Rules

Can be found at https://x2po.org/standard

Basically, the last FFG Rules Reference + no half points regen and
deficit scoring with first half points on an enemy ship

Squad building

Build up to 200 points using https:/xwing-legacy.com

Deficit

Once a player has scored at least half points on at least one enemy
ship, they also score the difference between 200 and the points
cost of their opponent’s squad.

Player Order

Maintained for the duration of the game

e  |owest squad points = Chooses first player

e |f players are tied for squad point total, one player calls either
“hits” (3 or 3¢, or “misses” (blank or @&@). Then the other
player rolls one attack die. If the player chose the set of
results that matches the die, that player chooses which
player is the first player; otherwise the other player chooses

Bans
Nothing

Half Points

No regen cheese

Each player receives half the total squad point value (including
upgrade cards), rounded up, of each enemy ship whose health
(combined total hull and shields, including any modifications to hull
or shields via cards such as Hull Upgrade or Shield Upgrade) had
been reduced to half or below at any point during the game.

Errata
FFG 1.3.1 + X2P0 CARDS ERRATA REFERENCE
X2P0 ERRATA REFERENCE

Scenarios

Dogfight

But there are plenty of scenarios and more in the additional mode
called Wild Space.

Standard Loadout Cards (SL)

SL is costed for Epic and Wild Space
LSL (Left Side Legal) is costed for Standard. LSL is left side
of the SL card with pilot and can be customized with upgrades.
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Rules
Can be found at https://www.atomicmassgames.com/xwing-docs/

Squad building
Build up to 20 points

Deficit
At the start of the game, each player earns mission points equal
to their opponent’s deficit.

Player Order

Determined Each Round = R.0.A.D. (Random Order
After Dials)

e After planning phase & before system phase:

e Each player rolls three attack dice

o & > & > ¥ > [Blankl

Bans
Delta-7b (€®) + current bans and restrictions list

Half Points

Dependent on scenario in play

Errata
AMG ERRATA REFERENCE

Scenarios
4 AMG Scenarios

Standard Loadout Cards (SL)

SL is allowed in Standard, if not Resticted or Baned




Ship overlap
Skip perform action step
Can still perform actions granted from other game effects

Range Zero Attacks

e  Cannot perform primary attack unless an ability grants it, or
weapon range is stated as “0-"
Range bonus applied if attack is granted (‘range 0-1" pg.16
R.R.v1.32)

Tractor
Can cause the ship to move through or overlap an obstacle.

lonized

e No dial is assigned or revealed (no “Reveal Dial” triggers)
Blue [1 *1 maneuver
After ion maneuver, pilot may only perform <& action
After ion maneuver all ion tokens are removed

Obstacles
Suffer effects of moving through or overlapping with
each occurrence, each round.

Asteroid:

e Range 0 = cannot perform attacks

e Roll one attack die, suffer any 3 or 3% result
e  Skip perform action step

Debris Cloud:
e Range 0 = can perform attacks
e (3ain one stress token

e Roll one attack die. On a 3% result, suffer one 3

Gas Cloud:

e Range 0 = can perform attacks

e Roall one attack die. On a H or & result, gain one strain
token

e  Skip perform action step
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Ship overlap

If Friendly:

e Skip perform action step

¢ Roll one attack die. On a Y or 3% result, suffer one Y

If Enemy:
e You may perform a & or 4@p action from your action bar,
treating that action as red

Range Zero Attacks

Attacker:

e Can perform primary attack

e No range bonus applied

e Dice cannat be modified (by any upgrade or game effect)

Defender:
e Attacker cannot modify defense dice
e  Defender can modify attack dice

Tractor
Cannot cause the ship to move through or overlap an obstacle.

lonized

e Dial is assigned, dial is revealed

e Blue [1 11, [1 71, [1 %] maneuver with the same direction
shown on its dial. [1 m] = [1 %] ion maneuver.
Cannot acquire or maintain locks (can still be locked)
After ion maneuver, pilot may only perform <@ action
After ion maneuver all ion tokens are removed

Obstacles

Suffer effects of moving through or overlapping, in
the next round. You do NOT suffer the effects in the
next round for another overlap during your next
maneuver, unless you remain at range O or your ship
moves through or overlaps a different obstacle

Asteroid:

e Range 0 = cannot perform attacks

¢  Roll one attack die, suffer any 3 or 3% result

e Suffer one Y. Roll one attack die. On a ¥ or 3% result,
suffer one additional ¥
Skip perform action step

Debris Cloud:

e Range 0 = cannot perform attacks

e (5ain one stress token

¢ Roll one attack die. Suffer any ¥ or 3% result
e Skip perform action step

Gas Cloud:

e Range 0 = cannot perform attacks, cannot acquire locks
and cannot be locked
Gain one strain token
Break all locks to and from your ship
Roll one attack die. On a Y gain one lon token, on a & gain
three ion tokens
Skip perform action step




Pilot Cards

Most of the cards in this list are the exact original cards found

in the expansions, unless stated otherwise.

Original Apaprive AiLerons on all TIE/sk Stikers and TIE Reapers

4

While you perform an attack, i you have 1 or
fewer damage cards, you may roll 1 additional
attack die.

Apapmive Auerons: Before you revesl
your dial, if you are not stressed, you
must execute a white [1 %], [1 1], or [1 7]
maneuver.

Q TIE/SK STRIKER

P o - b

*4VIZIERY
After you fully execute a speed 1 maneuver
using your ApaeTive AiLErons ship ability,
you may perform a < action. If you do
skip your Perform Action step
AoapTive Aerons: Before you reveal
your dial, if you are not stressed, you
must execute a white (1%, (1 1],
or [1 7] maneuver.

Alter you fully execute a maneuver, if there

Pilot Cards

All cards in this list were erratered a
way.

4

While you perform an attack, if you have 1 or
fewer damage cards, you may roll 1 additional
die.

Apapmive AiLerons: Before you reveal

your dial, if you are not stressed, you
must boost.

Q- TIE/SK STRIKER

* ANAKIN SKYWALKER

Hero of the Republic
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nd never printed in official

«“VIZIER"

Ruthless Tactician

After you move using your
ConrroLLen Aierons ship ability, you may
perform a ¢ action. If you do, skip your
Perform Action step.
ConrroLLeD AlLerons: Before you reveal
your dial, if you are not stressed, you
may boost.

is an enemy ship in your ® at range 0-1 or
in your (1), you may spend 1 43 to remove
1 stress token.
Fine-runen Controws: After you fully execute
amaneuver, you may spend 1 43 to perform

After you fully execute a maneuver, if there

is an enemy ship in your ® at range 0-1 or

in your ®, you may spend 1 € to remove
1 stress token.

Fine-Tuneo Conrots: After you fully execute

DELTA-7 NETHERSFRI

YYou can perform primary attacks at
range

1 VR )
2 4

VT-49 DEGIMATOR

*ARVEL CRYNYD

Green Leader

You can perform primary attacks at range O.

If you would fail a «f» action by overlapping
another ship, resolve it as though you were
partially executing a maneuver instead.

Vecroren TrausTers: After you perform an
action, you may perform a red <+ action.

RZ-1 A-WING

a b or < action
o Vi@
3 3 1 3

DELTAT AETHERSFRITE

o orm

8 maneuer, ou may sperd & to perform

a o <9, action.

g 33 3

TSR E )y —

o B\ SN

3 «CAPTAIN OICUNN

While you perform an attack at attack
range O, treat it as an attack at attack
range 1

{ iH
012 4

VT-49 DEEIMATOR

IFyou would fail a +d» action by overlapping
another ship, you may resolve it as though you
were partially executing a maneuer instead.
While you perform an attack at attack range 0,
treat it as an attack at attack range 1
Vecrorep THRUSTERS: After you perform
an action, you may perform a red
+f action

RZ-1 AWING




Pilot Cards
Original DBS-404 ability

fou can perform primary

ge 0. While you perform an attack

at attack range 0-1. you must roll

1 additional die. After the attack its

suffer 1 3¢ damage.

Nemworkeo CaLcuLanions: While you
defend or perform an attack. you n‘ar
spend 1 calculate token from a friendly

ship at range 01 to change 1 &

result to an <Y or ¥ result.

Errata on original Commanpant Goran ability - added
‘revealed"”

¢ COMMANDANT GORAN

After a friendly ship at range 0-3 with
a lower initiative than yours partially
executes arevealed maneuver, it may
perform a red & action

AutomHrusTers: After you perform an
action, you may perform a red <9« or
red +}+ action.

3 13

TIEM INTERCEPTOR

Upgrade Cards

Most of the cards in this list are the exact original cards found
in the expansions, unless stated otherwise.

Original Buzz Droip Swarm [@®)] stat line

After an enemy ship moves through or overlaps you,
relocate to its front or rear guides (you are at range
0 of this ship). You cannot overlap an object this
way. If you cannot be placed at either set of guides,
you and that ship each suffer 1 3 damage

EneagemeENT PHAse: AL your initiative, each enemy
ship at range O suffers 1 3& damage

RemoTe

[
|

DEDICATED

While anather friendly ship in your
® or @ at range 0-2 defends, if it is
limitad or has the DepicaTeD upgrade
and you are not strained, you may gain
1 strain token. If you do, the defender

rerolls 1 of their blank results

Pilot Cards

+DBS-404
Not Found

While you perform an attack at attack
range 1, you must roll 1 additional
die. After the attack hits, suffer 1 3
damage.
Networked Calculations: While you
defend or perform an attack, you may
spend 1 calculate token from a friendly
ship at range 0-1 to change 1 @ result
to an <Y or ¥ resul.

2 5

HYENA'GLASS DROID BOMEER

4 ¢ COMMANDANT GORAN

Si

At the start of the Engagement Phase, choose a

friendly ship at range 0-3 with a lower iitiative

than yours. The chosen ship gains 1 evade token
and removes 1 non-stress red token

AurHoTHRusTERS: Afer you perform an action,
you may perform a red <9 or red < action

Upgrade Cards
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All cards in this list were erratered and never printed in official

way.

After an enemy ship moves through or overlaps you,
relocate to its front or rear guides (you are at range
0 of this ship). You cannot overlap an object this
way. If you cannot be placed at either set of guides,
you and that ship each suffer 1 3% damage.

ENGAGEMENT PHASE: At your initiative, each enemy
ship at range O suffers 1 ¥ damage

4 y
DEDICATED

While another friendly ship in your
® or @ at range 0-2 defends, if it is
limited or has the DEDICATED upgrade
and you are not strained, you may gain
1 strain token. If you do, the defender

rerolls 1 of their blank results.
REPUBLIC, CLONE
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Upgrade Cards

Upgrade Cards

Original StrRuTs (€91 wording

You ignore abstacles at range 0 and while
you move through them. After you reveal
your dial, if you reveal @ maneuver other

thana [2 t] and are at range 0 of an
asteroid or debris cloud, skip your Execute
Maneuver step and remove 1 stress token;
if you revealed a right or lefc maneuver,
rotate your ship 80° in that direction. After
you execute a maneuver, flip this card.

LANDING STRUTS (OPEN)

You ignore obstacles at range 0 and while 1

you move through them. After you reveal
your dial, if you reveal 8 maneuver other
than & [2 1] and are at range O of an
asternid or debris cloud, skip your Execute
Maneuver step and remave 1 stress token:
if you revealed a right or left. maneuver.
rotate your ship 80° in that direction. After
you execute 8 manewver, flip this card

GRAPPLING STRUTS (CLOSED)

SeTup: Equip this side faceup.

While you execute a maneuver, if you
overlap an asteroid or debris cloud
and there are 1 or fewer other friendly
ships at range O of that obstacle, you

may flip this card. VULTURE-CLASS
DAOID FIGHTER

LANDING STRUTS (CLOSED)

SeTup: Equip this side faceup.

While you execute a maneuver, if you
overlap an asteroid or debris cloud
and there are 1 or fewer other friendly
ships at range O of that cbstacle. you

may fiip this card HYENA-CLASS DROD

«C1-10P

Serup: Equip this side faceup.

After you execute a maneuver,
you may spend 1 Bto
perform a red ¥ action, even

while stressed.

During the End Phase, if this
REPUBLIC card has 0 active @, flip it.

Original BB @] wording

RESISTANCE

After you execute a maneuver, you
must choose a ship at range 0-1.
It gains 1 jam token.

BB AETPDMEEH

Before you execute a blue
manewer, you may spend
1 @ to perform a <2
action

GRAPPLING STRUTS (OPEN)

Mou ignore obstacles at range 0. You cannot)

perform «9a actions. After you reveal your
dial, if you reveal a maneuver other than a
(241 and are at range O of an asteroid or
debris cloud, skip your Execute Maneuver
step and remove 1 stress token; if you
revealed a right or left maneuver, rotate
your ship 80° in that direction. After you
execute a maneuver, flip this card

LANDING STRUTS (DPEN)

Mou ignore obstacles at range 0. You cannot:

perform «9a actions. After you reveal your
dial, if you reveal a maneuver other than a
[21] and are at range O of an asteroid or
debris cloud, skip your Execute Maneuver
step and remove 1 stress token; if you
revealed a right or left maneuver, rotate
your ship 80° in that direction. After you
execute a maneuver, flip this card

GRAPPLING STRUTS (CLOSED)

Setup: Equip this side faceup.

After you execute a maneuver, if you
overlap an asteroid or debris cloud
and there are 1 or fewer other friendly
ships at range O of that obstacle, you
may flip this card. If you do, you do not.
suffer the effects of overlapping the

VULTURE-CLASS
asteraid or debris cloud.

DROID FIGHTER

W
LANDING STRUTS (CLOSED)

Setup: Equip this side faceup.

After you execute a maneuver, if you
overlap an asteroid or debris cloud
and there are 1 or fewer other friendly
ships at range O of that obstacle, you
may flip this card. If you do, you do not.
suffer the effects of overlapping the

HYENA-CLASS DROID
asteraid or debris cloud. BOMBER

HYENA-CLASS DROID
BOMBER

Setup: Equip this side faceup

After you fully execute a
maneuver, you may spend 1 &
to perform a red < action, even

while stressed

+C1-10P (ERRATIC)

During the End phase, if this

card has O active ®,

RESISTANCE

flip .

After you fully execute a maneuver, you
must choose a ship at range 0-1. It
gains 1 jam token.

During the System Phase,
you may spend 1 @ to
perform a «9a action.
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Upgrade Cards

Upgrade Cards
Original BB-8 1@ wording

Bef During the System Phase,
efore you execute a blue you may spend 1 & to
mangeuver, you may spend perform a «9a or <+
1 % to perform a 9. action.
or «J action.
RESISTANCE
RESISTANGE

Original ContraBanD Cysernetics [(F)] wording

Before you activate, you

Before you activate, you ! may spend 1 @. If you
may spend 1 . If you B do, until the end of the
do, until the end of the round, you can perform
round, you can perform actions and execute red
actions and execute maneuvers, even while
red maneuvers, even stressed.

while stressed.

This card's ® cannot
: L be recovered
Original FERROSPHERE PAINT [@&)] wording

FERROSPHERE PAINT
After an enemy ship locks you, if you
are not in that ship's M, that ship
gains 1 stress token

RESISTANCE

After an enemy ship locks you, if you
are not in that ship's @, that ship
gains 1 stress token unless it chooses
to break its lock.
RESISTANCE
Original Luke SkywaALKeR (&)1 wording

At the start of the
Engagement Phase, you

may spend 1 € to rotate
your @ indicator.

At the start of the
Engagement Phase, you
may spend 1 ¢ and gain
1 deplete token to rotate
your @ indicator.

Original Count Dooku (@] wording

+COuUNT DooKU

A +COUNT DoOKU

3 s | During an attack, before
Before a ship at renge 0-2 v a ship at range 0-2 ralls
rolls attack or defanse dice, if attack or defense dice, if all

all of your €3 are active, you of your ¢3¢ are active, you
may spend 1 € and name may spend 1 ¢ and name
aresult. If the roll does not. aresult. If the roll does not

contain the named result, the contain the named result,

ship must change 1 die to the ship must change 1 die

SEPARATIST that result. to that result.

SEPARATIST




Upgrade Cards

Original Zes (@] wording

*“ZEB” ORRELIOS

You can perform primary attacks at
range 0. Enemy ships at range O can
perform primary attacks against you.

Original Leia Orcana [(®] wording

After a friendly ship reveals
its dial, you may spend
1 €. If you do. the chosen |
ship reduces the difficulty |f
of that maneuver:

RESISTANCE

Errata on Ursa Wren [@] wording - updated text to work as

intended

You can maintain up to 2 locks. Each
lock must be on a different object.

After a friendly ship at range 0-3 is
locked by an enemy ship, you may
acquire a lock on an enemy ship.

Upgrade Cards

While you perform an attack at attack
range 0, you may spend focus tokens
for their default effect to modify
results. While defending at attack
range O, the attacker may spend
focus tokens for their default effect to
modify results.

After a friendly ship reveals
anon-0 =] maneuver,
you may spend 1 &3 . If
you do, the chosen ship
reduces the difficulty of
that maneuver.
RESISTANCE

You can maintain up to 2 locks. Each
lock must be on a different object.

After a friendly ship at range 0-3 is
locked by an enemy ship, you may
perform a =X action.
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