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Campaign –Introduction

Introduction



Foreword

Since X-wing Miniatures was released in

2012 there have been numerous fanmade

campaigns, ideas for new terrain types,

and projects to write artifical intelligence

to control opposing ships.

To my knowledge, no one has combined

these elements into a cohesive package.

With this campaign, I set out to convert

X-wing into a fully co-operative game for

1-6 players. Among our gaming group,

it has provided a refreshing alternative

to the standard dogfight game, in which

some of our favorite and most iconic Star

Wars ships no longer see regular play.



Credits &amp; Acknowledgments

Campaign Rules, Graphic Design, Cover Art: Josh Derksen

Playtesters: Shiu-Yik Au, James Binnie, Don Komhyr, Kelvin Lau, Victor Naqvi, Michael Parise,

Chris Powell, William Tink, Joe Silva, Norm Weir.

Illustrations: Matt Allsopp, Sacha Angel Diener, Jon Bosco, Matt Bradbury, Blake Henriksen,

Jason Juta, Lucasfilm Ltd., Henning Ludvigsen, Jorge Maese, Ralph McQuarrie, Dallas Mehlhoff,

Scott Murphy, David A. Nash, Matthew Starbuck, Nicholas Stohlman, Angela Sung, and many

others whose work has been used without permission.

Special Thanks: Grish Kalashnikov (R2EQ) of dockingbay416.com for getting me started on this

massive project. The X-wing Campaign by Ryan Voigt (Rekkon on Team Covenant) was a great

inspiration for ways to expand the game. Ralph Berrett’s X-wing AI project for the basis of the AI

statcards and logic used in this campaign. Hinny (Github) for developing the icon font used in this

project. And finally, Fantasy Flight Games, for making such an incredible game that captures the

essence of starfighter battles in the Star Wars universe.

This unofficial fanmade campaign is not affiliated with, nor endorsed by, Fantasy Flight Games.
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Campaign – Components

This campaign introduces a number of

new components you will need to print

before you can play the game:



You can download all of the campaign

components (including this book),

from dockingbay416.com/campaign



PLAYER



x



START

START



CALLSIGN



f l

P



m



3E



4m



5E



6m



7E



8m



9E



MISSIONS:



XP:



Neutral

Neutral Territory

Territory



TIE Interceptor



2% 3^ 3 &amp; 0 *



! +“Disable Sensor Net”

@ Reshuffle



2) Nearest Enemy



4



2 Select Maneuver



Increase your agility value by 1. If you are hit by an attack,

discard this card.



Requires: Asteroids x6,



5

4

3

2

2

2

4



2

2

4

1



Check Target’s Range &amp; Direction,

Roll on the matching table



E Expert Handling

When you perform a Barrel Roll action, remove 1 enemy

Target Lock from your ship.



+ Skip step 3 on red moves



3



t Whisper

After you perform an attack that hits, assign 1 Focus token

to your ship.
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E Elusiveness



Attack Target



When defending, the attacker must reroll one Critcal or Hit

result. You cannot use this ability if you are stressed.



1) Nearest enemy
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1

2

3

4



4

3

3

3

5

3

1

1



When defending, ships attacking you cannot spend focus

tokens or reroll attack dice.



Imperial Pilot Cards, p35

When deploying an Imperial ship, draw

one of these to determine its type and

any upgrades.



3

3

2

2

1



1

2

3

4



Action Selection

1) Remove stress or Resolve c

2) r to get a shot

3) r to avoid target’s arc,

and keep target in your arc

4) f if you have a shot

5) e
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4

3

2

1

v0.7



R1/R2+Closing

R3+/R2+Fleeing



AI Ship Statcards, p17

Imperial ships use special statcards to

determine their movement, actions and

attack targets.



New Terrain Tiles, p36

A variety of new terrain types.

Print on cardstock, or mount on cardboard.
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h



3

2

3

3



Select Target

1) Nearest Enemy in

Arc and at Range 1-3



m Stealth Device



10 Turns



Intercept and protect a damaged

HWK-290 from an Imperial patrol.



Mission Deck, p07

These cards are used to track the

campaign’s progress and randomize

which missions are played.



1



E TIE Interceptor Elite



page 40



Neutral Territory



+“Disable Sensor

Sensor Net”

Net”

! +“Disable

Reshuffle

@ Return

to deck and shuffle



F TIE Fighter



1



When defending, if you are beyond Range 2 or outside the

attacker’s firing arc, change 1 of your blank results to an

Evade result.



t Dark Curse



10 Turns



Intercept

protect

a damaged

Intercept

a and

damaged

HWK-290

and

HWK-290

from an

an Imperial

Imperial patrol

patrol.

protect it from



Requires: Asteroids

Asteroids x6,

x6, h

Requires:



m Autothrusters



Rescue Rebel Operatives



F

I

A

B

D

P

l

d



Player Scoresheets, p09

Each player uses a campaign scoresheet

to keep track of their abilities, upgrades,

missions, kills, and experience earned.



I



START



page

40

page 48



Refueling Station: Part I



3% 2^ 3 &amp; 2 *



PS



A



Rescue Rebel Operatives
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Required X-wing Components



Table of Contents



This campaign assumes that the player

group has a mostly-complete X-wing

Miniatures collection between them.
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Imperial AI
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The Campaign Round
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A Few Modifications
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39
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All missions in the campaign take place

on the standard 3x3’ or 90x90cm play

area. You will need the 6 Asteroids from

the X-wing core set, 6 Debris fields, and

some missions use the Rebel transport.

Each player will need an X-wing or Y-wing.

For Imperial forces, you will need approximately 2 TIE Fighters per player, 1

of each other TIE for every 2 players, and

typically only 1 of each large or huge ship

as they are used as allies, mission objectives, or elite enemies.

If you do not have the ships or components listed for a mission, feel free to

either play another mission, proxy the

missing ships/pieces, or substitute

another ship with the same base size

and similar stats. However, be aware

that substitution may affect the mission’s

intended difficulty.

Other Required Components

In addition to X-wing components, many

of the missions also make use of the

following gaming supplies:

•	 Numbered tokens from 1-12

(You can use X-wing base numbers)

•	 Draw bag or opaque cup

•	 One Six-sided die (1d6)

•	 One Twelve-sided die (1d12)

•	 Tokens to track Experience Points

earned; glass beads work well.



Missions

Mission Story Arcs

Missions



44

46–79
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Campaign – Setup



Campaign Basics



Your First Mission



Players are pilots in a Rebel squadron,

working together over a series of

campaign rounds to liberate a star

system from the Empire’s grasp.



The mission Local Trouble, p46, is intended as a starting mission for new players.

It doesn’t have any campaign special

rules or new terrain, and provides a good

opportunity to get familiar with how the

Imperial AI works. It can be used to earn

a few experience points so players can

customize their pilots and ships a little

before launching into a full campaign.



During each campaign round, players

play missions co-operatively against the

AI (the core game of X-wing with some

changes), improve their pilots and ships,

and advance the story by modifying the

campaign mission deck.

During key missions, each faction can

earn Campaign Victory Points (VP),

representing control of the star system.

The number of VP needed to win the

campaign depends on the campaign

length chosen. See the following page.



You will need to:

•	 Print an X-wing or Y-wing scoresheet

for each player, and perform ship setup.

See Choose a Starting Ship, p10.

•	 Print and cut AI statcards for the

TIE Fighter and TIE Interceptor, and

familiarize yourself with how the AI

works. See AI Ships, p16.



Starting a New Campaign with Experienced Pilots

Players are intended to retire their pilots

when a campaign is complete, and any

future campaigns should be played

with new pilot scoresheets.
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However, all missions in this book were

thoroughly tested to scale in difficulty

with Pilot Skill level, and can be replayed with high-level pilots if desired.
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Setting up the Campaign

Once you are familiar with the AI and

the flow of the campaign format, you

are ready to commence the full-fledged

campaign. Players must decide on a

campaign length, which determines the

number of missions arcs used and the

possible missions played:

Campaign Length

Short



Use 3 Starting Missions

(6-9 Missions total)

Earn 2 Campaign VP to win



Medium Use all 5 Starting Missions

(9-15 Missions total)

Earn 3 Campaign VP to win

Additional future mission arcs

will allow for longer campaigns.

Mission Deck

Each mission has a corresponding card

which is used to form a mission deck.

Each campaign round, players draw

several cards from the mission deck

and choose one to play. Missions are

loosely organized into story arcs, and

when a mission is completed, it is usually

removed from the deck and the next part

of the story (another mission card) is

added to the mission deck, replacing it.

Not all of the missions in the campaign

are equally important or difficult. Starter

missions are smaller skirmishes that

provide good flight practice while later

missions involve bigger, better-defended

targets that must be conquered to earn

campaign victory points.



Prepare Mission Deck

Print and cut out the mission cards.

Separate out all of the mission cards with

“Start” in the top corner, and set the rest

aside. Shuffle the starting missions and

draw (or choose) a number of them depending on the campaign length chosen.

Shuffle the chosen starting missions to

form a mission deck. Keep this deck and

the remaining missions with your squad’s

scoresheets. Each mission’s victory text

will instruct you modify the deck by adding new missions or discarding missions

as you play the campaign.

Assemble New Terrain

To make the new terrain tiles, it is

recommended to print them on sticker

paper and stick them to cardboard.

For reference, each Mission card

includes a list of required components.

You may not need to print and cut all of

the new terrain if you are only playing

the Short campaign and didn’t draw any

missions that use a given terrain type.

Prepare AI &amp; Imperial Pilots

Print and cut the Imperial Pilot cards

and shuffle them into a deck. Print the

AI Statcards - if you normally sleeve your

cards, you might consider laminating

these instead. If desired, also print the

Reference cards.



See Mission Story Arcs, p44
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Pilots
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Player Scoresheets

Each player should use a scoresheet to

keep track of their ship, including their

current pilot skill, experience points

earned/spent, missions flown, kills,



and upgrades available to them for each

mission. It is highly recommended to

record your ship data in pencil, as these

fields may change frequently.



1



2

PLAYER



x



CALLSIGN



3% 2^ 3 &amp; 2 *



PS



f l

4 A



P



MISSIONS:



XP:



m



3E



5 4m



5E



6m



7E



8m



9E



1) Ship type icon and artwork

2) Player and Pilot Callsign name fields. 	

Give your Pilot a cool name!

3) Ship stats and available actions, and

a field to record your current Pilot Skill

level. For new Pilots, this will be 2.

4) When you purchase upgrades, write

them here. You may purchase any

number of these upgrades, such as

multiple types of torpedoes, but you

may only equip one to each upgrade

slot during a mission.
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3



F

I

A

B

D

P

l

d
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5) Ships can take one Modification m.

Elite Pilot Talents E, and additional

Modification upgrade slots preceded

by numbers become available once

those Pilot Skill levels are achieved.

6) Keep a tally of missions flown, and

record your Experience Point (XP)

total as you gain XP from missions

and spend it on upgrades.

7) Keep a tally of kills by enemy ship

type, for bragging rights.
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