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The Star Wars universe is filled with legendary duels
classic battles and one-on-one showdowns

can recreate those duels, relive classic moments and

EVEN Credte your OWn SCEnarias not Seen m any movie




OBJECT
Each player controls one main charscter and 1 or 2 minor characters. The object of the
game is to attack and eliminate your opponent’s main character,

CONTENTS

4 Battle Scenes (2 Gameboards double-sided) = 378 Cards = 28 Wound Markers
« 31 Character Pawns = 12 Character Charts » 1 Die » Label Shest

ASSEMBLY

» Tear the plastic bag into strips by pulling along the perforations. Then take the strips,
and open each compartment. Remove the pawns and die from the compartments and
discard the plastic waste.

» Take the box buildup from inside the box (it is lying upside down) and gently pop open
the slots. Feturn it right-side up to the box and use it to hold the card decks.

= Carefully remove the gameboards, character charts, and wound markers from the
cardboard parts sheets. Discard the cardbosrd wasta,

« Aermove the B Ouick Guide cards from the card decks and set them within reach of all
players. Then separate the remaining cards inta 12 decks according to the picturels]
on the back.

= Apply the labels [from the label sheet to the die.
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THE FIRST TIME YOU PLAY
If you &re playing for the first time, we recommend beginning with & 2 player game.
Salect Obi-\Wan Kenobi versus Count Dooku on the Geonosis™ Arena gameboard,

CHOOSE SIDES
Each player chooses a side. One will play to uphold good while the ather plays
to spread evil,

Each player then looks through the character charts and selects one main character.
Main charactars are shown on the top half of the character chart; minor characters are|
shown on the battom half. If you decide to follow the good side, choose from: Yoda™,
Obi-Wan Kenobi™., Mace Windu™, Luke Skywalker™, Anakin Skywalker™, or Han
Sola™. If it is the dark side you seek, choose from: Darth Vader™, Darth Maul™,
Boba Fett™, Jango Fett™, Emperor Palpatine™, or Count Dooku™. Take your selected
character's chart, pawn, minor charecter pawnis) and deck of cards. NOTE: Your main
character card deck always includes cards for your minor characterls). (For example, o
you selected Count Dooku, take the Count Dooku character chart, pawn, 2 Super Battlz
Droid pawns, and the deck of Count Dooku cards, which includes cards for your Super
Battle Droids.)

[ !
IMPORTANT: Some minor characters have a number next to their picture on the
character chart. This is because more than one of these characters can be in play
at the same time. Choose the character pawn thet has the seme amount of notches
on its base as the nu indicated on the chart. This will help you keep track of your
pewn during battla.
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SHUFFLE THE ﬁmn os
Each player shuffles hisher deck of cards and places it facedown within reach. This will
be your draw pile. Leave room for a discard pile next to your draw pile.
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SET UP THE BOARD & CHARACTER CHARTS

» There are four battle scenes to choose from. Choose one and place that gameboard
between the players

» Each player places his‘her main character on the space with its name.

s Now, in turn, roll the die. The player with the highest roll places his/her minor
character(s), followed clockwise by the other player(s). The first player to place is also
the first to play. Play passes to the left.

» Place your mingr character(s) on any space adjacent (a space to the front, back, either
side, or diagonall to your main character. NOTE: Two characters cannot occupy the
same Space. f

 Take a wound marker for each character [main and minor] you control and
set them on the blue circle (on the character chart] for each character.
These will be used to keep track of damage done to your characters.

) * Draw the top four cards from your card deck. Look at them. You are now
wouno ready to begin. [

MARKER [

1
@ PLAYER RULES
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WHAT TO DO OMN A TURN
Begin your turn by rolling the die and moving your cheracter(s). You then get 2 actions
[sea Actions bejow). Once your actions are completed, your turn ends.

MOVING

The die tells you whether one or gll of your characters can move, and how far.

» You can move forward, backward and side-to-side. You cannot move diagonally.

» If you roll just @ number, you maove only ane of YOUR characters. You choose which ane.

» |f you roll an TALL" and & number, you may maove one or maore of YOUR characters, in
any order you choose. Each cheracter may move up to the number shown on the die

* You Itlm not need to move the full emount shown on the die and may choose nat ta move
at all. |

® You may chonse to move some of your characters further than others. However, you
cannat move gy more than the number shown on the die.

» ‘You cannot move onto or through fallen pillars, starships, water or mist

® You cannat move through enemy characters. However, you can move through friendly
characters (those on your team] provided you do not end & character's move on the
§aME Spece &5 another character.

Vi

MOVING INTO ATTACK POSITION

In order to attack-another character, your cheracter must be in attack position,
Characters may attack if they are on a space adjsdent to an enemy character. This
means they must|be oh an adjacent space in front of, in back of, to either side of,
pr diaganal.

Bome characters, thoge with an image of a blaster next to their picture on their
character chart, may also attack from a distancel Characters that can attack from a
distance may do so from any distance, provided you can draw a straight line forward
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backward, sideways, or on the diagonal to the character you want to attack. This line
cannot pass through any space with an obstacle [such as fallen pillars, or the starship)
or another character on it. You can shoot over the water on the Kamino™ Platform
and the blua mist in|the Emperor's Throne Room.

Clone Trooper 1 can attack Count
Dooku because an unobstructed
straight line on the diagonal|can
be drawn between the two.

Clone Trooper 1 can also attack
Super Battle Droid 1 because

it can shoot over the blue mist.

Clane Trooper 1 cannot attack any
opponent because Super Battle
Droid 1 is behind an obstache,
Super Battle Droid 2 is not in @
straight line in front of Clong
Trooper 1, and Count Dookl |8 not
in a straight line on the diagonal.

ACTIONS
There are 3 types|of actions in the game: Orawing a Card is one action, Playing a Card
is one action and Healing a Character is one action. On your turn you must choose 2
actions. For example, you may choose two of the same action, such as drawing 2 cards.
Or you may choose to do any combination of two, such as draw a cerd and play a card,
NOTE: You may look at a card you just drew before deciding what will be your second action,

ODRAWING A CARD
Draw a card from your card deck. You cannot have more than 10 cards in your hand at
one time. If you already have 10 cards in hand, you may still perform this action. First
discard a card faceup to your discard pile and then draw a card.

If you go through your draw pile once, reshuffle youn discards to form a new draw pile. If
gither player goes through his/her draw pile a secand time, the garme is over. The player
whose main character has the least amount of démage wins. In rare cases, both players
may have the same amount of damage. If this happens. the players tie and good and evil
go an to fight again another day!

PLAYING A CARD
Thare are 3 types of cerds: Combat cards, Power Combat cards and Special cards

Combat cards have an attack and defanse value on them and are
used to attack other characters and defend yourself against
attacks. The picture indicates the character the card pertains to,

To etteck with & Combet card, name the character that is attacking
and the enemy character being attacked. [Be sure to specify which
character is attacking, as more than one of your characters may be
in attack position.) Then play & Combat card facedown in front of
you. REMEMBER: You must|be in attack position in order to attack

Your opponent then has the option of defending. To defend, play a
Combat or Power Combat card (see Power Combat cards below]
rmatching the character being attacked, faceup in|front of you. For example, if & Super
Battle Oroid is baing attacked, the player can only defend with a Super Battle Droid
Combat card. NOTE: The defending player does not have to defend [play a card), even if
he/she has a defending Combat or Power Combat card in his/her hand

The attacking player now turms over hisfer card. If the attacker's attack value is higher
than the defender’s defense value, the defending character must take the difference in
damage. Move the defending character's wound marker that many numbers toward the
red circle on the damage track. If the defense velue is equal to or higher than the attack
value, the defending character has successfully blocked the attack and no damage is
done. Both characters then discard their played cards, faceup, to their own discard piles

Examnple: Count Oooku attacks Obi-Wan Kenobi by playing 8 Count Dooku Combat

card facedown. Obi-\Wan defends with an Obi-Wan Combat card faceup. Count Dooku's
card is turned fageup to reveal an attack value of 5. Obi-Wan's defense value is
unfortunately only @ 3. Since 5 - 3 = 2, Obi-Wan must take 2 points of damage. The
defending player moves Obi-Wan's wound marker € spaces closer to the red circle on
Dbi-Wan's damage track

|n another battle Count Dooku attacks Obi-Wan Kenobi by playing 8 Combat card
facedown. Obi-Wan defends with an Obi-Wan Kenobi Combat card faceup. Count Dooku's
card is turned faceup to reveal an attack value of 3. Obi-Wan's defense value is 4

Bince Obi-Wan's defense value is greater than Count Dooky's attack value, Obi-Wan

has blocked the attack. No damage is done.
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Power Combat cards are played the same way Combat cards
are, but they carry with them a few twists. Not all Power
Cormbat cards hawve both an attack and a defense value but
these cards do allow you to do additional things. Power

| N Combat cards are played just like Combat cards. After damage
s resolved the additional effects come into play. Effects from
the attacker's card are resolved before the defender’s.

Oibi-Wan Ko™
JEDI™ ATTACK

Abar ataciing, you ey o Special cards aliow you to do special

things. Some allow more mavemernit, .
cause damage, the drawing of cards, E
or & peek at what your opponent’s cards :
are. Some Special cards do not even count as an action, allowing A B
you to play more than 2 cards in a twrn! Special cards are played 'l

* In addition to treding in defeated minor characten cards to heal main characters,
players may alsp trade in defeated main characten cards to heal wounded minor
characters.

* Players on the same team may discuss strategy but they may not look at each other's
cards or tell each other which cards are in their hands

+ If a player rolls gn “4LL," he/she may move one o more of hisher characters, not
other team players' characters.

"X!-li Player Free-For-All

The rules for this version are the same as the 2 Player game with the following

exceptions:

 Players may choose any main character they want to fight with, light side or dark side.
Mote: It does not matter where players sit,

# As soon 8s & pleyer's main character is destroyed, that player is eliminated. Rermove
that player's main and minor character from the gameboard.

* The game is over when one main character is left on the gameboard. The player
controlling that cheracter wins.

faceup and resolved immediately. After playing a Special card and D0k ot

resolving it, the card is discarded faceup to your discard pile. A "*-"

Special cards are played anytime on your turn after your die roll o Y

and character(s] movernent [if anyl. B S
/HEALING A CHARACTER

Ifl all of your main character's minor character(s] have been destroyed and you have or
draw any of their-dards, you can use an action to discard these cards and heal damage
oh your main character. |t takes 1 action to discard a defeated minor character's card
and heal 1 point of damage. Place the card in your discard pile and maove your main
character's wound marker 1 spece back toward the blue circle on the track. NOTE: If a
character has been destroyed, you cannot heal him/her. This option can only be used for
characters still in play.
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WHEN CHARACTERS ARE DESTROYED

A character is destroyed if it takes more damage than it has wound points available. In
other words, when the wound marker is moved beyond the last number on that
character's damage track, onto the red circle, the character is destroyed. Remaove this
character’s pawn from the gameboard,

¥

WINNING
You win the game when you destroy your opponent's main character.

“'KI:IAME VARIATIONS
4 and 6 Player Team Game
The rules for this version are the same as the 2 Player game with the following
exceptions:
= Diide the players inte 2 teams of 2 or 3. When sitting down to play, alternate team
members around the table.
* Each player controls his/her own main and minor characters.
 The game is over whan all main characters on one team are destroyed, not just one

* Players are not out of the game when their main character is destroyed (provided their
partners’ main charaoters are still in play). The player with the destroyed main
character may continue to fight with minor characters.

2-6 Player Free-For-All (Random Draw])

The only difference-between this version from the| standard Free-for-All garme is that
players place all12 character cherts facedown and pick the main character they will
control randomiy.

Master Play (2 or 4 Players]

The rules for this version are the same as the 2 Player game with the following exceptions:
* Each player controls 2 main characters and their corresponding minor characters. The
characters can be chosen by the players or diawn at random. You can play light side

versus dark side, or mix it up.

* Each player starts with 2 cards from each of the main character's card decks.

* 'fou still only get two actions per turn, but if you choose to draw a card you must
decide which card deck to draw from. [

* You have only|one hand of cards so your opponent can tell which deck you've drawn
from by the card backs

* |f you roll an “ALL" you may move both of your| groups of characters.

* If you are playing a 4 player game, play in teams of 2. When sitting down to play,
glternate team members around the table. The game is over when buﬂ:l‘_ M&in
characters of one player are destroyed. The opposite team wins immediataly.

* For team play, players on the seme team may discuss strategy but they may not look
at each other's-cards or tell each other which cards are in their hands.

Special card rules for Master Play

# Some cards say, "Pigk a card at random from any player.” In these cases, the player
playing the card will be able to choose from either group because he/she will be seeing
the backs of the cards.

* ‘When playing the Emperor's “Future Foreseen” card, you may only look through the
Emperor's draw pila.



We will be happy to hear your questions or comments about this game.
Write to:

Hasbro Games, Consumer Affairs Dept., PO, Box 200, Pawtucket, Rl 02862.
Tel: 888-836-7025 (toll frea).

Canadian consumers please write to:
Hasbro Canada, PO. Box 267, Station A, Longueuil, Quebec J4H 3X86.
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