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A long time ago in a galaxy far,
far away....




EDGE OF THE EMPIRE

It is a dark time for the galaxy. Striking from their
hidden base, the Rebel Alliance has destroyed the
evil GALACTIC EMPIRE’s powerful Death Star. Now,
Imperial forces strike back, throwing the galaxy
into war.

In the midst of conflict, countless planets suffer
under Imperial tyranny. Many flee oppression to
build new lives beyond the bounds of civilization.

On the edge of the Empire, these renegades
struggle to survive and remain free in the midst of
ongoing turmoil....






" PLAYING THE

he Ebce ofF THE EMPIRE Roleplaying Game focuses on

the grim and gritty portions of the Star Wars uni-
verse. Characters exist in places where morality is gray
and nothing is certain, highlighting those who live on
the fringes of both the galaxy and its society. In an Ebce
ofF THE EMPIRE campaign, bounty hunters,. smugglers,
mercenaries, and explorers not only rub elbows with
doctors, politicians, and scholars, but also find them-
selves thrust into adventures together with them.

During these adventures, the characters will often
find themselves facing any number of challenges,
from repairing their damaged starship or slicing their
way past a security panel to exchanging blaster fire
with hired guns out to collect a bounty. The characters
must rely on their innate abilities, trained skills, and
special talents to survive.

This chapter provides a broad overview of the: ba-
sics of Epce oF THE EmMPIRE. First, the section discusses
what a roleplaying game is and what players need
when preparing to play this game. The section then
explores the various elements of the game’s core rme-
chanic and special dice, The section continues with

GAME

additional rules that govern the core of EDGE OF THE
EMPIRE'S gameplay. The section ends with a discussion
of the general makeup of characters found in Epce oF
THE EMPIRE. Overall, this chapter covers the core rules
of Epce ofF THE EMPIRE, and other chapters cover rules
dealing with specific situations in the game.

WHAT IS A ROLEPLAYING GAME?

A roleplaying game is a collaborative storytelling game.
Each player takes on the role of a character in a fic-
tional universe—in this case, Stai Wars. Players work

- together to tell a story in which those characters work

together to overcome challenges, do battle with dan-
gerous enemies, and even make a profit doing so. Cus-
tom dice are used to add an element of randomness
to the game, so the outcome of the story isn’t known
beforehand. Each character has unique characteristics
and rules dictating his strengths and weaknesses. He
follows rules for developing as the game progresses
and uses the custom dice to determine his chances of
success or failure at any given task.

PLAYING THE GAME
‘EDGE OF THE EMPIRE
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THE BASICS: WHAT

PLAYERS NEED TO PLAY

Beginning an Epce oF THE EMPIRE game requires very
few materials. Besides at least one copy of this rule-
book, players will need pencils or pens and copies of
the character sheets found on page 444 to record
information about their characters. The group will
also need access to one or more standard 10-sided
dice. Two dice per player is recommended.

The players and Game Master (GM) should use the
special custom dice designed specifically to manage
the unique task resolution system used in the game.
The dice are described in detail later in this chapter,
and can be obtained through several venues.

e Packs of dice are available for purchase at local
hobby game retailers or can be ordered online
from Fantasy Flight Games.

e Each Epce oF THE EMPIRE BEGINNER GAME comes
with a set of dice.

¢ Fantasy Flight Games offers a Star Wars™ Dice
app for iI0OS and Android devices.

However, if these dice are not available, a chart on
page 12 shows how players can use standard six-
sided, eight-sided, and twelve-sided dice, which are
readily found at most hobby game retailers.

THE PLAYER CHARACTERS (THE PCS)

In Epce oF THE EMPIRE, each player creates his own
unique character. It is this character that will embark
on adventures and become one of the protagonists of
the story, alongside the other players’ characters. Col-
lectively, these characters are called Player Characters,
or "PCs” for short. These Player Characters are cut from
the same cloth as other memorable characters found

PLAYING THE GAME
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in the Star Wars
universe—tough,
savvy, resourceful,
and powerful people
who are destined to
make an impact on the
galaxy. However, the PCs
are also distinct from the
common masses. In general,
the PCs have special qualities
or abilities that set them apart
and make them unique. PCs are
- generally well trained in their field,
highly capable, and often have ac-
. Seess to a variety of resources. This
distinction is what allows the PCs to face
the dangers that abound in an EDGE OF THE
EMPIRE campaign.

.

L

OF THE EMPIRE [1y)

is to play through the Epce
ofF THE EMPIRE BEGINNER

THE GAME MASTER (THE GM)

The Game Master (often abbreviated as “GM”) is the
player who sets the scenes, advances the storyline,
and adjudicates the rules in an Ebce oF THE EMPIRE
game. The GM also controls the vast cast of charac-
ters known as Non-Player Characters (NPCs). Every-
one the Player Characters meet and interact with,
from a common junk yard vendor to a high-ranking
public official, is managed by the GM. Ultimately, the
CM provides the backdrop and framework for the ad-
venture, adding details as events unfold and the PCs
make decisions that impact the story.

The GM is not the PCs' adversary or playing “against”
the other players. Rather, the GM is a guide and resource
to help explain the “who, what, where, and why” of the
people, places, and events the PCs encounter. |deally, the
GM works with the other players to develop and resolve
the story. While it is true that the GM sets the charac-
ters up to fight against opponents and may place them
in dangerous situations, the goal is for the GM to provide
interesting encounters, keep the players motivated, and
help the story flow as smoothly as possible.




Remember, since Epce oF THE EMPIRE relies on narra-
tive and interpretive game play, all of the players work
together to evaluate results and describe how the story
unfolds. The GM just has the additional responsibilities
of managing the NPCs, helping resolve disputes, and
establishing how the game rules will be applied. Ulti-
mately, the GM's word is final. If the GM makes a ruling,
the other players should accept it and keep the story
moving. More about playing as the Game Master can
be found in Chapter IX: The Game Master

NARRATIVE PLAY

Epce oF THE EMPIRE asks the players to step into their
characters’ roles and use dramatic narrative to de-
scribe events and advance the story. While this rule-
book provides specific rules on how to resolve actions,
the game relies heavily on both the Game Master and
the players to use their imagination—tempered with
common sense—to explain what happens.

In Ebce oF THE EMPIRE, combat, placement of charac-
ters, and other situations are represented in an abstract
fashion. This level of abstraction allows the game to keep
the focus on the characters and their actions, rather
than measurements, statistics, or minutiae. Rather than
taking a ruler and measuring the distance between char-
acters on a map, it is preferable for a player to simply
state: “I'm ducking behind the computer console to get
some cover while | return fire." That sort of description
paints a much better picture of the action taking place.

Resolving actions also has a narrative element. EDGE
ofF THE EmPIRE utilizes a unigque system of dice to de-
termine if a given task succeeds or fails. However, the
dice provide far more than a simple pass/fail result. The
combination of dice types and symbols are all resources
the players can use to help tell the story and add depth
to the scene. The variety of results allows for interesting
and compelling encounters. It is possible for a character
to fail at a task, but still receive some benefit or find a
brief respite. Likewise, a character may succeed at a task
but at a certain cost, or with unforeseen complications.

THE CORE MECHANIC

he core mechanic of the game revolves around the

skill check. The skill check determines whether specif-
ic actions performed by characters succeed or fail, and
any consequences that may accompany that success or
failure. This core mechanic in EpGe of THE EMPIRE IS quite
simple, and can be broken into two key elements:

1. Roll a pool of dice.

2. After all factors have been accounted for, if there
is at least one Success symbol, the task succeeds.

The first element involves rolling a pool of dice. When
a character wishes to attempt an action, a dice pool
must be assembled. The number and type of dice are
influenced by several factors, such as the character’s
innate abilities, skill training, equipment, and the inher-




ent difficulty of the task being attempted. The GM may
decide that the environment or the situation warrants
certain dice, as well—repairing a starship with ample
time and the proper tools is one thing, but attempting
repairs in the pouring rain, without tools, while under a
hail of blaster fire is quite different. Once all the neces-
sary dice have been assembled, the player attempting
the task rolls all of the dice in his pool.

The second element involves interpreting the results
on the dice. The players look at the symbols on the face-
up sides of each die. Certain symbols work in pairs, one
type canceling out another. Other symbols are not can-
celed, and their effects are applied regardless of the out-
come of the task. After comparing the first set of paired

THE DICE

his section takes a closer look at the special dice and

their symbols. By understanding these dice and sym-
bols, players will have a better understanding of the
core mechanic. This section also discusses how to as-
semble a dice pool, and when to introduce extra dice
based on the circumstances. Remember, these dice
may be purchased separately, or players may use the
Star Wars Dice app to roll them electronically.

When a character makes a skill check in EDGE OF THE
EmPIRE, the dice allow the players to quickly determine
success and failure, as well as magnitude and narrative
implications. To accomplish this, EDGE oF THE EMPIRE Uses
seven types of dice. Each die has a specific function and
purpose. The dice differ significantly. Each die face will
either be blank or will feature one or more symbols that
represent various positive or negative effects.

A typical dice pool generally ranges from five to eight
dice. This pool size covers the majority of situations.
Difficult, complex, or epic situations may include more
dice, while mundane situations may involve fewer dice.
Dice pools are generally not assembled or rolled for
tasks so trivial that success is guaranteed. The impact
of generating and rolling a dice pool is best used with
important tasks that can influence the story.

Dice can be divided into three categories. The first
type features dice which possess symbols beneficial
to success and accomplishing tasks. The second type
comprises dice which possess symbols that cancel
those beneficial symbols and hinder the accomplish-
ment of tasks. The third type of dice are Force dice,
which are used slightly differently than the other dice.

Boost, Ability, and Proficiency dice are the beneficial,
positive dice. Setback, Difficulty, and Challenge dice are
the negative, disruptive dice. Force dice are distinct, and
while used for a number of situations, Force dice are
generally not used in a standard skill check.

PLAYING THE GAME
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symbols—Success and Failure—the players can deter-
mine if the task succeeds. Then they compare the sec-
ond set of symbols—Advantage and Threat—to deter-
mine if there are any beneficial side effects or negative
consequences. Finally, any other symbols are resolved
to add the last details to the outcome.

This core mechanic, the skill check, forms the
foundation of the game. Other rules and effects ei-
ther modify or interact with one of these two fun-
damental elements—the pool
of dice being assembled or 4%
the results on the dice (o
after they are rolled. X

POSITIVE DICE

There are three types of positive dice which provide
symbols that improve the odds of successfully com-
pleting a task or achieving beneficial side effects.

BOOST DICE []

Special advantages, or “boosts,” are

represented with light blue six-sided

dice. Boost dice represent benefits Q
gained through luck, chance, and ad-

vantageous actions taken by the charac-

ters. They can be added to a pool for a wide variety of
reasons. Boost dice are most often used to reflect the
character gaining some sort of benefit or advantage,
such as having ample time to complete the task or
having the right equipment. Boost dice and Setback
dice are thematic opposites of each other. Boost dice
are represented by [ in text.

ABILITY DICE ¢

Ability is represented with green eight-
sided dice. Ability dice form the basis
of most dice pools rolled by the players.
They represent the character's aptitude
or skill used when attempting a skill check. These
dice possess positive, beneficial symbols. Ability dice
are opposed by Difficulty dice. Ability dice are repre-
sented by 4 in text.

PROFICIENCY DICE O

Proficiency is represented with yellow
twelve-sided dice. Proficiency dice rep-
resent the combination of innate abil-
ity and training. They are most often
used when a character is attempting a skill

check using a skill in which he has trained. Proficiency




dice can also be added to a pool by investing a Des-
tiny Point into an important skill check. These dice
possess a greater likelihood of success, and are the
only dice that feature the potent Triumph symbol (see
page 23). Proficiency dice are the upgraded ver-
sion of Ability dice (for more on upgrades, see page
21). Proficiency dice are represented by O in text.

NEGATIVE DICE

There are three types of negative dice which impose
symbols that undermine success or introduce un-
wanted complications.

SETBACK DICE H

Certain complications, or “setbacks,”

are represented with black six-sided

dice. Setback dice represent problems

or minor obstacles during task resolu-

tion. Setback dice are often used to represent rela-
tively minor effects that impair or hinder a character,
such as poor lighting, obstructive terrain, insufficient
resources, or facing a hungry rancor instead of an old
decrepit one. Setback dice are not as potent as Dif-
ficulty dice, and are added to represent additional
circumstances and environmental effects that would
not in and of themselves increase the base difficulty
of the task. Setback dice and Boost dice are thematic
opposites of each other. Setback dice are represent-
ed by Il in text.

DIFFICULTY DICE ’

Difficulty is represented with purple

eight-sided dice. Difficulty dice repre-

sent the inherent challenge or complex-

ity of a particular task a character is attempting. In
simplest terms, the more Difficulty dice in a dice pool,
the more challenging it is to succeed. Difficulty dice
possess negative, harmful symbols that cancel out the
positive, beneficial symbols found on Ability, Boost,
and Proficiency dice. Difficulty dice oppose Ability
dice. Difficulty dice are represented by 4p in text.

CHALLENGE DICE @

Challenge is represented with red

twelve-sided dice. Challenge dice rep-

resent the most extreme adversity and

opposition. These dice may be featured
in place of Difficulty dice during particularly

daunting challenges posed by trained, elite, or pre-
pared opponents. Challenge dice can also be added to
a pool by investing a Destiny Point into an important
skill check. These dice feature primarily negative, ob-
structive results, such as Threats and Failures, but the
Challenge dice also feature the potent Despair result
(see page 24). Challenge dice are the upgraded ver-
sion of Difficulty dice (for more on upgrades, see page
21). Challenge dice are represented by @ in text.

FORCE DICE N

The Force is abstracted using white /
twelve-sided dice. These Force dice
represent the power and pervasive-
ness of the Force, and are generally
only used in dice pools by characters (or creatures)
with Force Sensitivity, or under special circumstances.
One of these special cases is when the players gener-
ate their starting Destiny pool at the beginning of a
session (see Destiny Points, page 27).
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Unlike the other dice used for task resolution which
generate results that impact success and failure or
magnitude and complication, the Force dice generate
resources. Each die features both dark side and light
side points. There are no blank sides on a Force die.
When players roll Force dice, they always generate a
number of resources—but the resources may be dark
side, light side, or a mix of both.

Force dice are represented by O in text. See Chap-
ter VIII: The Force for more on using Force dice.

TEN-SIDED DICE

In addition to the custom dice de-

scribed above, the game also uses

standard ten-sided dice. These

dice are abbreviated as “d10" when

rolled by themselves. Many standard d10s feature a
“zero” on one side. If this side is rolled, it is counted
as “10." This allows the d10 to generate any number
between 1 and 10.

In EpGe oF THE EMPIRE, 2 more common roll using d10s
is called the percentile roll. When making a percentile
roll, the player rolls two dice, designating one die as the
tens digit, and the other die as the ones digit. A result of
zero on either die is counted as a zero. A result of “00" on
both dice indicates a roll of 100. The percentile roll is
abbreviated as d100, and is used most often as a ran-
domizer, generating a number between 1 and 100. Per-
centile rolls are used to generate numbers to find results
on lookup tables, such as the severity of a critical injury
effect, or to determine whether or not a character’s out-
standing Obligations come into play (see page 41).

EXAMPLE

David’s character inflicts a critical injury on a
feral gundark. David rolls percentiles to de-
termine how severe the critical injury is. He
chooses one green d10 and one blue d10. He
designates the green die as the tens digit. After
rolling the dice, the green die shows a 4 and
the blue die a 7. The percentile roll is read as
47. If the green die showed a zero instead, the
percentile roll would be read as 7 (zero-seven).

PLAYING THE GAME
OF THE EMPIRE



TABLE 1 2 STAN[]A-RD-TU TASK DlEE CONVERSI

Die Type 1 3 4

Boost die (d6)

5

b

Setback die (d6) Blank

Ability die (d8) | Blank

Difficulty die (d8) | Blank

Blank

Proficiency die (d12)

ug

Challenge die (d12) Blank

IBr 4B
\0FA0F

IGM IS
A0 0r

Force die (d12) [ ]

DICE SYMBOLS & RESULTS

The dice used in Ence oF THE EMPIRE feature a num-
ber of unique symbols used to determine success
and failure, as well as additional context and conse-
quences during task resolution. Understanding these
symbols allows the players to more fully contribute
to the story, generating memorable details and de-
scribing cinematic actions over the course of their
adventures. This section introduces and defines the
different symbols, as well as describes how they may
be used in play.

Just like dice, symbols can broadly be classified into
several categories. The three types of symbols are
positive results, negative results, and Force resources

POSITIVE RESULTS

There are three positive symbols found on the task
resolution dice. These results are Success, Advantage,
and Triumph.

SUCCESS 3%

Success symbols ¢ are critical for determining
whether a skill check succeeds or fails. Success is
undermined by Failure. Mechanically, one Success
symbol 3¢ is canceled by one Failure symbol Y.
Based on the core mechanic, if there is at least
one Success remaining in the pool after all can-
cellations, the skill check succeeds. In EDGE OF THE
EmPIRE, Success symbols 3% can also influence the
magnitude of the outcome. For example, in combat,
each Success is added to the damage inflicted to
the target. Generating four net Successes would in-
flict four additional damage.

Success symbols appear on 4, [, and O dice.

PLAYING THE GAME
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ADVANTAGE )

The Advantage symbol £} indicates an opportunity
for a positive consequence or side effect, regard-
less of the task’'s success or failure. Some examples
of these positive side effects could include slicing a
computer in far less time than anticipated, finding an
opening during a firefight to duck back into cover, or
recovering from strain during a stressful situation.

It is possible for a task to fail while generating a
number of Advantages, allowing something good to
come out of the failure. Likewise, Advantages can oc-
cur alongside success, allowing for some significantly
positive outcomes. It is important to remember that
Advantage symbols do not directly impact success or
failure, only the magnitude or potential side effects.
Advantage is canceled by Threat. Each Threat symbol
{8 cancels one Advantage symbol £}

Characters may use Advantage results in a wide va-
riety of ways—this is known as “taking the Advantage.”
If a skill check generates one or more net Advantage
symbols }, the player can spend that Advantage
to apply one or more special side effects. This could
include triggering a critical hit, activating a weapon'’s
special quality, recovering strain, or even performing
additional maneuvers. The applications of Advantage
are covered in more detail on page 205.

Advantage symbols appear on 4, [J, and O dice.
TRIUMPH &

The Triumph symbol @ is a powerful result, indicat-
ing a significant boon or beneficial outcome. Each Tri-
umph symbol provides two effects:

First, each Triumph symbol @ also counts as one
Success, in every means previously defined as a Suc-
cess. This means the Success portion of a Triumph



symbol @ could potentially be canceled by Failure
symbols generated during the same skill check.

Secondly, each Triumph symbol can be used to trigger
incredibly potent effects. Two common uses are to
use a @ to automatically trigger a critical injury with
a successful attack, or to activate a weapon's special
quality—effects that usually require multiple Advan-
tage symbols £} to activate. Triumphs may activate
other potent effects as well, including effects above
and beyond those triggered by Advantage. These ef-
fects may be set by the GM, or they may defined by
the environment, a piece of equipment, or a special
character ability. See page 205 for more information
on using the Triumph symbol @ to trigger effects

Players gain both effects with each Triumph
symbol; they do not have to choose be-
tween the Success or the special effect
trigger. As a Success, that aspect of
the Triumph symbol @ can be
canceled by a 2
Failure symbol
Y as usual; how-
ever, the second as-
pect of the @ result
cannot be canceled.
Multiple Triumphs
are cumulative—
each  Triumph
adds one Success,
and each can be
used to generate its
own special effect.

The Triumph sym-
bol only appears on
the © die.

NEGATIVE RESULTS

There are three negative
symbols found on the task
resolution dice. These results
are Failure, Threat, and Despaify

FAILURE Y

Failure symbols Y are critical for'determining
whether a skill check succeeds or fails. Failure un-
dermines Success. Mechanically, one Failure symbol
Y cancels one Success symbol ¥¥. Based on the core
mechanic, if there is at least one Success symbol 3% re-
maining in the pool after all cancellations, the skill check
succeeds. Fortunately for characters, multiple net Failure
symbols Y do not influence the magnitude of the failure.

1

Failure symbols appear on [l 4, and @ dice.
THREAT &

The Threat symbol &} is fuel for negative conse-
qguences or side effects, regardless of the task’s suc-

cess or failure. Some examples of these negative side

effects could include taking far longer than expected

to slice a computer terminal, leaving an opening dur-

ing a firefight which allows an enemy to duck into

cover, or suffering additional strain during a
stressful situation.

It is possible for a task to suc-
ceed while generating a
number of Threats, taint-
ing or diminishing the
impact of the success.
Likewise, Threats
can occur alongside
Failure, creating
the possibility for
some significantly
dire outcomes. It is
important to remem-
. ber that Threat sym-
bols 46 do not directly
W impact success or fail-
ure, only the magnitude
or potential side effects.
\Threat cancels Advantage.
chy Threat symbol &}
cancels one Advantage
symbol 2.

The CM gener-
ally resolves Threat
effects. There are
a wide variety of

possible effects that
Threat may trigger
If a skill check gener-
ates one or more net
Threat symbols, the GM
generally applies one or
more special side ef-
o fects. This could include
o Dbeing knocked prone, los-
Ing the advantage of cover,
taking more time than an-
ticipated, suffering strain
during a normally routine
action, or potentially al-
lowing an enemy to per-
form a maneuver. The
applications of Threat
are covered in more detail on page 205.

Threat symbols appear on [l 4. and @ dice
DESPAIR ¥

The Despair symbol & is a powerful result, indicat-
ing a significant bane or detrimental outcome. Each
Despair symbol imposes two effects:

PLAYING THE GAME
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