharacter equal i the ceat of
[ i o o fust ket ok
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w You cannot include more than two copies of the same card.

w Each card is hero, villain, or neutral, as shown on the bottom of the
card. If you selected hero characters, you cannot have villain cards in
your deck, and vice versa. Neutral cards can be included in any deck.

w= Blue, Red, and Yellow cards can only be included if you have a
character on your team of the matching color. Gray cards can be
included in any deck.

« Your deck can contain events, upgrades, and support cards. Character
cards and battlefields cannot be placed in your deck and do not count
toward your 30 card limit.

SELECTING A BATTLEFIELD

In addition to characters and a deck, you select 1 battlefield. Each player
brings a battlefield to the game, and one of the players’ battlefields will
be used for each game.

@ & ™ Lucasfilm Ltd, Fantasy Flight Games and the FFG logo
are ® of Fantasy Flight Games, Inc. Fantasy Flight Supply is
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a TM of Fantasy Flight Games, Inc. Fantasy Flight Games is PURCHASE
located at 1995 West County Road B2, Roseville, MN 55113, Star Ware: Desti

USA, 651-635-1905. Actual components may vary from S'\‘:;DME. sty

those shown. Made in China. NOT INTENDED FOR USE BY
PERSONS AGES 9 YEARS OR YOUNGER.

FantasyFlightGames.com/SWDestiny
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