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FOREWORD
This variant has become a quite long piece of work, long enough to justify a foreword, a thing I myself usually skipped when opening a new game in lieu of starting to read the rules themselves straight ahead. If it is the same for you - fine, just scroll down a couple of pages - if you return later on again, you will be as welcome as before.
---
A good deal of bad games I have seen failed their often very high and noble aims for a variety of reasons. 

The material, the troops and resources assigned to each player for instance were not appropriate in relation to the tasks given to the respective sides. The result could be a rather trivial, care-free and thus not very challenging use of your material allowed by the game, because you got so much of it that the skill employed to win the game was not any more how you employment your troops but rather some other mechanic of the game (and - sadly - most often that aspect was just being lucky). Or, to look at the other end of the spectrum, the result could be a constraint on the forces available to you to win the game to such an extend, that all you were able to gain from your game was frustration as you struggled to fulfill a task impossible to master with what was given to you. 

Another source of grief could be, when a game claimed to feature two sides supposedly to be different in character, but in the end turned out to just each have some unique gizmo here and there and apart from that, it was only the color of their respective counters that made them look any different. The appeal a contest between two uneven sides can hold had been ruined that way in a number of games I had seen.

Another good way for a game to turn into a disappointment was, to present a number of very interesting mechanics and aspects which in theory were to interact with each other, but once you began to play it turned out that one by some error in the design process was dominating the game so much that you started to wonder, why you even read the rules about all the other mechanics that were claimed to play a role too. 

Also high on the list on 'how to make a game fail', cumbersome and stalling game mechanics would deserve to be mentioned, discernible by a lot of book keeping and menial but repetitive tasks without any actual decision making, progress or at least tension involved, reducing the game into a book keeping exercise instead of a contest, dragged out over more time that you actually cared to play after some while doing the same over and over again.

As a last point, though it never bothered me as my imagination still works proper and I can live well without a lot of colorful pictures if necessary, some games fail to convince as their presentation, their 'hardware' in form of counter, map-board, cards and background material was either not functional or appealing or - worst - neither of both.

Freedom in the Galaxy made it to become one of my most favorite games, as it managed to avoid the mistakes outlined above - or at least, to not crumble under them.

---

Most impressive to me had been, how very balanced the counters and the map, including the number of provinces, Capitals, Home Planets and Secrets had been in FITG. When you look at the Imperial Player's force-pool and then put it into relation with the map, it is amazing how you got the forces necessary to guard and secure your assets in your counter-mix and have a certain reserve at your disposal to deal with the initial Rebel challenges and Rebellions, but how it was little enough to make you always operate at a limit, never able to really throw away troops or even worse put them into the wrong place for any considerable length of time. This issue is topped off by how many Force Points you got or were able to make, a point where an otherwise good counter-mix still could have been messed up by either giving you too much or too little resources to work with it. 

When you take a look at characters, the Rebel ones for example, the same thing had been repeated. The total number of ships fits how many mission groups you are able to form just so; the Creatures and Locals printed onto the map and their stats usually have a cap of Combat rating seven, making a rating of eight appropriate for your groups, and when you then check your character's Combat Ratings you begin to doubt it is a coincidence that so many turn out to be five or three summing up to eight so neatly. Crucial ratings like diplomacy or leadership are so distributed, that each of your eight ships can be bestowed with one or the other at top level, or both at good. Three of your eight ships can attain optimal evasion value, giving you three to approach dangerous worlds and five lurking outside the Empire's reach. Thus your force is presented as a mix of groups predominantly avoiding the Imperials but also with some spearheads to infiltrate the Empire's core. Is it a surprise any more, that you also got three dedicated diplomats (i.e. guys that do not also double sever in other functions like Rayner Derban), three ways to deal with wounds (Doctor Sontag, the Medi-kit and the Body Shield) or three possessions that boost Diplomacy missions? 

The list of these 'coincidences' is quite long, with characters as well as with units, and show what a very good basic design FITG had, just when taking its counter-mix and map into account.

The point were FITG however started to lift itself from the level of just good to truly outstanding was, when it managed to present two radically different sides. The huge difference it makes to play the game on the Rebel or on the Imperial side is so remarkable and profound, that actually I don't see any need to further dwell upon it here. It is just plain obvious. 
Very much the same holds true for the many different aspects and mechanics FITG had managed to integrate into one single game AND make them work and interact with each other. There is military combat and it is far from trivial. But at the same time, there are the missions, whose details and depth can be quite amazing. None of these two will win you the game, you just need both and the fact that the Empire is supposed to lose the conflict (though not necessarily the game) has a lot to do with that it lacks when it comes to mission performance. To add yet another level of complexity, the game also brushes upon the issue of war industries and production, forcing players not only to concentrate on how to bash it out, but also to keep in mind where to get their resources from to do it. Where FITG became impressive was, when it created those many interactions and dependencies between these three aspects. None dominates the game and actually none gets you very far without the others.

With just some few exceptions (for example the way Action Cards had to be drawn to just name the most infamous exception) the game also did not encumber you with too much boring, repetitive and meaningless tasks or book keeping. Everything was fairly straightforward, when you had to do something, it in general had to do something with a real decision about the future course of the game and if things like detection and search rolls or combat with locals and creatures sometimes seemed to repeat themselves, at least each of these involved some tension and dangers for your characters. Actually, that these events were rather repetitive I began to appreciate as after some time, I could do them almost on auto-pilot. A glance at a card usually was enough to know what happened. And what did I had to bother about the exact stats of Rhones in a Wild Environ - Rhones are just Combat rating four or five or so and a break-off roll of 1 or 2 will put the issue at rest, so why even pick up the table when a fast roll of the die can spare me that hassle? If no 1 or 2 is rolled, I still can look up details. But each time during character combat or detection routines, you again got that little rush of adrenaline, keeping you on your toes throughout the game.

To top all of this off, FITG came together with very sound material, the character cards are just exceptional, and with a background in form of the Galactic Guide, that was able to provide as much of FITG's depth by what was written in it as well as with was still left open, leaving so much room for your own imagination. A lot of this might stem from its resemblance to the likes of Flash Gordon, Buck Rogers, Strom or even more ancient cartoon works and unmistaken Star Wars and the images it has left in our minds about galactic rebellions contributes such a lot to how we imagine, how we are able to imagine the FITG universe. And still, FITG has struck some balance between all these other examples of Sci-fi sagas, not as big and mind-bogging as Star Wars with its millions of planets, but with more of a structure than Flash Gordon or your daily cartoons by linking their cliffhangers and action to a more complete picture of a galactic struggle.

And all of this, to mention one last of the many outstanding features of the original FITG, was offered not only in a game, that presents a very complex situation and universe to each player as well as a plethora of detail, but that was also playable in a reasonable amount of time. With firm knowledge of the rules and a bit of experience, two meetings with your opponent could lead the game to its conclusion (or one very intense one without sleep, food and daylight).

Due to these factors, FITG became one of my - if not 'the' - favorite game to me.

... and in turn the game, I at most liked to improved - as though FITG had all the merits I mentioned above, it nevertheless also HAD its flaws. 

---

Not all of them were serious, you just could have shrugged many off as 'well it could maybe have been done a bit better here and there, but it still all works fine'. But some of them, once they became apparent to me, were quite disappointing and the more I played the game, the more obvious they became to me. It was a bit, as if a very good approach had just short before its completion lacked that last bit of resolve to push it through and thus, though it not exactly fouled up the entire game, somehow had spoiled it very close to its finishing line. So close that I had the feeling I could almost grasp what little else would have had to be done to just make it there. It was a bit sad for I liked FITG quite a lot. 

And thereof came my decision to have a go at it myself to see, if it really was that close as I imagined.
The first and most serious flaw of FITG was, that it was not balanced out proper in its original form. In spite of all the merits mentioned above, I soon saw FITG thoroughly lacking here. I still remember how I convinced my regulars that a new set of rules was due - just by playing the Empire over and over again against them till they grew tired of losing with the Rebels and then switching sides to show them, that it actually had not been their fault. It was to say the least an almost boring experience. Knowing I will win in the end anyway, no matter if my Rebel opponent was lucky or not (I actually allowed re-rolls or just let them take back things that went ugly) was just not a challenge anymore. For a game, that actually claimed about itself "Freedom in the Galaxy is not a game organized to show ... how the Imperial can win by annihilating all the Rebels. Rather, the game shows how the Imperials can hold off the Rebels. ... If there were no limit to the number of game-turns a scenario could last, the Rebel Player would win every time." this was quite a disappointment. For I liked that idea, that FITG is almost like some kind of movie and of cause in the end, the good guys will win (again the war - not necessarily the game). A lot of historical cosims work like this - the outcome of the battle is often predictable, the outcome of the game however is a totally different matter addressed by appropriate victory conditions. It is also the format most often employed when fielding sides of different strengths like it is the case in FITG too.

But what actually was achieved is best summed by a statement a Player made on consimworld about the game, which is in my eyes so on mark, that I just like to quote it: 

"Basically, I remember that the Rebels usually lost but had more fun in doing so."

This short statement highlighted two aspects very neat.

First it summarizes very precise that though not impossible for the Rebel to win, it was rather a rare incident. To my experience if it happened, it was through either exceptional luck on the Rebel side IF bestowed upon a competent AND reckless Rebel Player or because of an Imperial Player so inept yet, that probably he would have lost the game no matter against whom (including solitair). It however also highlighted, that nevertheless, you still had a lot of fun playing the Rebels, which I want to attribute to the rather dense atmosphere FITG was able to create. About the Imperial Player's fun, it made no comment though, and this already hints at that he maybe was left out a bit in this regard. Part of that may be due to the relative ease with which he can win, but part of it may have stemmed from design factors.

The games imbalance had been so obvious after some time, that Avalon Hill printed an article of Nick Palmer in the General vol.4 no.20 providing some very short but crucial fixes. I did not have the material at hand when I wrote the initial drafts of my variant, but most of it shows now up here again in one or the other form. I think the original game just played with Nick Palmer's modifications is fairly well in terms of play-balance. The article was a very sound fix of the most obvious errors of the original and I think it was the optimum of what could be done within just a short article.

It was in my eyes however NOT the optimum of what could be done in toto to improve the game. Though not imbalancing or even just annoying, FITG was riddled with little rules or mechanics here or there, which just did not performed convincing. Some missions, that not really were attractive to go on and thus could as well have been left out; some sequences of play which split up certain issues over different phases, while it would have been better to just put them together into one unified phase; declaring characters inactive in character-combat not really paying off, etc. etc.. None of these on their own could ruin the very sound basic design of FITG. Actually, all of them put together would in my eyes just have added up to some kind of annoyance, still leaving FITG (when played with Nick Palmer's rules) a very enjoyable game, with just some odds and eddies here or there maybe.

But then I was thinking - if I already start to work on the game, why then tackle only what NEEDS to be done instead of all that COULD be done to improve it in my eyes?

Thus came the rather long and exhaustive variant about which is presented to you here.

---

There had been a couple of aims, which I wanted to keep an eye on while writing my variant.

First of cause, as already obvious from above, to give it more balance as well as making it run smoother where minor bugs of the original proved to be a bit too cumbersome.

Another important aspect, closely linked to that, but already also aiming at the fun-factor of the game, was to put a cap on certain 'swing events', i.e. on the effect a single botched die roll or card draw could have on the game. One thing I did not like about the original Freedom in the Galaxy was, that some very arbitrary and sometimes unavoidable die rolls or card draws could had an impact on the game out of proportion of the fact, that some of them came up totally at random without any chance of the Players' to have any influence on them (including just to avoid them). I did not like that and intended to put a cap on that. 

In general, I am not against certain 'bang you are dead' events which in one stroke can bag your opponent and win you the game ... - as long as we talk about short games which do not require much effort to learn, setup and play like Wiz War, Dungeonquest, Battlecars or Awful Green Things to name just a few of very viable alternatives for that kind of fun. I don't want to give the impression that the original Freedom in the Galaxy was dependent only on a couple of 'swing events' and a lucky die roll here or there to win. But it WAS prone to get its balance shifted one or the other way by some arbitrary chit or card draws. And with a game of the scope of Freedom in the Galaxy, I somehow feel cheated (and it's not my opponent whom I am then suspecting in that instance) when I put a lot of effort and time to learn, prepare and play the game, to then get it tilted in one or the other player's favor by some random event neither me or my opponent had any say in. That is not what I would call a 'challenging' or 'intriguing' or 'interesting' game. Actually it is something I would not even call 'funny' game when I keep in mind all the time wasted in hope of a contest of skill and wit.

A last major aspect, which I wanted to pursue throughout my whole variant was, to keep the highly cinematic space-opera setting of the original FITG. Hard Sci-fi may have its merits, but in FITG, drama and destiny will always rule for me. Therefore, I wanted to make the game to proceed in a fast pace and if that meant in the end, it would take a couple of turns less to reach completion, I did not deem that a disadvantage actually. In general, if I would have had to choose between a game, in which occasionally things maybe bog down a bit, create some lull in the action and making Players start over again with their efforts or a game in which the Rebels heroically bursts through the Galaxy like a meteor braving the innumerable dangers and threats posed by an Evil Galactic Empire looming over the universe like an invincible Monolith of Evil and Suppression and in which the inevitable collision of this irresistible force on one side and the unmoveable object on the other will be nothing but a space-shaking clash of Titans - then guess which I on a general basis would rather prefer. On several occasion I actually stressed the highly dramatic dynamics of FITG, not at least to also speed up the game, possibly even shorting it by a couple of turns but also hoping to make it even more resemble all the other space sagas which FITG dwells upon.

----

My variant, as presented here, includes extensive Designer's Notes. So extensive, that they perhaps impede the reading of the actual rules. Furthermore, the new rules are not listed in numerical order, but (roughly) grouped according to topics they govern. I deemed it best to present my variant this way, as it was easiest to introduce AND explain the new rules and put things into context at the same time without adding a copy of the original rules. At the time being, I am working on a merger of my variant with the original set of rules. It is quite some work, but due to modern scanning technologies, I am fairly confident to actually pull through with it. Yet, for the time being, you will have to put up with a set of house-rules still referring back to another body of rules, the ones you bought with FITG.

In general, I divided my variant into two major parts. Part I, which will include the most fundamental changes sometimes bordering on the abstract. Here are concentrated those changes which will have impact onto the game in such a major way, that a lot of Part II actually deals just with the spin-offs of the changes in Part I. The rest, i.e. Part II is made up of new rules, which either were done to deal with some minor bugs or to just add even more color or detail to FITG. Thus, while Part I may hold more important but sometimes abstract rules, Part II is the one to take a look at, if you like new fancy gadgets and toys. My variant is closed by a further Part III, which however only holds charts, tables or other secondary issues. It had not always been easy to find a part or chapter to fit a certain rule under and there are some issues where I had to refer back and forth, but in general, I tried to keep that to a minimum.

I appreciate comments on this variant, as long as they are limited to issues of game balance, clarifications or other systems- and mechanics related topics. I am not very interested in issues purely relating to 'the background' of the FITG universe while designing rules. To muse about background-story is also fun, but FIRST has to come a working system, play-balance, rules-consistency and a challenging game, THEN I start to bother about background-story and begin to build it around the set rules - and not the other way round. It tends to rather solve problems that way instead of just creating them in my experience.

Comments and criticism are received a lot better when it becomes apparent you actually read these rules. Don't expect to be taken very serious when there is the impression you just took a casual glance at this material.

I especially appreciate after-game-reports of people who tried to play with these rules. At the end of Part III, I provided a sheet to insert your end-game (or provisional) status into, just for the case you want to be so kind and send it to me.

The place to send your comments regarding my variant to would be uweareuter@hotmail.com or consimworld's Freedom in the Galaxy folder at http://www.consimworld.com (try: http://talk.consimworld.com/WebX?14@238.hSJ3aqh5pNt.3@.ee6dedc )
I reserve all rights to these rules. They may not be copied or reproduced by any means or their contents altered without my expressed, separately written permission. And you for sure shall make no buck out of them without cutting me in. Uwe Alexander Reuter, 2001.

These rules were first published on http://www.grognards.com on January 5th 2002. Should at grognard any charts, tables or other layout features not be displayed well, you can try to contact me via uweareuter(hotmail.com to get my doc-file of these rules. This will state no permission for further reproduction or copies.

Brace for impact now.

PART I

FUNDAMENTAL

CHANGES

BID POINT SYSTEM

In this part I have grouped together the first and most crucial element to balance out my variant, the Bid Point System. It deals with how victory conditions are determined at the start of the game and therefore was put together with those modifications which had been done to the setup forces of each player.

But before this, one very basic change that was done. In detail, this new 'Sequence of Play' introduced below will be dealt with in the chapter 'Phasing and Clarifications', but it already had to be mentioned here, as the victory conditions, like in the original game, still depend on the time the Rebel Player needs to defeat the Empire, though in a slightly modified fashion.

[18.0] GAME TURNS
There are no 'Galactic Turns' any more like in the old game. Instead, each Player turn is now preceded by a Galactic Stage, with the following sub-phases:

GAME TURN

A) GALACTIC STAGE

I) 
Event Phase

II) 
Strategic Assignment (odd turns) or Taxation (even turns) Phase

III)
Production Phase

B) REBEL PLAYER TURN

I)
Operations Phase

II)
Mission Phase

C) IMPERIAL PLAYER TURN

I)
Operations Phase

II)
Mission Phase
The change from the old 'Galactic Turns' with their two Player turns each to now just Game Turns with each Player acting once like in most games, was done due to a number of reasons. Some have to do with the enhanced Galactic Events in this variant, others with Rebel Supply Conduit or just the desire to allow production of new units or PDBs every Player turn. Two very important basic parameters of the original game, namely that Taxation and change of Strategic Assignment only occur every two Player turns, have of cause been kept but that they now not coincide and instead overlap each other will have some impact on the game.

I have prepared a new Game Record Track as a gif-file, but where not able to incorporate it into these rules. If you are interested, send me a mail to uweareuter(hotmail.com.

[38.5] VICTORY CONDITIONS

Bid Point System

1)
Both Players secretly write down how many game turns they expect the Empire to last, or expressed the other way round, how many game turns he thinks the Rebels need to defeat the Empire.

2)
The bids are revealed. The Player with the higher bid will play the Empire, the Player with the lower will play the Rebels. If the bids are equal, sides are rolled for (or assigned after mutual agreement).

3)
Victory Conditions:

Empire breaks apart (= 26 Rebel VPs) ...

... till lower bid (inclusive)
Rebel Victory

... after lower bid, but till higher bid
Draw

... after higher bid
Imperial Victory

Example 1:

Bid A: 37 game turns; bid B: 40 game turns

Empire falls in turn 1-37: Rebel (A) wins

Empire falls in turn 38-40: Draw

Empire still exists after turn 40: Empire (B) wins 

Example 2:

Bid A & B 38 game turns

Empire falls in turn 1-38: Rebel wins

Empire still exists after turn 38: Empire wins

Sides are rolled for.

This Bid Point System should ensure, that the balance of the game is maintained even when many rules are changed. One incarnation of World in Flames once had this kind of victory and I found it very convincing. It is up to the Players to estimate how play balance has changed and into who's favor. Too much in favor of the Rebels should result in a lower bid, as they should now need less time to achieve victory. Too little in favor of the Rebels should result in a higher bid, as they should need longer. If you misjudge the impact of the changes on play balance - there is still the next game. Furthermore, should Players come up with good new tactics for one side which were not anticipated by me, this still can be mitigated by appropiate bids.

In general, I would say a bid a bit lower than the original game's length would be in order, 17-20 old galactic turns (which in my variant would translate into 34-40 game turns) maybe, depending on which side you prefer to play, but without the benefit of truly extensive play-testing, I would not dare to offer any sound number. And I actually even don't have to. That's the beauty of that system as it really allows to do minor modifications of the game almost at will and still leave balance intact.

[38.53] NO SUDDEN DEATH

The Empire can not score a sudden death victory any more. Delete the whole paragraph of [38.53].

The killing/capture of all characters became obsolete due to the changes under 'Script Immunity', while the sudden death via Secret Base destruction was already abolished in an article in General vol.4 no.20. and also fundamental changes of the Gather Information (I) mission and the Rebel Secret Base and its Supply Network now made that latter kind of sudden death inappropriate.
One issue, that had to be addressed now under the new Bid Point System was, that somehow, the game had to be made a bit more predictable, or to be more precise - to make its balance somehow easier to judge. 

A game of Freedom in the Galaxy's length and depth of cause has too many variables to exactly calculate it ahead. However what could be done was, to check it for those kind of 'swing-events' already mentioned in the foreword, which could give the game a totally different balance by the draw of a single card or roll of a lone die. Some Galactic Events could have been named here for instance, but a lot imbalancing of the game could already occur before it actually had started by the way for instance how Planet Secrets had been distributed or just which Rebel characters were drawn initially. As Players now had to estimate, which game length would be in balance for each side to win, I put a cap on these initial matters and switched from a randomized to a more fixed setting. Few consims of FITG's scope I actually know, which start with at start forces as randomized as the Rebel Player's in FITG.

[31.1] DEPLOYING PLANET SECRET COUNTERS

The exact placement of certain important Planet Secrets can have big impact on the game. Namely with the IPOC, but also the financial base of the Empire on the Gem, Slave and Industrial World it was very important if they were within easy reach of the Empire or not. The following system shall create more predictability, while still keeping enough suspense for the Rebel Player to bother about.

To prepare for deploying prepare two cups to hold the counters for Planet Secrets: Cup A, which in general will hold six secrets for those worlds that can be flown to even without corresponding Strategic Assignment and Cup B which will hold ten secrets for Planets that can only flown to when their Province is named by the Strategic Assignment. 

Put the counters Gem World, Industry World, Clone World, Empire Forever, Welcome Rebels and Drug World in Cup A. Put the counters Dead World, Living Planet, Mutant World, Hyper World, Slave World, Trap!, Imperial Archives, Imperial Deltronics, Casino Galactica and IPOC in Cup B.

Now take Cup A and place one Planet Secret randomly on Fliad (113), Etreg (212), Tamset (312), Kelta (352), Anell (541) and Liatris (512).

Then take Cup B and place one Planet Secret randomly on Tiglyf (131), Mitrith (143), Quibron (221), Angoff (222), Squamot (331), Midest (341), Tartio (442), Aras (521), Capilax (522) and Scythia (531).

After all Secrets have been placed, the Imperial Player first checks if Empire Forever had been placed on either Tamset (312) or Liatris (512). If this is the case, swap that Secret with the one on Etreg (212). After this check Etreg (212). If Welcome Rebels is now there (impossible if an exchange with Tamset or Liatris had to be done), swap it with the Secret Drug World.

This kind of deployment ensures on one hand, that the Imperial Player can travel to and guard the Industrial, Gem and Clone World with relative ease, to keep a certain financial base and resurrect his dead characters (the latter fitting his style nicely). However the IPOC and Trap! will be on more remote planets and will allow the Rebel after some time to gain distinct advantages for his military units and mission groups respectively. Same goes for the Slave World, which allows the Rebel Player to also deal a blow to the Empire's financial base, or the Imperial Archives and Casino Galactica, which could speed up his initial progress.

The Dead World has been moved to the Planets out of easy reach of the Empire, to prevent Shirofune and Treb Eyro (a Rebel and Imperial Sovereign respectively) from being out of the game right at start. Neither will any of these two end up on a Planet any more with an opposing population (i.e. Empire Forever or Welcome Rebels respectively). The Ardorats were exempt from Empire Forever, as in my version of the Galactic Guide and the history therein, the Ardorats had been deported from Niconi for 'Race-wide Piracy' by the Empire and since then been enslaved on Liatris. There is now even an Event depicting the Free Adorat Fleet coming to the aid of the Rebels.

That the possible location of the Trap! now excludes six Planets I had to accept and these could now be approached even without Professor Mareg or the Advisor Android I deem acceptable. There are still ten other worlds the Rebel Player will have to guess about if they contain the Trap!, and they are those planets the Empire can not reach easily and though you are now may be save from the Trap! on six planets, all of these Planets are within easy reach of the Empire and even if you can not hit the Trap! any more, still the Drug World can hit you.
[38.4] REBEL CHARACTER DEPLOYMENT

The characters and possessions the Rebel Player drew at the start of the game had a certain impact on how fast he could assemble the rest of his characters and possessions and start to make troubles. If he had the Cache of Rare Gems, that saved him up to three Scavenge for Possessions for Spaceships. Professor Mareg or the Advisor Android meant early exploration of Planet Secrets, maybe Casino Galactica, Imperial Deltronics or Mitrith (the Zop's home-world) and again saved time. On the other hand, many characters with low Combat Strength meant fewer mission groups and slower progress. To even this a bit, now the at start characters and possessions are fixed. There are none of the big helpers included (Mareg and the Android can not be part of the setup any more and the Cache was changed itself) but on the other hand, enough strong guys are around to form decent groups. If combined proper, you may have seven mission groups right from the start without too much fear from creatures and locals.
Instead of drawing random characters and possessions the Rebel Player deploys the following ones within the rules of [38.4]

Group 1:

Solar Merchant, Tourag, Agan Rafa, Frun Sentel, Scott Ruble, Cache of Rare Gems, Stinger-V Blaster

Group 2:

Star Cruiser, Rayner Derban, Zina Adora, Kogus, High Energy Sniper Rifle

Group 3:

Planetary Privateer, Boccanegra, Sidir Ganang, Oneste Woada, Norrocks

Group 4:

Explorer, Ly Mantok, Odene Hobar, Doctor Sontag, Vudot Vodot, Personal Body Shield

Two Possessions were added, to further speed things up (among them one completely new, the Stinger-V Blaster). There are still 12 possessions left to scavenge. However, all strength-adding or character-combat orientated possessions have been added, so at least in terms of survival, you can begin to assemble your mission groups in earnest once you got all characters. All remaining possessions are just gadgets helping you with missions or to go to places within the reach of the Empire. The Rebel Player could, if he deems it feasible, go as far as ignore P missions at start and collect his stuff at Casino Galactica and Imperial Deltronics once they are revealed (though I personally wouldn't do so, the Casino is just bound to be guarded in that case).
[38.3] IMPERIAL CHARACTER DEPLOYMENT
Set up the Imperial characters as follows:

Barca stacked with the Imperial Will anywhere on Orlog, Emperor Coreguya and Thysa Kymbo detected in the Urban Environ of Orlog (162). Senator Dermond in the Urban Environ of Diomas (152).

Els Taroff and the Imperial Shuttle in the Urban Environ on Pronox (231).

Telmen with any military unit on Orning (241) including in the Orbit Box.

Jon Kidu in the Urban Environ of Chim (311).

Jin Voles and an Imperial Spaceship in the Wild Environ of Tamset (312).

Saytar with any military unit on Troliso (411) including in the Orbit Box.

Redjac and Redjac's Spaceship in the Urban Environ of Lonica (421).

Saytar is NOT in his home-province. He still has not lived down his affair with Magda Sheels and went to the other end of the Galaxy to avoid her.
Gelba, Vans Ka-Tie-A with his Blaster and an Imperial Spaceship in the Urban Environ of Trov (542).

[38.2] INITIAL IMPERIAL DEPLOYMENT
The Imperial Player receives 80 Force Points in Province One and 40 in all other provinces. Otherwise, set up of units and PDBs is exactly like described in the original rules.

The Imperial character's setup was not really changed because of Play balance. Part was I considered it odd that it takes more effort than an order from the Emperor to activate the two Imperial sub-commanders, the other part was that I disliked two Imperial Knights hanging around till the Strategic Assignment freed them while now, they can meet with the Imperial Sub-Commanders to go on missions (Gather Information for instance). Sure you could arrange the Strategic Assignment accordingly or perform a Gather Information (I) mission now, but that is a lot of hassle (background-wise) just because ... well I don't see why Telmen or Saytar shall be as phlegmatic as the other Imperial sub-commanders, who didn't even make it on a character card (Telmen might be a border-case).

The Imperial Will and Van's Ka-Tie-A's Blaster are a new unit and Imperial Possession introduced in the Chapter 'Style'. 

The increase in Force points was made, as the original numbers stretched the Empire very thin the first turns. As mentioned in the foreword, I liked to emphasize the cinematic nature of FITG and part of this was to make the game rush faster from its origin to the Empire's inevitable defeat. To compensate for that, sometimes the Empire received a more generous allocation of units or Force Points, ensuring that there actually will be enough at hand for the Rebels to pit themselves against. As said, if presented with the choice of two sides shuffling around each other because of being a bit light-weighted or of two sides bursting with power and energy going at each other's throat, the latter will always win out for me in FITG. Thus the upgrade of the Empire's at start forces, which will still not put it in an air-tight position and leaves enough space for built-up and development, but decent enough to provide it with most basic needs and add a bit of bite here and there right from the start of the game.

A last point related to the setup and preparation of the game is the new introduced 'Intelligence Sheet' some new Sheet similar to the old 'Endurance Sheet', used to keep track of each Player's intelligence and undercover operations.
[38.19] SHEET START SETTINGS

Tag one square of 'General Research' for each Player on the Intelligence Sheet before the game starts. Each Player has right from when the game starts the right to once make use of 'General Research'. All other tracks on the Endurance & Intelligence Sheet start untagged.

'General Research' will allow Players to influence Galactic Events and for various reasons, I wanted each Player to have a chance to do so at least once per game, even if he does not bother to invest any further in this area. 

With this, I consider most that had to be said about the new victory conditions and each player's at start forces to achieve them to be said. All else, any spin-offs and impact these changes had on more specific details of the game, certain Galactic Events to name an example, will be dealt with in Part II of this variant.

STRATEGIC IMPLEMENTATIONS

In this group, I dealt with two very crucial aspects of the game which had very fundamental i.e. strategic implications on the game as a whole: on one hand the Rebel Player's forces and their ability to wage war on the Empire and on the other hand the Empire's inability to bring its otherwise superior numbers to bear due to the Strategic Assignment.

Foremost, I dealt in this chapter with the fact that under the original rules as included in the box when you bought the game, the Rebel had enormous difficulties to actually conquer a planet (i.e. get it Rebel-Controlled) and thus win a game. One point were the odd rules about how PDBs could be put up (and how late that could be) and the other was, that a military challenge of the Empire was very difficult to coordinate and instead usually just isolated, local rebellions cropped up, which the Empire could deal with one by one piecemeal with relative ease. The revealing of the Secret Base seldom made things easier under the old rules - in fact as the Imperial Strategic Assignment was completely lifted, it was a very mixed blessing indeed.

---

What was wrong with the original game in detail, i.e. what made it so difficult for the Rebel Player to conquer a planet?

First - an Imperial Player worth his salt placed no PDB up if it was not absolutely necessary (i.e. only on Capitals, Home-Planets and a handful of Secrets). This point on itself, that you gained some advantage for not investing something already seems very odd to start with. However, lets first take a look why it was so good for the Imperial Player, to NOT put a PDB up.

What happens in case of a Rebellion? The Rebel Player puts a Planet into Rebellion. He has little choice on when he manages that (due to the fact that a Start Rebellion mission is not as easy as it seems to pull off but more on that later) so lets assume he does it in the First Rebel Player turn of a Galactic Game Turn. There are no Imperial military units on the Planet. However, there is no need for the Imperial Player to react to that threat during the First Imperial Player turn. Why? Because the PDB is down - the Planet can not become Rebel Controlled. Not that this is optimal Imperial play, but more on that later. 

Okay, now in the Second Rebel Player turn of a Galactic Game Turn, the Rebel Player Turn passes by. Now it is the Second Imperial Player turn. The Empire again does not really have to react (it would be good, but lets assume the Emperor is busy). Still, at the end of the Imperial Player turn, the PDB is down. The Planet again does not become Rebel Controlled.

Now, in the next Galactic Game turn, the Rebel Player is generously allowed to put the PDB up. His own turn passes somehow and now, three Player turns after the Rebellion occurred, the Imperial Player has to react and get one (yes, only one) of his own units onto the planet. A ridiculous long time for him to react.

Now, I don't want to give the impression that this would be expert play on part of the Empire. No, the Empire should at least at the end of the Second Imperial Player turn send some units down to Planets in rebellion which can survive a battle. Because then the Rebel Player may NOT put the PDB up during the resource phase. And again the Rebel Player has to wait two Player turns till he gets even a theoretical chance to get the Planet under his control - IF he can evict the Imperial units till then.

However, also this is not yet optimal Imperial play. Optimal is to react to a Rebellion at once. But it is not to get down on the Planet (where sabotage or the various Rebel 'home-advantages' could come into play). That is just a side-effect. The whole exercise is mainly aimed to prevent as many Rebel troops from escaping via interdiction and then destroy them with overwhelming force. And the problem with the original rules was, it could be done most of the time easily, maybe not all at once, but piecemeal if necessary. Send into each Orbit box someone to intercept (use Patrols if nothing else is available) and have one strong stack to go down to destroy the Rebel Forces one by one. If necessary strip other defenses temporarily for this task (it won't take too long). And usually I did not deem it necessary to do it all piecemeal. The Empire usually had the forces to contain three Rebellions at once. And after the Rebel units were destroyed, they left behind a Militia to prevent, that the PDB could be put up.

Sure, one day the Empire will run out of Militias. And sure, one day there will be more than three Rebellions (I mean Rebellions in which the Rebel Player has forces in existence). But when? The way the Action Cards were designed, the Rebel Player was outstanding lucky if he could get three Rebellions in one Player turn started simultaneous. Two might be more realistic. And one more common. And none not seldom. Civil War, Would be Rebels chicken out and Enemy Agent reveals Mission were three events that could spoil any Start Rebellion mission - a 10% of the total deck. 10% each time you draw a card! And Rs themselves are not too common either. And no bonus draws on R missions weren't a big help too.

And the Game does just last 20 turns. And the Rebel Player does not need just one Planet. He needs 26VPs.

A rather bleak prospect. It could be overcome with a good dose of luck. But am I playing several hours only to see if I get lucky today or if it is just another time I had my fun as the Rebel Player, but my victory as the Imperial?

Not really.

As mentioned in the foreword, for a game, that actually claimed "Freedom in the Galaxy is not a game organized to show ... how the Imperial can win by annihilating all the Rebels. Rather, the game shows how the Imperials can hold off the Rebels. ... If there were no limit to the number of game-turns a scenario could last, the Rebel Player would win every time." the situation like described above is quite a slap in the face of its designers.

Already an Article in the General addressed this issues. I read it after I had done my initial draft of my variant. One very sound change was, that it made it unnecessary for the Rebel Player to put the PDB up to conquer a Planet. A really big help which I used straight to replace my slightly different rules regarding that point, my current modifications to it have more to do with my (planned) Armageddon Scenario than the Nick Palmer's rule itself. This change in the General fixed the biggest and most obvious imbalancing factor of the original game. 

The other problem, that the Rebel military units received via Rebellions were often too weak to defeat the Empire all on their own, while the coordination of a simultaneous threat on several Planets at once to over-stretch the Empire was often out of reach too. Rebel units could easily be squashed piecemeal by the Empire as they trickled in slowly over several turns, part of this due to the difficulties to actually succeed with a Start Rebellion Mission as already described above, part of it due to the fact, that Imperial units from EVERY Capital or the Throne Planet were allowed to react to any Rebellion due to [35.32]. This gave the Empire enough flexibility to deal with any uncoordinated, piecemeal Rebellion in turn. Nick Palmer's article also addressed this issue by restricting Imperial reaction to rebellions to within the same province. A solution that helped a lot. However I found, that when I was playing with it, that I considered the limit on the Empire a little bit too strong. Not too strong in a sense of game balance, the Rebel really needed that kind of help, but too strong in a sense how inflexible the Imperial Player became, sometimes feeling more like a spectator than a participant.

So much to the problems with the original rules. Here the steps I took to deal with them.

First - how to deal with the issue of the PDBs.
[15.52] EFFECTS OF REBELLION

When a Planet is put into Rebellion, put the PDB down. When a Planet is in Rebellion, no one controls the PDB (as nobody controls the Planet) and thus it may not be used for detection, ranking attacks or be attacked by either Player, neither may any Player use Force Points to put the PDB up again as long as the Planet is in Rebellion or to increase its level.

When there are no Imperial units in any Environ of a Planet in Rebellion at the end of an Imperial Player turn, the Planet switches to a State of Rebel Control. Imperial units in the Orbit Box are irrelevant as is - contrary to the original rules - the status of the PDB. All that matters is, that there are no Imperial units anymore on the Planet surface. 

This is mainly one of Nick palmer's rules. With the above change, a planet is right from when it is put into Rebellion under the danger to come under Rebel Control if the Empire does not react immediately. Two Planets in Rebellion now really mean three places to get troops down on the Planet surface - and just blocking one Orbit Box with Partols and one Planet to get a killer stack down on to kill all Rebel units.

[15.53] EFFECTS OF REBEL CONTROL

When a Planet switches to a State of Rebel Control, put the PDB to level 0 (except on the Living Planet). Remove the Planet's Loyalty marker from the map and put a Local Forces Marker onto its Loyalty Track. 

The rules about the PDB decreasing over the course of a rebellion was mainly added because of the planned Armageddon Scenario, but also to not punish the Imperial Player for investing force points in PDBs by later making him face them, as there is already little incentive enough for him to build PDBs during the ordinary game. In the Armageddon Scenario, the PDB double-serves as an indicator of the infrastructure of the planet as well as of its defensive systems while in a State of Rebel Control and this infrastructure has to be rebuilt almost from scratch once the Empire is evicted and the war-torn planet's infrastructure tries to recover again.. 

The Local Forces Marker is the same as the Rebel Control Marker of the original game, i.e. a face-down Rebel unit. In this variant however, this marker will among other things also indicate, that the Planet's population has built up an extensive resistance network which will oppose the Empire should it ever dare to return, but also that it had become a bit exhausted and can not contribute so much troops to the Rebel cause any more in the future. More details about these Local Forces can be found in Part II of these rules. They were only already mentioned here, as they fit in neatly.

Now to the other major problem of the original game besides how it dealt with PDBs and Planet Control - how to give the rebel Player a chance to orchestrate his isolated Rebellions into a concentrated military challenge too big for the Empire to defeat everywhere at once. This here was a bit creative work, as two things had to be balanced out: on one hand the Rebel Player had to be given a chance to exploit the inflexibility of the Empire to an extend, that would allow him to conquer planets to fulfill his victory conditions of 26 VPs, but on the other hand not to restrict the Empire too much and relegate it to the role of a mere spectator.

The original game failed in both points in my eyes, while Nick Palmer's rules failed with the second.

I therefore decided to try a different approach, which necessitated as said a bit of creative work and to add some new concepts to the game, i.e. not mere tweaking of existing rules.
[35A.0] THE REBEL SUPPLY NETWORK

Besides the Rebel Secret Base, the Rebels established an extensive network of Conduits to siphon resources to the farest reaches of the Galaxy to raise formations for the Rebel cause almost anywhere. Though at first they lack the expertise and resources to be a real threat, with each new Rebellion the experience gained by the Rebel forces will make them a thorn growing bigger and bigger in the side of the Empire. Much smaller and flexible than the Secret Base, Rebel Supply Conduits are next to impossible to dislodge except through dedicated and extensive Imperial intelligence operations and even then they might re-emerge faster than the Empire could fight them.

[35A.1] The Rebel Supply Network (sometimes just referred to as the 'Rebel Network') consists of the 18 Planets, on which in theory the Rebel Secret Base may be hidden - i.e. the 18 Planets listed in [34.1]) (plus later in the Armageddon Scenario also Planets in a State of Rebel Control).

Though only one of the 18 Planets actually houses the Rebel Secret Base, each of them houses a Rebel Supply Conduit, including the Planet on which the Secret Base is hidden itself. These Supply Conduits may be used to build Rebel units and raise PDBs with points from the Rebel Resource Points Track without the need to reveal the Rebel Secret Base.

Furthermore the Rebel Supply Network also provides alternate locations for the Rebel Secret Base should it be destroyed or come under too much Imperial pressure.

[35A.2] The Rebel Supply Conduits can be Infiltrated and destroyed by the Imperial Player performing Gather Information (I) while the Rebel Player may perform Gather Information (I) missions to perform Counterintelligence to seal security leaks again and expend force points to rebuild destroyed Conduits. Each Supply Conduit is in one of the following three states: 

· Undiscovered (representing the Empire knowing next to nothing about the Supply Conduit except maybe that it exists) 

· Infiltrated (representing the Rebels being Infiltrated to a point, where the general location of that particular Conduit is somewhat know to the Empire rather than an actual infiltration of the respective area itself) and

· Destroyed (representing that the Empire has finally pinpointed the Supply Conduit and was able to conduct a decisive strike against it and shut it down). 

The current status of the Rebel Supply Network is kept track of on the Intelligence Sheet. For more details about the new rules for Gather Information (I) missions and the Intelligence Sheet, read their respective rules in the Chapter Mission Changes.

[35B.0] BUILDING UNITS VIA THE NETWORK
[35B.1] Each Production Phase, the Rebel Player may build one military unit or raise one PDB by one level or rebuild one Destroyed Conduit with force points from his Resource track without having to reveal the Rebel Secret Base.

Only one military unit may be purchased or one PDB may be increased by one level or one Supply Conduit rebuilt per Resource Phase in total (i.e. not one unit/PDB/Conduit per Supply Conduit).

[35B.2] The units/PDBs/Conduits that may be purchased this way, depend on the number of Planets in Rebellion/Rebel Control at the moment:

· At the start of the game, the Rebel Player may build Wild or Urban 1-0 units via his Network.

· When one Planet is in Rebellion, the Rebel Player may build Wild or Urban 2-1 units via his Network.

· When two Planets are in Rebellion, the Rebel Player may rebuild destroyed Supply Conduits.

· When three Planets are in Rebellion, the Rebel Player may build Wild or Urban 2-3 units on via his Network.

· When four Planets are in Rebellion, the Rebel Player may also build Special 1-0, 2-1 or 2-3 units via his Network.

· When five Planets are in Rebellion, the Rebel Player may increase the level of PDBs.

The same level of mobile unit (1-0, 2-1or 2-3) may not be built in successive turns, you have to take another of the choices above in between. Elite and 4-3 units can not be built via the Supply Network. Please also take note, that the Rebel Secret Base itself can not increase the level of PDBs any more (it still can put PDBs up though), the Supply Network has to be used for that even on its own Planet (this has some relevance in the Armageddon Scenario). The Secret base however may still build any level of Wild or Urban units, including Elite units, no matter how many Planets are in Rebellion/Rebel Control when revealed.

[35B.3] Supply Conduits and PDBs are received immediately when purchased. Military units are only put on the map in the Production Phase of the next game turn. When they are built, put them on the next turn of the Turn Record Track, where they will also serve as a reminder which mobile unit you may not build a second time in succession.

Units have to be put in an Environment of the Planet with a Supply Conduit. Infiltrated Supply Conduits may only be used to put units in, when there are no Imperial units in any Environ of that Planet and the PDB is down. Destroyed Supply Conduits may not be used to put any units on at all.

PDBs only can be raised on a Planet the Rebel Player controls even if that Planet has no Supply Conduit.

[35B.4] Once four Planets are in Rebellion, the Rebel Player can chose to use his Supply Network to rebuilt one destroyed Supply Conduit in his Resource Phase [35B.2]. The cost to rebuild the Supply Conduit is five force points. The location on which the Supply Conduit is rebuilt from then reverts from Destroyed to Infiltrated again. To revert a location from Infiltrated to Undiscovered, the Rebel Player has to perform Gather Information (I) missions (read there for details). Conduits can not be rebuilt on Planets destroyed by the Planetary Stabilizer.

All in all, the rules for the Rebel Supply Network shall enable the Rebel Player (after a while) to save some military units and harass the Empire on an ever increasing level. In general the stages could work like this: 

At first, the Rebel Player puts planets into Rebellion and loses most of his troops to the Empire's response, just like he did with the old rules before. However the Empire has to react much faster to this Rebellion now (as no PDB is needed any more for the Rebel, i.e. the Planet will slip from its grasp should the Empire not immediately send in units to back-up its failing local government) and will have to leave some troops behind to prevent the planet to switch to Rebel-Control automatically once it can disengage the Planet. Though the Rebel troops lost in these early clashes will later be missed during the big galactic revolt, the Rebel Player gets something for their loss, the capability to raise troops elsewhere. 

As more and more Rebellions start, the Rebel Player may start to collect better and better troops via Supply Conduits and sidestep the Imperial Strategic Assignment with them. At first that will not be much, they might be used to attack some isolated Imperial troops guarding a coup rate or maybe prevent a planet without PDB from being taxed (not much, but it is fun to do). After some time however, joined by the odd troop here or there that escaped some of the early rebellions, these troops may be strong enough to attack the isolated garrisons of important Secrets like the IPOC or Trap! to allow mission groups to safely land on them. Don't be fooled, that the Rebel Player now can strike out at will. One single unit per turn is very little and at first, they will not be what would be considered really 'combat worthy' and till 2-3s may be purchased can take a long time. Squandering any of these meager forces will certainly be paid for dearly when you want to start your galaxy wide Rebellion - the big event you have labored for all time.

Ultimately however, the Rebel Player hopefully will have collected enough units so that he can concentrate them to conquer a certain planet of his choice - at the time other planets are prepared to get into rebellion via Domino Effect. They could be sent to an Orbit Box of a planet the Rebel Player intends to put into Rebellion this turn to interdict Imperial units or they could be sent to those Planets already in rebellion but without Rebel units any more to destroy the Imperial garrison left behind there and thus threaten that this Planet becomes Rebel controlled too. Preferably the Rebel Player will orchestrate both to happen at the same time. Assuming you can do the latter on two planets in one province and manage another R mission there or two, the Imperial Player may not be in the shape there to suppress all Rebellions at once.

The last point will be made even easier by changes made to the Strategic Assignment and its exceptions. Before turning to this issue however, I want to first finish off the Rebel Supply Network by introducing some changes I have done to its centerpiece - the Rebel Secret Base.

[34.4] THE REBEL SECRET BASE

[34.45] The Rebel Player can relocate or rebuild his Secret Base during the Rebel Player's part of the Resource Phase. This happens instead of the one unit/PDB/Conduit the Rebel Supply Network is allowed to raise/increase/rebuild and it also prevents any units to be built via the Base itself that turn. Relocation is the change of location of the Secret Base in case the Rebel Player deems this position compromised or useless any more. Rebuilding represents a reconstruction from scratch after destruction by the Planetary Stabilizer.

[34.46] When currently undestroyed, the Rebel Base can be relocated at a cost of 20 Force Points. The Secret Base can not be relocated while destroyed, in that case it can only be rebuilt.

[34.47] When the Rebel Secret Base is destroyed, it may only be rebuilt at a cost of 25 points during the Rebel Player's part of Resource Phase. The Rebel Player never has to rebuilt his Base, he may accept to live without it.

[34.48] The Base can only be relocated to or rebuilt on an undestroyed i.e. either an Undiscovered or an (only) Infiltrated Supply Conduit.

When the Secret Base is rebuilt on or relocated to an Infiltrated Conduit, the Secret Base becomes revealed immediately again. When the Secret Base is rebuilt on or relocated to an Undiscovered Conduit, the Rebel Secret Base becomes unrevealed immediately.

[34.49] During the Galactic Game Turn, in which the Rebel Secret Base is relocated or rebuilt, the Rebel Base may not be used to build new units. It may still be used to put PDBs up. Needless to say, the Rebel Player has to announce when he relocates or rebuilds the Secret Base (as this becomes apparent on his Resource Track) but only has to tell to which location, if that location currently is Infiltrated. If he relocates to/rebuilds on an undiscovered location he just writes down the location on a new piece of paper kept secretly from the Imperial Player.

The new rules allowing the Rebel Secret Base to be rebuilt and even to be relocated were written as to provide a way for the Rebel Player to recover from a severe blow at the heart of his organization. Already Nick Palmer's article ruled out a sudden death in that instance, but it then stopped there. 

For a game that claimed the Rebels would win every time if given an unlimited number of turns, I considered that original Sudden Death rule rather odd to begin with. It maybe went unnoticed, as with the original rules, the discovery of the Rebel Secret Base was a remote, if any possibility. Another aspect of the game I considered all-in-all ill-designed: to first write rules about how a Secret Base could be found - then making it so hard that it actually could not happen except under the most unlucky and odd circumstances for the Rebel Player - and then, if these actually collude and occur to let them end (or rather ruin) the game.

As already mentioned in the rules pertaining the Rebel Supply Network, there have been changes to the Gather Information (I) mission allowing the Imperial Player to infiltrate the Network and one of the changes is, that now, the Rebel Base CAN be found - albeit at significant effort. These changes following further below in Part II will mean, that the game can turn in another direction if the Imperial Player decides to go very aggressively for the Rebel Base. The changes here in this chapter above will mean, that it will not be the end of the game if the Imperial Player decides to do so, but just a different way to play for him. Which way actually will win out, that is what the game is played about and it will depend a lot on how each Player reacts to his opponent and what situation the game  provides them with.

All rules pertaining the new Gather Information (I) mission have been dealt with in Part II of this variant, to put them together with all the other various changes to the original missions within one single chapter and because the new Gather Information (I) mission does not only deal with the Rebel Network, but also opens a whole world of espionage, intelligence and undercover operations to the Players. 

Right here at this point, after having introduced the Rebel Network and its Secret Base in complete and the possibilities it offers to orchestrate a more coordinated Rebellion, I want to switch again to the other greatest asset the Rebels have in their arsenal besides their troops - the Empire's inflexibility:

[35.0] IMPERIAL STRATEGIC ASSIGNMENT
The rules for the Strategic Assignment as it functions normally are left unchanged. It are the exceptions to the strategic assignments of [35.3] which have changed.

There had to be done some changes to the way how the Imperial Player should be restricted by the Strategic Assignment. This was a rather tricky act, as on one side these restrictions are essential to the Rebel Player's ability to function at all but on the other side should not put the Imperial Player into the role of a mere spectator. The original rule gave the Empire too much leeway, allowing to send troops to Rebellions from _every_ Capital or the Throne World while Nick Palmer's rules in the General vol.20 no.4, which included the first tweaking of this aspect of the game, were a bit too restrictive again..

[35.31] EXCEPTIONS TO THE STRATEGIC ASSIGNMENT
Once Rebel successes grow out of certain limits, some of the limitations of the Strategic Assignment begin to lift, representing Imperial Emergency Plans and the (albeit slow) recognition of the Rebels as the threat they are.

To in advance summarize the exceptions to the Strategic Assignment according to this variant, maybe the following list will be a help:

· At first, only Capitals of the same province may send units to Planets in Rebellion/Rebel-Control.

· Once a province has three or more Planets in Rebellion/Rebel Control, this province's Capital may receive units sent from other Capitals.

· Once a certain number of provinces have three or more planets in Rebellion or Rebel Control like above, the Imperial Player may play a Historic Event card, which comes close to the lifting of the Strategic Assignment of the original game, but still will exclude some Planets as a breeding ground for the Rebels to fall back to if necessary.

· Once the yet-to-be-written Armageddon Scenario starts (again via a Historic Event played) the Strategic Assignment is totally dropped.

Last there are some special exceptions helping the Imperial Player to send units to the Rebel Secret Base once it is revealed, but the Rebel Secret Base is a very special case. The four steps listed above summarize the essence of how the Empire step by step (but always one step behind) gets its act together as the Rebellion grows.

Complete freedom of movement will only be granted to the Empire once the (yet to be completed) Armageddon Scenario commences.
Now the exceptions in detail, starting on the Planetary level, i.e when a Planet is put into Rebellion.

[35.311] LOCAL ALARM
The Imperial Player may always move from a Capital Planet or the Throne Planet to any Planet in Rebellion or Rebel-Controlled in the same province (i.e. not from every Capital or the Throne any more like in the original game).

This rule was written by Nick Palmer and first published in the General Volume 20 no.4. It requires the Imperial Player to spread his forces over his Capitals to counter Rebellions. This will limit the number of troops he can bring to bear within any single Province. Assuming he mainly uses his Elite units for this purpose, he will have three of those on average per province, supported maybe by some lesser troops if need arises. Five Rebel units in an Orbit Box should be able to challenge these 'Provincial Forces' and prevent the Imperial troops via Interdiction from landing on the Planet. They now however may have to deal with the Imperial troops they interdicted and an Interception attack versus superior forces might not be the very best start. Well - no pain, no gain.

Now the next level would be what happens when a whole province comes under serious threat. 
[35.312] PROVINCIAL CRISIS
When three or more Planets in a province are currently in a State of Rebellion or Rebel-Control, the Imperial Player may fly from any Capital and Throne Planet of other provinces to the Capital or Throne Planet of the province with the three Planets in a State of Rebellion / Rebel-Control, even if the Strategic Assignment does not list these two provinces.

What I disliked a bit about the rules in General vol.20 no.4 was, that the Empire had no way at all to react to a whole province sliding away. I however preferred more an action / counter-action / counter-counter-action flow of events and therefore added this second level of emergency. Should one province come under serious troubles, indicated by the third Planet now already in Rebellion, the Empire may support that province, though it should do so fast as it still takes some time till they are in place to strike. This shall have the effect, that the Rebel Player still can at first stir some trouble unmolested, but after some time the Imperial Player may again leave his role of a mere spectator and actively influence, which areas to reinforce and which not. A well planned coordinated Rebellion of a group of Planets at once will still either over-stretch the Imperial Forces usually concentrated within one Province (especially when they really are started all at once) or will necessitate an influx of troops from other provinces to a degree, which may leave those provinces in a understaffed state themselves - a situation the Rebel Player should have prepared himself for to exploit. This is what the Rebel Player shall strive for, a carefully masterminded Galactic Uprising, which is not only prepared within one single province, but also thought through beyond that.

Finally the exceptions to the Strategic Assignment once the whole Galaxy seems to be in danger.

[35.313] STATE OF EMERGENCY
The Imperial Player may further increase his flexibility by declaring a 'State of Emergency'. The State of Emergency is declared immediately once the Imperial Player has collected three 'Emergency Points' and its effects last for the rest of the game.

[35.3131] EMERGENCY POINTS

Emergency Points are collected by the Imperial Player from the start of the game on and are recorded by him on the corresponding track of the Intelligence Sheet.

The Imperial Player collects Emergency Points at the following instances:

· When for the first time during the game the Rebel Secret Base is revealed, add one Emergency Point. Only the first time the Rebel Secret Base is revealed the Point is added, but the point remains for the rest of the game and is not subtracted even if later the Secret Base is relocated or destroyed again.

· When province One is put into a Provincial Crisis (i.e. three or more Planets therein are put into a State of Rebellion or Rebel Control) for the first time during the game add two Emergency Points. Only the first time province One is put into a Provincial Crisis these points are added, but they remain for the rest of the game and are not subtracted again should the Provincial Crisis later disappear again.

· Each time one of the other provinces is put into a Provincial for the first time during the game add one Emergency Point. Each time one of these provinces is put into a Provincial Crisis one point is added, but except for only adding one point per province instead of two, the same rules as for province One apply (i.e. the points are only added once per province, but then permanently). 

You may view the three Emergency Points as the level of serious troubles (just take a look for what Emergency Points are collected below) needed, to make also the most megalomanic or ignorant Imperial realize, that determined action is now required - if it is not already too late for that.

[35.3132] EFFECTS
Once a State of Emergency is declared, the following two effects apply for the rest of the (standard game).

· The Imperial Player may fly to Planets in a State of Rebellion or Rebel Control from everywhere (i.e. not just from Capital or Throne Planets).

· The Imperial Player may freely cross province boundaries. This means, that as long as he flies to a legal destination according to the Strategic Assignment or any of its exceptions (including the one of the preceding paragraph), he may do so from anywhere, crossing province boundaries as he likes.

Expressed the other way round, the only Planets the Imperial Player may not fly to even during a State of Emergency are those which: are not in the same System as a Capital, Throne or Home Planet of a star-faring race AND (!) are not in one of the Provinces named in the Strategic Assignment AND (!) are not in a State of Rebellion, Rebel Control or house the (revealed) Rebel Secret Base. All other Planets the Imperial Player may fly to from anywhere, crossing province boundaries freely.

Please take note that the Strategic Assignment Deck is NOT dissolved now as it still serves to allow the Empire to occasionally reach those few Planets still beyond its reach usually.

The changes under 'State of Emergency' were done part because of the modifications to I and Q missions already mentioned before. The Imperial Player now could probe very aggressively for the Secret Base during the early game. I liked that idea much more than leaving the revelation of the Secret Base a remote (but then perhaps rather unbalancing) probability, which it had been during the original game. When changing this all-or-(most of the time rather)-nothing concept into something that might actually make appearance during the game, there had to be provisions that the game still would make sense should the Rebel Secret Base been revealed early. An interesting situation, Star Wars Episode IV was mainly about that (and in most respect it was the first episode featuring the Rebel Alliance) and therefore the rules above were written and the effects of the revelation of the Rebel Secret Base downgraded. 

In the old game, the revelation alone granted the Imperial Player complete freedom of movement. Now it only helps him to declare a State of Emergency which still comes close to the complete freedom of movement of the original game once the Rebel Secret Base was revealed. All that is different now is, that those couple of Planets completely out off the Empire's reach usually (i.e. not named by the Strategic Assignment AND not in the same System as ... AND not in a State of ...) remain so. This will ensure, that there will always be some Planets out off the Empire's reach where the Rebel Player may retreat to and to which he still may dare to go with bad ships like the Galactic Freighter or Solar Merchant.

Except for these few Planets out of reach (and once they are put into Rebellion or their province is named again by the Strategic Assignment they again become legal destinations for the Imperial Player too) the Imperial Player now may move very free. He does not any more have to think in terms of provinces during the Operations Phase as he can cross boundaries at will. Furthermore, he can react to each Rebellion directly, without the need to travel via his Capitals. It is possible for him to try forming killer-stacks to travel from Rebellion to Rebellion directly - if he can muster such stacks still that is.

How fast this State of Emergency is brought about is determined a lot by the Rebel Player and how fast he creates Provincial Crisises. The Imperial Player however also has a say in this matter as he can hasten a State of Emergency by revealing the Rebel Secret Base. How this can be done is specific by him, is explained in detail in the new rules for Gather Information (I) missions in Part II, Mission Changes. This single Emergency Point the Imperial Player may add by finding the Rebel Secret Base can make a big difference how the game proceedes.

The Rebel Player may always go and put one province into a Provincial Crisis (and within that province start as many Rebellions as he likes) and in all other provinces just limit himself to only two Planets in Rebellion. After this however it begins to matter a lot, if the Imperial Player how close the Imperial Player is already to finding the Rebel Secret Base. If has so already, once the Rebel Player creates a second Provincial Crisis, a State of Emergency will occur and from then on the Rebel Player will have to deal with a far more flexible Empire. If the Rebel Secret Base has as yet not been revealed, the Rebel on the other hand could put an entire second province into Crisis (i.e. start as many Rebellions there again as he likes) with the Empire still operating within the limits of the Strategic Assignment and the rules for 'Local Alarms' and 'Provincial Crisises'.

This difference how long the Rebel Player may work without a State of Emergency against him will have quite some impact on the game. The situation looks a lot different when already two provinces are in turmoil when the State of Emergency is declared or only one and should provide enough incentive for the Imperial Player to search for the Rebel Secret Base aggressively. This does not mean, that the Imperial Player HAS to find the Rebel Secret Base. If he thinks he can keep two provincial Crisises under control without a State of Emergency, he may try to do so. It will save him a lot of Gather Information missions to find the Rebel Secret Base - time that may be spent to work against the Rebels in other ways. Which way will in the end lead to success is for the Player's to find out themselves.

Please take note, that in the above calculations the special situation of Province One has not been addressed as yet. As Province One now adds two Emergency Points when in Crisis, it has become the one least likely to be targetted by the Rebel early on with a Provincial Crisis as after this a Sate of Emergency would be very close by. For the same amount of Emergency Points, two other provinces could be put into turmoil instead.

For details, why and how the Secret Base could come under threat rather fast or how a 'State of Emergence' actually may be declared, check the new rules for Gather Information (I) missions and Galactic Events in Part II. As a side note, there is also a second, more direct way around the Strategic Assignment via Imperial Gather Information (I) missions, but it is more a tool to grant characters some additional flexibility, its impact on the military side of the game is much lower.

Last already some special cases of the Rebel Secret Base itself and one issue pertaining Strategic Assignment and Drift 2. 
[35.315] REBEL SECRET BASE ORDERS
The Imperial Player may fly from any Capital or Throne Planet to the Planet containing the Rebel Secret Base once it is revealed. This of cause does not prevent to fly to the Secret Base from somewhere else using any of the other exceptions (e.g. when the Province with the Rebel Secret Base is also named by the Strategic Assignment or during a State of Emergency). 

[35.34] DRIFT AND STRATEGIC ASSIGNMENT
When an Imperial unit is in a Drift Box, it can always fly to Planets of that Drift Box's System, even if the restrictions of the Strategic Assignment would not allow to fly to that System.

With this I like to close the chapter 'Strategic Implementations'. The changes introduced herein regarding the Rebel Secret Base and its Supply Network as well as the Strategic Assignment and Nick Palmer's omission of PDBs as a necessity to Planet control are, what I consider the centerpiece of shifting the game into a more balanced and interesting contest between the Rebel and the Imperial Player. There will be more rules to facilitate faster progress of the Rebellion as the game develops, but these are all more specific changes to elements best dealt with in the various chapters of Part II.
SCRIPT IMMUNITY

"Flash Gordon did it. Buck Roger did it. Even Indiana Jones did it - survive against all odds. What's wrong with our heroes in Freedom in the Galaxy?"

On a purely ideological level, this could maybe be the most debated group of the changes. If you really do not like them, well - don't use them if you think that's better. However, I hope you do not mind if you - lets say - ...

... played till turn 5 and then ... though you had the Scrambler on the Stellar Courier and you put the PDB down with it and the Planet was not guarded when you flew there and the Strategic Assignment did not name that province ... but then you had to fly to that neighbor of that Capital Planet once to get it away from Patriotic and you were not detected when you wanted to leave again and the Imperial Player only had two units in space then ... well they were only a Veteran and a Patrol but then it happened: 6 on the Detection Table, failure to break off and a 6 on the Combat Results Table ... Dooh! - all hands abroad lost. Damn! This was one of my three groups designed to go down on planets not totally save, Scott, Doctor Sontag, Drakir Grebb, the Courier, the Scrambler and the Cache. Who could have expected this, it was so unlikely. ...

... and I then chuckle a bit about you as you now start to set up a new game after playing 5 turns for ... well ... essentially nothing as I see it. Worse yet, you just hit that one in a hundred chance that two sentry robots really manage to kill a mission group. Sure, maybe a bit less than one in a hundred. But then, did you ever keep track of how often you in fact meet these creatures and locals during an ordinary game?

Some may argue, yet I doubt it, that the Rebel Player can recover from a loss of even one mission group until late in the game. The Rebel Player has only eight ships, and can stretch himself to at most nine mission groups as I see it. And thus one character lost means one mission group less means the loss of more than 10% of his potential in one single blow. The death of his characters under the rules of the original game (which still included to then also remove all his possessions FROM THE GAME) was one of those 'swing-events' mentioned in the foreword, which could with a single unlucky die roll, tilt the whole game in one or the other direction and what just bugged me is, that he can always lose a group to just plain bad luck. The chances are low if he plays save, but they still exist and are unavoidable. No one is save from locals and creatures and the Rebel Player can not have all his groups at a Strength of ten or more. Eight and an occasional gang-up on certain worlds had to be enough. And neither can he forever avoid all the Planets, that the Empire can also fly to like in the example above. I am not talking here about Capitals or crucial Secrets, which the Imperial Player should have a chance to make dangerous, but about all the many Planets like Suti or Jura which are in the neighborhood of Capitals and Home Planets and which the Rebel Player can not ignore.

If you do not mind to redo a game because of an unlikely event like described above, go ahead and make house rules voiding Script Immunity. Yet, I prefer to continue my game in case an event like above occurs, which I can not really blame on faulty play of either Player. Of cause with some kind of setback for the respective Player, but at least not with the need to visit the Clone World (where you may bet a Suicide Squad will just wait for you).

Furthermore, I really think that it fits the spirit of the game (background-wise). The style looks very much like Flash Gordon if I look at the character cards (and the plot is of cause Star Wars Episode IV to VI without the Force). So of cause you need cliffhangers, danger and adventure, but certainly in the end the good guys will prevail, right?

Now, the first (and easiest) way for characters to die was in space:
[9.3] THE DETECTION ROUTINE

E (Eliminated) The Starship is removed. Roll for each possession. On 1 it is returned to the possession deck, on 2-3 it is damaged (even if otherwise impossible) on 4-6 it remains intact. 

After this, roll one die for each character. On 1-4 he is reduced to one wound remaining, on 5-6 he is reduced to two wounds remaining. The Personal Body Shield increases, if it survived the crash intact, these values to two and three wounds respectively. Of cause current endurance can not increase that way.

The characters crash land in any Environment of their choice, detected.

[20.71] FLEET DETACHMENT
If a fleet detachment inflicts two wounds, follow the same procedure as in (the changed) [9.3]

If a fleet detachment inflicts three wounds, the spaceship is destroyed and all its passengers are captured by the Enemy's units in the Orbit Box.

[22.43] ESCAPE PODS

Characters and spaceships are not lost when their last military unit in space combat is destroyed. 

If there is a spaceship with still open passenger capability in the Orbit Box (even if not stacked with the characters because of an Interception stack) the character's may board it but the spaceship is attacked by a fleet detachment of the enemy (as usually only based upon those Enemy units not part of any Interception Stack).

If there is no spaceship or all are full and the enemy still has military units in Orbit roll a die. On 1-2 all characters escape and are placed in an Environ of their choice, detected. On 3-6 they are captured. If the enemy has no military units left after the combat too, the characters are just placed in an Environ of their choice on the planet undetected. When placed in an Environ, roll for their Possessions as under [9.3].

The penalty now incurred instead of immediate death is to be without transport and detected on a planet, very likely with enemy units nearby. If this later results in capture of the characters involved, the loss of time to retrieve them can become quite a setback.
The second way to die was in character combat.
[12.73] CINEMATIC COMBAT

When a character loses his last point of endurance, he or she is not dead but instead 'Defeated'. That last point of endurance 'taken' still counts against the wounds that had to be allocated due to the results of the Character Combat Results Table [12.9] in any given round of character combat, but it is never crossed off on the Endurance Sheet. A character can not be reduced below one point of endurance (exception, Imperial characters [12(.16]). 

Depending on who or what Defeated the character (i.e. would have taken away that last point of endurance) that character will become, captured, incarcerated, incapacitated or even freed instead of losing that last point of endurance.

[12(.0] DEFEATED

True to the genre of space-opera, characters in Freedom in the Galaxy are as indestructible as Flash Gordon, Buck Roger or Han Solo. They may end up in troubles, but they will always prevail in the end (or in case of the bad guys be back for revenge after presumed to be dead).

[12(.1] Depending on who struck the 'final' blow to a character, that character will have to face certain kinds of dire straits:

· If a characters is Defeated by enemy characters or squads, he becomes captured by that enemy characters/squad. As already outlined in the original rules, the captors themselves have to survive that character combat for this. Should the captors of the character be Defeated themselves (i.e. their last point of endurance taken) later during the same character combat the character stays free with his last point of endurance.

· If a character is Defeated by hostile locals, sentry robots or Bounty Hunters, that character becomes incarcerated in that Environ instead. The locals/sentry robots have to survive that character combat for this, should they be eliminated later on during the same character combat, the character stays free with his last point of endurance.

· If a character is Defeated by Creatures other than Sentry Robots that character becomes incapacitated in that Environ instead. The Creatures have to survive that character combat, for this to happen. Should they be eliminated later on during the same character combat the character stays free with his last point of endurance. Creatures that have no wounds to lose (e.g. the Frost Mist, Virus, Crunge etc.) can not be eliminated in this respect.

· If a characters last point of endurance would be lost because of the Deadly Chemicals of an Atrocity unit, the Action Event 'Accidents will happen' in a Special Environ or the effects of the Drug World, they become incapacitated too.

[12(.2] Characters incarcerated or incapacitated and put separate from other Friendly characters of their Environ. This is the only instance, when there can be three stacks of one side: military units, characters and incarcerated/incapacitated characters. A note is made on the Endurance Sheet to indicate, by whom or what the characters was Defeated (i.e. name of the locals, creature or other cause) as this will influence how he may be rescued again.

While incarcerated/incapacitated, the characters are essentially out of the game, may perform no game function, may not move, may not heal and may not go on missions (not even on an Escape (F) mission). The only effect they still have on the game is, that incarcerated/incapacitated characters are detected, and all other characters of their side in the same Environ become detected too.

[12(.3] Characters incarcerated are held in custody until they are rescued by a F (Rescue) mission of Friendly characters OR picked up by Enemy characters or units and become captured by them.

[12(.4] Characters incapacitated are in dire straits until they are rescued by a F (Rescue) mission of Friendly OR Enemy characters. When rescued by Enemy characters, they become captured then.

[12(.5] Imperial characters may always opt to die when they are about to be Defeated. Roll a die. If the character rolls his printed (not current) combat rating or less, his determination, narrow-mindedness, overconfidence, arrogance or plain stupidity lead to his death. The character can be resurrected on the Clone World then. If he rolls higher than his combat rating self-preservation supersedes his desire to carry on (or his enemy was just faster) and he suffers his 'normal' fate of [12(.11] to [12(.14].

So instead of being dead, punishment now comes in form of being captured, incarcerated or incapacitated and all in all, I think that the punishment for losing the last point of Endurance is still high enough to make Players form mission groups, that are able to defeat all comers, be they enemy squads, hostile locals or creatures.
Capture is the most unpleasant one of the three results. The time for recovery can be quite long, taking into account you in theory would have to scavenge all possessions again, free the characters and then join them to form a new group again. Almost as unpleasant would be incarcerated, which is only one step away from being captured as the Enemy Player only has to drop by to pick the characters up (and the Empire now has the means to do so). The least damaging effect is becoming incapacitated, which still will result in a race who will rescue the lost character faster and cost the Player squandering his characters time.

[14.25] [14.26] TAKE IT AWAY

When characters become captured, incarcerated, incapacitated they must keep their possessions except their spaceships but may not use them till they escape, are freed or rescued again. When a characters dies because of an Assassination (A) mission, his possessions except spaceships stay with him. When the character is resurrected on the Clone World, his possessions will be recovered at the same time with him.

Spaceships are always left alone in the Environ of the character and can be picked up by other characters later (for details read the chapter 'Characters, Gadgets and Possessions).
One purpose of this rule was again, that the time lost to recover a group gone should not get out of hand. The recovery of a spaceship here or there was okay, and furthermore, it might be exactly that spaceship you need to get your lost characters back again. But if one of the really souped up groups (i.e. those you could dare to send into danger) was lost, the recovery of maybe three characters and three possessions was quite a lot to do. An other effect of this rule however would be, that if such group was captured, its possessions would be out of the game too until the characters were freed. Another incentive to get your characters free fast and a nice way to stimulate that people matter more to the Rebels than possessions. That the possessions are not destroyed immediately or just sent away, well ... there are enough examples in cartoons and movies where these special gadgets of the hero just always wind up again. A certain golden advisor android maybe once got close to being molten down, but just close. Just accept it as another instance how things work in a cinematic environ.
With all kinds of capture, incarceration and becoming incapacitated now possible, I had to address how this influenced F and J missions. F and J missions are the only ones, whose major changes are dealt with already here in Part I, while all other missions - including the heavily modified Gather Information (I) mission, were all collected in a separate chapter of Part II. This was done as the main concern of F and J missions (if you neglect the J missions option to attack an Atrocity Unit) was so exclusively linked to the issues of Script Immunity, that it would have not made much sense to put them in a different chapter (while the Gather Information (I) mission could affect such a variety of issues, that it would not have made sense to put it in any chapter with these instead into the designated chapter of Part II for missions.

[13.2] F AND J MISSIONS
There are now three kinds of F missions: Free Prisoners, Escape and Rescue. All have in common that they need the mission letter F to succeed and that they receive the same bonus draws.

Pay close attention who may perform which of them under what conditions: 

· Free Prisoners (F) missions: performed by uncaptured characters to free friendly characters captured by enemy units, characters or the Trap!; 

· Escape (F) missions: performed by captured characters in an Environ to escape from Enemy units, characters or the Trap! if no Free Prisoners (F) mission is being performed in the same Environ this mission Phase. 

· Rescue (F) missions: performed by characters to rescue Incarcerated or Incapacitated Friendly characters or to Rescue Enemy Incapacitated characters.

There are now also three kinds of J missions:

· the Spaceship Quest (J) mission of the original rules to destroy atrocity units.

· the Spaceship Quest (J) mission of the original rules to free characters held captive in Orbit, now called Boarding Action (J) mission.

· an Escape (J) missions: performed by captured characters in Orbit to escape from Enemy units or characters if no Boarding Action (J) mission is performed in the Orbit Box at the same time.

[13.2] FREE PRISONERS (F)
The mission receives bonus draws equal to one character's Intelligence rating in the mission group or of one of the captured characters plus the numbers they usually may add to the hiding value (i.e. one if Boccanegra and plus two if Bridne Murcada is part of the mission group, four for the Scrambler but it has to roll again after that use, etc.). These ratings may be contributed by the characters performing the mission and/or the characters held captive in the Environ. Remember that captured characters may still not make use of their possessions.

If one mission letter is drawn, ALL captured characters are freed.

To make the number of draws totally dependent of the Environ size was not too convincing to me. Shipponing prisoners off to small environs was a too simple way to keep them save in my eyes. As the F (Escape) mission needed some bonus draws anyway, I made them all the same.

[13.2] BOARDING ACTION (J)

The mission is performed like the Spaceship Quest (Q) mission to free prisoners of the original rules, but if one mission letter comes up, ALL captured characters have been freed.

[13.2] ESCAPE (F)

The Escape (F) mission is used so that captured characters may try to free themselves from enemy units or enemy characters while in an Environ. Incarcerated or incapacitated characters may not try to escape, they have to be rescued by other characters via an Rescue (F) mission. All captured characters in the same Environ form one mission group to perform this F (Escape) mission.

Captured characters performing an Escape (F) mission in an Environ do not receive the usual card draws according to their Environ size and neither are they affected by action results. Instead, they only receive the mission's bonus draws equal to the Intelligence of one attending character plus the numbers their special abilities allow them to add to hiding values (one for Boccanegra, two for Bridne Murcada). Only one character escapes for each F received in their corresponding Environ (owning Players choice).

[13.2] J (ESCAPE)

J (Escape) is used so that captured characters may try to free themselves from enemy units or enemy characters while in an Orbit Box. All captured characters in the same Orbit Box form one mission group to perform this F (Escape) mission.

Captured characters performing an Escape (J) mission in Orbit receive bonus draws equal to the space leadership of one character plus the numbers their special abilities allow them to add to hiding values. This means that (barring Bridne Murcada is captured too) if no character has a space leadership rating, they may not escape from Orbit themselves. This J mission is performed like any other J mission, i.e. all draws are bonus draws and all three Environ types are checked for mission letters. If one mission letter comes up one captured character in this Orbit Box is freed

[13.2] PLACEMENT OF ESCAPED CHARACTERS

Escaped characters (from both, F or J missions) are temporary removed from the map and resurface at the begin of their owner's (i.e. not their captor's) next Player Turn in an Environ of their Player's choice. Make a note from which Planet the character escaped on the Endurance Sheet.

Escaped Rebel characters resurface in an Environ on a Planet with an undestroyed Supply Conduit, with a Rebel Camp or in a State of Rebel Control. It has to be the planet closest to the Planet of Escape in jump points (Rebel Player's choice if several equidistant), but the Rebel Player may reject any Planet with Imperial military units in any Environ or the Orbit Box or a level 1 or 2 PDB.  If all possible Planets contain Imperial military units, he still has to chose one planet with a Conduit, Rebel Cells or in Rebel Control to put his character on. 

Escaped Imperial characters resurface in an Environ on a Capital or Throne Planet. It has to be the Planet closest to their Planet of Escape in jump points (Imperial Player's choice if several equidistant). The Imperial player can ignore any Planet or Planets with Rebel military units in any Environ or their Orbit Box, in case all Capital Planets and the Throne Planet contain Rebel military units, the Imperial Player has the free choice on which Capital or Throne World to place his character.

I deemed the Escape mission necessary to speed up the recovery of a lost group. 

Once characters became captured (usually Rebel characters), the Rebel Player had an enormous task at hand. To get back to his previous strength, he would have to go on gain possessions AND also free the characters which very likely the Empire would bring to different and well guarded places AND then join them again together into a new group. This could mean so much hassle, that the Rebel Player might as well just write off the whole group as lost - the same effect as if they had just died. For the Imperial Player it was even harder. As the Rebel Player could dodge the Strategic Assignment, there was no way he ever got these prisoners back. Not even the Clone World was of any help (that was a fate you may truly call 'worse than death'). 

To make things a bit easier, I introduced the Escape mission as well as 'Take it away' (see below), to enable the captured characters to escape themselves while their friends tried to recover their spaceship, pick them up, and then bring the old group together again. Still some work, but at least doable. The prisoners were allowed to escape to another(!) planet as otherwise there was the chance, that they became imprisoned in an Environ with so many units (or just a Special Ops) that they were in fact out of the game. And as said, one character lost on the Rebel Side is one out of nine mission groups shut down, is a drop of more than 10% in Rebel performance. Okay for some time, but not a situation I deemed acceptable over a considerable portion of the game. And we were just talking about ONE character lost.

[13.2] RESCUE (F)
Uncaptured characters may attempt a F (Rescue) mission to rescue Friendly incarcerated characters or Friendly and Enemy incapacitated characters. Rebel Camps may not attempt Rescue missions.

The mission receives the usual bonus draws of a F mission (i.e. equal to one character's Intelligence rating plus one if Boccanegra and plus two if Bridne Murcada is part of the mission group). One mission letter however only rescues one character (Phasing Player's choice).

To succeed in a Rescue mission, the mission group has to draw the appropriate F mission letter. Furthermore, if the characters were incarcerated by locals or sentry robots or incapacitated by creatures (as written down in the note on the endurance slip) then the characters rescuing them must defeat these locals, sentry robots or creature. Conduct the mission like any other ordinary F mission. Should any F letter be drawn, the mission group is attacked by the respective locals/sentry robots/creatures (even if they already encountered the mission result Creature attacks mission group before). Should they survive this combat by any means (even by breaking off or by being able to ignore such creature because of special abilities), they have rescued one character incarcerated/incapacitated in that Environ, Phasing Player's choice. If an Enemy character is rescued, he becomes captured.

No combat is necessary to rescue characters incapacitated by the Drug World, Deadly Chemicals or 'Accidents!'.

Characters incapacitated by locals and creatures were exempt from Escape missions. The risks from locals and creatures could be minimized by the Players through the assembly of proper mission groups and I wanted them to do that. If they chose not to do, I considered it only fair to then occupy a full mission group to rescue the characters lost. 
[12.8] CAPTURE COMBAT
Capture Combat is omitted from the game. Drop the whole concept.

Capture Combat saw rather little use in the old game. At even odds, the two column shifts were just prohibitive and overwhelming odds were avoided by characters anyway usually. With capture now becoming the replacement for death under 'Script Immunity' Capture Combat lost its meaning almost entirely. Therefore its omission. 

With this, I want to close the chapter Script Immunity. There are a lot of other instances when characters could be killed, Events, Atrocity Units, Suicide Squads etc., but all of these are rather specific cases, dealt with in Part II of this variant, while here, only the most common and basic application of this rule shall be introduced for now.
MISSION PROCEDURE

Performing missions by drawing cards as presented in the rules is maybe not really the best and fastest way as claimed there. Especially the regularly shuffling of the deck after each mission is a bit awkward. But also features like bonus draws had to be taken for each mission seperately was something taking up time unecessarily. Furthermore also the mission events as well as the allocation of mission letters gave me the impression, that they were just written of the cuff and not thought through in each detail. The Civil War sounds fun and not so terrible till you realize, that the Imperial Player better not try to do Gain Characters on Orlog on turn one as it might spark a Civil War. Was that supposed to be funny? It gets even worse once the Rebel wants to start rebellions and then has to realize ten percents of the cards mess up that all important mission - and Civil War being the nastiest of them. The loss of ALL bonus draws is only mirrored by an Action Result adding one pesky draw in return, a nice idea if you want to prolong the game by making progress slow. But is that really necessary?

Put it short, I had some grief with the original Action Deck, and no qualms at all revamping it thoroughly. To fix the action events, I assembled a reworked set of them. To speed up the procedure of drawing (and especially shuffling) the cards, I changed them to Mission Chits.

[13.3] MISSION CHITS

Instead of cards drawn, you draw a Mission Chit out of a mug each time the normal game would entitle you to draw an Action Card. There are 36 Chits for each Environ, so you will need three mugs. Big transparent mugs, which you can close with your hand (as if you were using a dice box) are best.

Each Chit has on its front a big flashy headline proclaiming the Action Event that occurs and the Mission Letters that come up. Sometimes the headline is followed by a smaller footnote in brackets indicating a little what is written in detail on the back of the chit.

The back of the Chit contains a brief summary of what the Action Event does for easy reference. A detailed description of each Event is to be found in the rules at [13.42].

[13.31] DRAWING MISSION CHITS
In general, when you perform missions in an Environ, you take one big grab out of your mug and then apply the results Chit by Chit, then throw them back and proceed with the next Environ. In detail, the process runs like follows:

· When you perform Missions, after you have proclaimed which Environ you are handling now, arranged your mission groups and put the corresponding mission cards over your groups as a reminder, you take the respective mug of that Environ and shake it to shuffle the Chits (that's why it should be big, so the Chits can actually shuffle, but not too big, so you still can close it with your hand). 

· Then you take out a good handful and while still in your hand arrange it into a pile without inspecting them. Take a fairly large number, preferably more than you are entitled to, but don't worry if you grabbed to few Chits the first time. You still can grab more later on.

· Then you reveal the Chits to resolve missions from bottom to top of the pile, so Player's can not catch a glimpse of the next Chit to be applied. As in the original game, regular draws happen first and then bonus draws.

It is best (especially during regular draws) to arrange the chits in front of you from left to right in the order they were drawn. This way, you can easily refer back which events have already happened, and maybe thus possibly precluded following events. It will also let you keep track how many draws you already have done  

Different from the original game, Bonus Draws are not done mission by mission any more. The Chits drawn for Bonus Draws apply to all missions simultaneously, the same way as regular draws did. Should two missions have different numbers of bonus draws, just ignore mission letters that come up after the mission with fewer bonus draws had its legal number of Chits drawn. Example: you perform Start Rebel Camp (B) and Gather Information (I) mission in the same Environ, but did not get any corresponding letters during regular draws. So you continue to reveal Chits from the bottom of the pile for bonus draws. You have two bonus draws for the B mission and four for the I mission. The first one has no B or I and the second one neither. You may still continue to draw two further bonus Chits for your I mission, but your B mission has failed now as it already had its total number of legal draws. If now a B shows up during your last two bonus draws for the I mission, that's just tough luck, they do not apply any more. 

· When finished in one Environ, throw all the chits back into their respective mug (that's why transparent mugs are good, if you were clever enough to color-code the Chits for the respective Environs, you now immediately will see when you throw them by accident into the wrong mug) and proceed to the next Environ.

Question Prisoners (Q) and Spaceship Quest (J) missions are performed, by drawing the corresponding bonus draws out of any mug and check for mission letters (each mug contains the same number of Qs and Js, four of each respectively).

[13.6] NEGATIVE BONUS DRAWS

The lowest number of draws for a mission, which does not entirely consists only of bonus draws (i.e. Q or J or Escape or I on the Clone World) is always the Environ Size the mission is performed in. A negative number of bonus draws (can happen on D or R missions) does not reduce that number, it just prevents any bonus draws. 

This system differs from the original in following points:

First, it is a lot less of hassle. You take the mug, grab, apply the Chits in the order you piled them up, you throw the stuff back. Environ finished.

In game terms, the drawing of Chits presented here is a 'draw card without returning it to the deck' affair from the first regular to the last bonus draw, while the original game returned cards during regular draws (for whatever reason) and had separate bonus draws for each mission (for whatever reason again). This difference changes probabilities a bit, but as I changed the allocation of mission letters anyway I cared very little. Convenience was of more importance to me here and to be frank, I somehow doubt that the original Action Cards were designed very thoroughly with probabilities and impact of events in mind anyway.

What has stayed the same with both systems is the following:

You still have the mission results handy for reference. In fact even more handy, as the chits are much smaller and easy to spread out on the table along each other in the order they occur, making it easy to refer back and check which Action Results already have happened. Rolling on a table would have necessitated to look things up each time and if you did not somehow mark them, you easily could forget during lets say character combat how many draws you already had and which ones. Also the three Environ types are not cramped together any more on one card, what is on the Chit in front of you is all just about your missions performed at the moment.

What also stays the same is, that the missions still are carried out Event by Event. It would also have been possible to draw up a chart with a single roll for mission success and some results like 'suffer one wound' and so on. However, this kind of Chart could have looked either very simplistic, flattening variables like bonus draws for character stats, presence of Enemy units, creatures, additional risks for missions like Coup or Subvert Troops into one single roll, or it could have been so complicated again, with lots off sub charts for die roll modifiers that it would have maybe rivaled the clumsiness of the old System again to name the extremes of a wide range of options. It would have been some kind of trade-off, you either simplify matters at an expense of depth or you add detail at an expense of simplicity. Faced with the choice of a more simplistic System or to stick with the more detailed way missions have been done before, I was in no doubt to chose the latter. 

Missions are a very crucial part of the game, and I think they deserve to be portrayed with some depth. Not the overtly clumsy way of the original rules but the Chits instead of Cards, the keeping of regular Chits and the simultaneous bonus draws already smoothened the procedure a good deal. But details like, a Diplomacy rating of two should better be included on a D mission, Coups are dangerous in the presence of Enemy troops, Enemy Agent reveals missions and so on, I just did not want to omit. It is not just the event itself, but also special abilities of characters, possessions or Secrets that would suffer a bit from simplifying matters. 

The only point bit annoying maybe is, that you first have to glue your set of Chits. For those not wanting to spend the time on that at first, I therefore have also provided a table with the 36 results to roll on with a D66 (two D6 one representing the ten- the other the single-digits) instead. If you would like to stick exactly with the rules above when using that table, it would mean that you have to re-roll doubles. Personally however I think, you might be as well off then with just allowing doubles to occur. Sure it will change probabilities for mission success a bit, but if it really does to noticeable extend, just trust the Bid Point System will take care of it. It for sure will be better than re-rolling and re-rolling again and again for that big diplomacy group in the size six Environ for the x-th time now.    

[13.33] ACTION CHITS AND ACTION EVENTS TABLE (separate file)

As stated initially, not only the procedure for drawing Mission Results has been changed, but also the Mission Results themselves - Action Results as well as Mission Letters. Some old events have been slightly changed on the table, while some new have been added. Here only some of the more outstanding changes.

There is no loss of all bonus draws any more. This again makes mission success more likely and progress of the game faster, but shall also put a Player at rest who goes through the effort of assembling teams of specialists for special missions. The loss of ALL bonus draws was a thing, that could botch the best planned mission. In fact, it punished especially the well planned mission, for which a Player had assembled those characters that gave him bonus draws, while the Player who did not care to do so suffered much less from it.

Certain events, that only made sense with a certain mission, were now often grouped with that mission letter. Examples are 'Civil War' and one of the 'Populace goes wild' events, which were now grouped with an R. These two events are now a bit more likely to be actually seen during the game. Another example was 'Imperial Player may commit an atrocity' which now can happen just when the Rebel Player has received units through an E or R mission on a planet. Also that missions, which could benefit from a second letter coming up, had their letters grouped with Events, that affected bonus draws was done on intent, to add (or subtract) from the probability of such a second letter.

Another thing I did was to give groups of Action Events the same bold headline to make it clear, which Events are 'the same' and have no further effect when rolled again, and which ones are 'different'.

[13.42] MISSION RESULTS, GENERAL RULES

Same Events
Events with the same headline on front of the Chit may only happen once. The headlines all end with the exclamation mark. The headline does NOT include little footnotes inside brackets below the headline. Thus 'Security Measures!' (detected), 'Security Measures!' (search) and 'Security Measures!' (found) are all the 'same event' - 'Security Measures!' - although they vary a bit in detail when you look at the back of the Chit. The little footnotes in brackets only serve as a hint, which version of the Event just happened (i.e. with 'Security Measures!' whether characters are just detected or searched for or found).

Only the first of same events drawn is the one carried out. View the first Chit drawn as the level of intensity of this type of event this turn in this Environ and later Chits only being relevant for mission letters. E.g. if you draw 'Security measures!' (detected) the characters just become detected. If later on you draw 'Security measures!' (search) or (found) the characters will not be searched for / attacked any more.

Events with a different headline, but the same effects are different events and may both happen. Examples are 'Contacts!' and 'Planetary Event!' in the Urban Environ or 'Locals raid Enemy Forces!' and 'Disaster strikes!' in the Special Environ. Each will add one bonus draw or harm enemy forces. Also Sentry Robots can show up up to two times, once activated via 'Creature attacks!' and once via 'Security Measures!'. Sentry Robots still only attack if the Non-Phasing Player controls the Planet, no matter if activated by 'Security Measures!' or 'Creature attacks!'

Contradicting Events
Some events state at the bottom on the back of their Chit to ignore certain other events and vice versa. This is usually the case when the events' effects contradict each other. Just ignore any event in the same Environ which a previous event told you to ignore.

Overruling Events
If an event names to overrules a certain other event, then that certain event will be ignored later on, while the same is not true vice versa. Examples are 'Tracks lost in Wilderness!' and 'Surveillance System!'. Thus, if you roll for instance 'Security Measures!' first and then 'Tracks lost in Wilderness!' then all characters become undetected again - while if you roll 'Tracks lost in Wilderness!' first, all 'Security measures' rolled later are ignored.

Characters and Possessions
Certain Characters and Possessions allow the group they are part of to ignore certain events. The Event however is still considered to be applied already once for the purpose of 'same events may only happen once', even if it hit a mission group that was allowed to then ignore it because of special abilities when it was drawn the first time. If later on the same Event is drawn again, it is precluded and can not hit another group any more.

Here a summary, which character and possession may ignore which events:

Norrocks allow their mission group to ignore 'Creature attacks!', but have to roll whether they become inoperable after that. Norrocks do not allow to ignore Sentry Robots activated via 'Security Measures!'.

Professor Mareg allows his mission group to ignore 'Creature attacks!' except Sentry Robots.

Yarro Latac allows his mission group to ignore all Sentry Robots attacking his mission group, be they the result of 'Creature attacks!' or 'Security Measures!'. He has no effect on Squads activated by 'Security Measures!'.

Oneste Woada may ignore 'Locals attack!'.

The Advisor Android may ignore 'Breach of local Protocol!'.

ACTION EVENTS

Following is an Event by Event description what each Event does in detail, ordered by Environ Type and then alphabetically. During the first game, it is perhaps regularly necessary, to refer to this list. However, as the Action Events are very repetitive, the little summaries on the backs of the Chits will suffice and finally, the front should do fine on its own.

What each Event may actually mean background-wise, depends a lot on circumstance, which Player performs the mission and so on. I intentionally left out any description. They would maybe fit into the Galactic Guide, but the Players' own imaginations will do a much better job anyway I am convinced.
GENERIC EVENTS
Generic Events are those, which may occur in any type of Environ (though they may be included in each in different numbers).

Breach of Protocol!
If a Diplomacy mission (D) is performed in the Environ, the mission can either fail or fail with the loyalty marker shifted one space in the Non-Phasing Player's favor. A diplomacy rating of two or more of one character in the mission group performing the Diplomacy mission (D) will lessen these effects to the mission may continue or the mission just fails respectively.

If no Diplomacy mission is performed in the Environ, ignore the event.

Civil Disorder!

If the Planet is put into Rebellion or out of Rebellion in this Mission Phase, a Civil War occurs (which usually will as there is also an R on the Chit). Its effects are cumulative with ‘Populace goes wild’.

If the Planet is put into Rebellion, the Rebel Player only receives half of the resource value for immediate expenditure and his Resource Track (fractions rounded up in each Environ). The Imperial Player may spend half of the resource value, to immediately raise units on that planet (again fractions rounded up in each Environ). The Imperial Player does not have to spend these points on an Environ-by-Environ basis, but adds up the total buys his units and puts them in any Environs he likes.

The Imperial Player may, as the number of force points received permits, raise 1-0, 1-2 and 3-2 units, regardless whether the resource rating has a star or not. Assume the Empire supports its side with arms shipments. The Empire must first try to make do with what is left in its force-pool, but should its counter-mix be exhausted, the Empire may remove units from the map to make up for the shortfall. Those removed units are refunded to the Imperial Force Record Track. This refund occurs only if units are removed from the map to be raised during the Civil War, should the Imperial Player decide to raise less force points than he is entitled to there, the remainder is lost.

If the Planet is put out of Rebellion in this Mission Phase, the Rebel Player may immediately spend half of the resource value of that planet to raise units on that planet, the Imperial Player receives nothing. The Rebel Player, in contrast to the Imperial Player, receives his units on an Environ-by-Environ base. The rules for Rebel Veterans [15.9] also apply to Rebel units raised during a Civil War of a Stop Rebellion (R) mission. 

The original rules had all together THREE action results that could stop a Start Rebellion mission - Would-be rebels chicken out, Enemy agent reveals mission and Civil War breaks out. Three results that could botch the mission that sometimes had to occur not just at a certain place, but also at a certain time, especially under the old rules. Ten percent of the deck. And Civil War was the nastiest of them. Not only did it stop the mission, it also prevented another try next turn as you had to get the Loyalty marker from Neutral to Unrest again. An effect I did not like too much. Neither have I been a big friend of 'Yes, Orlog is now neutral, because the Emperor tried asking his Sub-Commanders to report in (G mission)'. You may argue that this mission may no longer happen anyway under the new rules, but there are still changes to the I mission which make me disfavor to punish players for just going on a mission for the cheap thrill a Civil War and its loyalty swings may give.

Contacts!

Each mission group in the Environ receives one extra bonus draw. 'Contacts!' contradict 'Delayed by Rumors', you either gain one bonus draw by 'Contacts!' (and only one this way) or you lose one by 'Delayed by Rumors!' - not both.

Coup fails!
If a Coup mission is performed in the Environ the mission is aborted. Furthermore roll a die and consult the back of the chit for the backlash of the failed Coup for which of the results below are applied.

nothing: 
no additional effect

shift loyalty (or just shift):
shift the loyalty marker one space in the Non-Phasing Player's favor

character captured:
in addition to the loyalty shift, if the Non-Phasing Player has units or characters in the same Environ, one random character of the group performing the Coup mission is captured by these units or characters.

mission group captured:
as character captured, but the whole group performing the Coup mission is captured

Creature attacks!
One random mission group is attacked by the Creatures named in the Environ (look up the creature's stats and abilities in the Galactic Guide). If no Creature is named, sometimes one or two Sentry robots attack instead. Sentry Robots only attack if the Non-Phasing Player is in Control of the Planet. With regards to Sentry Robots, only the first 'Creature attacks!' determines how many are activated, if none or one shows up, later events do not raise the number. 

An additional Sentry Robot however may attack as the result of Security Measures. This is possible as 'Creature attacks!' and 'Security Measures!' are two different Action Events.

Delayed by Rumors!
Each mission group in the Environ loses one bonus draw. Regular draws however, can never be lost. 'Delayed by Rumors' contradict 'Contacts!', you either lose one bonus draw by 'Delayed by Rumors!' (and only one this way) or you gain one by 'Contacts!' - not both.

Enemy Agents!
All character become detected (even if they became undetected by 'Shelter!' before). One randomly chosen mission in the Environ is aborted, any mission letters already accumulated for that mission are lost.

The Rebel Player may revert this Event into one additional bonus draw (i.e. one in addition to possible 'Contacts!' or 'Planetary Event!') by infiltrating the Trap! with an I mission.

Guide!
Ignore all 'Locals attack!' this Mission Phase in this Environ.

Imperial Atrocity!
If he has the right units in place, the Imperial Player may commit an atrocity on the same Planet after
the R and E letter have been applied (thus eventually catching the Rebel units received by these missions before they can mount any attack according to [10.7]).

Certain circumstances allow the Imperial Player to commit the Atrocity on another Planet instead on the one, where the event turned up (Galactic Event 'Emperor in a rare mood.', Imperial I missions and the Rebel Secret Base).

Locals attack!
One random mission group in the Environ is attacked by locals. Look up their stats on the Irate locals chart.

Locals raid Enemy Forces!
The Non-Phasing Player must eliminate one of his units in the same Environ, or put the PDB down if he currently is in control of the Planet.

Medical Aid!
The Phasing Player may heal one wound of any character of his choice in the Environ. He can do so immediately or any later point during regular draws in the same Environ this mission Phase. Thus, should currently no character be wounded in the Environ, he may still apply 'Medical Aid!' later on if one of his characters gets injured during a following Action Event in the same Environ.

Populace goes wild!
If the Planet is put into Rebellion this mission Phase, double the force points the Rebel Player receives for immediate expenditure and for his Resource Track. Each Environ is now also considered to have a Resource Value with a star. This effect can be cumulative with a Civil War.

Rebellion falters!
If a Start Rebellion mission (R) is performed in the Environ, all characters become detected and the mission is aborted. The Event overrules 'Shelter!'.

If no R mission is performed, ignore the whole event (i.e. no one becomes detected because of it and 'Shelter!' is not overruled).

Security Measures!
'Security Measures!' come in three intensities - (detected), (search) and (found).

· With each, all characters in the Environ become detected. 

· With search, the Enemy Player may search for one randomly determined mission group with his units (not his characters) in the same Environ; if none are present, the Phasing Player's characters just become detected. 

· With found, one randomly determined mission group is either attacked by a Squad, determined by the Non-Phasing Players units present in the Environ. Should Special Ops be present, the automatically capture the mission group. Should no Enemy units be present, the group is attacked by one Sentry Robot should no units be present.

'Security Measures!' contradict 'Shelter!', either all characters become detected or the become undetected, there is no switching between 'Security Measures!' and 'Shelter!' and back again.

Shelter!

All characters in the Environ become undetected. 'Shelter!' contradicts 'Security Measures!', either all characters become undetected or they become detected, there is no switching between 'Shelter!'  and 'Security Measures!' and back again.

Wrong Soldier contacted!

If a Subvert Troops mission (T) is performed in the Environ, all characters become detected. If an Enemy leader is present (with a leadership of one ore more)  the mission group performing the T mission is captured. Otherwise, the mission group performing the T mission is attacked by a Squad or captured if a Special Ops is present by that unit.

If no R mission is performed, ignore the whole event (i.e. no one becomes detected because of it and 'Shelter!' is not overruled).

SPECIFIC EVENTS
Specific Events are those which only occur in certain Environ Types.

URBAN
Enemy infiltrated!
Reveal all units of the Non-Phasing Player on the whole Planet, including the Orbit Box, the units stay revealed till the end of the Mission Phase.

Planetary Event!
All mission groups gain one additional bonus draw. This is a different event from 'Contacts!' so you may gain one bonus draw from each. It is also not contradicting 'Delayed by Rumors!' so these two events my effectively cancel each other out.

Surveillance Systems!
All characters in the Environ become detected. This event overrules 'Shelter!'. It is a different event from 'Security Measures!' and thus does not preclude them. It in fact can make 'Security Measures!' safe from 'Shelter!' if it turns up after 'Shelter!' (thus voiding it) and before 'Security Measures!' (which now can apply again, as 'Shelter!' was voided).

WILD
Scout!
Ignore 'Creature attacks!' this Mission Phase in the Environ (including Sentry Robots activated by them).

Tracks lost in Wilderness!
All characters become undetected. This event overrules 'Security Measures!'.

Unfamiliar Food Substance!
All mission groups lose one additional bonus draw. Regular draws are never lost. This is a different event from 'Delayed by Rumors!' so you may lose one bonus draw by each. It is also not contradicting 'Contacts!' so these two events my effectively cancel each other out.

SPECIAL
Accident!
One of the characters (Phasing Player's choice) currently going on mission in the Environ suffers one wound.

Disaster Strikes!
The Non-Phasing Player must eliminate one of his units in the same Environ, or put the PDB down if he currently is in control of the Planet. This is a different event from 'Locals raid Enemy Forces!', so each of these two event may destroy a unit / put the PDB down.

Security System Failure!
Ignore all Sentry Robots in the Environ this mission Phase, no matter if activated by 'Creature attacks!' or 'Security Measures!'. The event has no effect on Squads or real creatures.

MISSION LETTERS
With the new Mission Results Table now having 36 results instead of the 30 ones of the old game. I knew I would have to tweak a bit with the probabilities. In theory, I just would have had to add one sixth of each letter to the new table, rounding down, off or up a bit. However, as changes to bonus draws gave further opportunity to fine-tune missions and their respective chances of success in a different way and it was predictable that changes to missions themselves would have a big impact of their future use (I or A to just name some examples) which would have to have to be in line with how easy they were to perform, I preferred for the time being to limit myself to just list which letters are how often to be found in the 36 Chits of each respective Environ and wait with a comprehensive analysis of probabilities till I have dealt in Part II with how missions themselves had been modified. 

As some kind of preview, in general I was in favor of making mission success more likely, not just by changing Action Results like shown above, but also via the number of draws and mission letters to again make the game to proceed faster and be more dynamic. Failure of cause has its place in any game, but if it happens too likely and leads to too much repetition, the game bogs down, which I consider a bit contrary to the dashing and heroic cinema-scope background portrayed by Freedom in the Galaxy. It might again be the Rebel Player who will benefit more from that in total, but if so, it will just mean that the game will be a certain amount of turns shorter because of that - not a result I in particular fear.

The allocation of respective letters is as follows:

A, C, E, F, J, Q and R are the same in all Environs (A:1  C:5  E:4  F:5  J:4  Q:4  R:5)

The others are:


B
D
G
H
I
P
S
T

Urban
4
5
5
4
5
4
3
3

Special
5
4
4
3
5
5
4
3

Wild
5
4
4
3
4
5
4
4

PHASING AND CLARIFICATIONS

This chapter deals mainly with changes to the Sequence of Play, as well as the timing of certain occurrences in the game and some minor clarifications.

As already mentioned at the very beginning of these rules, the old Galactic turn has now finally be split into two totally separate Game Turns, each with his own Galactic Events and Production Phase and alternating new Strategic Assignments or Taxation. Beside this, also the Player turns themselves have been streamlined a bit a various points for various reasons.

Here again a repetition of the summarized Sequence of Play, followed by a detailed treatment of the Galactic Stage and then Player Turns:

[18.0] GAME TURNS
There are no 'Galactic Turns' any more like in the old game. Instead, each Player turn is now preceded by a Galactic Stage, with the following sub-phases:

GAME TURN

A) GALACTIC STAGE

I) 
Event Phase

II) 
Strategic Assignment (odd turns) or Taxation (even turns) Phase

III)
Production Phase

B) REBEL PLAYER TURN

I)
Operations Phase

II)
Mission Phase

C) IMPERIAL PLAYER TURN

I)
Operations Phase

II)
Mission Phase
In detail, the Sequences run like follows:

A) GALACTIC STAGE

I) Event Phase

The Event Phase starts with each Player asking the other, if one of them wants to play a card from his hand. If none is played so, Events proceed along the Galactic Events Track and a new one is drawn from the deck. For further Details see 'Galactic Events' [32.0].

Galactic Events have been changed to such an extend, that it would disrupt this chapter to introduce them here. In general, they are now a mix of a card game with some random draws but also some possibilities for Players to influence some happenings. For details read in Part II chapter 'Secrets and Events'.

II) Strategic Assignment OR Taxation Phase

A new card of the Strategic Assignment Deck is now revealed every odd turn (including the first).

Imperial Taxation now occurs every even turn, the same way it did in the original game.

A new Game Record Track is provided at the end of these rules which includes reminders in which turn a new Strategic Assignment will be revealed and which Province is taxed in which turn by the Empire.

Though not looking very drastic at first, there are some minor effects the alternation of Strategic Assignment / Taxation Phase will have. First of all, Taxation now always occurs half a Galactic Game turn earlier if you still think in terms of the original game. A slight advantage to the Empire as it gets everything a bit earlier, but mentioned before I do not see much problems with the Empire getting a bit more strength onto the map. It is its inflexibility that will make it crumble not because being a lightweight. Another change will be, that the overlapping of Taxation and Strategic Assignment sometimes will offer the Imperial Player a bit (but not really very much) flexibility to spread out his forces. 

III) Production Phase
In this Phase, both Players raise PDBs and build new units, the Imperial Player on his Capitals and the Throne World and the Rebel Player on his Secret Base and via his Supply Conduits. It is still that first the Imperial Player builds units before the Rebel Player builds his.

PDBs may be raised by the Imperial Player in Provinces which were taxed this or the previous game turn and in the Bex and Osirius System (i.e. not through all of Province One like in the original game). PDBs may still be put up by the Imperial Player throughout the galaxy in any Production Phase.

PDBs may not be put up or raised any more on Planets with enemy units (irrelevant if the owning Player also has units on Planet or not).

This change is much more profound than the alternating Assignment / Taxation issue, for it allows each Player to spend any savings essentially any turn he wants. There will be no more waiting for the passing of the Second Player turn as an Imperial Player to replace destroyed units though he has saved more than enough money for just that instance, neither for a Rebel Player who would like to spring his Secret Base at a certain opportunity, but it just does not fall in with the Galactic Stage like it was handled in the original game.

The Imperial Player may not any more raise PDBs at will throughout Province One any more. One reason was, that there had been a fairly easy trick to raise a PDB on a Planet with a lousy Rebel spaceship, lets say the Galactic Freighter. In the original game, these ships could still hop through province one (as long as it was not named by the Strategic Assignment) as PDBs could only be raised every second Player turn. Now most Planets of Province One have to wait just like other provinces too - except Bex and Osirius Systems, which now may raise every turn. This reflects nicely that these two Systems are the center of Imperial power and may keep their PDBs at the highest levels almost any time.

All in all, the Galactic Stage has in its details not changed a lot. It is just that it is spread out now over every Player turn instead of every second one.

The same is not true for the Player Turns. A lot about details here had been changed, especially in the Operations Phase, as some effects of the original game I did not like too much.

B) PLAYER TURNS
One effect I disliked about the old sequence of play was, that the hyperjump table already gave enough randomness, so that I did not considered it necessary to aggravate things by separating character and unit movement. If one character had to be transported by military units to meet other characters, but those had to do a hyperjump, why not allow these characters to try their jump first and then see if the other one has anything he can join at his destination.

Another thing I disliked was, that a character could not join a space battle if just flying with a spaceship as his movement would occur after all space combat, yet if he were stacked in a much more cumbersome military unit, it would have been no problem at all. Sure, in the latter case he might be intercepted, but one advantage of spaceships is, that they are only subject to the detection routine and not to interception and ranking attacks. I did not see a good reason why to make it so difficult to switch to a different space battle with a spaceship, while it was never a problem to do so when it came to ground combats.

Last, there were some tactics possible with reaction moves, which I in general liked, but I also wanted to provide some way to counter them.

PLAYER TURNS (SUMMARY)

I. Operations Phase

1. Interplanetary Movement Segment

Characters and units may move to Orbit Boxes. The Non-Phasing Player may intercept.

2. Space Combat Segment
First Interception Combat, then regular space combats and attacks on PDBs are carried out.

3. Surface Movement Segment

Characters and units may move to Environs.

4. Enemy Reaction Movement Segment

The Non-Phasing Player may execute one Reaction Move on each Planet.

5. Ground Combat Segment
Ground combat is resolved.

6. Orbit Organization Segment

Interception stacks are now dissolved.

II. Mission Phase

1. Enemy Search Segment

The Non-Phasing Player may Search with units and/or characters for detected characters of the Phasing Player.

2. Mission Segment

Missions are performed Environ by Environ and in some cases even Orbit Boxes.
3. Reorganization Segment

Status change of Planets is checked and characters may heal, possessions be repaired.

This summary shall only outline the Sequence of a Player turn. The actual rules are as follows:

PLAYER TURNS (DETAIL)

I. Operations Phase

1. Interplanetary Movement Segment

After this Military Units AND Characters with Spaceships are moved from their Environs or Orbit Boxes to any other Orbit Box. Both - units and characters - now move at the same time. Please take note that characters will not land on Planets prior to the Surface Movement Segment (below) any more.

At the start of the Segment, characters and spaceships not stacked with units may join them to be transported by them and characters already stacked with military units may leave them (e.g. to be transported by spaceships alone instead). Military units leaving a Planet may be subject to ranking attacks when they fly past enemy PDBs when leaving. Characters flying in a spaceship (without military units transporting that ship) are subject to the Detection Routine when they fly past an enemy PDB when leaving the Planet.

Interception can occur, whenever military units try to leave or enter an Orbit Box. Military units that do not move can not be intercepted, neither can spaceships be intercepted alone (except when they are transported by a military unit, but even then it is the unit that can be intercepted, the spaceship being just caught along). The Non-Phasing Player's characters in spaceships may not intercept on their own, but they can only join interception stacks together with a military unit of the Non-Phasing Player. The Phasing Player's characters may not fly with a spaceship 'into' an interception stack, they either were moving together with a military unit that got intercepted or have to stay out of the interception battle (i.e. it will always be the Non-Phasing Player who determines which units will end in the Interception Stack).

At the end of the Interplanetary Movement Segment, there may be up to three stacks in Orbit. The Interception Stack, the Phasing Player's stack of units and characters and the Non-Phasing Players stack of units and characters.

In contrast to the original game, all movement of characters and military units is now carried out at the same time. This should solve some of the ambiguities of the original rules with its dual Segments for military and character movement. It is now also as easy to add a leader to an ordinary Space Combat (though not to an interception combat) as it always has been in the case of Ground Combats. However, the detection Routine when landing on a Planet now occurs in the Surface Movement Segment after all movement has been done, adding a bit of uncertainty to that final point of character movement when planning to land on a guarded world, which I actually welcomed.
2. Space Combat Segment
First, Interception Combat is fought. If one side is completely eliminated, the other side's units are put with other military units in the Orbit Box and take part in following ordinary Space Combats.

After that, the Phasing Player may initiate Space Combat with units not in an interception stack against Enemy units not in an interception stack in each Orbit Box. If he declines, the Non-Phasing Player may initiate Space combat with his units not in an interception stack against Enemy units not in interception stacks in each Orbit Box. 

In those Orbit Boxes, in which neither Player initiates Space Combat between military units, the Phasing Player may attack enemy controlled PDBS with those of his units not in an interception stack.

This here stays the same as in the original rules, just with the requirements for attacking PDBs written directly into it, instead of hiding it in [22.23].
3. Surface Movement Segment
Military units and characters in Orbit Boxes now may move to Environs on their Planet. Military units may be subject to Ranking Attacks of Enemy PDBs. Characters can opt to land together with units or on their own in spaceships. Characters and spaceships landing together with military will not have to undergo the detection routine but are put detected in the Environ and suffer if all military units are destroyed by a ranking attack [20.6]. Characters which go down on their own in spaceships have to undergo the detection routine (and may thus possibly avoid detection).

After this movement from Orbit Boxes to the planet surface, military units and characters, including those just landed on the planet, may now move to any other Environ on the Planet. Characters moving from one Environ to another Environ do not have to undergo the detection routine, even when using a spaceship (which is different from the original game). Characters changing Environs do not any more become undetected. For this, they have to use 'Go into Hiding' [13.73].

At the end of all Surface Movement, the Phasing Player has to arrange all his characters and spaceships in Environs. He has either to stack them with military units, in which case they become detected and may not go on missions this turn (even if all of their units are destroyed in the Surface Military Combat Segment), but are immune to searches and one of them may act as a leader later on - or he can stack them separately in which case they may go on missions but are subject to Enemy searches. In contrast to the original game, you may also stack characters with a leadership rating of zero with military units (though they will be no help in battle to them). 

To summarize the Segments that far, first everything that shall change its Planet is moved. Barring interception, characters may opt to join units to lead them and benefit from their protection or stay separate as in some cases a fast ship is a much better protection than a weak military unit.

After Space Combat, everything that shall land on a planet is now moved down and the decision is made, whether characters shall stay with units to lead, or be separate and go on missions.
4. Enemy Reaction Movement Segment
a) Character Rearrangement

The Non-Phasing Player may rearrange characters to add them to military units (so they may act as leaders and/or join their Reaction Move) or to withdraw them from military units (so they do not suffer from attacking squads if all their units are destroyed in combat and/or they may search separately during their own turn for Enemy characters). No character may join and leave military units during the Reaction Movement Segment, he may do only one or the other.

b) Reinforce one Battle

Furthermore, the Non-Phasing Player may once on each Planet perform one Reaction Move of one Military unit, to reinforce an Environ or Orbit Box with enemy forces. The unit may transport along any number of characters and spaceships as the Non-Phasing Player desires.

A Reaction move may be made to any Environ or Orbit Box (not like in the original game only to Environs), in which the Phasing Player has military units or detected characters. A Reaction Move may be made from any Environ or Orbit Box except from an Interception Stack, in which the Non-Phasing Player has more military units than the Phasing Player or as many units as the Phasing Player, but the better leader present (including effects of possessions like the Cervac Mk IV or the Helian Drug). This leader may have just joined his units as part of the rearrangement of characters during the Enemy Reaction Movement Segment. Units moving past enemy PDBs are of cause subject to ranking attacks.

Characters on their own may not any more perform Reaction Moves any more like in the original game.

Reaction Moves were restricted, I saw some tactics of bugging out of battle on Planets with combats in several Environs, which I did not like and which now (when the attacker is using enough materiel) can be prevented. This will hit the Rebel Player a bit, but I considered that okay. With shifts for being in home or special environs and the restrictions of the Strategic Assignment, the Imperial Player will still have his share of problems, but I at least wanted, that IF the Imperial Player can bring his forces to bear, that he can dictate battles to most extents (and the same for the Rebel Player IF once he manages to gather his forces). A bit more power to the attacker, which I like to keep the game dynamic.

Character may not do Reaction moves any more, as there was the odd occurrence that on one Planet with several Environs and an enemy unit, a Player became much more flexible in rearranging his characters due to the additional Reaction Move, while on a similar planet without an enemy unit, he didn't. Actually, it should have been the other way round in my opinion. In the end, I deleted this Reaction moves by characters alone all together, as I deemed them already flexible enough anyway.

5. Ground Combat Segment
The Segment is carried out like the 'Environ Military Segment' of the original game.

6. Orbit Organization Segment

Interception stacks are now dissolved.

In a nutshell, the Operations Phase now runs like this: 

The Phasing Player does all his Interplanetary movement of military units and characters to the Orbit Boxes he desires. The Non-Phasing Player can react to this movement with interceptions. Where necessary, Space Combat is carried out. 

After all Planetary movement is finished all Surface Movement occurs, including landing on a Planet by military units and characters. The Non-Phasing Player can respond to this with Reaction Moves. Where necessary, Ground Combat occurs.

Most stayed like with the original game. The only real changes are just, that interplanetary movement of characters and units is carried out at the same time and the changes pertaining Reaction moves. The rest is just repetition of the original rules or clarification.
I like to mention two effects in the interaction of characters and units that may look a bit surprising. Both were included in the original rules already and I saw no need to change them. 

It is possible for a character to act as a leader in Space Combat in his Operations Phase and still go on missions in the Mission Phase. He just has to separate from his military units during Surface Movement. As said this was already allowed in the original rules and I saw no need to change it. Though it may seem a bit much that a character may act as a space leader AND go on mission, at least the character acting like that will not be around in Orbit during his opponent's following turn - to lead during interdiction for example (!). Just assume all he did was lead a blockade run, but the time necessary for interdictions and more combat during the opponents turn, he spent on missions instead.

The other thing that stays possible was, to go with a character on missions in your own turn, but act as a Ground leader in the opponent's following turn. Just stack the character during the reaction Segment with your units (again already possible with the original rules). It will give some boon to initial defenses (i.e. the first time the enemy enters the Environ), but from then on the character has to either forego his Mission Phases or his units will be leaderless in his own turn in which the Non-Phasing Player still is allowed to attack them. Given the possibilities that an attacker has by concentrating units from several Systems to attack on a certain Planet and after the restriction of Reaction Moves, I think that small boon to the initial defense of a given place was still justified. Also that a leader may double function as going-on-missions and leader during Searches I deemed acceptable, both is more related to Missions than to actual combat.
II. Mission Phase

1. Enemy Search Segment

The Non-Phasing Player may Search now with units and/or characters for detected characters of the Phasing Player in the same Environ.

I includede the Enemy's Search Phase into the Mission Phase as a Segment for very secondary reasons. One was, that I saw no need for that third Phase, each turn has two major elements, a military and a character one and they can roughly be separated into the Operations and the Mission Phase. Enemy Searches, I associated more with character combats and thus I just put them as a Segment under the Mission Phase, some kind of prelude to the Mission Segment.

I want to remind everybody that already under the old rules, only the NON-PHASING PLAYER was allowed to search in the Phasing Player's turn - during the Search as well as the Mission Phase. All the Phasing Player could do to directly hit the Enemy's characters was an Assassination (A) mission. Expressed different, no - it was never possible to just fly with a big stack to enemy characters in reach, search for them and bag them in. You could fly to them and hope, they would stay in their next turn to give you a shot at them, but if they just choose to fly away, than that was all you could achieve (though actually that CAN be pretty much).

The use of your military units did not enable you to actually hunt characters in the original game and neither does in my variant. What your units however ARE able to achieve, is to make certain planets less save for the enemy to visit with his characters. For if HE flies with his character to your units, then Search WILL occur.
2. Mission Segment

In this Segment, missions are performed Environ by Environ and in some cases even Orbit Boxes.
3. Reorganization Segment

First during the Reorganization Segment, it is checked if Planets change from a Status of Rebellion to a Status of Rebel Control or from Rebellion Stopped to Imperial Control. The Domino Effect for the former, are however not immediately carried out, but have to wait till the end of the Reorganization Segment

This shall make clear, that it is not possible to spark a chain-reaction sending Planet after Planet into Rebel Control. With the old rules you could argue that at the end of a turn, a planet that becomes Rebel-Controlled could put a planet into Rebellion and as it is still the end of the turn, that second planet, if at the moment devoid of Imperial troops, become Rebel-Controlled immediately, possibly sparking another Rebellion which immediately may switch to Rebel-Control, and so on and so on, without the Empire getting even a chance to react. There was some need to make the Empire slow to react, but this interpretation of the rules would have demanded a foresight from the Imperial Player impossible to manage. With the rule interpreted as above, first all changes to Rebel Control are checked and later Domino Effects may put other Planets into Rebellion, allowing the Empire always one chance to react to a new Rebellion. Putting Planets into Rebellion via Domino Effects still gives the Rebel Player a distinct advantage, as if he likes so, he may evacuate his new troops from there if he does not want to fight for the Planet and to save them for later instead.
Second healing, repair of possessions and Going into Hiding [13.57] all occur during the Reorganization Segment. This applies to healing for not going on missions as well as for healing by Doctor Sontag, the Medi-kit of Ptolos, the medical teams of the Imperial Will and the automatic repairs of possessions or spaceships by certain characters.

Captured characters heal at the end of their captor's Mission Phase, but only if they are not questioned or tortured. They heal automatically, the owning Player may not reject it and neither may their captor.

In other words, at the end of each of your turns, you get one chance to recover from all your damages. With this, you will have to hold out through all space and ground battles of your Enemy's Player turn, detection routines, space and ground combats of your own Player turn, the Enemy's search phases and your own Mission Phase, till finally you again may try to mend everything that has broken down over the course of one complete Player turn.

Third, at the end of the Reorganization Segment, execute the Domino Effects for Planets which have just come under Rebel Control and in turn those Planets they put into Rebellion. The Domino Effects may be sparked in any order the Phasing Player likes.

One issue, that I did not include in the Sequences above is when exactly possessions may be transferred, recovered or discarded. I considered the old way with limiting this to the start of the mission Phase quite restrictive but also very cumbersome. It required you to pre-calculate your next turns move (often a trivial exercise when related just to who shall get which possession next turn) and just postponed the start of the mission Phase unnecessary. Therefore all matters dealing with the transfer of possessions are handled like outlined below now.

[14.12] POSSESSIONS AND TURN SEQUENCE

All matters pertaining the transfer, voluntary disposal and recovery of Possessions is linked to three Segments of a Player's turn.

Interplanetary Movement Segment:

At the begin of the Interplanetary Movement Segment, before any characters have moved, possessions may be transferred and the Imperial Player may issue replacements for his possessions.

Surface Movement Segment

Second at the start of the Surface Movement Segment, i.e. before all units and characters have moved in that Segment, possessions may be transferred.

Mission Segment

Third, at the start of the Mission Segment, before Mission Chits are drawn, possessions may be transferred and/or voluntarily returned to the possession deck and removed from the map.

These rules allow now to give a possession to a pilot, fly with him to another group and deliver it to them. During the early stages of the game, this should save the Rebel Player some time, when trying to assemble his teams and ease his planning but it also makes you decide who shall get which possession when it actually matters..
There is one last point in this chapter I want to put emphasize on. It is not so much a new rule than just a note of the original game found under [15.5].

"Note: there is a distinction between a planet's control state and the actual fact of who controls it at any given moment. For example, it is possible for a planet that is "in a state of Imperial control" to be either controlled by the Imperial Player or for it to be controlled by neither Player, depending on the circumstances."

If that is the case, I really like to know why so similar terms had been used to describe distinct issues. Rebel Controlled - in a State of Rebel Control; Imperial Controlled - in a State of Imperial Control ... I think it would have been possible to come up with more distinct terms for distinct issues. More on this later.
With this the streamlining of the Sequence of Play in this Chapter, Part I of my variant closes. All fundamental changes of the game have been dealt with up to here, and though also Part II holds new rules of considerable impact, few are as much influencing the very basic concepts of the game as the modifications presented in Part I did. 
PART II
ADJUSTMENTS 

AND

IMPROVEMENTS
MILITARY IMPLEMENTATIONS

Part II starts with some aspects of the military element of the game which I liked to modify. Some of these changes had already been introduced in the chapters 'Strategic Implementations' and the new Turn Sequences, but these had been quite fundamental ones while here, it is more about bits and details. This chapter, though named 'Military Implementations' will also deal a bit with economic issues like taxation and Force Points, which you may see linked to the military aspect if you just label them War Industries.
I like to start off with some issues pertaining the Interplanetary Movement Segment to follow roughly in this chapter the Turn Sequences.
[21.7] HYPERJUMP TABLE
Die
1
2
3-6
7
8
9
10
11
12
13+

Result
-
1
-
1
2
1
2
1D
2D
2E

The D and E results are changed when a character is part of the jumping stack:

D: all spaceships are damaged and one military unit is damaged. If there was only one and this leaves characters without a passenger space on a spaceship, the character put in any Environ of the Non-Phasing Player's choice and are treated like after a spaceship crash, i.e. they get wounded and have to roll for their possessions.

E: all spaceships military units are destroyed. Characters are put in any Environ of the Non-Phasing Players choice at the destination have to roll for possessions like after a spaceship crash and are then treated as if incapacitated by locals in that Environ.

The old Hyperjump Table was a bit too random for my taste. 1/3 chance for drift 1 when jumping the own navigation rating in distance was a bit high, especially during military conflict. I considered that 1/6 would be detergent enough against planning without any reserves and still could ruin the best laid plans.

The changes to the D and E results became necessary due to Script Immunity.
[20.51] [20.53] MILITARY SHUTTLES
Loaded 1-0 units may be transferred to other mobile units in Orbit at the start of any Segment. In the Interplanetary Military Movement Phase they may be transferred and then be transported by its new transport, but it is not possible to first transport a 1-0 unit and then transfer it (this is to prevent the same 1-0 being transported several times a turn).

In essence this means, that 1-0 may remain in Orbit as long as there are at least as many mobile units in the Orbit Box as there are 1-0s and may be transported away by any of these units. During Space Combat, 1-0s will be destroyed along with their designated transports.

I considered the hassle to send down mobile units to switch 1-0s between them too much as I saw not much skill employed here except maybe memory. I also deemed 1-0s already inflexible enough without that extra hassles.
[21.21] [21.22] MILITARY TRANSPORTS

Transported 1-0 units do count as units for the determination of lower navigation ratings due to big stacks.

The rules lowering navigation ratings due to stack size have seen very little use when I played. Maybe will gain importance once or then now. Just assume that the unit transporting the 1-0 is used to carry itself only the most crucial or bulky elements of the 1-0 while the rest of the 1-0, usually representing rather large formations of ill-equipped but numerous troops, travels aboard ordinary transport vessels, which have to escorted by a mobile unit for protection.
Next are some issues dealing with aspects of military combat.
[10.3] ELITE LIMITS

No matter their skill, even the best unit is defeatable. When fulfilling combat results, strength 5 units (i.e. Imperial Elite units) count only as 4 points during the removal of casualties. 
[22.3] DETERMINED ASSAULT

If the attacker in a military combat has at least one unit worth three or more Strength points involved in a combat, he may declare a Determined Assault . Furthermore, the combat ratio is shifted only one column to the left of the military combat results table.

In the original game, I saw very limited use of the determined assault. After the two column shift, the additional damage you dealt to the defender was often neglectible, while the added damage to your own attacking forces was often prohibitive. If you really were superior enough (e.g. at 5-1 or 6-1 ratios) to risk a determined assault, you seldom needed it anymore. I also saw no need to ask for all low-quality units to be removed first. It led to some results which looked a bit artificial to me ('Aw, damn, determined assault called off, we had some Fighter Support - a Patrol - in our forces, how dare we.') The Rebels will fling themselves at the enemy out of true altruism if necessary, while the Empire could not care less about some Militias or Patrols wasted as cannon-fodder.

I also wanted to strengthen Determined Assault because the original rules made it a bit difficult to destroy the top-notch units of both Players, especially when they were grouped together. A strength four unit had to be attacked at odds of 4-1 to give a somehow reliable chance to destroy it, a feat which some times even with column shifts could not be arranged. With the Determined Assault now only shifting one column, if you somehow manage a 3-1 ratio against these strong units, a Determined Assault on the 2-1 gives you a good chance to get one of them - though at a cost. With some luck you can even try it with an original ratio of 2-1 shifted down to 1-1, but losses can become exorbitant very fast that way.
Imperial Elite units were taken down a peg, to further enhance the above effects and prevent some stalemates to keep combat dynamic at all times. A ratio of 3-1 is already something difficult to achieve against the Elite units of both sides when massed and even then a Determined Assault is a chancy affair even with the new rules for determined assault. Lets say the Empire retreats with three Elite Armies and Barca to an Environ size three. The Rebel can at best bring 12 strength points to bear in this Environ. Even if led by Rayner Derban with the Cervac and getting the 'in home Environ' shift, a Determined Assault could be done just on the 1-1 column - a one sixth chance to destroy even one strength 5 unit while on average losing one of your own units every turn just for trying. With 'Elite Limits' it would be at least a fifty-fifty chance to take one down for every two high-quality Rebel units you lose, which will still be costly and very time consuming.

[36.31] SNEAK ATTACK

At least one unit worth three or more strength points must be involved in the Sneak attack (i.e. not exclusively Elite units). There is no loyalty shift for conducting a Sneak Attack any more.

I applied the same rule to the sneak attack. It is even more difficult to arrange (the proper Action Result has to come up) and the Loyalty shift was a deterrent too big for my taste.
[10.1] IN RESERVE

The attacker in any military combat - except interception combats - may declare to hold part of his units In Reserve. In case of the Rebel Player, he has to do this declaration before any face- down Imperial units are switched face-up.

Units held in reserve by the attacker do not contribute their military strength during odds determination. In case of the Imperial Player, they also do not have to be revealed at that point in case they are face-down.

During the Fulfilling of Combat Results, units In Reserve only have to and only can be removed, when all units which were not in reserve and contributed their strength during odds determination have been removed. Should the combat result not be enough to remove all attacking units that contributed to odds determination, none of the units In Reserve can be harmed even if the Combat Results actually would suffice to destroy some of them. 

Example: The Imperial Player fields a 3-4, a 3-2 and a 1-2 in the same Environ as a Rebel 2-1 without any column shifts applicable during ground combat. He declares an attack and holds the 1-2 In Reserve. Only the 3-4 and the 3-2 are revealed to the Rebel Player to attack on the 3 to 1 column. If the die roll of the Rebel Player is 1, the Imperial Player has to remove the 3-2 or 3-4. On all other results he does not have to remove any unit, also not on rolls of 2, 3 or 4 as one or two points of loss are not enough to destroy the 3-4 or 3-2, while the 1-2 held In Reserve can not be taken as casualty because the other two units were not destroyed.

In Reserve was introduced, as regularly it occurred that though the Imperial Player had enough strong units to destroy a Rebellion's forces in the first go, he never could carry along the 1-0 Militia he planned to later leave as a garrison on the Planet. Though he did not need their one point of ground combat strength, he had to leave it behind or risk its destruction. This led to some for me artificial shuffling-around of units which I in general do not like. Therefore now the option to just bring in the units all along, and if they are not needed in the attack, they also won't be harmed.

In Reserve was not offered to the defender with some reasons. If the attacker held units in Reserve, he either brought in more than he needed or he would drop down one column, both times giving up some of his strength. The defender on the other hand would not necessarily do so. If for instance the Imperial Player has a 3-2 and a 1-0 which were attacked on the ground by two 4-3s on the 2 to 1 column, the Imperial Player could put one point in reserve and still be attacked on the same column without giving up anything of value but very likely save the 1-0, which otherwise would surely die on a Rebel roll of 1 to 3. Furthermore, I wanted that there always remains a way to get at these weak units and if not when they attack, then at least when they are attacked.

During Interception combat, Reserves were not offered for obvious reasons. If you used a unit to block one of your Enemy, then that unit has to be put at risk later on during Interception combat too.

[10.3] REMOVAL OF SPECIAL UNITS
The only units which do not follow the normal removal of losses (as modified now by 'In Reserve' above) are Imperial Special Ops and the Imperial Will.

The Imperial Player may refuse to damage or remove the Imperial Will and Special Ops even when they were not held In Reserve until there are no other units left to be taken as losses. The Imperial Player may even reject their removal after that of all units held In Reserve. This may again lead to the same result described already under 'In Reserve', that though the Rebel Player may inflict enough points of loss to theoretically destroy or damage Special Ops or the Imperial Will, the presence of stronger units (even if held In Reserve) may result in no losses at all taken by the Imperial Player.

If a combat involves both, the Imperial Will and Special Ops, the Imperial Player may postpone the removal of the Imperial Will after he has removed all Special Ops. This may lead to the situation, that the removal of Special Ops prevents the Imperial Will to come to harm if the remaining points are not enough to remove it.

Example: In his own turn, the Rebel Player attacks with two 4-3s of Special Type the Imperial Player who has one 1-0 one Special Ops and the Imperial Will in an Special Environ on the 3 to 1 column. The Rebel Player rolls a 4 and three points have to be removed by the Imperial Player. First he removes the 1-0 as it is expendable. For the next two points he thinks how to apply them best. If he applies them both, the Imperial Will will be destroyed in dock, costing him a fortune, time and much of face. Therefore he removes the Special Ops, which in a daring special operation tries to protect the Imperial Will. Their sacrifice leaves only one point of loss remaining, which is only enough to damage the Imperial Will, but not to destroy it. Next turn, the Imperial Player leaves with the Imperial Will to a Capital Planet for some much needed repairs.

The Imperial Player never has to postpone the removal/damaging of Special Ops or the Imperial Will, but if he does not do so, they are treated like any other unit, including their possibly mandatory removal to fulfill as much of the combat results as possible. The decision however if to postpone or not is done during loss removal after dice were rolled, so the Imperial Player can calculate and remove units as best as it fits his plans.
With In Reserves finished, next if you want to follow the Sequence of Play would be some issues dealing with the Searches.

One thing I liked to introduce was the Empires ability to bluff a bit how dangerous a given place actually is for the Rebel Player..

[7.24] FOG OF WAR
During the Detection Routine and Searches, the Imperial Player rolls secretly. Best is to use a dice-box and lift it in a way, that only the Imperial Player can see it and then leave the dice-box and the die in place until the Imperial Player decides to reveal the result or not (please without tipping the die again to change its value). 

After checking the result, the Imperial Player now can decide if he wants to reveal it and how many units he wants to reveal to give him shifts during the detection routine and act as fleet detachments or to be included in his search value and squad strength determination. However, it is not possible to reveal some units for shifts on the detection table and others for the fleet detachment.

If he does not reveal the die roll, the Detection Routine results always in U and a Search always in 'not found'. If he reveals the die, he can reveal as little of his units as he wants to influence the column the result of the Detection Routine or Search is looked for. Please note that the Imperial Player for instance also does not have to reveal a Special Ops to get their search modifier if he does not want to.

When destroying Rebel Camps, the Imperial Player also only reveals the units necessary to destroy the camp, the rest may remain unrevealed.

During play, this rule will work out like this. The Imperial Player rolls and checks if the roll together with the units he has is good enough to do harm to the Rebels. If he deems the net result not good enough, he just keeps everything secret (roll and his units) and grants the Rebel to be undetected or not found. If he can achieve a result he is satisfied with, he reveals his die roll and the units necessary to achieve his desired result.

No matter how bad his search value, squad strength, column shifts on the detection table or fleet detachments are, the Imperial player can always roll now. Even if his units were too weak to actually find or hurt the Rebels, the Rebel Player will never be sure if he was not found or detected because the Imperial Player botched his roll or because the units present were just too lousy. If the Imperial Player in fact had fairly good units, but he just botched his roll, he at least can keep this units secret. Again the Rebel Player will not be certain if the area is only lightly guarded or he was just lucky.

One side effect of these rules however is, that fleet detachments are now easier to get, by leaving some units out and getting on a lower column. That is why you have to reveal the same units for detection and fleet detachments. There is still room for tweaking, but with the game now non-lethal, I could live with the net effects.
Another major change presented is this chapter will be the following paragraphs dealing with the interaction between characters and units when it came to character combat. All in all I was not very satisfied with the old system. My main grief lay in the point, that a big stack of characters became virtually invincible in character combat. All that could be hoped for was a Suicide Squad or Spaceship Crash. Considering the effects one of these events could have on the game, this was not actually what I would call a 'good solution' but just some kind of Russian roulette. You have your killer stack and roll good, it works fabulous. You don't and you are screwed. With the changes of Script Immunity, the latter won't hold true any more - which made changes to the former all the more necessary.

First of all, I deemed the old Squad Chart woefully inadequate. The cap of 14-10 made sure Enemy Squads were never really a deterrent to me as the Rebel Player. Two ordinary mission groups combined in the Explorer and the Personal Body Shield could even face that kind of Squad when boosted by an Elite unit to 16-10. This near-immunity of big groups against Enemy Squads was not a point I liked too much. I considered that flood-em-wif-characters technique a bit cheesy. "What do you have?" "Five Million Imperial Knights. What do you have?" "Five guy's in cool cloths so its my block now." - As if. Somehow I did not consider it too challenging to just create a master-stack that beats-em-all. Military superiority should count for something and be a threat to the opposing (especially the Rebel) Player - without the need to add a Suicide Squad every time.

Therefore I rewrote the Squad Strength Table.

[12.16] SQUAD CHART

Military
Combat:
Endurance:
Military
Combat:
Endurance:


Strength:


Strength:


1
4
4
17-18
22
12




2
6
4
19-20
24
14


3-4
8
6
21-22
26
14


5-6
10
6
23-24
28
16


7-8
12
8
25-26
30
16


9-10
14
8
27-28
32
18


11-12
16
10
29-30
34
18


13-14
18
10
31-32
36
20


15-16
20
12
33+
38
20

An Imperial Elite Unit (Navy as well as Elite) increases the Endurance by two and Combat by one. A leader does not influence Squad stats any more, but instead modifies Search rolls [11.0].

[11.0] LEADERS AND SEARCH
The leadership is not any more added to the search value. Instead, it is subtracted from the Search roll. All (-) on the Search table are now treated as '0' meaning that with modifiers on the Search roll, characters can be found at these entries. Search modifiers of Special Ops and leaders are not cumulative, the Imperial Player has to choose which one to apply.

[11.0] NO MATTER THE ODDS
No matter how high the Search Value and which modifiers would apply to the Search Roll Enemy characters are never found on an original Search roll of 6 (except by Bounty Hunters, see Gather Information). Replace all 'Found' results on the Search Table [11.4] with '5'.

This last rule was added to prevent contradictions with the rules for Bounty Hunters and also to give a (albeit low) chance to prevail against the even most formidable array of enemies.
Another thing that irked me was, that when one Player massed a big group of characters (e.g. two mission groups of strength 8 each, i.e. 16 combat strength in total) to start troubles on a Planet, the other Player could only reasonably dare to perform counter-missions on this Planet with roughly an equal number of characters - no matter if otherwise the Environ was bursting with his military units! Especially the Rebel Player could do some very ugly things this way. As said, the 'flood-em-wif-characters' technique was never really my thing. Therefore the following rule was added.

[12.2] SQUAD ESCORTS
When attacked by enemy characters in character combat (i.e. not when attacked by Locals, Creatures or Bounty Hunters, while attacks by enemy squads are dealt with according to 'Battlefields' below), the defending characters may add to their combat strength and endurance a squad as determined by their side's military units present in the Environ. The usual subtraction for Enemy units present like under 'Battlefields' [12.12] have to be made when determining the strength of the Escorts.

There is no Squad Protection of any kind against creatures or locals. That would make it too easy to avoid these dangers, especially for the Imperial Player.
Consequently, if I wanted that military superiority shall give you a boost with regards to the safety of your characters, it shall not come too light and the loss of that superiority should set things 'straight' again. Also the situation, that a big stack of units could scare away now almost ANY number of characters no matter how much military backup a Player had, did not find my approval. specially with regard to my planned Armageddon Scenario, that effect would have caused a lot of problems. Therein, certain Capital Planets became so important to the Empire, that it could entrench on them with a lot of units and a strong leader and by that alone prolong the game out of proportion for the effort invested.

Therefore one last rule had to be added to close the circle of character superiority vs. unit superiority.

[12.12] BATTLEFIELDS

Whenever determining Squad Strengths during the game, subtract the enemies military strength in that Environ from the searching Player's military strength before looking on the table to determine Squad Strength. This subtraction occurs only when determining the squad strength, not already while rolling on the Search Chart. Furthermore, this subtraction can not lower the searching Player's military strength below two for the purpose of determining Squad Strength (an original strength of just one of cause stays just one, but at least it will not be reduced either). Boni for Elite units still apply after the subtractions.

Example for Battlefields and Squad Escorts (no Elite units included):

Player A has 7 military strength points, Player B has only 1. 

When Player A is found by B's military units, the attacking Squad will be 4/4. When Player B is found by A's units, the attacking Squad will be 10/8 (from the 5-6 line). 

When Player A's characters attack Player B's characters, the latter get an escort of 4/4 gets an escort of 10/8 When Player B's characters attack Player A's characters, the latter get an escort of 10/8 (Player B maybe better just forgets about it).

During combat with locals or creatures, the military units are of no help at all.

Player A has 9 military strength points, Player B has 8 military strength points.

Both Players' characters, when found by enemy units, will be attacked by 6/4 squads (9 and 8 reducing each other just to the minimal 2 line).

When attacked by the other Players characters, both Player's would get a 6/4 squad for their defending character's as escorts. 

The cases for enemy characters attacking your own characters with military backup and an enemy squad attacking the same group of you were treated differently on intent.

If your enemy searches with military units, no matter how few his military units are he will still get through with usually at least a 6-4 squad even if his units are few. So with luck he always can score some wounds on a normal sized group of yours, and be some real threat if an Elite unit is involved to boost the stats. 

If on the other hand your enemy just puts three characters together to flood that same normal sized group of you, then even two military strength points of your side in the Environ will add 6-4 to your side during character combat and will make you reasonably safe, more so if you have your enemy seriouisly outnumbered with Military Strength Points.

The only situation in which you will be scared out of an Environ by superior numbers will be, when your opponent has more characters AND adequate military Strength in the Environ. His military units may reduce your escorts to just 6/4 and his surplus in characters may be enough to overcome this addition to your strength.

In short, military units now count a lot more against characters and I like that effect. It is more the Rebel Player who will have to suffer from that at first, but I consider that to be in line with the general assumption, that it is the Rebels who are in danger at first and not the Empire's minions and also necessary to adjust the game to the changes of Script Immunity.

Last regarding the issues of searching for characters, I wanted to correct one minor issue before switching to the next topic in this chapter

[13.73] GO INTO HIDING

Characters do not any more become undetected when changing Environs.

Characters not stacked with military units that do not on missions Phase may become undetected at the end of the Mission Phase instead of healing due to skipping the Mission Segment. However, as other characters who go on missions remain detected, this only is of use if all characters in one Environ do not go on missions. 

Characters may either go into hiding or may heal for not going on Missions or acting as a leader, not both. They may heal due to Professor Sontag or the Medi-kit of Ptolos and Go into Hiding.

This rule was changed for two reasons, first was that Planets with several Environs were treated so much different from those with just one and second was the ease with which characters could become undetected by just moving to a different Environ. Now, becoming undetected on intent comes only at the expenditure of a whole Mission Segment.

Note that as going into hiding occurs during the Mission Phase, the Enemy player always gets at least one chance to search for characters, whose spaceship had just been shot down for instance. After this however, the characters could try to sit tight, heal and wait for someone to rescue them if the Environ they were in was really 'hot'. An option the old rules did not allow on planets with just a single Environ.
With the next paragraph, I want to move over to issues you may sum up under War Industries, first among them some changes to Imperial Taxation.

[33.1] TAXING A PROVINCE
When the Imperial Player Taxes a Planet at half its resource value, the resource value of each Environ is halved and rounded up separately and then rounded up. Orlog for instance would be taxed at 4+1+2=7 points.

In general, the Empire has received some boosts to its resources throughout my variant. As said in the foreword, I liked to make the game proceed at a fast pace and many changes therefore had been incorporated that will help the Rebel Player to overthrow the Empire. On the other hand though I also wanted that there is a powerful Empire to overthrow in the first place, and therefore the various raising of its forces in my variant. Some you have already seen like in the new number of resource points the Empire receives at start, more follow here another will be the increase of the Industry World's revenue from three to five per turn in the chapter 'Events and Secrets'.
[33.4] MAINTENANCE
The Imperial Player only pays Maintenance for Elite units, not for level 2 PDBs any more. For the first four Elite units, he has to pay no maintenance. From the fifth Elite unit on, he has to pay one Force Point per Elite unit per odd game turn.

Level 2 PDBs were now exempt from Maintenance, as I saw these costs as almost prohibitive to raise PDBs to that level except in very, very, very special cases. The first four Elite units were exempt from maintenance and this will give the Empire six force points more each taxation if you include the increased revenue of the Industry World. The exclusion of four Elite units has a slightly different effect than to raise the Planet Secrets yet another point. Planet Secrets can be taken away from you, but even if the Imperial Player receives no tax at all any more, he will still be able to field four Elite units. 

Another nice effect of the rule above is, that at the start of the game it is a bit unclear for the Rebel Player how many Elite units are actually around already. Furthermore, calculation of maintenance becomes a lot easier, you just check how many Elite units are left in your force pool and then calculate how much you have to pay. No counting of level 2 PDBs any more.
[33.41] SALVAGING OF UNITS

If the Imperial Player can not meet his Maintenance (either because he has no Resource Points or because of Case 33.35) he must salvage units to meet it. He removes Elite units to make up for his Maintenance. For each Elite Army or Navy removed, he receives seven Force Points which can even be used to meet Maintenance in the Case of 33.35. Once the Imperial Player has removed enough Elite units to meet his Maintenance, he may not remove further units. Any excess points of the removal are added to his resource track and may be spent to buy new military units (except of cause in Case 33.35 in which case they are just added to the Imperial Resource track).

The replacement of Elite units with Veterans too often led to the simple removal of the Elite units, as Veterans were already strong enough to seldom die.

Next something, that will drain a bit from the Empires newly gained resources - though not openly.
[33.39] IMPERIAL SPLENDOR
Should the Empire at the end of a Resource Phase have more than 15 force points on its track, it has to build one atrocity unit. If it has more than 25 force points it must build the Planetary Stabilizer. Note that this happens at the end of the Resource Phase, so the building of other more 'normal' units always takes priority.

Should the Throne Planet and the Capital of province one not be Imperial Controlled, the units have not to be built.

The units are fun to use but a bit too fickle to be worth their money (keep in mind they usually need a corresponding action result and are quite vulnerable. especially when face-up). I improved these units to some extend in the Chapter 'Characters, Gadgets and Possessions' but with this rule, the Imperial Player has little choice but to build them. The rule shall reflect that the Empire will spare no cost to build these prestigious units to show off with them instead of saving money for hard times. 
[33.1] TAX DENIED
A Planet may not be 'taxed into Rebellion', i.e. the Planet may not be taxed at full value while in Unrest, except special conditions prevent the Loyalty marker from being shifted (e.g. the  or Empire Forever).

This rule was included to prevent the Empire being tempted into pushing Planets intentionally into Rebellion, for instance to be able to reinforce a province or just because it is not busy at the time and can suppress the Rebellion easily now (while later, it may not have the troops available to do so). I prefer the Imperial Player just has to keep Planets out of and the Rebel Player just wants to get them into Rebellion.
[33.12] LOSS OF CENTRAL GOVERNMENT

As long as the Throne Planet AND Capital Planet of Province One are lost, even the Industrial, Gem and Slave World yield no income for the Empire.
[33.3] REBEL INTELLIGENCE

The Imperial Player has to announce, how many Force Points he has to spend on the Maintenance of his Elite units. The Imperial Player also has to announce how many new mobile units he built and the total number of Force Points he spent on these mobile units.

Next I want to turn to address an issue, which deals with the Rebel 'War Machine' so to say. There had been two issues about that, which I was not satisfied with.

One was how Rebel Control markers were selected and whether they could later be exchanged wasn't clear. The latter problem became even more pronounced when I was writing the Armageddon Scenario. In this Scenario, the game is played until the final destruction of the Empire. This game would at the end necessitated 50 Rebel Control markers, i.e. all 1-0, 2-1 and even some 2-3 units and there had to be dealt with this dwindling counter-mix of the Rebel Player, which already occurred during the Standard Game.

The other issue I stumbled upon was, when I was pondering whether to go on a stop Rebellion Mission and found it out to be against my Imperial Interests. Not only that the Domino Effect I would initiate would be reverted the next turn by the Rebel Player just getting one R again on the Planet (while I needed two!) - I also just doubled the troops he may have got from this Planet as he would receive the full resource values for immediate expenditure and to his Resource Track again! I wanted some rule to diminish the troops the Rebel Player would receive when he had to restart a Rebellion because of a successful Stop Rebellion mission of the Imperial Player. But there had to be taken care of the book keeping which would inevitably result from this.

Both of the above issues I tried to tackle with a new element introduced, 'Rebel Local Forces' representing the local population defending its new freedom from the Empire once the actual Rebellion is over in case it ever dares to return. And if it does so and manages to stop the rebellion, to harass it till a new Rebellion is started (and conveniently serve as a reminder till then, that the Planet had already once been put in Rebellion).

[15.8] REBEL CONTROL SUMMARY
The way how to indicate the four different Planet Control States on the Loyalty Track has been modified slightly.

The Loyalty marker is still used to indicate different States of Planet Control.

Rebel Control Markers now serve two functions. In conjunction with the Loyalty marker they indicate certain States of Planetary Control. Furthermore they will indicate that a Planet has an active insurrection movement harassing the Empire with guerrilla warfare and that a Planet had already been put in Rebellion at least once during an ongoing game.

As said already in the chapter 'Phasing and Clarifications' I consider the confusing terms used in FITG for these issues most bothersome. For the time being, I will still keep them, but once I merge my variant with the original rules they will be replaced.
A State of Imperial Control will be indicated, by putting the Loyalty marker face up.

I intend to name that State 'Subjugated'.
A State of Rebellion will be indicated, by putting only the Loyalty marker with its Rebellion side up.

I will keep to call that State 'Rebellion'.

A State of Rebel Control will be indicated by putting only a Rebel Control marker on the track.

I intend to name that State 'Liberated'.
A State of Rebellion Stopped will be indicated by putting the Loyalty marker with its Rebellion Side up and by putting a Rebel Control Marker under it.

I intend to name that State 'Counterinsurgency' (until I find a better name).

Last, when a Planet reverts from a State of Rebellion Stopped to a State of Imperial Control, put the Loyalty Marker on the Dissent Space (not Unrest).

Furthermore, his regained State of Imperial Control is indicated slightly different - by putting the Loyalty marker face-up and by leaving the Rebel Control Marker under it. 

This State of Imperial Control differs from the original State of Imperial Control at the start of the game in no respect, except that now Rebel Local Forces operate on the Planet (see Rebel Local Forces below) and that the Rebel Player will receive less troops when he again puts the Planet into Rebellion, representing that the population had been mostly exhausted in the first Rebellion started.

In my merger, I will perhaps call this State 'Suppressed' but very likely only as a secondary term as Subjugated and Suppressed really would only differ in the activity of Local Rebel Forces and the exhaustion of the population available for the Rebel Cause.

In the original game, Stop Rebellion held only very little benefit for the Imperial Player. To get two Rs was incredibly difficult then and even now, you will probably have something of just 30-35% of success. Even if you are willing to spare a whole mission group for that chance, all you got then were some domino effects - and a chance for the Rebel Player to just put the Planet back again with one R to gain the same Domino Effect backwards and (under the old rules at least) the full resource value of the Planet all over. Now, the mission if you undertake it can yield you some immediate benefit. To put it into Rebellion again, the Rebel Player somehow has to get the Loyalty marker on Unrest again somehow (a Domino Effect could do that) before he may do Start Rebellion again and the Forces he receives then, will be smaller due to the changes introduced via 'Populace Exhausted'. Now that is what I call a 'Stopped' Rebellion.
[15.41B] EFFECTS OF REBELLION, POPULACE EXHAUSTED
When on a Planet marked by a face up Loyalty marker and a Rebel Control Marker under it (i.e. a Planet I would call to be 'in a State of Suppression' or 'Suppressed') again a Start Rebellion mission is successful, the Rebel Player does not again receive any force points sent to his resource track. Furthermore, he only receives half the printed resource value (fractions rounded up) in each Environ for immediate expenditure. This effect is cumulative with other multipliers applicable due to e.g. Civil War, Populace goes Wild or Planet Secrets, rounding up occurring at the very end of all multiplications.

After putting new units on the map, the Rebel Player shall flip the Loyalty marker to its Rebellion side and (important!) remove the Rebel Control Marker from under it, to again proper indicate a State of Rebellion. 

The removal of the Rebel Control marker can represent, that the local population again is occupied to topple the Imperial government installed and can not assist rebel military units for the duration of the State of Rebellion. Once the State of Rebellion is over (either because the Planet switched to a State of Rebel Control or Rebellion Stopped again), the Rebel Control Marker will reappear, indicating that the population has again switched to conduct defense of its planet and guerrilla warfare. 

These new ways to indicate State of Control may sound confusing, but if you cycle a bit through the changes a planet may go through in a game, they will become more easy to grasp. The only time there is no Rebel Control Marker on the track is at the start of the game and when in a State of Rebellion. At all other times, the Rebel Control Marker will somehow stay and if not to indicate Rebel Control, then to show Rebel Local Forces are at work but also that the population already has become somewhat exhausted in its struggle against the Empire already.

Now to the capabilities of the Rebel Local Forces.

[15.55] Rebel Local Forces

Rebel Local Forces represent that the local population has formed an insurgency movement aimed at defending its Freedom and to harass the Empire with guerrilla warfare. 

[15.551] PLACEMENT OF LOCAL FORCES (I.E. REBEL CONTROL MARKERS)

Rebel Local Forces are indicated by the Rebel Control Marker on the Loyalty Track, whose addition or removal is governed by [15.8]. Whenever there is a Rebel Control Marker on the Track, Rebel Local Forces are active on the Planet, when there is none, they are not.

Planets that only have Resource Ratings without a star may only choose 1-0 as Rebel Control Markers aka Local Forces. Should the Planet at least have one Resource Rating with a star, the Rebel Control Marker may be a 1-0, 2-1 or 2-3 unit. The marker chosen has to be of one of the Environ types of that Planet. However, it is possible to refer to one Environ regarding the unit type and to another regarding the unit strength. Mitrith for example might receive a 2-1 (because of the Resource Rating with a star in the Wild Environ) of the fire type (because of the Fire Environ of Mitrith, though that one holds no star for the Resource value). The marker is placed face down, and only revealed when using one of its properties as Rebel Local Forces.

As far as game-mechanics go, it is easiest to just take a 2-1 when possible. The rules for Rebel Veterans below will ensure, that later on these can be thinned out to 1-0 or their type be changed should that be desired. 2-3 units are to me a bit too valuable to be squandered as Local Forces as their space combat rating is of no use when employed in that role. They were only allowed as Local Forces as there were slightly less than 50 1-0 and 2-1 in the Rebel Force pool (and some of these will in fact never become Local Forces) and the Rebel Player, towards the end of the Armageddon Scenario just might have to use some 2-3 as Local Forces. Just assume that he has grown so big, that some of his Navy had to be diverted to start patrolling the space-lanes against pirates and other looters sensing their chance due to the vacuum left by the shattered Empire. 4-3s I considered too strong as Local Forces (adding 4 strength points to every Environ).
[15.552] PROPERTIES OF REBEL LOCAL FORCES
Local Forces are not military units and neither count against any stacking limit. Local Forces have no effect with regard to control of a Planet. On table [15.8] they count as no units (as said initially, they ARE no units), they are a result and indication of Control Status not its source.

Rebel Local Forces may support the Rebel side in every military ground battle on their Planet. They add the ground combat strength of their marker to the Rebel total in every ground battle and they confer the one column shift of [10.5] to military ground combats in the Environ matching their type.

They may however not be used to fulfill combat results [10.3] and they may not initiate surface combat on their own or be attacked by Imperial units on their own, nor can they on their own receive a leader. They can not be destroyed by an Imperial atrocity or an S mission (as they are no units). Their strength can be revealed by an I mission.

Rebel Local Forces may initiate search versus Imperial characters either on their own or in conjunction with other rebel military units. Their strength is included in the calculation when determining the strength of a squad and they qualify for the action event 'Security Measures' on their own (i.e. even without any Rebel military units present). Should any Imperial characters surrender to Local Forces alone, these characters are treated as if incapacitated by hostile locals till picked up by real units or characters. Rebel Local Forces may provide Squad Escorts [12.2] and are used when calculating Squad Strength according to Battlefields [12.12].

Rebel characters may ignore 'Locals attack' on Planets with Local Rebel Forces (this being a change of the original rule [13.47]).

To sum up the use of Local Forces, I want to start with telling that their power better shall not be overestimated. It is true, the will in theory make it more difficult for the Imperial Player to revert a Planet from a State of Rebellion Stopped to Imperial Control (or as I would call it from Counterinsurgency to Suppression), but actually, when there is no Rebel unit present, they count nil and the Imperial Player can check where are Planets without Rebel units in advance. When they actually would be of use, during a State of Rebellion, they are not available, occupied with chasing local Imperial lackeys out and taking over (or reinstalling) key elements of government. Should any Imperial units show up to back the local puppet-regime, the Rebel Player will have to use his regular units on their own to expulse these.

The other benefits of Local Forces (searching for Imperial characters, ignoring of 'Locals attack!' and such) are all nice and fine, but the single most important function of Local Forces is to indicate, that a Planet once already had been in Rebellion and may not contribute fully again to the Rebel cause, making Stop Rebellion now at least an option to try instead of another stupid thing you better take your fingers off.

With the issue of Rebel Local Forces finished, I want to turn to a last major point regarding the building of new units, which was covered a bit sketchy by the original rules: what happened when the counter-mix of one Player, especially the Rebel Player, became exhausted.

Especially some of the special Environs could run out of units rather fast, while some of them (e.g. the Fire 2-3) only came into play through some rather unlikely cases This problem became even more pronounced when I was drafting the Armageddon Scenario, which as mentioned before already would at the end necessitated 50 Rebel Control markers. There had to be dealt with this dwindling counter-mix of the Rebel Player and therefore the rules for Rebel Veterans were written.

[15.9] REBEL VETERANS

This now does not introduce Rebel 3-4s or the like, but deals with a gradual seasoning of Rebel troops. Should I ever find the means, I will rename Imperial Veterans to 'Vanguards' anyway. I was looking for a System that would allow the Rebel Player, to use mostly the low quality units of his Force-pool as Rebel Control markers (i.e. Local Forces) and the high quality units to be his regular army during the endgame. A competent and disciplined fighting force, honed through the long battles of galactic civil war, a true, regular army disposing the old order of the Imperial Will.
While the Imperial Army is a rigid organization, emphasizing obedience and deference, the Rebel Military out of necessity encourages initiative and flexibility to make up for its lower numbers and inferior equipment. Rebel soldiers are expected to serve in many roles and constantly shifted between units on an ad hoc basis to counter the latest Imperial moves as effective as possible.

[15.91] Whenever the Rebel Player is due to receive units in a specific Environ because of a R mission, a Civil War or a T mission or when the Rebel Player has to put a Local Forces aka Rebel Control Marker on the map, he first has to try to do with what he still has in the force-pool to legally come up with the units he is due to receive. 

This may lead to the Rebel Player exhausting the Stacking Limit rather fast, which in turn would allow him to make use of the rule 'Augmentation' [9.57] below, which may possibly then in turn again lead him back to this rule 'Rebel Veterans' when the next higher units are out of stock.

If the counter-mix has not the units in stock to allow the Rebel Player to legally expend his force points for immediate expenditure or to place a Rebel Control marker, he may start to remove units or Local Forces from the map according to [15.92] to make up for the shortfall.

Please take note that if the counter-mix is exhausted when buying units through Supply Conduits, the Rebel Secret Base, the Rebel Player just has to accept that his force-pool is empty. He is not even allowed to remove units from the map without refund to build them somewhere else.

[15.92] The Rebel Player can remove any unit or Local Forces marker from the map as long as it helps him make up for the shortfall of his counter-mix. He may not remove units if does not use them immediately to put them on the map. He removes units from the map one by one till he has expended all the Force Points due to receive are placed his Rebel Control Marker. 

[15.93] If the Rebel Player removes a Local Forces marker, he in turn will have to put a new marker on that Planets Loyalty track. This in fact can lead to a chain reaction of 'Rebel Veterans' if he continues to remove Local Forces markers.

[15.94] If the Rebel Player removes a unit from the map, there are three options for him what to receive for that removed unit: 

· He may replace that unit with one of the same type but one level higher (i.e. 1-0 to 2-1 to 2-3 to 4-3 - hence the headline 'Seasoned Troops') by spending two points from the Rebel resource track, but no Elite unit may be purchased this way. 

· Or he may replace the unit with a same-strength unit of a different Environ type, Special types may be changed to Wild or Urban, Urban or Wild can be changed to any other Type. 

· Or he may receive the value of the removed unit refunded to his Resource track.

In the rare case, that even through the application of above rules, no suitable units can be found on the map for the Rebel Player, try to solve the case by first allowing to purchase 2-3 units in an Environ without a star and if that don't help allow to purchase 4-3 units therein. If even then no units can be found, unspent Force Points are added to the Rebel Resource Track. 

There are also a few instances when the Imperial Player may face problems similar to the Rebel Player with an empty force-pool, namely during a Civil War, when summoning a Sovereign or when forced to replace Veterans with Elite units under the original rules, but all these issues have or will be dealt with at the respective places of these occurrences.

One problem however that could still hit both players was, when the received more units than the Stacking Limit of an Environ permitted. The original rules just postponed the units arrival, but I prefer a more immediate solution.
[9.57] AUGMENTATION (EXHAUSTION OF THE STACKING LIMIT)
When new units are due to be received in a certain Environ during the Mission Segment, it is possible, that the stacking limit would be exceeded. In that case, the Player receiving new units first has to try to spend his points on the most expensive units he can legally buy and still in his force-pool to use up the rest of the stacking limit. 

From then on he may begin to increase units already in the Environ by one level per two Force Points he expends (i.e. 1-0 to 1-2 to 3-2 to 3-4 for the Imperial Player, 1-0 to 2-1 to 2-3 to 4-3 for the Rebel Player). Each unit has to be raised one level, before any unit can be raised a second level, and the weakest units have to be raised first. If necessary, remove units or Local Forces from the map according to [15.9] to make up for shortfalls of the counter-mix. 

Should in the end still Force points remain, they are sent to the Resource Track of the respective Player.

With these changes mainly dealing with the military aspect of the game, the use of units and their purchase, I want to move on to the other major aspect of the game, the missions.

MISSION CHANGES

This chapter deals with modifications done to specific missions. Each mission has been changed to a major or minor degree, sometimes just changing bonus draws, but sometimes rewriting it fundamentally. What all have in common is, that their probabilities for success have changed, and most of the time increased. Already in Part I when I replaced of the old Action Cards with my Mission Chits, I mentioned that in general, a higher chance of mission success in general was favored by me to speed up the game and avoid repetition of trying the same mission again and again and again. 

I used already the transition of the Action Cards to Mission Chits to tweak probabilities a bit by the numbers of respective mission letters I assigned, but actually I preferred to tweak with the number of mission letters AND the bonus draws missions received. Bonus draws also affect the probabilities of success, but in a slightly different way. 

In general, increasing the number of a certain mission letters in the deck raises the overall probability of success more, than adding a single bonus draw. However, when looking at small numbers of draws, like they happen during missions without bonus draws in small Environs, an additional draw helps more. Adding two bonus draws instead of increasing the number of mission letters in the deck by one turns out to give a real boost for missions with very few basic draws (e.g. a P mission in a small Environ), but less so when the mission already benefits from a lot of draws (e.g. a Rebel D mission with Vudot Vodot, the Advisor Android and two other characters). I liked that effect and therefore allocated bonus draws to now every mission. It also had the advantage, that the Players now could now see themselves to increase their chances of success, which I prefer to having to rely exclusively on Environ Size (like during the old game with missions like S, P, G and especially R). 

Below, find all missions as modified in alphabetical order of their mission letters:.
A - ASSASSINATION

If the mission letter comes up during regular draws, the Phasing Player may chose one detected enemy character to be killed. If the mission letter comes up during bonus draws, the Non-Phasing Player determines which of his characters in the Environ is killed. The Non-Phasing Player may, if he likes, chose even an undetected character to be killed.

This slight change now opens the option to assign some kind of bodyguards to your characters. During mission, this has been standard practice already because of locals and creatures, but now it will also help a bit against assassines. To now assassinate an enemy character just because he is good at missions is now much less easy and I like that idea. You better get used to the fact, that your enemy has some characters around that perform missions well.

Against enemy leaders however, the situation still looks a bit like before. They of cause still can benefit from other characters nearby, but the question is, what these characters would be good for apart from acting as bodyguards. They could try to go on missions, but where military conflict starts, which missions could be seriously done. I won't claim there ain't any, but it for sure is not the all-important D very often. Maybe some Stop Rebellion for the Imperial player from time to time (if he can spare the leader for it) but if a planet is really so important to him that he uses two leaders to get it back (one to lead and the other to perform Stop Rebellion) then fine.

may if he wants to kill a character, wh is stacked with military units or one tha

If the mission letter does not come up roll one die. The die is also rolled, if the mission is aborted unsuccessful before its conclusion (e.g. the Phasing Player stops it). On a roll of 4-6, the Assassination attempt was botched. The following modifier apply to the die roll: -1 for the Imperial Player attempting the A mission; +1 for an assassination mission against a Rebel or Neutral sovereign; +1 if the bonus draws of Assassin's Blade were used during the A mission.

The A mission was a bit difficult to balance out proper. On one hand, I did not want to make it easy to just kill an enemy character by a mission. On the other hand, I did not want the mission to be so dangerous, that it became useless. I liked it as a last, but then risky resort. One problem was, that the Rebel Player could amass a huge number of bonus draws (Frun Sentel, Bridne Murcada and the Assassin's Blade could come up with 12 bonus draws, in a size four Environ, that is a 47% chance for success with only 27% to get caught if the Assassin's Blade would not confer a +1 modifier on a botched attempt) while the Empire at most could reasonably get just five (Jon Kidu and Jin Voles, in a size four Environ having a 28% chance to succeed, but 36% to get caught if the Imperial Player would not have a -1 modifier on botched attempts). I considered that a bit sad, as I considered assassination to be more a tool of the Empire than of the Rebels. I saw no way to change the chances for success a lot, as it would have meant to tamper with the way missions were performed or allocated the number of bonus draws for A missions fundamentally new. However, with the modifier on the botched rolls, I had a way to influence the risk of the missions. The net result was, that the Rebel Player still could carry out an assassination with more success, however he also ran a higher risk to get captured. The Empire still had a lower chance to succeed, but also did not risk as much.
On a botched A mission against an enemy character or summoned sovereign, all characters in the mission group are captured. Furthermore on an original roll of 6 (i.e. before modifications) one character of the mission group is killed (Non-Phasing Player's choice which one).

On a botched A mission against an unsummoned sovereign, see [25.3] for the effects of that botched attempt.

In spite of the general principles laid down in 'Script Immunity' I still deemed the assassination mission acceptable - to lose one character for trying to kill one. Assassination is now really a last resort. Without a really big number of bonus draws, it is more risky to be the assassin than the target, especially for the Rebel Player for whom, being the 'nice guy', I consider that okay. For the Imperial Player, though I think it would fit his style, I think he can live without regularly going on Assassination missions. If he just loves them, he can still take some shots at sovereigns if he must, but the main cast, I did not like to cower in fear of a shot from out of the darkness throughout the game. 
B - ORGANIZE REBEL CELLS

'Organize Rebel Cells' is just a new name for the old 'Start Rebel Camp' mission, it is not a new mission only a new name. All rules pertaining to Start Rebel Camp (B) missions stay in effect except modified below.

Don't get confused by the new name, it really is nothing more than that. I have only included it already here as among other terms, I will also change this one once I merge my variant with the original game into one unified set of rules. Call me a spoilsport, but I just did not like the idea of campfires in an Urban Environ.
Rebel Cells can be established on any Planet in a State of Imperial Control whose Loyalty is currently at Dissent or above.

Rebel Cells are removed automatically once their Planet's Loyalty falls below Dissent. Should later the Loyalty of the Planet raise again above Unrest, the Cells are not returned to the map. The Rebel Player has to perform again Organize Rebel Cells to reinstate some lost enthusiasm.

Rebel Cells can also be destroyed by Imperial units in their Environ or Imperial Gather Information (I) missions.

There may only be nine Rebel Cells created by a B mission at any time on the map (i.e. the nine pink Rebel Camp, representing that there is a limit to how much Rebel cadres can be organized effectively). When all nine pink markers are already on the map, the Rebel Player may still go on Organize Rebel Cells (B) missions, but if he succeedes he has to remove a Cell of his chice from elsewhere to place the new Cell. 

The two grey Rebel Camp markers are only used to represent Cells received due to Events (see Chapter 'Secrets and Events').

The changes to remove Rebel Cells now only when the Planet was down to Unrest was not done so much out of background reasons. It also could be argued, that already when falling to Dissent, Rebel Camps had to switch to coordinate the now considerable grown resistance movement on their planet and the performance of individual missions had to cease. Only that they could exist at the Neutral setting but not be restarted there was in game terms a bit unelegant in my eyes. The reasons to keep Camps longer in play was, that some players had the impression the B mission did not perform too well in a effort-gain comparison. If you have to try twice to establish a Cell, which THEN in turn may start to go on D missions, you might start to wonder if it would not have been better to do D yourself in the meantime, especially if you find out that your Camp was destroyed by Imperial troops right after it was just established.

One reason why I suspect that Rebel Camps were already removed at Dissent was, that the Mission Phase could become a drag when too many Camps were on the map o perform missions. I would agree that this is not something too good and therefore have changed the way Rebel Cells perform missions.

During the Mission Phase, the Rebel Player may assign certain missions to a Cell as if it where a mission group. As usual, the same mission could not be performed twice in the same Environ the same turn, so if regular characters also perform missions, the Camp must choose different ones.

A Rebel Cell may be sent to go on D, I or S missions. This however only represents the mission the Rebel Player hopes the Cell can perform, but sometimes Cells only manages to succeed at another mission instead. 

Rebel Cells do not draw Mission Chits to determine the outcome of their missions. Instead, after regular draws have been done in the Environ (only applicable if also characters went on missions there) roll a die for he Rebel Cell.

· On a 5 or 6, the Rebel Cell has succeeded with the mission it was sent on. 

· On a result of 2 to 4 nothing happens. 

If a 1 is rolled, the Cell has succeeded in another random mission instead. Roll another die to determine which mission it succeeds instead. If this results in a mission already being performed by characters in the Environ, the Rebel Cells perform no mission at all and nothing happens.

· 1-2 and 3-4 means the Cell has succeeded in one of the other two of the D, I or S missions it could have been sent on initially in alphabetical order. 

· 5-6 means, it has succeeded in a T mission instead.

When it is determined if any and which mission succeeds roll a die to see how many letter it got. On a 6 it got two letters, on all other rolls only one. 

If the Rebel Cell succeeds with a Gather Information (I) mission, then it may not choose the results Discourage Hunters, Ally Pirate-King and Investigate Secrets of Research & Contacts. Often these results require certain ratings like Diplomacy or Combat to be chosen while in the case of Secrets, assume them to be too important for just a Cell to investigate them.

If a Rebel Cell succeeds with a Diplomacy (D) mission, then it must apply the Loyalty shifts, even if this removes the Rebel Cell.

If a Rebel Cell succeeds with a S or T mission, but there are no enemy units or PDB - tough luck, the Rebel Cell achieves just nothing then.

Example: The Rebel Player sends a Rebel Cell on a D mission. The Cell has to roll a 5 or 6 to succeed, but the Rebel Player rolls a 1, so he must roll in which mission they succeeded instead. On 1-2 it was an I, 3-4 a S and 5-6 a T mission. If he would have sent the Rebel Cell on a S mission and had rolled a 1, the roll to determine which mission instead was performed would be 1-2 be D, 3-4 be I and 5-6 be T. As you can see, the letters are always arranged in alphabetical order for the second roll.

All in all that may sound complicated, but actually it is faster than the drawing of Chits. You chose one mission for your Cell out of D, I or S and roll a die. On 5-6 you succeed on 2-5 you don't. Only on 1 you have to re-roll again for another mission. If in the end, you succeed with a mission that actually can have some better effect with two letters, roll again in hope of a 6.
The T mission was removed from the missions you can intentionally send you Cells on, because it would make the S mission almost obsolete for Cells (except for the occasional PDB you have to get down, which actually bother Cells a lot less than units). Also when performed by characters T missions succeed less likely than S missions due to the usually lower number of bonus draws the Rebel Player gets due to his ratings. Therefore, you now my only get a T result by luck, not by design any more.

Rebel Cells were excluded from C missions now as they are able to ignore Actions Events, which were a very important part of the mechanics of Coup missions. From F missions they were excluded, as I did not like that Rebel Cells could Rescue characters from Locals or Creatures. If the Rebel Player went out with groups too weak, he should pay for it in my opinion.

Some words on how the results of the respective die rolls came about. If using the new Mission Chits, the chances for a Camp to succeed in its mission would range from roughly 25 to 55% taking into account the Environs they usually will be raised in, and with an average of nearly 40%. With the die roll now used to determine success, this is lowered to a flat 33% for all missions in all Environs. To compensate for that, the roll of 1 will give you sometimes another, alternative success, though S and T will usually yield you just nothing. In really small Environs, Rebel Cells will now perform slightly better than characters but in bigger Environs, they fall behind. To speed things up I deemed of more importance than a one-to-one transition of all probabilities and actually I like the effect, that different circumstances make different solutions more feasible. To prevent things not getting out of hand (i.e. a map littered with dozens of Cells) I imposed also the limit of totally nine Cells at any time, though this was not only done keep die-rolling down.

Don't be fooled, the changes about Rebel Cells _will_ boost the Rebel Player, as I do not think this will merely increase a formerly useless mission into some kind of alternative to D missions. All in all, my personal conviction was, that most of the time Rebel Camps DID pay off already in the original game especially when a planet was still Patriotic. With the changes to keep them now till the Planet falls to Unrest, I made sure that now they might be even the better alternative, again the higher a Planet's Loyalty still is the better - balanced out however by their vulnerability to Imperial Troops. The new possibility for Rebel Cells to prepare a Planet till immanent Rebellion as well as the increased importance of the Gather Information (I) missions under my variant really make Rebel Cells (which also can and will perform I missions) a very valuable asset to have now. IF Rebel Camps have been more a waste of time than a boon in the original game, then this might be a lot less true now. Also therefore I put a limit on how many Rebel Cells might be there at any given time.

The boost this may give to the Rebel Player in total I deemed acceptable. As said before, the Bid Point System can take care of things like that and if I have to choose between a fast paced game or one with the occasional lull in the action, speed and dynamics always win out.

Destruction of Rebel Cells
I'd really like to know whose idea it was, to print part of the information regarding missions in the rules and part of it on the mission cards. No problem to give some summary on the mission card, but mechanics how for instance Rebel Camps are removed belong into the rules booklet.
Rebel Camps can be destroyed by Imperial military units at the end of the Imperial Mission Phase, at which point the relevant ground combat strength must be present and revealed to the Rebel Player. To destroy a Rebel Camp, the sum of the revealed Imperial military ground Strength Points in the Environ has to equal or to be greater than the Environ Size plus three or the sum of Rebel military Ground Strength Points plus three, whichever is higher - i.e. Environ Size + three OR Rebel ground combat strength + three.

Rebel Cells now can be protected a bit by military units if the Rebel Player ever can spare them for that, the same way as military units now offer a bit protection to characters.
C - COUP

After a successful coup, NO coup marker is put in the Environ. Coups may occur over and over again.

The Coup mission, with its fairly high chances to backfire, often looked sometimes more like a risk than a chance to me. Another nice idea which apparently was not really thought through to its end during the original design. What I disliked about the old rules was, that as the Imperial Player you sometimes pulled the loyalty marker down three spaces with botched coups and then got one lousy C in return. Furthermore, the number of successfull Coups diminishing the (already low) number of Rebel Camp markers I considered not so clever, especially with all these blank counters available.
I saw no problem with Players trying again and again to stage a coup. Just assume that the government on Planets with coup ratings is not very stable in general, and there can always one of the various factions on the Planet make a grab for power. This will benefit the Imperial Player more, as the Rebel Player can not guard coup ratings easily. However, as coup missions are liable to backfire, the blessing is rather mixed. As a secondary boon, one type of counter less to litter the map.

D - DIPLOMACY

The mission gets at maximum two additional bonus draws because of characters beyond the first attending the mission, i.e. there is no additional bonus draw that way from the fourth character on.

This limitation may not often see use, but this limit was imposed, to again discourage to just form oversized killer-stacks impenetrable to enemy fire AND now even getting more bonus draws on D missions.
E - SUMMON SOVEREIGNS
The first mission to go very fundamental changes, was Summon Sovereign or, to be more precise, the whole conception of Sovereigns was basically changed. In my games under the original rules, sovereigns only made a public appearance when assassinated by Jin Voles and Jon Kidu. I considered that a bit sad for someone to be mentioned in the Galactic Guide and therefore made it easier to summon them, gave them more uses and added some possible backlash when trying to kill them.

First some words about the actual mission itself.

[25.11] SUMMON SOVEREIGNS
The bonus draws to this mission stay as stated on the card, one character's Leadership rating plus one character's Diplomacy rating. Both ratings may be contributed by the same character if the Phasing Player wants.

Sovereigns may only be summoned when either two Planets with the race of their Environ are in Rebellion or two Planets in their Province are in Rebellion or their own Planet is in Rebellion (the last being the total opposite of what the original rules say). 

Pro-Imperial Sovereigns become automatically summoned by the Imperial Player when their Planet is put into Rebellion sides. The Imperial Player may not postpone this.

Pro-Rebel Sovereigns may become summoned by the Rebel Player without the use of any mission when their Planet is in Rebellion or Rebel Controlled. The Rebel Player can make this decision the instant the Planet is put into Rebellion (adding the Sovereigns Forces immediately to the Rebel forces raised by that Rebellion and allowing them to participate in [10.7]) or at the end of any of his future Mission Segments.

An unsommoned Neutral Sovereign may become summoned by the Rebel Player automatically without any mission once his Planet becomes Rebel Controlled (only) the same way like Pro-Rebel Sovereigns may become summoned automatically when his Planet is in Rebellion or Rebel Control (i.e. immediately or at the end of any Rebel Mission Segment while the Planet is Rebel Controlled)

Once summoned, Sovereigns are always considered to be undetected when stacked alone in an Environ and detected when stacked with military units or detected characters of their side. 

[25.15] FAILED E MISSION

If an E mission fails, the Loyalty marker is NOT moved.

One reason why I seldom saw sovereigns make an appearance was, that they could neatly put out of the original game with their Planet put in Rebellion. The way how this state could linger on forever in the game was a real obstacle for them to see any use. Also the possible backlash of a failed mission I deemed unnecessarily deterring from that mission.
Next, about the benefits Sovereigns will now contribute, summoned as well as still unsummoned.
[25.21] MOVEMENT OF SOVEREIGNS

Once summoned, Sovereigns may be moved to any Environ on their planet and if they have a space leadership rating also to the Orbit box as described in Case 25.21.

[25.22] STATS OF SOVEREIGNS

All Sovereigns have an Intelligence of three, a Diplomacy rating of two and a Navigation rating of four (representing their courts repair yard and pilots). All other ratings are as printed on the counter (i.e. Combat-Endurance-Leadership). Sovereigns are Royalties in the Environ with their name printed and enjoy the increase of their leadership by one as well as give a mission group they join the corresponding bonus draws (in addition to those being on their home-planet). In other Environs they only receive the bonus draws for being on their home-planet.

[25.22] SOVEREIGNS ON MISSIONS

Sovereigns may not go on Missions on their own, except on an Escape (F or J) mission, but Mission groups joined by Sovereigns may ignore hostile locals, sentry Robots, creatures and accidents in Special environs. Sovereigns may always rescue all incarcerated or incapacitated characters of their side at the end of a mission phase in the same Environ as they, by neither acting as a leader nor joining missions during their turn. 

Sovereigns are protected against the Deadly Chemicals of an atrocity unit, the Plague of Province Three and the effects of the Drug world, but do not convey this protection to other characters. Sovereigns can not escape from the Planetary Stabilizer, they are removed along with their planet.

[25.24] POLITICAL BASE OF SOVEREIGNS

The Environ with the name of the sovereign is his political base. As long as the sovereign is alive, even when the sovereign is in Orbit or still unsummoned, mission groups of his side gain two bonus draws on D missions and mission groups of the opposite side subtract two in the Environ with the name of the sovereign. In all other Environs on the Planet, mission groups of his side gain one bonus draw on D missions and mission groups of the opposite side subtract one. This applies also after the sovereign is summoned (different from the original rules). Therefore, if a summoned sovereign joins a D mission in the Environ with his name, the group is entitled four bonus draws just for the sovereign alone. Two because of his political base, one because he is a royal of this Environ and one because D missions get one bonus draw per character after the first. 

Should a sovereign be killed then he will be buried in the Environ with his name. His loyal followers will hold a grudge against the side who killed him. The Player who killed the sovereign loses one bonus draw for D mission and the other Player gains one in the Environ with the name of the sovereign. In all other environs, no bonus draws are added or subtracted any more.

[25.14] SOVEREIGN'S CONTRIBUTION
The Resource Rating is considered to have a star for the purpose of purchasing units. Only Elite units and Special Ops can not be purchased with the contributions of sovereigns. Sovereigns may also invest their contribution into their Planet's PDB or to rebuilt a Supply Conduit. 

When purchasing military units, the Sovereign's Player may demand any kind of units affordable by his force points except Elite units and Special Ops. Should these units be already out of stock, they may be removed from anywhere on the map, and for the Rebel Player make the rules of Rebel Veterans [15.9] applicable, while the Imperial Player receives their value refunded to his resource track.

This last rule shall ensure, that Sovereigns contribute some real units instead of a bunch of rabble, especially Imperial Sovereigns, whom I often saw joining the fray with a bunch of Militias and a Patrol.
Last, how Sovereigns can come to harm by the Enemy Player:
[25.25] CAPTURED SOVEREIGNS

Sovereigns captured by enemy units or characters are not removed from game. They may be moved to any Environ or the Orbit box by Enemy units, but once their guarding unit leaves planet, they either must be assigned to a different unit on planet or in the Orbit box or set free in any Environ of the Phasing Players choice. Consider them to be freed by a group of their loyal followers. Sovereigns may go on Escape (F or J) missions on their own. 

[25.3] ASSASSINATION OF SOVEREIGNS

The Rebel Player may attempt to assassinate summoned enemy Sovereigns. The Imperial Player may attempt to assassinate any unsummoned or summoned sovereign. Should an assassination against a sovereign be botched, see below for the repercussions of this failed attempt. It is possible, that several of the results below happen at the same time.

[25.31] After a botched assassination attempt on any sovereign (summoned or unsummoned), move the Loyalty Marker one space in the Non-Phasing Player's favor. If the Loyalty Marker is already on Unrest, put the Planet into Rebellion.

[25.32] If the Loyalty marker is on Unrest or the Planet in Rebellion or Rebel Controlled, a botched assassination attempt against an unsummoned neutral sovereign makes that sovereign pro-rebel (he may not summoned any more by the Empire) and a botched attempt against a pro-rebel sovereign makes him summoned on the Rebel side (i.e. as if an E mission had been performed successful).

[25.33] After a botched attempt against any summoned sovereign, the whole mission group is incarcerated by hostile locals on the Planet (once committed, sovereigns have very little reason any more to spare enemy assassins). On an original 6 one of the characters (Non-Phasing Players choice) is killed.

All in all the above rules shall make it more attractive to go on an E mission and let have Sovereigns have some impact on the game beyond adding or subtracting some bonus draws on D missions.

Next in alphabetical order would be the F mission, but as that was already dealt with in Script Immunity exhaustive, here just some short summary:

F - FREE PRISONERS / ESCAPE / RESCUE

The mission receives one character's Intelligence as bonus draws plus the numbers they or their usable possessions may add to hiding values. The mission actually represents three very similar missions all sharing the same mission letter and bonus draws and of which only two are mutually exclusive - Free Prisoners and Escape.

Free Prisoners may be conducted to recover captured characters. The captives may contribute their ratings for bonus draws (but of cause not their possessions).

Escape my be conducted by captured characters to escape on their own. This mission only receives bonus draws. The mission may not be conducted, when a Free Prisoner mission is already attempted at the same time.

Rescue may be conducted to recover incarcerated or incapacitated Friendly characters or to recover incapacitated Enemy characters. The lost characters may not contribute any bonus draws.

G - GAIN CHARACTERS

The mission receives one bonus draw per character taking part in the mission. If one mission letter comes up, either one character who has his home on the Planet is placed in the Environ or one character is randomly drawn from the character deck. If two mission letters come up, the Phasing Player may choose one character out of the deck.

This mission is a prime example for why I preferred to add bonus draws AND work on the letters allocated on the Chits to provide several ways to influence its probabilities.

The rule to pick a character on his home planet for already one G can help the Rebel Player a bit to activate Professor Mareg faster, if he desires so.
In the original game I did not really consider the H missions I to be worth the hassle compared to what a D or B (or R) mission could achieve in the same time. Two I or H were quite hard to come by, and who cared for one I or one H? Just imagine two D's instead. And I doubt that there will ever by a time, when every Planet is on Unrest (or worse). If there were, who needs an I or H in that kind of situation anymore anyway?

[13.2] STEAL ENEMY RESOURCES (H)
To perform this mission now, there must more friendly than enemy military unit in the Orbit Box OR in the Environ in which the mission is performed and the Planet's PDB must be down. The mission may be performed no matter how low the Enemy Force Record Track is. However, once the Enemy's Resource Track is put to zero, no further points are subtracted there, only points are added to the Phasing Players Track.

The Rebel Player may performed this mission on any of the following Planets as long as they are in a State of Imperial Control (i.e. not necessarily Imperial-Controlled): the Throne World, Capital Planets, the Slave, Gem or Industry World and on Planets in the province taxed this turn.

The Imperial Player may perform this mission on the Rebel Secret Base and on any Planet in Rebel Control.

The mission receives one character's Intelligence rating as bonus draws, but not any more an additional bonus draw per each other character in the mission group. The Rebel Player receives one additional bonus draw if the Pirate Fleet is present either in the same Environ or the Orbit Box (no matter who has more units there).

If one mission letter comes up, half of the Environ's resource value (fractions rounded down) is stolen. If two mission letters come up two thirds (fractions rounded up) of the Environ's resource value are stolen.

The H mission now seems more tempting for in an Environ with a Resource Rating of eight, even one letter will yield you four Force Points stolen. However, it will not win you the game. For this you need Planets (i.e. D, B, C and R missions). It can assist you in your struggle, but that is all.
Gather Information (I) is the mission, which has been modified most. This mission now represents a whole range of espionage, intelligence, research and undercover operations to simulate the Rebel network and Imperial agents to fight an unseen war of spies beside the military and political conflict portrayed in FITG.

Gather Information had been modified to such an extend, that it had to get its own listings together with the Endurance Sheet to keep track of the current state of intelligence operations of both Players.

[2.4] THE INTELLIGENCE SHEET

To keep track of the current state of Intelligence operations, use the Intelligence Sheet provided beside the Endurance Sheet. The Intelligence Sheet is used to keep track of all results of I and Q missions, which go beyond an immediately applicable advantage (like an Imperial Free Move, the revelation of all Imperial units in a province or the storming of the IPOC).

The entries 'General Research', 'Imperial Counterintelligence', 'Atrocities Prepared' and 'Exploration Teams' are used to keep track, how often the respective Player has these results 'in stock' for future use. Tag a square each time he collects one of these results and un-tag it, when he uses one up. At the start of the game, both Players already start with their first square of General Research tagged to show, that both may pick up/discard a Galactic Event once right from the start of the game.

The entries 'Trap infiltrated' and 'Slavers Allied' are used to mark, that the respective results have been obtained via an Investigate Secret (I) mission or Gather Information (I) mission.

The first track under the headline 'Bounty Hunters' indicates the current Bounty level, the amount of bounties paid per captured Rebel character. Tag an additional square each time the Imperial Player raises that level. The second track indicates the Discouragement Level, i.e. whether the current bounties paid are enough to attract Bounty Hunters. Each time the Rebel Player performs 'Discourage Bounty Hunters' he tags a square on the Discouraged track to move it up to the current Bounty Level. When the Bounty Level is one higher than Discouraged track, Bounty Hunters are currently Encouraged. When the Discouraged track is at the same level as the Bounty level, Bounty Hunters are currently Discouraged.

Under the Entry 'Network Infiltrated / Conduits Destroyed' each of the 18 locations of the Rebel Supply Network is listed with two squares. The left square is used to show, which locations are Infiltrated (tag the square when the location becomes Infiltrated) and the right square is used to show when that location's Supply Conduit is Destroyed (again, tag that square then). Due to the rules pertaining Infiltrating/sealing the Network and Destroying/rebuilding Supply Conduits, also these squares are tagged from left to right, and un-tag from right to left like all other tracks.

Below the Entry for 'Network Infiltrated / Conduits Destroyed' follows a track to show the current efficiency of Imperial Special Ops and the Empire's status regarding Provincial Crisises and the State of Emergency and State of War.

Finally, there are entries to keep written records of the Player's respective Force Points (quite handy between Resource Phases, when you might brush away the counters on the actual Resource Tracks all too easily).

Now the new rules for the Gather Information (I) mission itself, in which will also be revealed, how the Rebel Supply network gets infiltrated and also sealed again (i.e. how the locations of Supply Conduits become Infiltrated or the Conduits become Destroyed).
Gather Information (I)

The mission may be performed in any Environ that contains Enemy units, on Capital Planets, the Throne World, Casino Galactica, the Imperial Archives, the Rebel Secret Base and on Planets not controlled by the Phasing Player or on Planets with Enemy units or characters (either in Environs or the Orbit Box). The Imperial Player also may perform Gather Information any time on the Trap.

On a Planet Secret, the Rebel Player (and on the Clone World also the Imperial Player) has to specify if he wants to do an 'ordinary' Gather Information mission or wants to do an I mission to gain the Secret's beneficial effects.

In an Environ, that contains only Imperial Militias as enemy units, the Rebel Player receives one additional bonus draw on Gather Information (I) missions.

Mission Results Galactic Game
If any mission letter comes up all enemy units and characters on the Planet are revealed and detected. Furthermore, the following results apply to the Imperial and Rebel Player respectively:

Furthermore, if one mission letter comes up, the Rebel Player may either chose one of the four results of 'Research & Contacts' or ask the Imperial Player to allocate him one of the following four results of 'Espionage & Intelligence'. 

If two mission letter comes up twice, the Rebel Player can choose one of the results of 'Research & Contacts' or 'Espionage & Intelligence', often with a stronger effect as if only one letter would have come up.

The exact results to select from differs for each Player

Imperial Player:
Rebel Player:
Research & Contacts
Research & Contacts


General Research

General Research


Raise Bounties

Discourage Bounty Hunters


Ally Slave Traders

Ally Pirate King


Assemble Exploration Teams

Raise Money


Clone Character (only on the Clone World)

Investigate Secret (only on certain Secrets)

Espionage & Intelligence
Espionage & Intelligence


Imperial Counterintelligence 
Infiltrate Imperial Forces


Prepare Atrocity
Spy Strategic Assignment


Free Move
Reveal Planet Secrets


Infiltrate Rebel Network
Rebel Counterintelligence

Both Players
General Research (Research & Contacts)
General Research allows a Player to influence or gain information about Galactic Events during the Event Phase of a turn. On the Intelligence Sheet it is recorded how often a Player has the result 'General Research' in stock to indicate, how often he may exert his influence in the Event Phase in the future. Tag one square when the result 'General Research' is chosen after a Gather Information (I) mission and un-tag one when it is used up again in the Event Phase.

One use allows one of the following five options in the Events Phase. As long as a Player has 'General Research' in stock, he may chose these options as often as he likes:

· Look at any one card in the Galactic Event Card Deck, any two cards in the Major Events Deck and at all Sudden Events in the New Box. 

· Look at one randomly drawn Secret Event of his opponent's Secret Event Deck (i.e. not in his opponent's hand)

· Lower the effects of certain Galactic Events as noted on their cards.

· Try to break his opponent's First Right or prevail with his own First Right if his opponent wants to break it via the use of General Research.

When looking at cards in the Galactic Event or Major Event Card Deck, any card can be looked at and it does not necessarily has to be the top one. The Player just decides which one counted from the top he wants to look at, checks the card without looking at any others and returns it to his place. The Player may make a note which card it was and where it is in the deck counted from the top.

When looking at Sudden Events, these Events still are not turned face-up, this has to wait till they reach the Due Box.

When looking at Secret Events, it is always drawn randomly which is shown to the Player.

What all these new terms mean will be explained in the chapter Secrets and Events, in which the whole concept of Galactic Events was reworked. 
Imperial Results 

Raise Bounties (Research & Contacts)

The Imperial Player may increase the bounties on the rebel Player's character's heads. This will attract all kind of low level scum lured to pick up their blasters in the hope of fast-gotten riches (often with fatal results) until the Rebel Player discourages these wannabies by less than gentle means again to stay clear of them.

The current level of bounties is kept track of on the Intelligence Sheet under 'Bounty Level' as well as if currently Bounty Hunters are actively looking for Rebel characters or the current Bounty Level is too low to encourage them. At the start of the game, the Bounty Level starts at zero and Bounty Hunters count as Discouraged representing that as at the moment no significant bounties are paid, consequently no Bounty Hunters show up.

When the Imperial Player chooses 'Raise Bounties', the Bounty Level is raised by one. The Imperial Player has to immediately pay one Force Point to implement and announce this measure and tags one square on the Bounty Level track on the Intelligence Sheet, thus raising it one level. The Imperial Player may not chose the result 'Raise Bounties' when currently he has no force point left on his Resource track or when the Bounty Level is already higher than Discouragement Level. Bounty Hunters stay active until the Discouragement Level catches up with the Bounty Level again (either through Rebel Discouragement or the Empire's inability to pay any more).

As long as the Bounty Level is higher than the Discouragement Level, Bounty Hunters are active. While Bounty Hunters are active, any original Search Roll of 6 (i.e. a result of 6 before any modifiers of leaders or Special Ops are applied), be it during the Search Phase or due to 'Security Measures!' means, that the Rebel characters are attacked by a team of Bounty Hunters. The Bounty Hunters' ratings are 5-4 and the fight is a firefight. Rebel characters may not opt to be inactive during a fight against Bounty Hunters, but they may try for break off. The Norrocks protect against Bounty Hunters like against Creatures, but they have to roll if they become inoperative as usual.

Should the team of Bounty hunters defeat any character (i.e. taking his last point of Endurance and survive the Bounty Hunters survive the character combat) the Imperial Player has to immediately, i.e. before the next Search rolls are made, pay the current Bounty Level in force points per defeated character as a reward. The Imperial Player may not go into negatives on his Resource track to pay the reward and can also not postpone payment till his next Resource Phase. 

All Rebel characters defeated by Bounty Hunters in the same character combat are offered to the Imperial Player as one Deal. The Imperial Player decides one by one which characters of the Deal he pays the reward for. Each time the Imperial Player pays the reward for a character, he can announce that the hunt is over. This will save him from paying any more for other characters offered him in the same Deal (in case several were defeated) but it also raises the Discouragement level by one immediately, thus at once (i.e. already during the next Search roll) ceasing Bounty Hunter activities again for the time being till Bounties are raised again. 

If the Imperial Player rejects to pay the reward for all Rebel character offered in a Deal (i.e. he refuses to pay for any of them), all Bounty Hunters become Discouraged for the rest of the game permanently. Write off both tracks under Bounty Hunters, no Bounty Hunters will ever show up again in the game.

In general, the Imperial Player should perhaps keep always enough Force Points on his Resource Track to pay for at least one Rebel character at the current Bounty level. It is highly unlikely that Bounty Hunters will ever defeat Rebel characters, but if it happens, you will regret a bit that you were caught broke at just the wrong moment. One thing the Rebel Player could do to get finally rid of Bounty Hunters is to perform Steal Enemy Resources (H) and then hope to get captured by Bounty Hunters and the Empire then being unable to pay. The chances to pull this off are however quite unlikely.
Defeated Rebel characters whose Bounties are paid are treated as incapacitated by locals in the Environ they are in, representing the Bounty Hunters handing them over to local authorities. Defeated Rebel characters whose Bounties are not paid are set free again by the Bounty Hunters with their last point of Endurance remaining (and also none of their possessions missing).

If you expect bounty hunters to be the 'all-solving-tool' for the Rebel threat, then let me disappoint you straight ahead. It is unlikely that they will capture any rebels and to be frank, a single Gather Information (I) mission performed by the Imperial Player putting the entire Rebel un-map forces into dire straits would not enhance the game in my eyes. If you hope for real successes against the Rebels, you will have to do better than just waving some money at people. The Imperial Will can prove to be a nasty surprise for characters in slow ships and if you want to put pressure un them on the ground, Ekim Lam is just your man (Ekim Lam and the Imperial Will are both introduced farther below in these rules). Ekim Lam in contrast to all the other attracted by the promise of striking it rich fast (and more likely just ending up dead or just barely alive instead) is not just a third or second tier wannabe - he is a pro.

However, bounties still serve their purpose. Though a 5-4 attack is rather unlikely to get rebels into serious troubles, they still have a one in four chance to score two wounds (50:50 failure of a Combat rating eight group to break off and 50:50 to then get hit). Including their innate chance to always find on one in six, this means 1 in 24 for any ordinary group to be dropped to a level, in which it often can no longer dare to be attacked by locals or creatures during the Mission Phase. Even if you discard the group with the Norrocks and the two groups traveling in the same ship for the Rebel Player, out of the remaining six groups at strength eight one will suffer such fate every second galactic game turn. It can be lowered a bit by the one to three excessive points of Combat rating the Rebel Player has at his disposal, but on the other hand, if bounty hunters mess up the performance of one group at a crucial moment, the effort to hire them may already be outweighed by their use.

There is however one instance in which even low level bounty hunters will stand a real chance against Rebel characters and this would be after right a spaceship crash. 

Ally Slave Traders (Research & Contacts)
The Imperial Player strikes an alliance with the Slave Trader Cartels, namely with the Ornotin Syndicates, who control the slave trade with Xanthons. Lower the Loyalty on the home-planet of the Xanthons Xan (513), if it currently is at Unrest, Rebellion or Rebel-Control there is no effect. For the rest of the game, the Loyalty of Xan can never raise to Patriotic any more, its maximum setting in favor of the Empire can only be Loyal from now on.

From now on, when Imperial characters have to fight Xanthons during a 'Locals attack!' action event on a Imperial-Controlled Planet, these locals' ratings are reduced to 7-4.

Furthermore, when taxing a planet with Xanthons, the Imperial Player from now one always receives one additional Force Point from that Planet, added after the usual calculation of how much that Planet yields him (i.e. when he taxes the Planet at half rate one additional point added after halving the total resource values and rounding the sum up or just one if he decides to otherwise not tax the Planet at all). This addition only counts during normal taxation, not when the special revenues like the one from the Slave World is paid. When the Imperial Player is not allowed to tax the Planet any more regularly (i.e. because he lost control of it) this additional revenue is also not yielded any more.

The Alliance with the Slavers is a measure the Imperial Player sooner or later will carry out. The additional revenue already is nice and the assistance against angry Xanthons during character combat can come in handy once in a while. The only way for the Rebel Player to act against all this is very simple - just free all Xanthons from the yoke of slavery.
Clone Characters (Research & Contacts)

This result is only available to the Imperial Player for a Gather Information (I) mission performed on the Clone World. The Imperial Player may clone characters on the Clone World by  choosing this result. 

Please take note that when he specifies he only wants to resurrect a character, that he may be exempt from mission results while going on that mission. For further details read about the Clone World in the Chapter 'Secrets and Events'.

Assemble Exploration Teams (Research & Contacts)

The Imperial Player may prepare with this result 'Imperial Exploration Teams' to protect him from Creatures. Behind their backs, these teams of specialists are often called 'Imperial Extermination Teams' as though their methods never lack in efficiency, the way they are dealing with a given creature and its nearby ecosystem (or local natives) are as best described as 'messy'.

When the Mission Result 'Creature attacks!' comes up in the future, the Imperial Player may ignore the creatures in that Environ for the whole duration of that Mission Phase - i.e. up to twice for one assembled Exploration Team: once at the point when the Mission Result comes up and possibly a second time when he again would have to defeat these creatures to complete a Rescue (F) mission in the same Mission Phase.

It does not have to be the very next time 'Creature Attacks' comes up that he has to use his right to ignore that event, it can be any one time the Action Result comes up in the future. The Imperial Player can accumulate several results of 'Assemble Exploration Teams' for future use if he wants. Keep a written record on the Intelligence Sheet how often the Imperial Player has already accumulated this result and may ignore 'Creature attacks!' in the future.

The decision to ignore creatures for the rest of a Mission Phase in a given Environ can be made at any time, even during combat with the creatures, but then only after each break off roll (i.e. not after combat rolls have been just made and it turns out that some Imperial characters are now about to become incapacitated).

In general, this result may see little use by the Imperial Player as his characters can deal with most creatures on their own and those which are too dangerous usually can be avoided by just going to another Environ. However, Exploration Teams are nice to feel save (just in case combat rolls against ordinary creatures turn out 'funny') and when they become really necessary is, when a foolish Rebel character ventured where he better should not have and the Imperial Player now wants to 'rescue' him from a creature like the Elilad or the Frost Mist.
Imperial Counterintelligence (Espionage & Intelligence)
When the Mission Result 'Enemy Agent reveals mission' comes up in the future, the Imperial Player may once ignore that event. It does not have to be the very next time this Action Result comes up that he has to use his right to ignore that event, it can be any one time the Action Event comes up in the future. The Imperial Player can accumulate several instances of Counterintelligence for future use, keep a written record on the back of the Endurance Sheet how often the Imperial Player has already accumulated this result and may ignore 'Enemy agent reveals mission' in the future.

If one mission letter came up, and the Imperial Player currently has at least one instance of Imperial Counterintelligence 'in stock', he can demand another legal choice to be given by the Rebel Player.

Prepare an Atrocity (Espionage & Intelligence)
When the Mission Result 'Imperial Player may commit an Atrocity' comes up in the future, the Imperial Player may if he wants carry out the atrocity on any Planet of his choice. It does not have to be the very next time this Action Result comes up that he has to use his Pretext, it can be any one time the Action Event comes up in the future. The Imperial Player can accumulate several Prepared Atrocities for future use, keep a written record on the back of the Endurance Sheet how often the Imperial Player has already accumulated this result and may choose the place of his atrocities in future.

If one mission letter came up, and the Imperial Player currently has at least one Prepared Atrocity 'in stock', he can demand another legal choice to be given by the Rebel Player.

Free Move (Espionage & Intelligence)

The Imperial Player may immediately conduct one free move. The Imperial Player may choose if he wants to move one spaceship or the Imperial Will or one military unit.

If he chooses to move one spaceship or the Imperial Will, it/she is moved exactly as if now were an Imperial Operation Phase (i.e. characters stacked with units may join, the detection routine is carried out etc.) but may totally ignore the Strategic Assignment when doing so. I.e. the spaceship/ Imperial Will may move to any Planet the Imperial Player desires and across any province boundaries. The spaceship can be any Imperial spaceship on the map, it does not have to be in the Environ in which the I mission succeeded. No character may go on missions twice during one Mission Phase, but if the characters flying in the spaceship or the Imperial Will have not yet done so, they may still do so later during the turn at the destination of their Free Move.

If the Imperial Player decides to move one 'ordinary' military unit (i.e. not the Imperial Will), the unit may move from one Capital or Throne Planet to any other Capital or Throne Planet on the map and may ignore the Strategic Assignment while doing so. The move is carried out as if now were an Imperial Operations Phase (i.e. characters may join the unit, ranking attacks may take place etc.) except that there is no Interception or Space Combat.

Apart from sending characters to trouble-spots or shift around a unit to a province under threat (before a provincial crisis develops), the free move can also help to cross a vast distance with an extra jump. Just assume that the Imperial Navigation Network is capable of such a feat if given proper time and coordinates (or pressure) to calculate the necessary jumps.

The Free Move of the Imperial Will (the flagship of the Empire) opens some additional options. For details about this ship, read under farther below in this chapter.
Infiltrate Rebel Network (Espionage & Intelligence)

If one mission letter came up, the Imperial Player can ask for either two of the 16 locations housing a Rebel Supply Conduits to become discovered by Imperial agents and spies (from now on called to be 'Infiltrated' representing enough infiltration of the Rebel network to discover the general location of this particular Supply Conduit rather than a physical infiltration of the location itself) or for only one Supply Conduit to be Infiltrated and one already Infiltrated Supply Conduit to be destroyed. 

If two mission letters came up, the Imperial Player can choose whether two out of the 16 locations possibly housing the Rebel Secret Base are Infiltrated and one Infiltrated Supply Conduit will be destroyed or whether one location is Infiltrated and two Conduits will be destroyed.

The Imperial Player may within the two results above, exchange one Locations infiltrated OR one Supply Conduits destroyed to instead destroy one Rebel Cell on the map of his choice. He may only exchange one Location Infiltrated or Supply Conduit Destroyed this way, i.e. at most destroy one Rebel Cell with a Gather Information (I) mission.

When a Supply Conduit becomes Infiltrated, it is always the Rebel Player choosing which of his yet undiscovered Conduits it will be. Mark the corresponding location on the Intelligence Sheet as 'infiltrated'. Already infiltrated locations may obviously not be chosen by the Rebel Player again to satisfy an 'Infiltrate Rebel Network' result, but the Rebel Player may chose the location of his Secret Base to be Infiltrated even if there are still other undiscovered locations. If the location with the Secret Base becomes Infiltrated, the Rebel Secret Base is revealed with all effects this may have on the Strategic Assignment [35.31]. 

Vice-Versa, when the location of the Secret Base is revealed voluntarily (i.e. to buy military units or raise the levels of PDBs) then its location has to be marked as Infiltrated on the Intelligence Sheet as well at the same time. 

When a Supply Conduit is to be destroyed, it is always the Imperial Player chooses amongst the already Infiltrated Conduits which one will be destroyed and marks it off on the Intelligence Sheet as 'destroyed'. He can chose a Supply Conduit, which just became Infiltrated during the same mission. He however may never chose the Supply Conduit on the location with the Rebel Secret Base to become destroyed.

While the Rebel Secret Base is currently revealed or destroyed, the option 'Infiltrate Rebel Network' may not be chosen, one of the other results must be used to satisfy the I result. 

Take note, that this last sentence will have the effect, that as long as the Secret Base is revealed or destroyed, the Rebel Supply Network will be save from further pressure through I and Q missions. Assume that the Empire, believing it has shattered the backbone of the Rebel Network, will switch from investigating and hunting down the Rebel Supply Network to more 'tangible' military operations again which are a lot more prestigious than supervising shipping routes and occasionally blowing up some supply depots. Sure, very soon the Rebellion will crumble under its merciless blows now after its heart had been torn out - a crass misjudgement.

Rebel Results

Discourage Bounty Hunters (Research & Contacts)

The Rebel Player may discourage Bounty Hunters by a blatant display of force. To do this, the mission group which performed the Gather Information (I) mission and chose the result 'Discourage Bounty Hunters' must defeat a team of bounty hunters (ratings 5-4) in a firefight, in which the Rebel characters are the attackers and no break-off is allowed.

If the characters win, raise the Discouragement level by one. If it catches up, Bounty Hunters will cease to attack Rebel characters until the Bounty Level is raised again. The result 'Discourage Bounty Hunters may only be chosen, when the Discouragement Level is lower than the Bounty Level.

If the Bounty Hunters win, the characters are captured by them and handed over to the Empire as described above under 'Raise Bounties'.

Ally Pirate King (Research & Contacts)

This result may only be chosen, while Ran Jayma is on the map and currently not captured, incapacitated or incarcerated, though he must not be part of the mission group, which hired the Pirates. The Pirate Fleet will not leave if he later on suffers one of the fates above, but at the moment the Pirate Fleet is hired (or re-hired) he must be available to establish the contact. Furthermore, one character in the mission group that wants to choose this result must have had a Diplomacy rating of at least one.

By this result the Rebel Player may strike an alliance with a Pirate-King to assist them with his Fleet of freebooters and buccaneers and raid Imperial convoys and bases. The Pirates may be shifty and unreliable and tend to break off when things get a degree too hot for them, but they are nevertheless a daring group of individuals which may prove itself as an invaluable ally, especially during the early stages of the game.

When the Rebel Player allies the Pirate-King, put the counter for the Pirate Fleet either in the Environ of the Planet in which the Gather Information (I) mission was performed or into the Orbit Box of that Planet. The Pirate Fleet will stay under the Rebel Player's use until it decides to bug out and is again removed from the map, after which the Rebel Player again would have to gain the 'Ally Pirate King' result via a Gather Information (I) mission to hire them anew.

The Pirate Fleet is represented by its own counter and in general is a 2-3 mobile unit with some additional features and capabilities. The Pirate Fleet differs in the following points from ordinary Rebel 2-3 units.

The Pirate Fleet is of no Environ Type and can never make use of the corresponding column shifts during ground combat of [10.5]. Instead, the Pirate Fleet however confers two bonus draws to a Steal Enemy Resources (H) mission performed by the Rebel Player in its Environ.

The Pirate Fleet does not count as a unit for Control purposes and thus can not deny Imperial Control on Planets without Imperial units and a down PDB on its own.

For hyperjump purposes, the Pirate Fleet is supposed to have a Navigation rating of four (not three like its space combat rating).

The Pirate Fleet has an inherent ground- and space-leadership rating of one, i.e. 1(1). This rating may only be used, when at least half of the combat factors involved in the military combat are contributed by the Pirate Fleet. The Rebel Player may instead of using the inherent leadership rating always appoint one of his regular characters as a leader instead if he wants.

In addition to its inherent leadership-ratings, the Pirate fleet can make use of one of the following special abilities during military combat, if half or more of the combat factors involved in the combat are contributed by the Pirate Fleet:

· During military combat, either as the attacker or the defender, the Pirate Fleet may use Hit-and-Run Tactics. During Hit-and-Run Tactics, the results on the Combat Result Table are lowered by one for both sides.

· As an attacker during military combat and if not using Hit-and-Run Tactics, the Pirate Fleet may conduct a Daring Raid instead. A Daring Raid is carried out like a Sneak Attack just without the need of the Action Event 'Imperial Atrocity!'. When conducting a Daring Raid, combat losses must first be suffered by the Pirate Fleet if possible, the remainder is then allocated to other Rebel units involved in the combat.

During space combat involving the Imperial Will, the Pirate Fleet has to use Hit-and-Run Attacks if it at least makes up half of the Rebel combat factors involved. The Pirate Fleet has developed a healthy respect for the Imperial Will, whose only purpose for a long time had been to just hunt down pirates until the emergence of the Rebels provided it with an alternative target to prey on.

The Pirate Fleet is only able to suffer one point of loss during ground combat and only two points of losses during space combat. Otherwise, it is treated like any other unit during loss removal (except during Daring Raids, when it has to be removed first if possible). 

When the Pirate Fleet is removed from the map (be it due to combat, a Sabotage (S) mission, Action Events or any other means), the Pirate-King deems his agreement with the Rebels to be fulfilled for the moment, but the Rebel Player may strike a new alliance with him again via a Gather Information (I) mission any time he likes.

In general, you will best off when the Pirate Fleet makes up at least half of a force during combat. When grouped with a majority of regular Rebel combat factors, it just acts like an ordinary 2-3 with less staying power.

The use of the Pirate Fleet for the Rebel Player would be, to harass the Imperial Player on Worlds out of his reach. Even on its own, the Pirate Fleet can bomb level 0 PDBs without risk when using Hit-and-Run tactics and with some support, can also try to tackle bigger opponents. However, the Pirate Fleet is quite brittle and sending them to Systems the Imperial Player may fly to (or for that matter hiring them in such System!) will make them Bug Out as fast as they arrived.

One thing really dangerous for the Pirate Fleet when left on its own can be the Imperial Will. When commanded by Barca, the Imperial Will can attack the Pirate Fleet in Orbit on the 2-1 column. As the Pirates HAVE to use Hit-and-Run versus the Imperial Will, they at best can hope to damage the Imperial Will on a roll of 1, while they themselves will bug out on an Imperial roll of 4-6.

While on the ground, the situation is even more dangerous. Though the Imperial Will herself can not harm the Pirates there, it may send down a Militia and even if just commanded by any Imperial character with ground leadership three (again on the 2-1 column again) the Pirates will be removed on a roll of 2-6 even when using Hit-and-Run on the defense. Until the Rebel Player is able to support the Pirate Fleet with some of his own units, its best protection on the ground will be some good Rebel leader and persistent use of Hit-and-Run (also called Touch-and-Go) defenses.

Investigate Secret (Research & Contacts)
This result may only be chosen on certain Planet Secrets.

The special benefits of Secrets (if activated by a mission) are now all activated via a Gather Information mission and then selecting Investigate Secret as a result. Which benefit the Rebel Player actually receives, depends on the respective Secret and is dealt with thereunder.

In general, I liked it more that Intelligence had to be the deciding factor when dealing with Secrets. In some instances I will comment more about this in the Chapter Secrets and Events.

Please take a note that the Rebel Player also uses Investigate Secret to clone his dead characters on the clone world. The Imperial Player only got a special entry for that, as he can not investigate the other secrets in any way.

Raise Money (Research & Contacts)

The Rebel Player may add two Force Points to his resource track.

This result may be chosen rather seldom I think. It might find use if the Rebel Player is in a really tight spot, such as when he has put few Planets into Rebellion, but the next ones keep waiting and he runs out of force points to continue buying one unit each turn via his Supply Conduits.
Spy Strategic Assignment (Espionage & Intelligence)
One of the next three Strategic Assignments in the Strategic Assignment Deck (Rebel Player' choice which one) is revealed to the Rebel Player. 

If one mission letter came up and currently already one or more future Strategic Assignments are known to the Rebel Player, then he may reject this choice and demand the Imperial Player to chose one of the other three.

Infiltrate Imperial Forces (Espionage & Intelligence)

All military units in one Province (Rebel Player's choice) are temporally revealed to the Rebel Player. The units stay revealed till the end of the next Rebel Player turn. Units leaving the province during that time are flipped face-down again as they leave, units entering the province or built there are flipped face-up. The Rebel Player may not make notes of units.

The Rebel Player can reject this result while there is already one province with its units currently revealed. The result can not be chosen at all while Imperial units face-up anyway because the IPOC has been put into Rebellion. 

Reveal Planet Secrets (Espionage & Intelligence)
If one mission letter came up, one Planet Secret (Imperial Player's choice which) is shown to the Rebel Player. If two mission letters came up, two Planet Secrets are revealed (Rebel Player's choice which). 

This result can not be chosen any more, when all or all except one Planet Secret are already revealed. 

Rebel Counterintelligence (Espionage & Intelligence)
If one mission letter came up, the Rebel Player may turn one 'Infiltrated' location of his choice to undiscovered status again (representing the sealing of security leaks or a restructuring of the Rebel network which successfully conceals the location of the respective Supply Conduit from the Imperial Player again). The location's Supply Conduit must be undestroyed for the location to become sealed again. Un-tag a location of the Rebel Players choice on the Intelligence Sheet. The Imperial Player may give this result only, when there currently is at least one Infiltrated location with an undestroyed Supply Conduit.

If two mission letters came up, the Rebel Player may turn two Checked locations of his choice to unchecked status again. Again, the locations' Supply Conduits must be undestroyed to be eligible for this.

With this, the new concepts introduced by Supply Conduits and the rework of the I mission should be properly balanced out and fit into the game. I have tried to achieve a couple of aims with these rules and part of the difficulties writing them was to pursue all these aims at the same time without losing track of what one change here might have which effect there.
As mentioned before, the Imperial Player now could try for a very early revelation of the Secret Base if he wants to. Different from the original game, he could do so by design now via going on I missions very aggressively from the very start of the game or especially then, when the need for D and C missions does not yet look so deeming. But he could also be led to it by chance as due to Script Immunity, capture now becomes much more likely. An early arrest of Frun Sentel or Agan Rafa for example can result in a very fast shutdown of the Rebel Supply Network. Nothing wrong with that, but I would not be very happy if that would result just in an next-automatic defeat for the Rebel Player. A setback and maybe a tougher game, okay - but outright loss?

Therefore the various ways, how the Rebel Player could answer to strong Imperial pressure for his Secret Base. He could give in and reveal it early and take off the pressure from his remaining locations, while the Rebellion is still small and the Empire will not announce a State of Emergency when the Base is found. Just assume that the Empire got lucky early and was right on target with its investigations. Star Wars Episodes IV and V had that theme and it was fun to watch. But the Rebel Player could as well engage in Counterintelligence instead, though it will divert mission groups away from other things like D missions - maybe just the price to pay for the Imperial Player concentrating on I missions instead of D too. Or the Rebel Player may as well just accept the challenge and try to outdo his opponent, concentrating on getting planets into Rebellion so fast, that the eventual revelation of the Base by Imperial missions will be outpaced by the momentum of his own machinations for Galactic Rebellion. Which response in the end might be the best will maybe depend a lot on, how hard the Imperial Player really presses for the Secret Base. A situation I generally like - the actions of your opponent being most determining for your own actions.
All in all, the Gather Information (I) mission has become truly long. But I think a game like FITG will really benefit from a rather detailed set of rules about Espionage and Intrigue. Furthermore it gives the formerly bit underused rating of Intelligence finally some very crucial meaning too.
J - SPACESHIP QUEST / BOARDING ACTION / ESCAPE
Also the Spaceship Quest had been addressed under Script Immunity already. Here again a summary as well as modifications to what a botched mission results in now.
The Spaceship Quest actually represents three similar missions, of which only two are mutually exclusive in the same Orbit Box - Boarding Action and Escape.

Spaceship Quest is conducted to destroy Atrocity Units like before.

Boarding action is conducted to free captured characters in Orbit Boxes. It does not benefit from the captured character's ratings in any way.

Escape is conducted by captured characters in Orbit to escape on their own. The mission only receives these character's space leadership rating plus any numbers their special abilities (i.e. not possessions) may add to Hiding Values.

If not at least one J is drawn during the mission, then it was botched. Roll a die, on a roll of 4, the spaceship is damaged but stays in Orbit. On a roll of 5 the ship is eliminated, the character is placed in any Environ of the planet of the character's Player's choice, detected, his possessions are rolled for as under [9.3]. On a roll of 6 the spaceship is eliminated and the character captured. 

This last paragraph again reflects some effects of Script Immunity having on the entire game. More of this is to come under the chapter 'Secrets and Events'.
P - SCAVENGE FOR POSSESSIONS

The mission receives one bonus draw per character taking part in the mission. If one mission letter comes up, one possession is randomly drawn from the possession deck. If two mission letters come up, the Rebel Player may choose one possession out of the deck except the S-XIII or may draw randomly (if he hopes to get the S-XIII that way for instance).

Whenever a Possession is drawn, it may be returned to the Possession deck immediately without drawing a replacement (i.e. to make the possession available for another group that also shall go on a P mission but which needs this specific possession badly).

Q - QUESTION PRISONERS

The results of Question Prisoners (Q) are the same as for Gather Information (I), except that Question Prisoners can not yield any of the Research & Contacts results. If one Q comes up, the Non-Phasing Player chooses one of the other four results of Espionage & Intelligence described in the I mission, if two Q come up, the Phasing Player chooses one of these four result.
Should a character 'die' because of torture, he instead escapes with one point of endurance remaining before the Q mission can be carried out. Consider the prospect of immanent and painful death to make the character overcome any obstacles by display of desperate cunning or bravado. Place him on the map at the Start of his next Player as if he just had succeeded with an Escape (F or J) mission.

This rule was changed as (short of assassination) only rigorous torture now could kill a character. In the old game, death by torture was some punishment for the Empire to be too greedy for learning secrets and I wanted to keep it like that.

R - START REBELLION / STOP REBELLION

Rebel Player:

The Rebel Player may do this mission on Planets in a State of Imperial Control and their Loyalty Marker is on Unrest or on Planets in a State of Rebellion Stopped. 

Bonus Draws: One character's Leadership rating plus one additional bonus draw for each other Rebel character in the mission Group up to a maximum of three additional draws for four characters or more (i.e. one higher than the limit on bonus draws for group size during Diplomacy missions).

Results: If the mission succeeds, flip the Loyalty Marker to its Rebellion side and remove any Local Forces Marker possibly under it (indicating the new State of Rebellion).

Start Rebellion has been just the mission, which had to be timed rather well on many occasions, but it was one of the few, which received NO bonus draws at all. Another major foul-up if I were asked.

Imperial Player:

The Imperial Player may do this mission on Planets in a State of Rebel Control or in a State of Rebellion. The Imperial Player needs one character with a Ground Leadership rating of at least two in the mission group and at least one military unit in the Environ he wants to attempt the mission.

Bonus Draws: One character’s Leadership rating, plus one if there are more Imperial units on the Planet than Imperial ones (including the Orbit Box) or minus one if there are more Imperial units on the Planet (including the orbit Box) than Rebel ones. 

Results: The mission needs only one R to succeed. If the mission succeeds, put the Loyalty marker with its Rebellion side up on the Loyalty Track and put a Rebel Local Forces under it (indicating the new State of Rebellion Stopped and the Empire slowly trying to establish a new form of puppet-government again).

The change to demand only one R for the mission to succeed will make this mission at least an option for the Imperial Player, compensated a bit by the need to include at least one character with a leadership of two. Though at the start of the game, this will not be difficult for him to arrange and can get him some planets back, once the military conflict of the game starts, each leader sent on a stop Rebellion mission is one less to lead in battle. And though the Rebel Player no longer gets the full resources of the planet all over again, he still will get some additional units each time the Planet is put into Rebellion again.
S - SABOTAGE

The mission receives one character's Combat rating as bonus draws.

When the Rebel Player draws two mission letters and there are face down Imperial units in the Environ, he may at random draw one of them or target any of the face up units (i.e. Militias or the Imperial Will).

Like with G and P missions before, also here I preferred to make mission success to be not only dependent from Environ Size.
T Subvert Troops

The bonus draws of this mission remain the same (one character's Leadership rating).

When two mission letters are drawn, all Imperial units in the Environ are temporary put face-up and the Rebel Player may pick any legal one to be converted as described on the Mission Card. If none there, tough luck, but at least you were allowed to take a look at the unit you drew.

For those who are interested in it, here the probabilities in percentages for getting one (or two in lower cases) letters, not taking into account Action Events like 'Enemy agent reveals mission' or such, as well as a list again which letter occurs how often in each Environ.


mission
Environ
A
B
C
D
E
F
G
H
I
P
R
S
T

Urban
1
4
5
5
4
5
5
4
5
4
5
3
3

Special
1
5
5
4
4
5
4
3
5
5
5
4
3

Wild
1
5
5
4
4
5
4
3
4
5
5
4
4

J and Q have 4 letters each.


total number of card draws

number 

of letters
2
3
4
5
6
7
8
9
10
11
12
13
14
15

in deck

3
16  (
24  2
31  3
37  5
43  6
51  11
54  13
59  15
64  18
68  22
72  26
75  30
78  32
81  38
4
21  1
31  3
39  5
47  9
53  12
60  16
65  21
70  25
75  31
79  37
82  42
85  46
88  51
90  57
5
26  1
37  4
47  9
55  13
62  18
68  24
74  30
79  37
83  44
86  50
89  55
91  61
93  66
95  88
Yes that's true. Barca and Thysa on an I mission on Orlog means 11 card draws equals a 50% chance to get two I letters if it were not for Enemy agents reveals mission blocking one I during regular draws. Jon Kidu and Els Taroff on Chim would equal 44%. Even with 'Enemy agent aborts mission' - these two groups alone could find the Rebel Base in maybe 13 Turns. Add a third group (Saytar and Telmen on Diomas?) and that may drop to 10 turns. Or a prisoner? ...
CHARACTERS, GADGETS AND POSSESSIONS

This chapter now finally deals with some of the most popular elements of almost any game, characters, gadgets and special units.
To begin I like to start with the Imperial Atrocities. Under the old game, I considered them not to be very useful, they were nice to have, but the restrictions on their use made them often not much more than a nice colorful addition to the game. 

The Sneak Attack had already been dealt with when in general improving determined assaults. Therefore I want to continue here with Strafing of a Planet.
[36.32] STRAFING OF A PLANET

The level 2 PDB has to be either Imperial- or Neither-Controlled. If the PDB is at level 2 but down, the Imperial Player can still carry out the atrocity, if he has at least one military unit in any Environ of the Planet. Assume the Empire uses a last desperate effort to seize the contested PDB, makes it work a last time and then wastes the place.

I was wondering how Rebel units could seriously be on a Planet with an Imperial-Controlled level 2 PDB up. Only in very special cases, can't imagine I saw it ever. In its original form, I considered the atrocity totally useless, so I changed it. 
[36.1] IMPERIAL ATROCITY UNITS
Each atrocity unit is specialized on one kind of atrocity. The Planetary Stabilizer may destroy planets see [36.34]. The Resolution may release Deadly Chemicals [36.33]. The Peacemaker may induce mass-hypnosis [36.33 second case].

I wrote this rule, as I considered the deadly chemicals a lot less useful than the freezing of a loyalty marker. Chemicals can be handy, and the unit doing mass-hypnosis is kind of a sitting duck for J missions, but still - a couple of units dead was not really a deal with the other option always at hand. With the rules above coupled with 'Imperial Splendor' the Deadly Chemicals will show up sooner and when they have had to be purchased anyway, they might as well be used. Nevertheless I still wanted to upgrade them a bit.

[36.34] DEADLY CHEMICALS

When employing the Deadly Chemicals of the Resolution, roll a die for every Environ on the Planet. On 1 to 5, destroy all Rebel units therein (not just those of the Special Type). On a 6, one randomly selected Rebel unit survives the Chemicals in this Environ.

Non-Rhone Rebel characters receive two wounds, Rhone characters receive one wound. Characters who would have lost their last point of Endurance become incapacitated instead. Note down 'incap. by Deadly Chemicals', when the character is rescued there is no need to fight against any locals or creatures (the Rescue (F) mission rather representing a 'Quest for a Cure' story).

On Checked locations, the Deadly Chemicals furthermore destroy Rebel Supply Conduits except on the location with the Secret Base.

[36.34] PLANETARY STABILIZER
Only military units and unpossessed spaceships in Environs on the Planet are removed. All units and characters in the Orbit Box are not harmed (including the Planetary Stabilizer itself) and characters in Environs of the Planet manage to escape in the last nick of time and if they have to hitch aboard the last civilian evacuation craft leaving the doomed planet.

If with a spaceship, put characters from the Environ of the Planet into its Orbit Box. All characters, who can not find a place on a spaceship this way are put with the nearest spaceship with a free passenger space or mobile unit of their side. 

Next are spaceships units in the Orbit Box of the same Planet, then spaceships or mobile units on Planets (Orbit Box or Environ) in the same Star System, then in other Star Systems being closest in terms of jump points; if tied, owning Players choice with which spaceships or units to place his characters. A character has to forgo any Environ on a Planet with a level 1 or 2 PDB or with an enemy unit in the Orbit Box in lieu for the next nearest Planet, detected.

No rolls on the detection table are made during this placements, even if a Player has five points of space combat strength in the Orbit Box of the destroyed Planet, the flying debris from the crust flaking off into space creating so much turmoil that any supervision of space nearby has to be aborted momentarily.

The Domino Effect, the need to guard the Planetary Stabilizer and to wait for the proper Action Event to show up are all already some save-break against a too care-free use of this Atrocity Unit. To top this with a cost of 25 Force Points each use was a bit much for my taste. There are still ways for the Rebel Player to get at that unit. Adam Starlight piloting the Planetary Privateer has a chance of 31% to take it out (while just having a 25% chance to be attacked by a fleet detachment).
Please note that this changes open better options for the Imperial Player to make use of the Planetary Stabilizer. He could for instance escort the Stabilizer with an Elite Navy and transport a mission group along to a planet he wants to destroy. The mission group then can try to activate the Stabilizer by going on missions and when 'Imperial Player may perform an atrocity' comes up, they may escape to the Elite Navy (though there now is also some other way provided to activate the Planetary Stabilizer at the place of your choice).

[35.35] LOYALTY SHIFTS AFTER ATROCITIES
A Sneak Attack will not shift the Loyalty Marker any more.

The Strafing of a Planet and the use of Deadly Chemicals will shift the Loyalty Marker two Spaces or put it into Rebellion if currently at Unrest. The Mass Hypnosis of the Peacemaker will result in the same loyalty shift once the Peacemaker is removed from the Loyalty marker.

The destruction of a Planet by the Planetary Stabilizer puts that Planet for the purpose of VPs in a State of Rebel Control. Furthermore it sparks a Domino Effect. If the Planet was currently in a State of Imperial Control, spark a domino effect on it as if the Planet had just become Rebel-Controlled. If the Planet currently was in any other State, spark a Domino Effect as if the Planet had been put in Rebellion (even if he already was in Rebellion or Rebel Control).

With some Planet Secrets, the destruction of their Planet has the following additional effects:

· If the IPOC is destroyed, all Imperial units are turned face-up. 

· If the Trap! is destroyed the Rebel Player may ignore 'Enemy agent reveals mission' and receives a bonus draw instead from then on.

· If the Imperial Archives are destroyed, Planet Secrets are not revealed. However, the Rebel Player may now retrieve the information stored on the planet by performing a J mission. If the mission letter comes up once, all Planet Secrets are revealed.

· If the Living Planet is destroyed, spark Domino Effects as usual (an exception to the rule, that the Living Planet never sparks Domino Effects).

If the Rebel Secret Base is destroyed, put the Rebel Resource Track to zero.
After atrocity units, I want to deal with the other Imperial 'Special Unit', Suicide Squads. Due to Script Immunity, these had to be changed, but also because in the original game, they were a bit difficult to use by the Imperial Player.

[19.6] SPECIAL OPS

Exchange 'Suicide Squads' with 'Special Ops' throughout the rules.
The one point of space and ground combat strength of Special Ops may be used by them during Military Combat, in attack as well as on defense. As a side note, Special Ops themselves may still intercept Rebel mobile units.

Special Ops, though not taking up Stacking Limit and having many other features outlined below, still can pack the same punch as other formations of much bigger size. When intercepting on their own, this usually will prove disastrous, but in conjunction with other units this might represent a daring boarding operation intended to catch yet another Rebel formation off-guard and cripple its drives to embroil it into an Interception combat. When used to attack a lone Rebel 1-0, it could mean the Special Ops infiltrate, erode and finally eradicate the formation, using maybe up all their resources in that process, but if the Imperial Player wants to use the unit up that way, it is his decision. In other combats, the single point of Strength Special Ops may add can represent a wide range of special missions they conduct on behalf of their side.
To further stress their small size and special skills, Special Ops benefit from the following rules
Special Ops can not be intercepted and do not suffer from ranking attacks. Mobile units traveling together with a Special Ops may still be intercepted or be subject to ranking attacks. In this case, the Special Ops may continue to move and leave the other units behind in the interception stack or are exempt from becoming casualties in the ranking attack even if there are still casualties to be assigned.

An exception to the paragraph above is, that Special Ops which transport a Militia may be intercepted and subject to ranking attacks like any other mobile unit.

Special Ops transporting a Militia very likely represent the Militia being transported by non-combat transport and the Special Ops traveling along, probably to hide among the body of troops.
During Military Combat, Special Ops only have to be taken as casualties, when there are no other Imperial military units left of their stack. E.g. if a Special Ops and a Line suffer two points as casualties during Ground Combat, none is removed; two points are not enough to remove the Line and the Special Ops are not removed as there is still an Imperial military unit left. The Imperial Player may take Special Ops as casualties before the Imperial Will to her.

During searches, Special Ops allow the Imperial Player to subtract three from his die roll during searches. Even when the Search Table says the characters can normally not be found (-), they now will be if a 1, 2 or 3 is rolled.

When Special Ops find Enemy characters, these characters are not killed, but instead captured by the Special Ops. For the rest of the Rebel Player turn in which the Special Ops captured Rebel characters, this Special Ops may not automatically capture found characters any more and not use its die roll modifier during Searches any more (though they may still add their Ground Combat Strength of one to Searches or when determining Squad Strength).

The instant a Special Ops automatically captures Rebel characters, it may immediately make one move out-of-sequence as if it were an Imperial Operations Phase. At the end of the next Imperial Operations Phase, the Special Ops is removed. Each time a Special Ops is removed this way (i.e. because of automatically capturing Rebel characters), the number Special Ops may subtract during searches is reduced by one. Assume that the Rebels begin to learn how to protect themselves better against Special Ops. Once the modifier is down to zero, there is no further reduction or penalty beyond the removal of the Special Ops (till the unit is repurchased). If Special Ops are removed for any other reason (Galactic Events, military combat) there is no reduction of their effectiveness, they just have to be repurchased.

The costs for Special Ops are reduced to five Force Points.

It is not too difficult to run into these Squads or at least to set them up in place the Rebel Player is likely to send characters to. There are certain Planet Secrets, that the Rebel Player can not ignore so easily during various stages of the game. The Imperial Archives or Casino Galactica at start, then the Trap!, then the IPOC. Even a mediocre Imperial Player will know how to take advantage of that.

I gave the search modifier to the Special Ops so their position does not have to be given away by that ominous big stack of units to get to a meaningful search value. The same is true for the special move, so it can bring its prisoners away even if not stacked with another mobile unit. It is now perfectly possible to put a Special Ops and a Militia in one Environ and still hope for some results.

The event 'Increasing Suicide Rate ...' should maybe rewritten a bit like 'Imperial Senate disbands Special Forces ... remove one Special Ops ... . Jon Kidu enraged.'

After dealing with the Empires special units, I like to switch to the characters and possessions of the original game.

Some of the changes done to them I deemed necessary for various reasons, but some were really just to stress some aspects of their character more or diminish them. There are several ways, how to keep track during the game of all these changes. One would be just to remember them (due to the very flashy concepts of the characters and their great importance, this actually often works better than expected) or if this does not work, to stick small slips of post-its onto the backs of the cards to denote the new ratings.

I like to start with some general rules about Possessions first, for some of the old mechanics governing possessions in general I deemed a bit restrictive and sometimes also unclear. Some changes in this area have already done in the chapters 'Script Immunity' (Take it away) and 'Phasing' (Possessions and Sequence of Turn), which will be completed in this Chapter. It would have been nicer to put them all together in one spot, but I had to compromise a bit.

[14.0] TYPES OF POSSESSIONS

Possessions are divided into four groups. Spaceships, Droids, Items and Weapons. Each character may possess only one of each type at any given time. Put the possession cards under the character cards to indicate ownership.

It would have been nice to allow them to possess as many as they want and only use and pilot one of each type per turn, but that would have necessitated to keep track of which ones were used and also when. This way, with only allowing to possess one of each type, things are clearly displayed by putting cards together.
Droids are the Advisor Android, the Norrocks and the Cervac Mk IV and they take up one passenger seat.

Weapons are the Stinger-V Blasters, the High Energy Sniper Rifle and the Assassines Blade.

The spaceships are the eight Rebel and the five Imperial Spaceships. Spaceships differ from other possession as much as they do not have to be possessed by a character each time and have a counter provided for them to indicate their position on the map independently.

All other Possessions are items, which does include the Charsot. The Charsot is too small to take up a passenger seat in a spaceship and its mental attachment to his owner and generally pleasant nature will allow its owner to also make use of a Droid at the same time.

[14.59] SPACEPORTS AND HIDEOUTS
Spaceships differ from other possessions that they have a counter of their own and do not have to be possessed by characters all the time. Spaceships can also be possessed by military units and can then be transported along and even be repaired by them. Furthermore, spaceships can also be left behind by charcters and be considered docked at a hangar, spaceport or other hideout.

A character may voluntarily leave behind a spaceship alone in an Environ or Orbit Box. It can be picked up there by any character or unit of his side when possessions may be transferred. Use the marker of the spaceship to indicate its current position in the game and put its card separate from the characters cards to show it is not possessed by any at the moment.

Remember also, that a character which becomes captured, incapacitated, incarcerated or assassinated also leaves his spaceship behind in his Environ (representing that spaceships are rather left behind at a place where they all regularly will return to during their missions).

Already the original game treated spaceships a bit different from other possessions, mainly to prevent their undue loss and allow them to be transported by mobile units. In the end, as my variant in general prevents the loss of possessions, I therefore dropped that spaceships suddenly disappear when left behind. 

[14.51] YOU SURE YOU GOT A LICENSE?

Characters with a Navigation rating of 0 may not move a spaceship, not even from Environ to Environ.

Characters with a Navigation rating of 1 or 2 piloting a spaceship during their turn must roll if they damage it. A character with a rating of 1 damages the ship on a roll of 3 to 6, a character with the rating 2 only damages it on a roll of 5 or 6. 

These damage rolls are even made when the ship is only moved from Environ to Environ on the same Planet. The roll is made at the end of the Surface Movement Segment, even if the spaceship has been transferred in the meantime to a character with a higher Navigation rating.

This rule will see little use, but in case something goes wrong and a character with a low Navigation rating is stranded alone with a spaceship, I disliked the idea of him making in System hops at will as if he had never done anything else.
[14.12] TRANSFER OF POSSESSIONS
Possessions may be transferred between characters in the same Environ or Orbit Box, no matter if stacked with military units or not. Possessions may not be transferred between characters inside and out of an Interception stack and to or from characters captured, incapacitated or incarcerated.

Instead of transferring possessions (including spaceships possessed by units or left behind unpossessed) to another character, possessions may also be voluntarily 'transferred' to the possession deck (i.e. discarded). Shuffle the deck whenever a possession is returned to it.

This can allow a Player to discard a possession, when he deems it is needed badly by another character. In case of Imperial spaceships, this will not take the Imperial Player a lot of hassle to recover the ship from his vast pool of vehicles, but for the Rebel Player it will mean, that you must first discard the possession and THEN you may try to recover it via a P mission - not knowing how long it will take till you succeed.
Now to the actual changes of characters and possessions.
POSSESSION CARDS

Cervac Mk IV

The Cervac Mk IV may be used to reduce the leadership rating of the enemy leader present in the same Environ during military surface combat by one, but never below one.

The Cervac Mk IV may be used to completely negate the leadership of enemy characters during search in the same Environ. No leadership may be added any more to the search value and the endurance of squads is not increased any more.

The Cervac Mk IV may be used to disable an enemy character facing its owner in character combat. The disabled character contributes no combat strength and may neither be allocated wounds during that combat any more. The character is considered an active defender if attacked and is captured when all other friendly characters are captured or killed in the character combat.

When used to disable an enemy character in character combat, roll at the end of the combat if the Cervac Mk IV becomes inoperative. When used to negate an enemy leader, roll at the end of the Search Phase (i.e. there is only one need to roll any given Rebel or Imperial Player turn to disable one leader).

The Cervac Mk IV can be used to disable one Enemy leader and once every character combat in any given Player turn (as long as it stays operative that is).

The standard combination of Rayner Derban and the Cervac Mk IV was a bit too good to be true. Even now, Rayner Derban can face Barca usually with a two column shift in his favor, one for superior leadership (because of the Cervac Mk IV) and usually one for fighting in the home Environ of his units. The enemy leadership shall never be reduced below one as I did not like the situation, where an Imperial leader became totally useless. A bit like the 7-0 being useless in fire direction in SL, now able to exempt from Cowering in ASL. Understand the Cervac Mk IV a bit as a cap on high enemy leaders.

The model number of the Cervac was lowered by one to show, that the one described is a predecessor of the one of the original game. An earlier model of the Cervac Mk series, of which only rumors tell that its Mk V was a machine 'able to totally baffle any enemy commander and render all his skill or expertise useless' (i.e. just what the Cervac Mk V did in the original game).
Assassin's Blade

The Blade adds three to owner's combat rating for one whole character combat, not just one round of the combat. After one use, the card is returned to the possession deck, not removed.

Helian Drug

When used to raise the Endurance rating of a wounded character, the first point/s are actually used to heal wounds instead of just raising the rating only temporary. E.g. a character suffering one wound using the Helian Drug will first heal that wound (and thus also increase his Combat rating again) and then gain temporarily one additional point of Endurance (without gaining a further point of Combat rating). Furthermore, once the effect of the Helian Drug wears off, Endurance is only lowered again, when currently above starting level (i.e. a character will not suddenly 'die' because the Drug wears off).

When used during the Mission Phase, to raise the Combat rating, the stat remains increased by two for the whole Mission Phase (i.e. also during later combats). 

The Drug may also be used during the mission Phase to raise a rating or special ability by two, to get additional bonus draws. The Rebel Player may first wait what results his ordinary bonus draws yield before he decided if he wants to use the drug (i.e. he has not to specify it in advance like written in the original rules).

After one use, the Helian Drug is returned to the possession deck, not removed.

I changed the Helian drug as I only saw it employed with Ly Mantok to raise his Space Leadership. Though I still think that will be its main use, at least you now have the option to give it to a mission group as a just-in-case provision for an important mission that would fail, instead of wasting it on a just-in-case basis on a mission that later turns out to succeed even if the Drug were not used.

Cache of Rare Gems

The Cache may be used to purchase a Spaceship at the start of the Rebel Player's Interplanetary Movement Segment. If the Cache is used to purchase a spaceship, it is returned to the possession deck. 

In the other two cases (negate Imperial I missions or getting bonus draws) the Cache is NOT returned to the deck, both abilities may be used each turn over and over again and both may be used during the same turn. Yes, these Gems are really worth A LOT.

Norrocks

The Norrocks do not roll if inoperative for adding two to owners Combat rating.

The Norrocks allow to ignore all "Creature Attacks" Action Events and Bounty Hunters. The have to roll the first time each turn their mission group is attacked by Creatures (or Sentry Robots), after which this event is ignored for the rest of the mission phase (even if it made the Norrocks inoperative).

Norrocks do not protect against Sentry Robots activated via 'Security Measures!'.

When used to absorb a wound, the Norrocks are returned to the possession deck, not removed from the game.

Scrambler

The Scrambler can not be used in Orbit to put a PDB down. The Scrambler may be used any time during a turn (as long as it stays operative that is). It has to roll each time it employs any one of its three properties, though its effect on hostile locals lasts for the whole character combat.

Personal Body Shield

The shield protects against any kind of Endurance loss including mission results like 'accidents will happen', spaceship crashes, the Crunge creature etc.. The only injuries it does not protect against are the Galactic Event 'Plague brakes out in province Three', the deadly chemicals released by atrocity units and the Drug World.

After the original Possessions, I like to go on with the original characters of each side, starting with the Rebels and how I modified them. But first, one more general clarification
[26.0] ROYALTY

Royalties are Kings and Princes. Governors are royalties on their Capital Planets (Chim and Trov respectively). Sovereigns are royalties in the Environ with their name (not the orbit box or other environs). Sidir Ganang is A Celebrity on Lysenda, giving him the same benefits as a royal except raising his leadership.

Imperial Knights are not royalties (they just get nifty spaceships).

I was always assuming, that the titles of Governor's were listed with some purpose. 
REBEL CHARACTER CARDS
Kogus
During the Operations and Search Phase, Kogus' ratings are increased when stacked with Zina Adora. During the mission Phase, his ratings are increased when in the same mission group as Zina Adora or when doing an F mission to free or rescue Zina Adora. During character combat his ratings stay increased even when Zina Adora is already out of action due to her last point of endurance 'lost' (i.e. he can still try to defeat those who 'took' that last point) or having broken off.

Doctor Sontag
Delete the two bonus draws for I missions from Doctor Sontag.

Professor Mareg
Add two bonus draws for I missions to Professor Mareg.

Professor Mareg may ignore all creature attacks in any kind of Environ except Sentry Robots.

The exchange for I missions was done for I considered it more in character for Professor Mareg to be informed about most events in the Galaxy, especially when you take instances like General Research and Reveal or Investigate Secret into account.

Ran Jayma
Ran Jayma receives two bonus draws on Steal Enemy Resources (H) missions instead of one for Assassination missions (A). Ran Jayma is necessary to contact the Pirate Fleet (see Gather Information (I) for details).

Agan Rafa
Agan Rafa receives one bonus draw on Coup Missions (C) instead of one for Gather Information (I) missions.

Also here, liked some exchange, representing that Ran Jayma is more a thief than a cold-blooded murderer, but with excellent connections within the underworld, while Agan Rafa is more the rough guy. Please take note, that though Agan Rafa now will in total confer three bonus draws to Coup Missions now, he can not conduct it on his own due to his low Intelligence. He is a guy more used to fight _other_ people's coups than staging one himself.
Sidir Ganang
Delete Sidir Ganang's Bonus Draws for B and C missions. 

Instead, Sidir Ganang has four Home Planets: Banjukai, Lysenda, Pronox and Ownex and is a Celebrity on Lysenda (conferring him the same benefits like a royal except raising his leadership) representing his center of popularity.

Furthermore, raise Sidir Ganang's Diplomacy rating to two.

Sidir Ganang's new skills shall reflect his celebrity status more. I always considered it a bit odd him being some kind of military man, which also holds true in some extend for Vudot Vodot.
Vudot Vodot
Lower Vudot Vodot's Leadership rating to one.

Frun Sentel
Raise Frun Sentel's Intelligence rating to two.

Adam Starlight
Lower Adam Starlight's Intelligence rating to one.

The image of Frun Sentel being the leader of a underdeveloped and exploited race found my approval. The image of a whole race being led by a country bumpkin did not. 

The only characters in play remaining with an Intelligence of one all may deserve these ratings due to a number of reasons, though in most cases not really due to being a dimwit. With Adam Starlight, it may just have to do with youth and naivety, while in the case of Scott Ruble, impulsiveness and recklessness may add another major factor. Agan Rafa, though likely to excel at survival instincts, very likely will lack any finer education, more likely to leads his troops by intuition and guts than any standard procedure or strategies. Chances are, his troops are respecting him actually because of these traits instead in spite of them. As for Ran Jayma ... well ... how can you expect the notorious space pirate, gambler and reveler to keep his mind on any matter longer than a mug of ale lasts?

Scott Ruble
Add 'Lucky' on Scott Ruble's character card. 

Any time, when involved in a character combat or piloting a spaceship when fighting a fleet detachment, Scott Ruble may ask for one Combat roll during the combat o be re-rolled. The roll can be any roll in the character combat, also the roll of Scott Ruble's adversaries, but it can not be a break-off roll.

Scott Ruble can rely on his luck once per character combat or while fighting a fleet detachment, not once every round of said combats. The decision if and which die to re-roll has to be made when both sides have made their combat roll for the current round. Scott Ruble has to accept the second result, even if it is worse than the original one.

These re-rolls have nothing to do with Drama and do not influence bids in any way (for details about Drama see chapter 'Secrets and Events').

Allowing Scott Ruble to re-roll also break-off rolls would make him too elusive and hard to get, attributes rather associated with characters like Bridne Murcada or Ekim Lam. But a single combat roll per engagement might pull Scott Ruble through an engagement that turns awry because of some odd die rolls. When fighting fleet detachments, that can be quite a boon, stressing Scott Ruble's talent to  pull through dare-death situations unscathed almost regularly.
Yarro Latac

The S-XIII is not removed when damaged if she is possessed by Yarro Latac when damaged. Yarro Latac can repair even the S-XIII, but has to roll against his Intelligence to succeed.

I liked the S-XIII to become a bit more reliable, as it is one of the few ships that can attain optimal evasion value. It is true, the Cache of Rare Gems can insure to buy you a replacement for it, but the troubles to get that ship again was a bit too much for me for such an important possession. 
IMPERIAL CHARACTER CARDS
Saytar and Telmen Character Cards
All stats of Telmen and Saytar are exchanged. Saytar is the guy 'dedicated to the cause of battle with a fervor beyond ...' (i.e. leadership 3) and 'blind ambition that will be his downfall' (i.e. diplomacy 0) while Telmen 'feels so inexperienced that he rarely shows initiative ...' (i.e. leadership 2) and who came to his position by politics (i.e. diplomacy 1).

On the Telmen card add, 'Telmen may not opt to die [12(.16].'

Telmen's and Saytar's ratings were exchanged because of their background, but also because of the roles they shall play in the Armageddon Scenario. For a moment I was tempted to exclude Telmen from going on Escape (F) missions on his own, but I think even if he could not escape on himself, a rescue team sent to drag him back home so he may justify before Barca for this latest failure of him again could represent the two draws he is entitled on that mission.

Els Taroff
Increase Els Taroff's Combat rating to five. Els Taroff receives one bonus draw on Gather Information missions (I) instead of one for Sabotage missions (S).

Vans Ka-Tie-A
Vans Ka-Tie-A receives one bonus draw on Sabotage missions (S) instead of one for Gather Information missions (I). Vans Ka-Tie-A owns Van's Ka-Tie-A's Blaster (a new, Imperial Possession) at the start of the game.

Els Taroff acts as Redjac's eyes and ears, for Redjac does not trust the sinister Jon Kidu. Thus he got the bonus draw from Vans Ka-Tie-A for I missions. Vans Ka-Tie-A got his combat rating remaining at four as he became already a bit rusty, but his old training is still in place and so he gets as many bonus draws as the other Imperial Knights on Sabotage missions in total still. 
Senator Dermond
The Rebel Player may not perform an Assassination (A) mission to kill Senator Dermond.

This was done due to the Rebels recognizing Dermonds high moral integrity and the role he shall play later in the Armageddon Scenario.
Barca
Lower Barca's Intelligence rating to three.

Redjac
Raise Redjac's Intelligence rating to four.

As most changes here, it can be argued if Redjac really deserves that rating. But personally I view him as a one-man-show, some kind of evil genius bordering on the insane - the question is just from which side of the border. Furthermore, if his personal nemesis Rayner Derban may sport that rating, I think it only fair that Redjac gets the same. Barca on the other hand, though the military genius, I considered to be limited by his Kayn inclination to obey and follow orders to reach his full intellectual potential and thus a rating of four.
Thysa Kymbo

Delete the two bonus draws for Gather Information (I) missions from Thysa Kymbo. Raise her bonus draws for Summon Sovereign (E) missions from two to four. Add 'Spoiled' on her character card.

Thysa Kymbo may not add one bonus draw to missions that grant bonus draws because of group size i.e. 'add one bonus draw for each character in the mission group beyond the first'. This will not have any effect on bonus draws if she is that 'first' character, i.e. the one who contributed his rating for bonus draws. This shall represent, that Thysa Kymbo is only really satisfied, when she is put in charge of things, otherwise she will only contribute bonus draws when she has a chance to manipulate people on C or E missions.

Furthermore, while the Emperor is dead, incapacitated, incarcrated or captured, Thysa Kymbo may not go on missions or be named as a leader. This represents, that now she is prepared to ascend the Throne or at least tries to do so. However Redjac, knowing that his hold over the capricious princess is far less secure than over her weak father has many means to postphone her final enthronement or keep her embroiled in royal decorum and protocol, leaving her essentially powerless and isolated while waiting for her ascension to the Throne. 

Due to her low Combat, Diplomacy and leadership ratings, one of the main boons Thysa Kymbo could confer was the additional bonus draw for assisting a Diplomacy (D) mission with her presence. But being a mere assistant is not what is worthy of a Princess. At least in Thysa Kymbo's mind.

Reducing her to a merely ceremonial figure while the Emperor is away had two reasons. First, to punish the Imperial Player for losing the Emperor (more of this is to follow below). Second because of changes regarding the Throne World. The Imperial Player may now ignore mission results while cloning his characters and thus Thysa Kymbo is the ideal choice to do this. Perhaps she is obsessed with eternal youth and thus takes a keen interest in anything done on the Clone World. But making her to be the ideal choice to resurrect her dead father looked very odd. She should actually be the last one to think of that.

The one point where Tysa Kymbo now excells is in summoning sovereigns. Don't be fooled, it is not her charms - there is a reasom why she is called 'the curse of high society'. Rather her inclination to pursue personal feuds and indignations most merciless makes sovereigns think twice to decline her demands.
Jon Kidu
Add two bonus draws for I and Q missions to Jon Kidu.

May turn characters undetected.

When not stacked with military units, Jon Kidu may switch himself and Imperial characters (and their prisoners) except the Emperor undetected at the end of the Imperial Mission Phase. Should the Emperor be stacked with Jon Kidu, he prevents this special ability.

Barring the Emperor is present this means, that Jon Kidu can only be searched for by the Rebel Player via Action Events (and thus only by Rebel military units) or right after landing on a Planet detected due to the Detection Routine. Assassination of Imperial characters while Jon Kidu is present is impossible, unless they are stacked with military units or when the Emperor makes an appearance.
Emperor Coreguya

Lower the Emperors bonus draws for Summon Sovereign (E) missions from three to one.

Add on card: 'Detected' and 'Retinue'

The Emperor always becomes detected at the start of the Mission Phase. The Emperor still can opt to go into hiding, representing him to travel incognito, but it will again only last till the start of the next Mission Phase. During the Mission Phase, the Mission results 'Shelter!' is treated like 'Contacts!' and 'Tracks lost in Wilderness!' is treated like 'Enemy Agent reveales mission!'.

These changes to mission chits were of cause done, to prevent the Emperor to become undetected that way. But they also represent, that local lackeys from time to time bend backwards to please his royal majesty and assist him any way he asks, but also that in wild Environs, the Emperor sometimes feels a bit uncomfortable, distracted or just annoyed.
The Emperor is usually followed by his entourage of advisors, bodyguards and other followers. When traveling aboard a spaceship, the Emperor and his entourage need 8 Passenger spaces (at least!). The Emperor can travel without his entourage, taking up only one passenger space then, but his performance will lack a lot without his retainers, aides and guards. He will have to use lowered stats as indicated below until the start of the next Imperial Surface Movement Segment.

While captured, incarcerated, incapacitated or dead, the Emperor is treated as if without retinue. Furthermore, all Domino Effects may now also affect Planets which are Patriotic and Capital Planets are not any more exempted from Domino Effects like described in [23.45] while the Emperor is captured, incarcerated, incapacitated or dead. The Throne World on the other hand stays immune to Domino Effects as described in [23.45], assume the lackeys already start to squabble who will fill the vacuum of the Throne left vacant and are extemely aversive of their personal power base on Orlog to get out of line.

Stats: 
with retinue
without

Combat: 
3
1

Endurance: 
4
2

Intelligence:
2
1

Leadership:
2(1)
1(1)

Diplomacy:
2
2

Navigation:
1
1

The retinue seems to include no decent pilot. The real reason I kept the Navigation rating at one however was, that I wanted to influence who could form a good mission group with the Emperor, i.e. someone with a high Navigation rating. And if you take a look, a rating of five is only featured by characters whose loyalties Redjac can rely on.

With the changes of the Emperor, it was time to also deal with the Empire's only possessions of the original game, their spaceships.
[14.6] IMPERIAL SPACESHIPS

Imperial spaceships are not recovered through a P mission. Instead, certain characters may be get issued replacement of spaceships under certain conditions at the start of the Interplanetary Movement Segment. For details read the entries about Imperial Spaceships below.

The four original Imperial spaceships are modified as follows: 

Imperial Spaceships:

Two of the imperial spaceships now have their ratings increased 3-2/2-4. They now represent the Standard Imperial Spaceships used by the Oder of the Imperial Knights. They can be recovered like described in the original rules by Imperial Knights on any Imperial Controlled Planet.

Redjac's Spaceship:

Redjac's spaceship remains at 4-2/3-4. Should it be destroyed, Redjac can recover it like Imperial knights can recover Standard Imperial Spaceships (different from the original game)

Imperial Shuttle:

One spaceship has its ratings changed to 2-1/1-10, representing an extensively upgraded Imperial Shuttlecraft, but much more elaborate and luxurious. This Royal Shuttle (also called 'The' Imperial Shuttle) is a gift of Tyrant Ascaill of Pronox to the Emperor and usually serves as the personal transport of the Emperor.

Should the Imperial Shuttle be destroyed, it can only be recovered by an Imperial Knight in an Environ with a pro-Imperial sovereign (summoned or unsummoned). It can not be recovered in an Environ with a neutral sovereign summoned by the Imperial Player.

It seldom happens, but once the Imperial Player had to face the detection routine, e.g. because two Rebel 2-3s were in orbit, his standard spaceships were woefully inadequate. A bit disappointing for the designated spaceships of Order of Imperial Knights. Rivalry with the Imperial Armed Forces may exist, but it should not go that far that the Knights have to travel in something worse than the Interstellar Sloop - a kind of second hand 'Volkswagen' so to say. Therefore the increased ratings of the Standard Imperial Spaceships.

The Royal Shuttle became necessary due to the Emperor now having his personal retinue of retainers to travel with him. This and the fact that the Shuttle is difficult to recover and the Emperor is detected most of the time should ensure, that he is kept out of harm's way by the Imperial Player.
After now having dealt with the original character and possession deck of the game for some while, finally as the last part of this chapter, the new gadgets and toys.

I saw three points which I would have liked to improve.

One was brought about by the changes of the Gather Information (I) mission. The Rebel Player during the original game already had nine mission groups spread over eight ships. As you could only perform one Diplomacy (D) mission at any given time in any given environ, this ninth group was usually relegated to some missions of lesser importance and Gather Information (I) was already then some option and with the expansion of this mission it now is even more so. To give the Imperial Player a reasonable chance to also make use of this now vastly expanded mission (which in the original game most of the time was not even available to him), I deemed at least one additional mission group for the Imperial Player desirable. Ideally, this new group added would neither contribute to the diplomatic corps in a meaningful way (i.e. Diplomacy ratings of two or more would be ruled out) neither to the military brass (which meant no additional leadership ratings to speak of).

Furthermore, I wished that the total set of characters and possessions on each side would enable players to have enough total Combat rating to form proper mission groups and then have a couple of more points left for additional staying power and to be prepared for those few Environs, which are really tough (namely the Xanthons or the other odd tough creature or locals). Most creatures and locals have a cap at a combat rating of seven and therefore, an average group with a Combat rating of eight is in general deemed 'proper' by my standards. Interesting that most Rebel characters have either a Combat rating of three or five, fitting this formula neatly, and also many Imperial characters do. In addition to be able to form proper mission groups, I also would have liked, if the Imperial Player could easily spare one of his Commanders for pacification duties already during the early stages of the game. In general I deemed it good, if the Rebel Player would be a bit tight with his total strength, maybe having just a couple of additional points to barely make his needs met, while with the Imperial Player I actually would have aimed for a more ample surplus of muscle enabling to blast his way through the galaxy by brute strength. Gather Information (I) mission results like 'Ally Slavers' or 'Assemble Exploration Teams' have already been a step in that direction, but I think there could be done some more.

Third, I wished to give both Players a bit more of freedom as how to combine their characters. Not too much for the Imperial Player maybe, as I still liked to represent the internal rivalries of the Imperials and their inability to cooperate proper, but also to the Imperial side I envisioned some added flexibility as something that would improve the game. Therefore, several small additions to the sector of characters and possessions in form of possessions or other minor add-ons was more advisable than a few major additions in form of new characters. A couple of new cards, which add a point of Combat rating here or there could easier be used to round out some mission group, than one single new character, that could only add his power at one certain point again.

With these three aims in mind (and the parameters they gave for as how additions to the deck of characters and possessions would have to look like) I started to think what could be added to the game in this respect.
A pretty obvious way was to add new characters. Though I already outlined that in general this would add less flexibility than - lets say - a couple of possessions, the Imperial Player as he should be enabled to field one additional mission group, could well do with it. At his current total of 47 points of Combat rating (enough for five groups at Combat rating eight, one military leader and some points surplus) he would need a real influx of strength and the first half could already be supplied by just adding a new character.

At first, the idea of additional characters was not favored by me, as I would have hated to spoil the really superb images the character cards provided by a crude attempt of me to emulate that level of quality. However I have been in the lucky position to interest an 'outside talent' (as far as gaming is concerned) to provide a nice drawing of a new Imperial character ...very fitting an outside talent himself. I don't know what the results will look like, and though I doubt it is easy to reach the high standards of the original cards, I'll see what can be done. 

Ekim Lam

Ekim Lam has been like Agan Rafa a Pronoxian Mercenary serving the Empire or one of the many other organizations able and willing to hire some extra firepower. But when Agan Rafa saw his way with the Rebels when the Empire dropped the Pronoxian Mercenaries, Ekim Lam knew that those talented enough will still find their use for the Empire if playing their cards right. Both mercenaries fought together as mercenaries and still a certain aura of respect for each other remains between these two individuals. While Agan always had been the hot-tempered but respected leader amongst the mercenary community, cunning and cold calculation were what Ekim was known and respected for. Ekim lacks a face, or so it is rumored at last, since he met near death in an explosion on an unknown battlefield when still a member of Agan's mercenaries, but this by far is not his worst problem now any more. Many of the more conservative military ranks of the Empire disapproved of hiring mercenaries, bounty hunters or any other 'outside talents' ever since and Ekim is well aware of that. As his latest involvement in the galactic conflict was brought about by Redjac and - as it is told - Jon Kidu, Ekim Lam knows, that his stand within the Empire is a most unstable one.

CARD:

Home Planet: Pronox

Combat:
4

Endurance: 
4

Intelligence: 
4

Leadership: 
0

Diplomacy:  
0

Navigation:  
4

Adds one to hiding value of group he is with.

Receives one Bonus Draw for Assassination (A) Gather Information (I) and all F and J missions.

Outside Command

May not opt to die, resourceful

Owns the T-6 Hunter

Outside command:

Ekim Lam is only hired by the Empire. Not being part of any of the Imperial official organizations grants him some advantages these inflexible monoliths have lost long ago, but it also makes him an outsider, viewed with suspicion among more conservative Imperial ranks.

Ekim Lam may not receive or pilot Imperial possessions or spaceships. Neither may he transfer the possession of his spaceship, the T-6 Hunter, to Imperial units or other Imperial characters or let it be piloted by them. Ekim Lam and the T-6 Hunter may be transported by Imperial mobile units.

While traveling aboard the T-6 Hunter, Ekim Lam and characters traveling aboard his ship may ignore the Strategic Assignment. When transported by Imperial mobile units, Ekim Lam can not exclude these units from the Strategic Assignment.

Being viewed as a security risk (and also an insult by some) Emperor Coreguya, Barca, Saytar, Gelba and Senator Dermond may not travel with Ekim Lam aboard the T-6 Hunter. None of these characters may be part of a mission group that tries to get Ekim Lam via a Gain Characters (G) mission (Ekim Lam does not start on map, i.e. he must be recruited via a Gain Characters (G) mission).

May not opt to die, resourceful
Ekim Lam will not die for the Empire, he may not use rule [12(.16]. Should he die through an Assassination (A) mission (either as the target or through a botched attempt) he can be revived on the Clone World like any other Imperial character though.

Different from other characters, Ekim Lam can go on an Escape (F) mission while being Incapacitated/Incarcerated by creatures/locals but only to free himself, not other Imperial characters. If he succeeds, he does not have to fight the locals or creatures which incapacitated or incarcerated him. Ekim Lam still can be rescued by a Rescue (F) mission while Incapacitated/Incarcerated like other characters if either Player prefers to do so. 

T-6 Hunter

The T-6 Hunter has the ratings of 3-2/3-2*. Beyond the passenger rating of two, the T-6 Hunter may transport two prisoners in an additional but uncomfortable special hold. Ekim Lam is familiar with the T-Hunter series and may repair his spaceship automatically without rolling against Navigation. Ekim Lam may acquire a new T-6 Hunter on any Planet (regardless of control status) like Imperial Knights may acquire their Standard Imperial Spaceships.

Apart from adding flavor to the Imperial side, Ekim Lam's ability to ignore the Strategic Assignment at will can prove to be quite some source of annoyance to the Rebel Player. On his own, Ekim Lam and any character assisting him to hunt Rebels may not be more than just that - an annoyance that just makes you leave a planet earlier than you wished occasionally. However, the addition of another tool to the Empire introduced farther below can change this annoyance into some source of more tangible troubles.

After adding Ekim Lam to the Imperial side, still the issue was open as how to provide some means to add Combat rating in a rather flexible way to both Players in small increments. One idea would have been to add a couple of possessions, very likely weapons like the Sniper Rifle or Assassine's Blade.

However, one suggestion that came up on consimworld's message board by Mike Lam, which offered to provide some additional strength in a way even a tic more flexible than a possession would do. Mike Lam suggested to feature yourself as a character in Freedom in the Galaxy and stated he had done so already in some friendly games. Though this idea would rather sound silly in most other consims, I was surprised how seldom I actually heard dissent about this idea for Freedom in the Galaxy. It may have to do with the high level of identification Freedom in the Galaxy offers to the Players for their respective sides. It is debatable if everybody would agree that Player's making a cameo appearance in the game is a great idea, but the opportunity to add an 'ordinary Rhone' to represent the rank and file of each side and to put the true heroes of the game into perspective in relation to 'mere mortals', the chance to show a bit how different each sides treats its subjects or underlings as well the addition of again some Combat rating in a most flexible made me include Minor Casts as a regular instead of just an optional rule.

[39.4] MINOR CAST

Minor Cast represent the many name- and faceless whose Freedom in the Galaxy is fought over so valiant - or just without scruples - during the game. Depending on which Minor Cast a Player chooses, they also stand for a certain field (e.g. soldiers, agents, 'outside talents') which a Player's forces are able to provide additional assistance from or have put main emphasize on at the time being. 

Furthermore, if you like the idea, the Minor Cast can also be the very personal representation of yourself in the game, taking part in the epic struggle as a minor, but nevertheless valuable protagonist making his contribution to the cause of your respective side.

When setting up characters, each Player may add one of the following three Minor Casts to his side. The Minor Cast starts the game stacked with any other character of its side (owning Player's choice). Which Minor Cast has been chosen does not have to be revealed until one of its stats or features is used.

The Minor Cast is treated like a character with a couple of limitations. A Minor Cast follows the rules for characters except as noted below.

During the Mission Phase, Minor Casts can not go on Missions themselves. They can only join other characters on missions but do not have to abort a mission if all regular characters are Incapacitated, Incarcerated or Captured (i.e. they may see their greatest hour by completing the mission all on their own). Minor Casts also do not grant one additional bonus draw on Diplomacy (D) or Start Rebellion (R) missions like each regular characters does. He is also not a viable choice when after a botched Assassination (A) mission or Coup (C) mission a single character has to die/be captured if there are still regular characters available to suffer the backblast of the botched mission.

Minor Casts do not reveal Planet Secrets when they land on a Planet (though the Advisor Android still would reveal Secrets in Orbit when possessed by a Minor Cast).

Minor Casts, except the Smuggler/Cutthroat may be chosen as being killed by an Assassination (A) mission by the Phasing as well as the Non-Phasing Player (according to whom was allowed to select the victim).

Minor Casts being a viable choice during Assassination missions also for the Non-Phasing Player opens another use for them (for the first two that is). They can be used as cheap bodyguards for an important character, if the A letter just comes up with bonus draws, you just loose a Minor Cast then.
Different from normal characters, Minor Casts never become Captured, Incapacitated or Incarcerated. When a Minor Cast loses his last point of Endurance as well as when Special Ops or a botched mission would lead to his capture, he bites the dust and dies (or in the case of more shady ones, just bugs out). All his possessions are transferred to other still operational characters in his Environ or returned to the Possession deck in case there are only Captured, Incapacitated or Incarcerated characters in his Environ. During the next Resource Phase, a new Minor Cast of the Imperial Player's choice reports in and is placed on the map-board with a regular character of his side of the Imperial Player's choice.

Making the Imperial Player choose Rebel replacements for Minor Casts and their placement does not mean, they have inserted a spy or something like that. Instead it shall represent the different treatment of Minor Casts my each respective side. The Imperials make use of people as if they were tools, while the Rebels show respect to each individual. Thus the replacement of lost Minor Casts according to the choices of the Imperial Player. While the Rebel Player should take care of his Minor Casts, as the Imperial Player would for sure only grant him the least appropriate replacement, the Imperial Player actually can waste a Minor Cast who has lost his favor to get one that suits his aims more at the moment. If you view the Minor Cast as a representation of yourself - tough luck. The Empire has no use for failures.

Minor Casts can also be replaced voluntarily by a successful Gain Characters (G) mission with one G drawn. Remove the current Minor Cast from the map and put one of the Phasing Player's choice with the mission group succeeding in Gain Characters.

The stats of the Minor Casts are as follows.

Rebel:
Rebel Commando
Rebel General 
Rebel Agent
Smuggler

Imperial:
Imperial Knight
Imperial Officer
Imperial Spy
Cutthroat

Combat:
2
1
1
1

Endurance:
2
1
1
1

Intelligence:
2
2
3
2

Leadership:
0
1
0
0

Diplomacy:
0
0
0
0

Navigation:
3
3
3
4


one bonus (S)

one bonus (F)
ship: 2-1/1-0*

The Smuggler/Cutthroat may not receive possessions (both are not too trusted). The Cutthroat may ignore the Strategic Assignment. Their spaceship is an inherent, non-transferable spaceship which only the Smuggler/Cutthroat may board and pilot (both ain't too trusty either). Hence the '0' passenger rating, indicating that there is no room for additional characters beyond the Smuggler/Cutthroat and maybe his crew. Should the inherent ship get damaged, the Smuggler/Cutthroat will automatically repair it at the start of their next mission Phase. Should the spaceship get destroyed, the Smuggler/Cutthroat may 'acquire' a new inherent ship like Imperial Knights on any planet. Thus, no separate counter was provided for these inherent spaceships as there will be no real need for them.

The Minor Casts may look a bit weak at first, but they still all have their use. First of all, the single point of Combat rating is a real help, raising a standard group to Combat nine, able to withstand Xanthons or just adding a bit staying power in general. Beyond that, each Minor Cast grants his specific use.

The Commando/Knight will be an asset throughout the game as he adds yet another bit of Strength making a mission group even more likely to prevail against creatures and aliens alike.

The Commander/Officer has obvious use during combat, but then will not contribute to mission groups any more. But as his Combat and Endurance ratings are only one, he will not be such a big loss either.

The Agent/Spy will be a boon to groups lacking Intelligence (e.g. Gelba/Vans or Tourag/Rafa) and can see his greatest hour when able to actually make use of his bonus draws during a F missions.

The Smuggler/Cutthroat adds less ratings than the other Minor Casts, but is much more flexible as where to make his presence felt. Their spaceships ratings were kept a bit low intentionally to represent that these two characters are not totally at the disposal of their respective side and have their limits as to which kind of dangers they may subject themselves and their ships to. Once that limit is transgressed, these two may opt to just bug out (preferably before they get blasted to bits).

More I did not like to grant to Minor Casts, as I did not like to circumvent the limitations the original set gave to each side. Another diplomat to the Imperial Player was not feasible, neither a space leader to the Rebel Player to name some examples. Of cause Minor Casts are no match compared to the regular characters of the game, but who would dare to compare with these epic figures anyway. It was to some part this difference between main and supporting cast which made me include minor casts, to stress the central and heroic role which the regular characters play and which elevates them out of the ranks of mere mortals.

All I now would need to be really happy would be nice pictures for Minor Cast cards.

Another easy way to add a single point of Combat rating of cause stays to just add some new possessions. 

NEW POSSESSION CARDS
A little problem I had with adding a new possession was, that it needed a card. The front of the card was not the real problem except that maybe style should be in line with the original cards. The problem was more how to make the Rebel's card look exactly like the original cards on the back and to be of the same texture, necessary when you wanted to put it into the deck to draw it randomly. The Imperial card was no problem, as it was their only card in the whole game. Furthermore both cards belonged to the starting equipment of both sides, but once the Rebel Player would lose his card, there could arise some problem, albeit mostly a hypothetical I think. I guess if the Rebel's Stinger-V Blaster really should return to the possession deck with other possessions, it should be possible to randomize if necessary with a dice or use a spaceship card as a replacement for the Blaster (the actual position of the spaceship is still visible by its counter).

Stinger-V Blaster

The Stinger-V Blaster was arguably the best blaster handgun designed ever in the Empire. Even while its manufacturer Solu-Sub Guns was still operating, it already was a prized collector's item due to the limited number Solu-Sub produced of it. Nowadays it is almost impossible to obtain, concentrating as much punch as possible (hence the name 'Stinger') into a gun as small as the Stinger-V.

Card: 

possession no. 53 WEAPON

Stinger-V Blaster

[picture of gun, pointing up left]

Adds one to owner's Combat rating.

During hand-to-hand combat, the first wound caused by the owner each round is doubled (i.e. a result of '0' stays 0, but all results of '1' become 2, results of '2' become 3 etc.)

After each character combat involving the gun roll a die. On a roll of 6, the gun becomes inoperative.

Vans Ka-Tie-A's Blaster (Imperial Possession)
Imperial character's don't make use of possessions like Rebel characters do. Some of it stems from standardization, conformity and fragmentation of imperial services but it also has a lot to do with arrogance, over-confidence and megalomania, symbolized in the favor for big, intimidating engines of destruction like the Imperial Will or the Planetary Stabilizer instead of other, more mundane and sensible items. Another factor is the deeply ingrained mistrust amongst the Imperial characters, who would rather hide a possession instead of risking it to fall into their rival's hands. If an Imperial character opts to flaunt a possession nevertheless, chances are he would really treat it as his possession - and his only. Thus, Imperial gadgets might be better represented by allocating corresponding bonus draws and special abilities to individual characters or maybe certain Planet Secret than to allocate them to transferable possession cards. Sharing just ain't an Imperial trait, much less a strength so.

The only exception in the game, is a single Stinger-V Blaster, a personal possession of Vans Ka-Tie-A, which he keeps as a reminder of the old days, before the 'modernizations' took all the glamour out of being an Imperial Knight. It might not be impossible that the old knight parts with it if he is convinced of the necessity of such an action, but even an item as small as a Blaster can become a matter of intense plotting and scheming between Imperial characters. 

Card: 

possession no. 54 WEAPON

Vans Ka-Tie-A's Blaster

(Imperial Possession)

[gun like above, but pointing right low]

Adds one to owner's Combat rating.

During hand-to-hand combat, the first wound caused by the owner each round is doubled (i.e. a result of '0' stays 0, but all results of '1' become 2, results of '2' become 3 etc.)

After each character combat involving the gun roll a die. On a roll of 6, the gun becomes inoperative.

Vans Ka-Tie-A's Blaster may not be transferred like other Imperial Possessions (i.e. Imperial spaceships). It may only be transferred at the start of the Mission Segment if the Imperial Player can roll below the current owner's Intelligence rating. Van's Ka-Tie-A's Blaster may never be transferred to Redjac or Ekim Lam and may never be voluntarily discarded.

Occasionally I met Players who would liked the Imperials to also have a range of possessions just like the Rebels do. In general, I was never really fond of that idea. I liked the two sides to be different in character and one point of that was that the Imperial characters had no possession. Apart from not gaining advantages from the cards themselves, one thing that the Imperial Player really lacks because of absence of possessions is the flexibility the Rebel Player gains through them when preparing for his missions. The addition of possessions to the possible ways of how to arrange your mission groups, how you can combine them with special abilities, spaceships or even other possessions, how you actually during the game may hand them over according to your needs is a tremendous boost to the Rebel Player in addition to the actual advantages each single possession adds on its own. And this flexibility was something I liked to deny to the Imperial Player.

Another reason to deny possessions to the Imperial Player in general was more a psychological effect. The Imperial Player just don't get them. He has all the troops he can wish for, force points almost at will (at first) and even his characters have their merits. He _has_ a diplomat with a rating of four, his Combat and Endurance ratings _are_ sufficient and with leadership, he even _excells_. But with possessions, he was just left out blank. He does not even get cards with little pictures of his spaceships. It maybe is only a psychological side-effect, but I think one point that really bugs the Imperial Player with regards to possessions - and this time I mean the actual person playing, not the fictional characters - that 'They' got some, 'I' (!) not. And that bugs him and makes him jealous. And this is I think the proper mindset for the Imperials. Possessing all of the Galaxy to start with and still envious of the few things that others may call their own. 

Paradox as it may sound, part of the reason for me to include one Stinger-V Blaster for the Imperials too was to drive this point home. The situation actually is now even worse. Before, you could actually moan how unfair it was having no possessions AT ALL. Now you are even mocked. You have one now and what is it? A little gun. And even its picture is just a copy of the same model the Rebels possess, just with its barrel pointing down. And along with it comes a restriction how you now may transfer your pesky possession and some text telling you, how exactly it came that way. How it has something to do with the mindset of your side, that it is not that they are all too dumb for it (as said, actually no Imperial character has an Intelligence rating of one), but that it is just because of rather mundane shortcomings like greed, mistrust or hubris only gone too far. I really liked the opportunity the possession's description offered to write that little text into the rules. 

Yet, one thing when playing the Imperials I think they somehow lacked was that one special thing they could be proud of. Something that the Rebel Player just could not call his own now on the other hand (except the Strategic Assignment I mean). Sure, there were the Special Ops and the Atrocity Units. But they all were not really impressive, the Special Ops being rather a passive tool, while the Atrocity Units are tricky to deploy, to say the least. They were all tools waiting the whole game to maybe have their big hour once or twice and then fade back to obscurity again. I think it would have been nice for the Imperial Player to have something that could be used more 'actively'. Something that the Imperial Player could actually use over the whole course of the game, something visible, something to be proud of.

Therefore I designed the 'Imperial Will' - the biggest capital ship ever built. The Flagship of the Empire.
[36.4] THE IMPERIAL WILL
The Imperial Will has been the Empire's Flagships for times eternal. It has been refitted, redesigned or replaced countless times since its first incarnation still under Janis the Lucky, but whatever the configuration of the ship has been, it has always been the single biggest battleship of the Empire, hallmark of its military might. Currently it is the only Miranda-Class Capital Ship which ever saw completion, and though it is dwarfed by constructions like the Planetary Stabilizer or the Resolution these days, it has what these abominations lack - mobility. This, combined with the secrecy surrounding the much bigger atrocity units, is what still makes the Imperial Will today the single most visible embodiment of the Empire's military strength.

I opted for the name 'Imperial Will' as I plan to one day make the history in the Galactic Guide suit my taste more. The religious shrouds around the secret of hyperdrive does not suit me so much. It reminds me a lot of Dune and less of 'lighter' stories like Star Wars or Flash Gordon. I guess I will make the Imperial Military sound like something more mundane - maybe really just 'Imperial Military' - which would be in line with more technical terms like IPOC or the names of the Atrocity units.

The name Miranda-Class was not adopted from the puny outdated ships in Star Trek with the same name, but from Joseph Miranda, who was the first to ask for some kind of Personal Star Destroyer for Redjac.
The Imperial Will is, except when noted otherwise, a mobile military unit sporting a couple of special features. It is not an Atrocity Unit.

Though just representing a single ship, the Imperial Will still can transport a Militia (very likely a kind of elite unit specially equipped and trained to work in conjunction with the Imperial Will). Please take note that the Imperial Will still is not able to transport a Special Ops (which are mobile units).

The reason to stress this point is to prevent, that via a Free Move the Imperial Will AND a Special Ops are used in conjunction to hunt rebel characters.
[36.41] Flagship of the Empire
The Imperial Will has no mobile side on its back, but a damaged side. Thus, the Imperial Will is always visible to the Rebel Player, representing her high symbolic and propaganda value to the Empire.

The Imperial Will can be moved during a Free Move granted by a gather Information (I) mission like an Imperial spaceship.
This last point will open some nice opportunities for the Empire to hunt Rebels. The actual operation would work like this. A weak Rebel Spaceship (e.g. the Galactic Freighter) is on a Planet beyond the normal reach of the Strategic Assignment. The Imperial Player now performs an I mission and gets a Free Move. He moves the Imperial Will to the Orbit above the Galactic Freighter. During the following Production Phase, the Imperial Player puts the PDB on this Planet up (if he is allowed to and if it was not already). The Rebel Player will now have some troubles leaving the planet. If he just takes off with the Galactic Freighter, the chances are 50:50 that a Strength two fleet detachment will attack. The chance that the Galactic Freighter will actually be destroyed is - including rolling on the detection table, break off and combat roll - just 1/6. But it might work, and if not, there is still the chance to at least damage the ship and make the Rebel Player waste time. The Rebel Player of cause can decide to sit tight and wait till the Imperial Will leaves, or the PDB is put down again by an S mission or something similar. The Rebels are still fairly save, for as long as just the Imperial Will is in Orbit, they have little to fear on the Planet itself. The question is just for how long they can stay there till the Empire can move in more troops. And there is still the chance, that there have been more Imperial characters on the ship than just its commander.

[36.42] Stats
Front: 1-2/3-5 

Back: 1-1/2-3

The first number is the Imperial Will's nominal ground combat strength. The Imperial Will is rather vulnerable when on ground and best avoids combat while being docked there.

The next two numbers are the Imperial Will's space combat strengths. The Imperial Will has two different strengths in space combat. The higher strength behind the lash is only used when being the defender in a space combat or during a ranking attack for odds calculation as well as for removal of losses. As an attacker or for the determination of fleet detachments, use the lower number before the lash.

The last number is the Imperial Will's Navigation rating. This rating is used when rolling on the hyperjump table (i.e. not the lower space combat ratings).

[36.43] Single Ship

Like Special Ops, the Imperial Will just represents a small unit (actually only a single ship). The Imperial Will does not count against stacking limits when in an Environ. It still counts as a full unit when preventing Enemy Reaction Moves, even while damaged.

Different from Special Ops, the Imperial Will does not count as a military unit for the purpose of lowering the navigation rating of stacks moving during hyperjump. Thus, if together with a leader, four units plus the Imperial Will can be moved without lowering navigation ratings.

If the Imperial will transports a Militia, the Militia itself does count as a unit for hyperjump determination.

Special Ops are still treated different, to support the image of them being 'ordinary' units. View the difference as the price to pay for their secrecy.
The Imperial Will can not intercept Enemy units on its own. It can intercept in conjunction with another mobile unit and this way become part of the Interception Stack. As a side note,

The Imperial Will can not attack during surface combat. When her nominal ground combat strength is not added during odds determination when the Imperial Player is the attacker in a ground combat in her Environ. It is then only used during loss determination when the Imperial Will can become subject to the casualties of ground combats in its Environ.

When defending in a ground combat, the Imperial Will's ground combat strength is added during odds determination and is used during losses. 

My intent of the Imperial Will was not to give a tool to destroy the Rebel units trickling in via Supply Conduits piecemeal. Therefore the inability to intercept, which  also represents that a single ship can not be everywhere at the same time. The Rebel Player, to be safe, should stay with his units on the Planet surface when hiding from the Imperial Will, preferably in groups and perhaps even a leader nearby. Even when commanded by Barca, the single Militia the Imperial Will may transport will run a certain risk when attacking a mere 2-1 when in its home Environ. On a 1, the Imperial Will just goes up in flames and even on a 2-3, she will be damaged, ripe pickings during the next Rebel Player turn. Two 2-1s already are impossible to destroy both and remember if one side is wiped out, the winner attacks with a squad. And without Elite Navy Commandos any more, Barca could have to face a 6-4 squad alone. Chances for his capture in the first round of character combat: 22%.
The Imperial Will does not count as a unit during determination of Planet control.

But then, there is still the Militia she can transport along.
[36.44] Most Capital Ship
Like Special Ops, during Military Combat, the Imperial Will may only be taken as a casualty, when there are no other Imperial military units left except Special Ops. E.g. if the Imperial will and Patrol suffer four points as casualties during a ranking attack, only the Patrol is removed; the remaining two points are not enough to damage the Imperial Will. However, the Imperial Will is on the other hand not able to 'shield' weaker units from harm except Special Ops, as these ordinary units have to be removed first. Thus, if in the same example just two points are suffered as casualties, it is not possible to 'allocate' the two points to the Imperial Will and claim they are too little to damage her and thus discard them totally - the Patrol has to be removed. 

The only units which can be removed after the Imperial Will are Special Ops. Special Ops can be removed before the Imperial Will if the Imperial Player wants to - and thus possible save it from destruction. See this as some kind of Special mission performed by the Special Ops to save the Imperial Will.

When enough casualties are inflicted on the Imperial Will, it is flipped to its damaged side. If there are still casualties to be suffered, they carry over and may actually destroy the Imperial Will outright. Thus, if the Imperial Will suffers two points of casualties while on the ground or attacking in a space combat, it is destroyed outright; as a defender in a space combat or during a ranking attack, five points of casualties are necessary to take it out in one blow.

Events like 'Raid Enemy Forces' or 'Disaster Strikes' and two S during a Sabotage (S) mission do not remove the Imperial Will when still undamaged, but damage her instead. If already damaged, these three instances destroy her.

The Imperial Will is immune to Subvert Troops (T) missions and can not be harmed by a Spaceship Quest (Q) as it is no Atrocity Unit.

[36.45] Repair, Rebuild
When damaged, the Imperial Will can be repaired during the Resource Phase on any Imperial Controlled Capital, the Throne Planet or Imperial Deltronics by spending one force point.

Should the Imperial Will ever be destroyed, it can be rebuilt at a cost of seven force points if Imperial Deltronics is in a State of Imperial Control at the moment when the Imperial Player pays for the rebuilding of the Imperial Will during the Resource Phase.

When rebuilt the Imperial Will does not appear on the map the Resource Phase it is paid for, but two Imperial Resource Phases later on either the Throne World or the Capital Planet of Province One or on Imperial Deltronics. Should in the meantime all three of the Throne World, the Capital Planet of Province one and Imperial Deltronics not be in a State of Imperial Control any more, the Imperial Will is not placed on the map any more and the seven force points are forfeit. The Imperial Player may try again to rebuild the Imperial Will once he gets Imperial Deltronics into a State of Imperial Control again.

The cost of the Imperial Will may seem quite high. This together with the delay of its rebuilding was done, so that it does not pop up almost instantly when lost. The Imperial Will is the Empire's Flagship and thus shall be used with some care.
[36.46] Elite Crew
The Imperial Will is crewed by the finest personell the Imperial Navy has to offer. This as well as the latest hardware designed by Imperial Deltronics convey the following special abilities to the ship.

· The Imperial Will has an inherent space-leadership rating of one. The rating can be used whenever there is no Imperial character present as a leader (i.e. they do not add to the leadership ratings of characters but substitute for them). The Imperial Will can not negate the adverse shifts for fighting in a Special Environ.

· The Imperial Will can not be intercepted when leaving an Orbit Box alone or when only transporting a Militia along. It can be intercepted when entering an Orbit Box or when staying in an Orbit Box or when trying to leave in a stack with other mobile units.

· The Imperial Will can protect Imperial Spaceships from Fleet detachments during the detection routine. Ignore all fleet detachments attacking Imperial Spaceships during the detection routine on the same Planet as the Imperial Will. Fleet detachments resulting from a failed Spaceship Quest (Q) attack as usual however. 

· The Imperial Will is equipped with a whole fleet of military shuttles to dispatch troops on planets she visits without the need to dock on a planet's surface herself.

When the Imperial Will is in an Orbit Box at the start of the Interplanetary Movement Segment, one Militia and any number of characters and their spaceship may be loaded directly from any Environ of the same Planet unto the Imperial Will for transport. When the Imperial Will is in an Orbit Box at the start of the Surface Movement Segment, one Militia and any number of characters and their spaceships may be unloaded directly into any Environs of the same Planet from the Orbit Box with the Imperial Will. Characters unloaded this way become detected and the Emperor, if transported that way, becomes indignigated and is treated as if he had traveled without his retinue. During the Reaction Movement Segment, the Imperial Will can deliver one Militia and characters stacked with her to any Environ on the Planet. If the Emperor has to use the shuttle fleet, he becomes indignigated and is treated as if he had traveled without his entourage.

A Rebel Controlled level 1 or 2 PDB prevents the use of the Imperial Will's shuttle fleet. Characters and Militias have to reach a planets surface under the conventional methods then again.

· The Imperial Will can heal one wound of one character stacked with her, even if that character acted as a leader this turn or went on a Question Prisoner (Q) mission. If the character went on any other mission, his wounds can not be taken care of by the Imperial Will's medical teams that way.

· One of the Imperial Elite Commandos serves aboard the Imperial Will and can be used on the same Planet as the Imperial Will to assist an Imperial character with a ground leadership of at least two (see details under 'Imperial Elite Commandos' below). The Commandos can be supplied past a Rebel-Controlled level 1 or 2 PDB from Orbit. 

All in all, the rules for the Imperial Will are quite long, adding many, many features into one single counter. However this somehow again fits the Imperial attitude that big is beautiful. What the Rebels would spread over many possessions in terms of benefits and thus gain an incredible amount of flexibility, the Empire puts into one single oversized tool of destruction to intimidate its subjects with.

The other thing is, if you want some new flashy toy, you have to write some rules for it too.
Finally, the last two points of Combat rating I wanted to add to the Imperial side.

IMPERIAL ELITE COMMANDOS

The Imperial Player has a plethora of specialized elite formations at his disposal to support his mission groups with additional firepower and other means of assistance. These teams of elite soldiers are represented by two counters labeled 'Imperial Elite Commandos' which the Imperial Player may assign each turn to his characters.

The counters can be assigned to Imperial characters during an Imperial Surface Movement Segment and stay to support that character until they are reassigned to another Imperial character during another Imperial Surface Movement Segment (i.e. their support stays with the same character throughout Ground Combat, Search Phases and Mission Phase) or until they are used to suffer a wound. Imperial Elite Commandos can not be assigned to captured Imperial characters.

One of the counter, representing the best of the Imperial Elite Navy Commandos (indicated by the suffix 'Navy' on the counter) can only be assigned to a character with a ground leadership rating of at least two who must be on the same Planet as the Imperial Will. Every Surface Movement Segment it must be checked, if these Navy Commandos are still on the same Planet as the Imperial Will, though it does not matter if they are in the same Environ or if the Imperial Will is in the Orbit Box at the moment. If the Imperial Will has moved to another Planet in the meantime, the Navy Commandos have to be withdrawn from that character. Furthermore, the Elite Navy Commandos are removed from the game the instance the Imperial Will is destroyed and remain out of play until the Imperial Will is rebuilt again.

The other counter represents the many other Imperial special forces spread out all over the Galaxy of which many but not all are actual army formations (such as the Secret Service's Black Hand Infiltrators, Jon Kidu's Terror Teams, the Order of the Imperial Knights or The Emperor's Palace Guardians on Orlog to name only some exceptions). This counter can be assigned to any Imperial character with a ground leadership of one or higher anywhere on the map. It can be assigned to the same character who received also the Imperial Elite Navy Commandos, giving that character the benefit of two Elite Commando teams.

Each Imperial Elite Commandos raises the Combat rating of the character it supports by one and confers to him one bonus draw on Free Prisoners (F and J) or Rescue (F) or Sabotage (S) missions. Imperial Elite Commandos can be used to suffer one wound instead of the character they are assigned to, but their counter is then removed temporary from the map and all their benefits lost till they are replaced. At the start of the next Imperial Surface Movement Segment, the Elite Commandos receive replacements and their counter is returned to the map and can be assigned to a character again (including the one they had served before).

Imperial Elite Commandos represent those guys who scuttle around the villains to look dangerous and menacing, but actually turn out to be not much more than cannon-fodder for the main cast. They stand even below Imperial Minor Casts in importance, for the Minor Casts at least have a name, a face and some kind of character, while the Imperial Elite Commandos really are just extras.
The need to have a leadership of two will exclude most of the Imperial Knights from commanding the Elite Navy Commandos serving aboard the Imperial Will. The Imperial Will is part of the Imperial Military and its pride, i.e. it is not under the command of the Order of the Imperial Knights. There always has been some rivalry between the Order and the Military and Redjac's recent increase in power and his aspirations for the Imperial Knights have not improved matters to say the least. Please also take note that if the Emperor does not travel with his entourage, his lowered ratings will mean that he also can't command the Elite Navy Commandos. He just needs someone between him and these 'people'. Also note, that he can't command them when 'forced' to use the military shuttles of the Imperial Will so either his Imperial Shuttle must be transported along too, the flagship has to dock on ground for him to land in style or you just have to accept that the Emperor is perhaps not the best choice to make optimal use of the Imperial Will. 

With this, the part dealing with upgrades to characters and possessions ends. A short summary will outline, how the situation has changed now and what are the limits each Player can reach with his new set of casts and toys. 

With the addition of the Stinger-V Blaster and Minor Casts, the Rebel Player now is up to all in all (depending on the Minor Cast) 70 or 71 points Combat Rating. Depending on whom he assigns as a pilot to Oneste Woada and the Norrocks, this means he is able to create eight other groups with Combat rating eight (the magic number) with one to three points to spare which will come in handy when dealing with hostile Xanthons for instance, but too little to spare one of the good leaders (except maybe Odene Hobar who in turn then would be lost as a diplomat however and really stretch the Rebel's limits). All in all a fairly solid basis to live through the game till the military conflict starts.

The Empire meanwhile is up to 53 to 54 points of Combat rating (depending again on which Minor Cast is chosen) if you include every single point of Combat rating available like for instance also the Elite Navy Commandos attached to the Imperial Will. Enough points for six groups at exactly eight points and then five points left to dispatch Barca on board the Imperial Will to pacify early rebellions or hunt space pirates (though then, the Elite Navy Commandos aboard the Imperial Will would see little use) or an additional point, if the Imperial Will or Barca were deployed more to tour the galaxy as an additional tool to perform missions. What else could bother the Imperials in form of Xanthons or nasty creatures could be dealt with via 'Ally Slavers' or 'Assemble Exploration Teams' of the Gather Information (I) mission, while the most common Combat rating-7 threat in form of two Sentry Robots rarely if ever materialized for the Imperial Player.

All in all, on paper, the situation now looks, as if the Imperial Player could live relatively comfortable. Enough spare points to feel save when dealing with any locals or creatures that might show up, an Imperial Commander for pacification duties and, if you view the Imperial Will as yet another mean to transport characters, six ships for the Imperials to travel around, neatly filling their needs. Furthermore, the abilities of the Imperial Will and Ekim Lam to ignore the Strategic Assignment (the latter even without resorting to a Gather Information (I) mission) now actually offer some way to actively trouble Rebel mission groups (and here, that sometimes as 'too inflexible' maligned point of Combat rating of the Imperial Navy Commandos will suddenly come in very handy again) and with the modifications to Gather Information (I), people like Jon Kidu will scarcely run out of work - so many things to keep your eyes on, so little time.

However, once you start trying to assemble your Imperial characters, you will realize, it is easier said than done to reach all these aims at once. And again like with its military units, it is not the lack of strength (quite to the contrary) but the Empire's innate inability to get its act together which prevents optimal use of its characters. The restrictions on who may own or request which spaceship, the Emperor effectively being limited to the Imperial Shuttle or a mobile unit, Ekim Lam given an outsider's treatment, Vans Ka-Tie-A slow to hand over his Blaster and - not to forget - the necessity to not just group characters according to Combat rating but also in a way, they can perform missions (namely D, I and C) proper will very likely put a couple of dreams beyond reach, or at least only possible by some kind of trade-off like giving up a spaceship or sending characters on missions they are not optimal for. 

Again, a nice way to simulate how its inherent inadequacies - greed, egoism, overconfidence, mistrust - make the Empire, on the outside looking so formidable and overwhelming, actually struggle to keep its ailing regime running for yet another standard cycle.

SECRETS AND EVENTS

This Chapter deals with the last part of the original game remaining, the Planet Secrets and Galactic Events. I want to start with modifications to the Planet Secrets, as Galactic Events were done very extensively.
PLANET SECRETS:

Clone World

Characters are not any more resurrected with a Gain Characters (G), but with the Investigate Secret result of the Gather Information (I) mission for the Rebel Player or with the Clone Character result for the Imperial Player. One mission letter resurrects one dead character (Phasing Player's choice which), and it is possible to resurrect up to two per mission. 

The Imperial Player may perform his resurrections safely from within the Cloning Complex. He may ignore all Action Events while performing a Gather Information (I) mission on the Clone World, but then must chose the result Clone Character. He may do this even when the Planet is Rebel Controlled. Imagine the Cloning Projects to be conducted so utterly secretive at a most remote spot and tightly guarded (and not only to prevent things from getting in) to such an extend that even if they could be found, stormed and cleansed, the sick experiments conducted in these dungeons of mad science would just only be driven more underground to be continued by its insane masters of forbidden arts and their acolytes.

The Rebel Player has to obey Action Events when going on any Gather Information (I) mission on the Clone World. If he then chooses the result Investigate Secret to resurrect a character then, the Action Events were representing the dangers to find the Cloning Laboratories, break into them, find their lost friends and get out of the Complex again in one piece.

With Escape an option, there was not too much incentive for the Imperial Player to opt to die with his characters and the Clone World becoming almost obsolete. For this reason, Imperial characters were exempt from Mission Results. A single character may now go on that mission (even weak Thysa Kymbo), observing the cloning process from within the security of the 'X-labs' and just urging the Empire's minions on to work faster, which is roughly equivalent in effort (in game terms) to the character who opted to die to try escaping on his own.
Drug World

Characters incapacitated by the Drug World (i.e. the single wound it causes every turn), may be rescued as usual. No combat against a creature or locals is necessary. They 'only' have to overcome their addiction, which is represented by the Rescue (F) mission.

Mutant World
A 10-9 creature attacks even if there is no creature's name printed in the Environ. Sentry Robots only attack on the Mutant World when activated by 'Security Measures!'.

The special abilities of Oneste Woada, Professor Mareg, the Norrocks or Imperial Exploration Teams to ignore creatures or locals do not apply on the Mutant World. 

This essentially makes the Mutant World the most single dangerous place in the Galaxy perhaps. All that will help here is brute force and to defeat 10-9 creatures (i.e. to come up with Combat rating eleven yourself) very likely you have to gang up two ordinary mission groups - or use three to go on two missions.
Industrial World
The Industrial World also gives five extra Force Points to the Imperial Player every Resource Phase. When the Planet is put into Rebellion, the Rebel Player receives double Force Points for immediate expenditure and to his Resource Track. The Event Populace goes wild! will raise the Force Points for immediate expenditure to triple the planets resource ratings.

Like already mentioned in the Chapter Military Implementations I liked to give the Empire ample forces to deploy and raising the output of the Industry World was the single most effective way of doing this. The Empire will be quite in some need of the extra force points under this variant.
IPOC

Imperial units remain face-up even if the IPOC is later on again put out of Rebellion. 

This is not really a new rule but rather a reminder of the original one. I kept things this way, as it is now much easier to stop a Rebellion.
'Living Planet'
Once put into Rebellion, the planet immediately becomes Rebel Controlled. The Planet sends no force points to the Resource track when put into Rebellion. Instead, the Planet receives a level 2 PDB, up. This PDB can never be reduced by any means, it can only be placed down. If Placed down, it will not regenerate itself, the Rebel player has to spend a Force Point to raise it up again.

Only Coup Ratings on the Living Planet are ignored, sovereigns (this only being relevant for Thensok Phi) remain in play.

The Living Planet can be put into Rebellion by choosing Investigate Secret during a Gather Information (I) mission, not by drawing one D on a Diplomacy (D) mission any more. When drawing two I, the effect of 'Populace goes Wild' takes effect (if not already through Mission Events). 'Civil Disorder' has no effect on the Living Planet.

I actually like the idea, that Professor Mareg now is the one most likely to find a way to comprehend the Living Planet and convince that alien entity to aid the Rebels.
Trap!
For search purposes and squad strength, the Trap! is considered to have four inherent ground combat strength points. These points may search for characters independently or be added to regular units in any Environ for these two purposes.

Once the Rebel Player obtains an Investigate Secret result via a Gather Information (I) mission on the Trap!, the action result 'Enemy agent reveals one mission' is changed. Instead of one mission being aborted and the group becoming detected, the Rebel Player receives one bonus draw.

Once revealed, the Secret is not removed. Detected characters are not any more automatically captured. However the Planet still acts as a prison to hold captured Rebel characters without Imperial military units to guard them. If Rebel characters become incarcerated on the Trap! they are immediately transferred to that prison. 

The Imperial Player may perform a Gather Information (I) mission on the Trap! while the Planet is in a State of Imperial Control even when there are no Rebel units or characters present. When performing a Gather Information (I) or Question Prisoner (Q) mission on the Trap! (not in the Orbit Box of the Planet though) the Imperial Player receives two bonus draws on Gather Information (I) and Question Prisoner (Q) missions.

When the Trap! becomes Rebel-Controlled, it loses its function as a Prison and does not grant bonus draws to the Imperial Player any more, until the Planet becomes Imperial-Controlled again. 

While the new Mission Chits in general made missions for both Players more likely to succeed, the changes for the Trap! will boost the Rebel Player more. Some bonus draws for I and Q missions surely will help the Imperial to keep up with the increased importance of these missions, but to be able to ignore 'Enemy Agent reveals Mission!' is clearly the bigger advantage. It might take a while till the Rebel Player can get down on the Trap! (it is just bound to house a Special Ops), but once he can makes, he will make more progress with his missions - which again makes the game to proceed faster. Take note also, that I and T mission letters were grouped with 'Enemy agent reveals mission'. These two missions will benefit therefore most from the infiltration of the Empire's spy network.

Empire Forever!
The Planet can even be taxed when the Capital/Throne planets necessary for taxation [33.11 and 33.12] are Rebel-controlled. In this case, its points can be used to raise units on the Empire Forever! Planet and/or be sent to the Imperial Resource Track.

A Neutral Sovereign on the Empire Forever becomes Pro-Imperial. The Loyalty marker on Empire Forever! once revealed, will never leave the Patriotic Space for the rest of the game. The Planet therefore can also never be put into Rebellion.

The Imperial Player may ignore 'Enemy Agents!' and 'Locals attack!' on Empire Forever!

Welcome Rebels!
A neutral Sovereign on Welcome Rebels becomes Pro-Rebel. The Loyalty marker on the Planet can never rise again and the Imperial Player may not go on a Stop Rebellion (R) mission on the Planet.

Imperial Deltronics
With one I when choosing the Investigate Secret result on the Planet, the Rebel Player can choose one spaceship out of the possession deck except the S-XIII. With two I, he can choose any spaceship out of the possession deck, including the S-XIII. 

The designers and research facilities on Imperial Deltronics are necessary for the Imperial Player to rebuild the Imperial Will. When Imperial Deltronics are not in a State of Imperial Control (which is different from 'Imperial-Controlled') the Imperial Player can not rebuild the Imperial Will. Relevant is the moment when the Imperial Player wants to expend the force points to rebuild the Imperial Will, should Imperial Deltronics be lost after that, the Imperial Will still will see completion.

Imperial Archives

In addition to its special use for the Rebel Player to reveal all Planet Secrets, the Imperial Archives also have the following features.

Any Player can go on a Gather Information (I) mission at the Imperial Archives at any time, even if he controls the Planet and there are no Enemy units or characters.

The result Investigate Secret of the Gather Information (I) mission, reveals all Planet Secrets to the Rebel Player.

A Gather Information (I) mission performed on the Imperial Archives may receive three extra bonus draw, but then the result 'General Research' must be chosen (i.e. they can not be used to gain reveal all Planet Secrets). The decision whether to take the three additional bonus draws does not have to be made beforehand. A Player may first see how many mission letters he draws with just his original draws and if he is not satisfied he may take another three, but then has to take 'General Research' for the letters he got.

Casino Galactica
Mission groups no longer gain a possession because of a character with Intelligence four (i.e. a good education and some willpower, which actually usually keep you away from gambling) Instead, each Mission Group containing one of the following characters or possessions receive one possession at the end of the Mission Phase except the S-XIII: Ran Jayma, Tourag, Boccanegra, Agan Rafa, Sidir Ganang, Ly Mantok or Bridne Murcada. 

Alternatively a mission group containing one of the following possessions may receive a possession: Charsot, Cervac Mk IV or Scrambler. If applicable, the possessions have to roll whether they become inoperative for this use. If they become inoperative, the mission group does not receive a possession and is instead attacked by hostile locals for cheating. Characters do not have to make use of their possessions to cheat at the Casino (especially not, if they can win one anyway without them).

Any Player can go on a Gather Information (I) mission on Casino Galactica at any time, even if he controls the Planet and there are no Enemy units or characters.

The Casino is not removed when the Planet is put into Rebellion.

I disliked the situation, that the Empire gained some advantage for putting the Planet into Rebellion and the Rebel Player pondering whether he maybe could do something against it. FITG is not the Khmer Rouge or Taliban creating their own sick version of reality. Our Rebels are a lot nicer than their sometimes sour, revolutionary counterpart in reality. I in fact can imagine a couple of them pondering whether to become manager of one of the Casinos once the war is over.

That I exchanged the characters who may receive a possession was due to that I considered it odd that academics like Doctor Sontag or Professor Mareg could best lowlifes like Ran Jayma or Agan Rafa at the gambling table. So I instead chose those who I considered to combine the proper mix of gambling streak, wits, bravado, deceit, guts and a bit of immorality to be the receivers of the bets.

The last element of the game not yet covered are Galactic Events. As mentioned this aspect of the game has been transformed into some kind of card game (albeit a rather simple one), with Players having the chance to take influence via Gather Information (I) missions but also via cards that are dealt to them one or the other way.

The Galactic Event Cards have been totally rewritten, which was a good opportunity to also root out some unbalancing but also rather insignificant Events. This however will necessitate to produce a new set of cards if you want to use this variant. It is very seldom that any shuffling occurs during the game (actually mainly when the game is set up), so if the card texts are just mounted on some cardboard it should be okay. An excellent way to get the necessary cardboard is to just track some people playing trading card games and ask them if you can have some of their unneeded common or uncommon cards. The die-hearts of that hobby accumulate these cards in unholy amounts and just throw them away anyway. If you are shameless, you will take cards of the Star Wars TCG, just to steal a bit more from there. Personally, I prefer Star Trek (but just because my brother collects these).

At the end of this file are the texts of the new Events ready for cut-out, which should fit on standard TCG cards. But as on each card I only could fit a limited amount of text, each one also has a detailed description here in the rules (much like also Mission Chits all got their results explained). Event Chits instead of Cards would not be very feasible, as there have to be some fairly large decks (30 Cards or so) placed onto the Galactic Events Track, a new Track which I was not able to incorporate into these rules (as I use a very old word version). If you send an e-mail to uweareuter(hotmail.com I can send you the tracks as gif files. The files also include a new Turn Record Track, including notes on which turn a new Strategic Assignment is drawn and which Province is taxed on which turn.
[32.0] GALACTIC EVENTS

Though the rules are still headed Galactic Events, they govern also Historic and Secret Events as well as Major Events (all which will be introduced below in detail).

[32.1] EVENT CARDS
There are now four different kinds of cards, which collectively are referred to as 'Event Cards'. Do not confuse this term with the Mission Chits and their mission results. The four kind of Event Cards are:

· Galactic Events, for which it was deemed better that both Players know of them in advance so they can prepare for them a bit. Many of them only apply their full effects when in the Due Box. Some Galactic Events are just triggers for Major Events. There are in total 28 Galactic Events.

· Major Events, which represent Events of smaller impact or which were deemed to better get a bigger chance to turn up unexpected. Many of their effects apply while face-up, no matter if in the New or Due Box. There are in total 33 Major Events.

· Historic Events, which may be played after certain conditions on the map are fulfilled. These Events represent major historical happenings which will occur almost every game, and which often have lasting effects for the rest of it. There are in total 8 Historic Events.

· Secret Events, which represent secret plots, projects or just opportunities which each player may use to spring some major or minor surprises on their opponents. Each Player has his own set of Surprise Events, and there are in total 6 Surprise Events for each of the two Players.

During the game, in general there will always be at least two Events face up which effect the game. Sometimes this number will increase due to more Major Events happening at once and as the game progresses, more and more Historic Events and some Secret Events of previous turns will also gather off-map and continue to influence the game.

[32.2] GALACTIC EVENTS TRACK

[32.21] A couple of Boxes are provided on the Game Record Tracks trough which Galactic Events cycle through. These Boxes are also called the 'Galactic Events Track' which consists of the following: 

· The box for the 'Galactic Events Deck' in which the yet not happened Galactic Events are put face-down and the box for the 'Major Events Deck' in which the same is done for the Major Events.

· The 'New Box', in which the Galactic Event Card drawn new in a turn is put and from where, if face up, it may already start to have effect according to its text.

· The 'Due Box', into which Galactic Events move from the New Box. Some Events only start to effect the game when they reach this Box, giving both Players a chance to prepare for them while they have been in the New Box. The Due Box has two additional Boxes to put Events in, as it is possible, that up to three Major Events happen at once. This is also the Box into which Historical or Secret Events are played into.

· The 'Discard Pile', into which all Galactic Events and Major Events are discarded. Best is to keep them there face-up to not confuse the ever growing pile with the Galactic Events Deck.

Please note that the only Box which Historic Events and Secret Events will ever be put in, is the Due Box. These Events are dealt to each Players hand according to different rules and always played directly into the Due Box. From there, they leave the Event Track next Game Turn again (though some of them continue to still influence the game afterwards).

[32.22] Beside the map-board there will be four other further piles. One Imperial and one Rebel Secret Events Deck, one deck with all Historic Events which yet have not happened and four Galactic Events removed from the game at the moment. The Galactic Events and the Secret Event Decks are face-down and may usually not be inspected by the Players, but the Historic Events may always (and sometimes have to) be looked through to pick up certain events. Furthermore an 'Lasting Events Holding Box' is provided, if you have the space you can use this to keep track of which Historic or Secret Events played still have an effect on the game.

[32.23] Last, both players will also acquire a hand of cards over the game, composed of their Secret Events, Historic Events and a couple of Major Events they may keep. Secret and Major Events are always hidden from the Enemy Player, while Historic Events held must be revealed to him on request.

[32.3] SETUP OF EVENT CARDS
Event Cards are prepared for the game after both Players have set up all their counters and the Imperial Player has arranged his Strategic Assignment Deck.

[32.31] First put the First right marker in the Rebel Box on the Galactic Events Track (use any of the spare counters of the original game).

[32.32] Then take all Galactic Events, shuffle them, remove four randomly from the Deck without looking at them and put the aside. These four Events are removed, so that even if the game lasts long and the Galactic Events Card deck becomes exhausted, even the last couple of Galactic Events remain unpredictable.

[32.33] All Major Events are shuffled and put face down in the Major Events Box. There is no need to remove any of these from the deck, as the Galactic Events can only trigger up to 30 of the 34 Major Events.

[32.34] Next, each Player may choose two of his six Secret Events to put in his hands. The Events are chosen out of each Players respective deck, they may sort through their cards and pick any two they deem most useful to them. The remaining four of each Player are then put aside to form one Imperial Secret Event Deck and one Rebel Secret Event Deck.

[32.35] Last, the Historic Events are prepared. The Historic Events 'The Lonica Conferences' is put face-up into the New Box and thus will always be the very first Event of the game when moved to the Due Box in Game turn one. The Historic Events 'Redjac's Purges' and 'Imperial Crackdown' are shuffled and then placed face-down on top of the Galactic Events Card deck. These two Events will be the ones drawn new in turn one and two and will prevent for that time any cards to be played from a Player's hand. All remaining Historic Events are put in a stack beside the board within easy reach for both Players.

[32.4] EXHAUSTION OF THE GALACTIC EVENTS DECK
Whenever the Galactic Events Deck is exhausted, a new Deck has to be prepared. This happens when the last card of the Galactic Events Card Deck is drawn, i.e. you will never see the Box of the Galactic Events Card Deck empty.

Take the Discard Pile and separate the Galactic and Major Events therein again. Then take all Galactic Events, including the four set apart at the start of the game but excluding all that currently are in the New or Due Boxes, shuffle them all, again remove four and put the remainder into the Box for the Galactic Events Deck to form a new Galactic Event Deck. 

At the same time when a new Galactic Events Card Deck has to be prepared, also the Major Events are recycled. Take all Major Events from the Discard Pile and those still remaining in the Major Events Deck (i.e. again all except those currently in the New or Due Boxes), shuffle them and put the whole stack again into the Box of the Major Events Card Deck to form a new deck there.

[32.5] EVENTS SEGMENT
The Events Segment of the Galactic Phase is the segment in which all movement of Events Cards along the Galactic Events Track and the playing of cards from a Player's hand occurs.

[32.51] Each turn, the Event Cards in the Due Boxes are discarded and put into the Discard Pile if they are Galactic or major Events. Historic Events and Secret Events, due to the fact that they never may be recycled and also often have lasting effects on the game, are instead put aside the map.

[32.52] After the Events of the Due Boxes have been discarded and before a new Galactic Event is drawn, both Players will be asked by their opponent if they want to play an Historic or Secret Event from their hand according to 'Playing Cards' [32.6]. If an Event is played from a Player's hand, it is directly put face-up into the Due Box, the Event in the New Box remains where it is and no new Galactic Event is drawn from the Galactic Events Deck this turn (essentially, the Card played from the Player's hand is the 'new' Event of this turn).

If neither Player wants to play a Card from his hand, the Event Cards from the New Box are advanced to the Due Box and a new Galactic Event is drawn from the Galactic Events Card deck to replace it and be placed face-up in the New Box.

The playing of a Card from your hand will achieve two effects (apart from the effects on the card themselves that is). First, the Event played from your hand will come as a surprise to your opponent, if not its content than at least its point of time, as all of its effects will count immediately. Second, it will prolong the time the Event in the New Space has to remain there, possibly prolonging those effects of it which already count when just being face up.
[32.53] While face-up Events start to effect the game. Some effects already apply, when the Event is just face-up, no matter whether in the New or Due Box. Some effects, needing some time and to give Player's some warning about them, will only apply when the Event reaches the Due Box.

[32.6] PLAYING CARDS
[32.61] Between Player's there is an alternating 'First Right' indicating who will be asked first to play an Event from his card and in general, who at the moment has the edge in playing a card. Only one of both Players can have this First Right and the Rebel Player starts the game with it. The First Right always changes to the other Player, when the Player with the First Right plays a Card from his hand. When the Player without the First Right plays a card from his hand, there is no change.

[32.62] The Player with the First Right is asked first by his opponent, if he wants to play a card from his hand instead of a new Galactic Event to be drawn. If he foregoes this opportunity, the Player in turn asks if his opponent wants to play a card, if he also declines a new Galactic Event is drawn from the deck and the Events advance as described above.

[32.63] If the Player with the First Right wants to play a card from his hand, his opponent may try to prevent him to do so by expending one of his 'General Research' results. The opponent must have a card on his hand to attempt this, if he has none, he may not attempt to break the First Right. 

The Player with the First Right may decide now, if he in turn wants to expend one of his 'General Research' results to prevail with his first right, play his event and surrender the First Right to his opponent as usual when the Player with the First Right plays a card. His opponent in this case may not again use a 'General Research' result to start "another round of bidding" so to say, and has to accept that the Player with the First Right plays an event.

If the Player with the first right does not use 'General Research' to prevail with his right, then the opposing Player must play a card from his hand and the First Right does not alternate.

[32.64] If the Player with the First Right did not want to play a card and his opponent then decides to play a card this turn, there is no option of the Player with the first right to prevent this with 'General Research' and play one of his cards instead. If he wanted to play a card, he has to do so when asked first.

[32.65] During the first three Game Turns, no cards may be played.

During the first three game turns, certain historic events will happen. One reason for this was, to give some pointers to what happened just before the game started and how the stage was set, the other reason was that players now will have a very good idea what could happen during their very first turns and plan accordingly. By the time totally random Galactic Events begin, the game is already rolling and both Players very likely will have scrambled to assemble their basic forces (or at least had a fair chance to do so).
[32.7] MAJOR AND SUDDEN EVENTS
[32.71] Major Events are all triggered via a corresponding Galactic Event. Several Galactic Events constitute that a certain number of Major Events have to be drawn. At most one of these will be put face up when put into the New Space, while all others will be so called 'Sudden Events'. With very few exceptions, the first Major Event drawn is put face-up atop the Galactic Event Card which triggered it and, as it is face-up, may apply those effects that apply when face up as outlined in its text.

[32.72] When a Galactic Event Card states, that a certain number of Major Events (and in one case even a Galactic Event) are Sudden Events, the respective Cards are drawn and put face down under the Galactic Event Card which triggered them and, as they are yet face-down, do not apply any of their effects. When these Sudden Events reach the Due Box of the Galactic Events Track, then they are put face-up and begin to apply their effects as outlined on their cards.

[32.8] SECRET EVENTS

[32.81] Secret Events are always played from a Players hand. These cards are kept at all times secret from a Player's opponent and even a use of 'General Research' will only give information about a Secret Event not held by a Player.

Both Players each start the game with two Secret Events of their choice of their respective side in their hands. Later during the game, certain other Events may state, that a Player will receive another one of his Secret Events.

[32.82] Whenever a Player is to receive a new Secret Event, he takes his remaining Secret Events Deck, shuffles it and then randomly draws all cards out of it except one. Out of these drawn cards, he may chose any to receive, the others are all returned to the deck together with the one single card the Player was not allowed to chose.

This kind of procedure will ensure, that Players may chose useful Secret Events for themselves, but also keep a little suspense as at least one Event will always stay out of reach (even two if the Galactic Event 'Spy Wars' does not show up). Players can try to make this an Event they are not particularly fond of, but at the end, when only two cards remain, the last draw will be totally random still.  
CARD TEXTS
Following is a Card by Card account with detailed descriptions of their effects. These descriptions are the actual rules, the texts on the cards themselves are just summaries. Some effects, which are more elaborate and occur on several cards are dealt with in advance to make it possible to later on just refer back here.

Expenditure of Force Points
Some Events require a Player to expend Force Points. These Force Points are immediately deducted from his track and may put that Track into negatives. Just invert the markers on the tracks to indicate negative values. Once a Player receives again points to his track, these points will first be used to raise the track again to zero before any expenditures are again allowed. A Player never can put his track voluntarily by building units or paying bounties under zero.

Decreasing Effects via 'General Research'

When a Galactic Event offers to lower its effects by expending results of 'General Research', it is always the Player with the First Right who will be asked to do so first, but doing so does not alternate his First Right. After the Player with the First Right, also his opponent may use 'General Research' to lower effects of an Event. Effects are decreased at the end of the Events Segment and it does not matter if the Event is still in the New Box or already in the Due Box.

Bounty and Discouragement Levels
Via Gather Information (I) missions alone, the Bounty and Discouragement Levels will never be more than one square apart. Certain Events however may lower or raise these ratings and lead to a bigger difference. If this is the case, then it needs corresponding more successful Gather Information (I) missions to catch up with the other level.

Alliances of Races
Some Historic Events will ally certain races against the Empire. This will mean, that the races are treated as one race when it comes to Domino Effects, except that a Home-Planet of a race always will stay the Home-Planet for only that race. 

This means that a Home-Planet of a Star-Faring Race is only treated as an ordinary Planet with a star-faring race when it comes to shifting the Loyalty markers of allied races. The additional Domino Effects grants to it for being a Home-Planet however, can only be applied to its original race, not to just allied races. 

In case of the Amphibian Alliance, Domino Effects sparked on Unarpha or Mrane may be applied to each other (within the limits outlined above), similar to the rule that Capital and Throne Planets may affect each other with Domino Effects.

All other limitation regarding domino effects (e.g. due to being Patriotic, Dissent or in Unrest) remain unaffected.

Examples: 

· The 'Fringe-People Alliance' has been played. If a Player shifts the Loyalty marker of Xan, the home Planet of the Xanthons, two spaces in his favor then he may shift any one Planet in the Zakir System and one other Planet inhabited by any of the Fringe-People one space in his favor (like it would be the limit for just an ordinary planet with a star-faring race). The additional Domino effect for being the Home-planet of the Xanthons allows only to shift all Planets with Xanthons in province five. 

· The 'Amphibian Alliance' has been played. If a Player Starts or Stops a Rebellion on Mrane, the Home-Planet of the Suvans, he may shift the loyalty of all planets in the Luine System and the Loyalty marker on any two Planets inhabited by Saurians or Suvans or Calmas including the Saurian Home-World Unarpha one space in his favor (like it would be the limit for just an ordinary planet with a star-faring race). The additional Domino effect for being the Home-Planet of the Suvans allows only to shift all Planets with Suvans in province three.

· The 'Amphibian Alliance' has been played. If Unarpha becomes Rebel Controlled, the Rebel Player may shift the loyalty of all planets in the Ribex System and on any two Planets inhabited by Saurians (though it would be foolish to do so) or Suvans or Calmas including the Suvan Home-World Mrane one space in his favor (like it would be the limit for just an ordinary planet with a star-faring race). The additional Domino effect for being the Home-planet of the Saurians allows only to shift all Planets with Saurians on the map. 

Reversal of Bonus Draws
Some Events state, that Mission Results which usually subtract a bonus draw now add one or vice-versa. All other aspects of the Mission Results stay the same, including that Events like Contacts! and Rumors! still contradict and exclude each other, thus adding/subtracting only one bonus draw in total if both come up.

Rebel Cells
When Rebel Cells are received due to an Event, use the two gray markers to indicate them on the map, i.e. Cells received due to Events do not count against the limit of only nine Rebel Cells on the map.

GALACTIC EVENTS

G#1 Cosmic Storms

A Cosmic storm rages through the hyper-jump dimensions, casting ships adrift and hampering galactic communication.

When the Event is face-up, all hyperjump-distances traveled are increased by one when rolling on the hyperjump table.

When the Event reaches the Due Box, the following two effects apply:

· Whenever a unit, stack or spaceship is going to hyperjump, the owning Player names its (legal in terms of the Strategic Assignment) destination and then rolls a die twice, the first roll representing the ten- and the second one the single-digits. Characters in spaceships and military units with a leader may re-roll the dice if they did not like the original result they rolled. However, they then have to accept that roll, they can not go back to their original roll. 

If the final roll matches an existing System on the map, that unit, stack or spaceship must attempt to hyperjump to there or else be automatically placed in the Drift 2 box of its original destination. If the roll would send ships to a destination in violation of the Strategic Assignment, the Imperial Player may move them there. If the rolled number matches no existing System, the hyperjump is carried out as normally.

· Domino Effects may not cross Province Boundaries, i.e. have no Effect on planets outside the Province from where they originated.

While face-up, Players may negate one of the latter two effects by expending one result of 'General Research'. This can already be done when the Event is face-up in the New Box and the effect canceled will be canceled for both Players when the Event reaches the Due Box. 

Only one effect may be canceled per player per turn per 'General Research' expended, but as the Event will (usually) cycle face-up through the New Box before it reaches the Due Box, the same Player could cancel both effects if he wants and has the required 'General Research', by canceling one each turn.

The first effect, which increases hyperjump distances may never be canceled.

G#2 Space Navigation Infrastructure fails

General neglect under the Empire and the strains of civil war finally let the Galactic Navigation Infrastructure collapse.
While the Event is face-up, increase all hyperjump distances traveled by one.

A Player may cancel this effect for his side for the current turn by expending one result of 'General Research' and paying five force points. This will cancel the effect only for his side and only for the current game-turn.

G#3 Spatial Rift

A multi-dimensional spatial rift occurs. Distances for space travel distorted.
When the Event reaches the Due Box, all travel from one province to another increases hyperjump distances by two (but only by two, no matter how many boundaries are actually crossed).

A Player may lower this effect to an increase of only one for his side by expending one result of 'General Research' during the Event Phase. This will lower the effect for his side for as long as the Event is face-up.

G#4 Plague

An insidious plague breaks out, proving fatal to those infected. Though first cases are spotted fairly early, Imperial arrogance and corruption prevent any measures to fight the epidemic spreading out all over the galaxy.

When the Event is turned face up, roll one die which province is affected. The number indicates the province, if a 6 is rolled, roll again twice which provinces will be affected. Repeated rolls of six will raise the number of provinces possibly effected, but repeated rolls of the same province will use up die rolls as the plague peters out faster than first feared.

While the Event is face-up, halve all bonus draws (fractions rounded up) in the affected province mission groups usually would receive due to ratings, abilities or group size. All mission results that usually add one bonus draw (except 'Enemy Agents!' for the Rebel Player) now subtract one. These subtractions (or addition due to 'Enemy Agents!') are not halved.

When the Event reaches the Due Box, all characters in the effected Provinces suffer one wound at the end of their respective Player's turn. Doctor Sontag and the Medi-kit of Ptolus prevent characters in the same Environ or Orbit Box with them to suffer a wound, the Medi-kit not having to roll for becoming inoperative. Characters who would lose their last point of endurance become incapacitated, but at the end of e Rescue (F) mission, no creature or such must be fought (the Rescue mission rather presenting some kind of 'Quest for Cure' operation).

When the Event is in the Due Box, a Planet with Doctor Sontag in any of its Environs shifts its Loyalty one space in the Rebel Player's favor, but a planet can not be put into Rebellion that way. The Medi-kit does not confer such loyalty shift (it would burn-out too fast).

G#5 Space Whale Migrations

Another herd of the gigantic but peaceful Space Whales is sighted to pass through the galaxy on their migration. 

Roll in which Systems the Space Whales congregate on their leg in this galaxy: 1: Atriard, 2: Ancore, 3: Aziza, 4: Wex, 5: Moda, 6: Zamorax. 

When the Event is face-up add one to the hyperjump distance when traveling to that System. 

When the Event reaches the Due Box, also add one to the hyperjump distance when just traveling from or through the System. The Whales are really big as well as numerous and do affect the hyperjump dimension.

G#6 Empire Rallies
The Empire's minions rally under the Imperial banners to defend their power. They are rather willing to die than to relinquish their grip on the galaxy.
While the Event is face-up, the Mission Events that would subtract bonus draws instead add one for the Imperial Player.

When the Event reaches the Due Box, the Imperial Player receives one Imperial Elite unit of his choice on any one Capital Planet in a State of Imperial Control. If no Elite unit is left in the Force Pool, the Imperial Player does not have to pay for maintenance at all the next Resource Phase.

G#7 Rebels Double their Efforts

Spurred on by the oppression and misery caused by the Empire everywhere, the Rebellion doubles its efforts to bring Freedom to the Galaxy.
While the Event is face-up, Mission Events that would subtract bonus draws instead add one for the Rebel Player.

When the Event reaches the Due Box the Rebel Player may put three Rebel Cells in any Environs on the map.

Though probably short-lived, such Camps may be well placed on planets usually difficult to access like Capital Planets, Home-Planets of Star-Faring races or certain Secrets.
G#8 Spy Wars
Both Player's Intelligence Services engage in a spy war of hence unknown intensity. Soon both sides are entangled in a web of deceit, intrigue and betrayal with each counter-move only prompting another counter-counter-move to thwart the latest daring enemy operation. All lines between friends and enemies become blurred after a while and in the end, it is difficult even for those involved at the highest levels to ascertain who came out upper-hand in this 'War of a Thousand Lies'.
When the Event is put face up, both Players receive results of Espionage & Intelligence of the Gather Information (I) mission, as if they had successfully performed the mission twice with drawing one mission letter each time (i.e. their opponent chooses the results as usually with Espionage & Intelligence when just drawing one letter).

When the Event reaches the Due Box, both Players receive an additional one of their Secret Events.

G#9 Hyper World dilates Time

The shock wave of a Chronos Implosion spreads from the Hyperworld, denting time throughout its province.
While the Event is face-up, all units and pilots traveling into, out of or through Systems in the province with the Hyper World have their Navigation ratings increased by one during hyperjump.

G#10 War Industries Break Down 

Corruption, mismanagement and defeatism cause the Empire's War Industries to break down.

While the Event is face-up, the Imperial Player may only spend half of his current points of the Resource track (fractions rounded down) to build new units. No Elite unit may be built and Atrocity Units only have to be built, when the amount that may be spent exceeds 15 or 20 points. If Maintenance can not be met with the reduced value, Elite units have to be disbanded.

In a Production Segment, in which Taxation is received while this Event is face up, all units built except Militias and Atrocity units cost one force-point more during the Production Segment. Refunds for units removed any time are still calculated with their base costs.

G#11 Sudden Event (Galactic)
Preoccupied with other matters, the Galaxy fails to see the signs for bigger events.

When the Event is drawn, draw one Major Event and put it face-up on top of it. Furthermore, when the event is drawn, draw another Galactic Event of the Galactic Event Deck and put it under this card unrevealed.

When the stack reaches the Due Box, put the Galactic Event face-up and apply its effects.

G#12-13 Sudden Event (Major) (2)

No news to tell.
When the event is drawn, put one Major Event under in face-down. When the stack reaches the Due Box, put the Major Event face-up and apply its effects.

G#14-18 One Major Event! (5)
One Major Event occurs.
When this event is drawn put one Major Event face-up on top of it.

G#19-26 Two Major Events!! (one sudden) (8)
Two Major Events occur one of them sudden.
When this event is drawn put one Major Event face-up on top of it. Draw another Major Event and put it face down under it.

When the stack reaches the Due Box, turn this second Major Events also face-up and apply the results of both Major Events.

G#27-28 Three Major Events!!! (two sudden) (2)
Turbulent times.
When this event is drawn put one Major Event face-up on top of it. Draw two other Major Events and put them face-down under it.

When the stack reaches the Due Box, turn all Major Events face-up and apply the results of all of them.

MAJOR EVENTS
M#1 Thief!

A daring master-thieve has chosen the Rebellion as his latest challenge. Though announcing his coup in advance, he manages to defeat Rebel security and make off with his prize.
When the Event reaches the Due Box, roll a die and return the following Rebel possession to the possession deck: 1-2 Advisor Android, 3-4 Charsot, 5-6 Cache of Rare Gems. If that possession is already in the possession deck, re-roll. The owner of the possession may not go on missions or act as a leader the turn it is stolen.

Should the Rebel Player not possess any of the three possessions, return the Event to the Major Events Deck and shuffle that Deck (the master-thief essentially rendering all information Players may have gained about cards in the Major Events Deck useless).

M#2 Sun Turbulences on Wex and Deblon

The twin turbulences on Wex and Deblon occur. While Deblon unexplainably cools down considerably, Wex experiences and almost unbearable increase in temperature. The two phenomenons are for unknown reasons apparently linked to each other as they always occur at the same time in spite of their stellar distance.
While the Event is face-up, ignore the Frost Mist on Lonica. Oneste Woada's skill to ignore 'Locals attack!' is no use on the Planet as long as the Event is face up.

On Rhexia the Mission result 'Creatures Attack!' results not in an attack of the Thunks, but instead one character suffers one wound due to incredible blizzards. If a character loses his last point of Endurance this way, he is treated as if incapacitated by Thunks, who though not able to attack any more at the moment are still happy to find anything to eat during the extremely harsh winter.

M#3 High Ceremony of Elilad

The Rylians conduct the religious High Ceremony of the Elilad to receive blessing and advice from its electric patterns.
While the Event is face-up, the Rebel Player may ignore the Elilad creature on Akubera.

When the Event reaches the Due Space, the Rebel Player receives two Force Points to his Resource Track contributed by the Rylians as the Ceremony revealed to them to do so.

M#4 Vrialta negotiates Truce

Imperial officials negotiate an amnesty for Vrialta in exchange of his knowledge of personal defense armory. The negotiation with the reclusive and careful knight drag on, till the Empire's 'negotiators' are caught red-handed by Vrialta spying on his armor's secrets. Negotiations then cease.
While the Event is face-up, the Imperial Player may ignore creature attacks by Vrialta.

When the Event reaches the Due Box, the Imperial Player receives one Exploration Team for free.

M#5 Underworld Wars

Gang wars, fly-by-shootings and plasma bombings erupt all over the Galaxy as pecking orders within the Crime Cartels on Etreg are rearranged.
When the Event is put face-up, raise the Discouragement level by one. 

If this raises the Discouragement Level above the Bounty Level or if Bounty Hunters have already left the game permanently due to the Empire unwilling to pay them, on search rolls of 6, Imperial characters will be attacked by a team of Bounty Hunters to settle old scores while the Event is face-up. The Imperial Player can buy any of his characters defeated by Bounty Hunters back at a ransom of three Resource Points each, all characters not paid for are treated as incarcerated by locals in their Environ.

It is the Imperial Player who may buy them back, as bounty hunters usually stay clear of the Rebellion.
M#6 Deep Space Swarms

A galactic swarm of semi-intelligent carnivores descends from the skies and preys upon the Eastern fringe of the Galaxy. 
When the Event is put face-up, roll a die on which System the Swarm descends: 1-Phisaria, 2-Egrix, 3-Ribex, 4-Luine, 5-Aziza, 6-Gellas and roll another time (repeated rolls of 6 triggering just another roll but not effecting the Gellas System in any increased intensity).

While the Event is face-up, whenever locals or creatures in the following Systems are due to attack and whenever a Search roll of 1 or 6 occurs (during the search segment as well as during 'Security Measures!'), a group of Space Horrors attacks instead of the locals, creatures, squads, characters, Bounty Hunters or Special Ops. A player may conduct search rolls in these Systems even if he has no units or characters present in hope of rolling a 1 or 6. Space Horrors have the ratings of Strength 6 endurance 4 and receive three columns surprise shifts in the first round of combat, break-off being not allowed in the first round. Abilities that allow to ignore Creatures or locals do not help against the Space Horrors.

When the Event reaches the Due Box, all Planets in the System without Imperial units in their Orbit Box or with less Imperial military space strength in the Orbit Box than Rebel military space strength, shift their Loyalty one space in the Rebel Player's favor. This shift may not put Planets into Rebellion.

M#7 Rebel Droid Virus

A software virus developed by Rebel hackers code-named 'paranoia' spreads all over the galaxy and activates at a preset time simultaneously. Though not able to totally override all original programming, it serves well to sow confusion among the Imperials, till reprogramming can be done.
While this Event is face-up, Sentry Robots attack the Imperial Player even if the Planet is in a State of Imperial Control.

When the Event reaches the Due Box, the Rebel Player may put an 1-0 in any Environ on the map for free (i.e. not only those, which only have Sentry Robots named in them) representing Rouge Bots. The Bots have to be of the Type of the Environ they are put in. The Rebel Player may demand the Bots to be put into a specific Environ, if that Environ's Type is out of stock, Rebel Veterans applies. 

M#8 Imperial Policies alienates Primitives

Imperial policies regarding 'primitives', constant meddling with their affairs and breaking of one taboo too many have finally driven the less-developed races to their war paths almost simultaneously all over the galaxy. Not always able to discern on whose side outsiders visiting their planet are, local natives begin to strike out at all of them alike.
While the Event is face-up, a Search roll of 1 (during the Search Phase as well as during 'Security Measures!') in Environs with the locals or creatures named below means that instead of a squad,  characters or Special Ops said creatures or locals attack (planet's no. in brackets): Glane (112), Mowevs (311), Arags (322) Rylians (342), Deaxins and Morna (341) and Cavalkus - actually representing an attack by the semi-intelligent local natives (541). Special abilities of characters and possessions that allow to ignore creatures or locals still apply. A Player may do Search Rolls in Environs with these locals and creatures even if he has no strength points or characters there in Environ in hope of rolling a 1.

When the Event reaches the Due Box, Thensok Phi if still unsummoned, may be summoned for one E as he needs support against the semi intelligent dwellers on his planet, even if at the moment the Planets needed to usually summon a sovereign are not yet in Rebellion or Rebel Control. Furthermore, the Rebel Player may (i.e. does not have to) when the Event reaches the Due Box also move the Loyalty marker on any one of these Planets currently in a State of Imperial Control to the Neutral Box to indicate one Planet in which the primitives actually fought with some success against the Empire.

M#9-11 Solvian Festivals (3)

Again, the Suspersians conduct one of their month-long festivities famous all over the galaxy, a day-and-night affair of dancing, laughter and happiness on the resort world of Solvia, the only world which still manages to smile into the face of the Empire even in these times of civil war.

While the Event is face-up, the following three effects apply: Each Rebel character on Solvia (432] may heal one wound at the end of the mission Phase, even if he went on a mission or acted as a leader; whenever ground combat occurs on Solvia, shift the Loyalty marker one space in favor of the defender but the Planet may not be put into Rebellion that way; ignore the Mission Event Civil War on Solvia.

When the Event reaches the Due Box and the Rebel Player currently controls Solvia, the Rebel Player may shift the Loyalty marker on any one Planet in his favor except on Capital and Throne Planets or the home of Star-Faring races. A Planet can not be put into Rebellion with this shift.

M#12 Rebels Exploit corrupt Imperial Administration
Some Imperial officials are so corrupt, that they will even supply arms to the Rebels in exchange for other commodities or favors. Though rarely restricting its underlings in their illegal dealings and plundering of public assets, this time things have gone too far. There are for sure ways to make those involved tell, to where their shipment went.  
When the Event is turned face up, the Rebel Player receives eight resource points to his Resource Track, which are deducted from the Imperial Resource Track.

When the Event reaches the Due Box, the Rebel Player has to remove one Rebel Cell from the map. If he has none on the map, the Rebel Player must chose one Infiltrated Supply Conduit to be Destroyed.

M#13 Ekim Lam arrested 

Though being proteged by Redjac himself, finally Imperial officials have managed to fabricate enough verdict to arrest Ekim Lam and hold him in custody till further 'investigations' can be undertaken. The respective bureaucrats will soon get taught the errors of their ways by Jon Kidu, but till then, Ekim Lam will have to put up with being stuck where he is.
While the Event is face-up, Ekim Lam may not move (not even be transported by a mobile unit) or go on missions (not even Escapes or Rescue while incapacitated). If not yet on the map, the Imperial Player may not hire him while the event is face-up.

M#14 Emperor in a rare mood 

The Emperor, in general, is somehow not amused. A complete overhaul of the Imperial Shuttle had to be ordered to lighten him up, but the ensuing delays just increase the general feeling of annoyance and indignation of his royal majesty. Brooding and ill-tempered he demands all manners of harsh reprisals against all kind of scapegoats and wormlings, who  his royal majesty is convinced about to be the source of all his misery.
While the Event is face-up, the Imperial Shuttle may not be piloted (but may be transported by a mobile unit) but the Mission Result 'Imperial Atrocity!' allows the Imperial Player to commit an atrocity on any planet of his choice, without using up one of his Atrocity results from the Intelligence Sheet.

M#15 Moghas renew attacks on Calmas 

Supported by the Imperial Overlord of Suti, the Sha-khan leaders of the Mogha rekindle the Mogha-Calma animosities and launch new offensives against the Underground Dwellings of the Calmas. Xela Grebb finally must realize that his son had been right - there is no way to negotiate with the Empire.
The Empire receives three force points from supplying the Moghas with weapons. 

When the Event reaches the Due Space, Xela Grebb becomes a pro-rebel Sovereign. If currently unsummoned, he becomes an unsummoned pro-rebel Sovereign, if currently summoned by the Empire, he becomes a Sovereign summoned by the Rebel Player, but can not again contribute troops a second time.

M#16 Thesian Technicians Aid Rebels

Chief Technician Yaldor of Rhexia and his people supply the latest, cutting-edge technology to the Rebellion to augment its troops.
When the Event reaches the Due Box, the Rebel Player may raise three Rebel units anywhere on the map by one level (1-0 to 2-1 to 2-3 to 4-3) at a cost of just one force point each. If Rhexia at that moment is not Rebel-Controlled, the highest level that can be attained that way is 2-3. If Rhexia is Rebel Controlled, the highest level that can be attained that way is 4-3. Rebel Elite units never can be attained this way.

If the Rebel Player currently has less than three units on the map or less than three force points on his track, he receives one 2-3 of the Urban type in the Drift 1 Box of the Deblon System.

M#17 Space Pirates leave

Increased Imperial attention made the Pirate Fleet decide, that it 'has seen its share of blood and combat' and to leave the Rebellion for now. The Rebel Player shall not worry. Once the festivities are over, they for sure will be back again - for an even bigger share of blood and combat.
When the Event is put face up, remove the Pirate Fleet from the map. While the Event is face-up, the result Ally Pirate-King may not be chosen.

M#18 Corruption at Defense Concepts Ltd.

Widespread corruption at Imperial Deltronics cancel all output of PDBs and spaceship equipment.

While the Event is face-up, the two Standard Imperial Spaceships may not move and the Imperial Player may not increase the levels of his PDBs.

While the Event is in the Due Box, the Imperial Player may not put down PDBs up.
M#19 Dead World acts up

A Dark Shadow spreads from the Dead World.
When the Event is turned face-up, reveal the Dead World if not yet so.

When the Event reaches the Due Box, the Player who controls most Planets in the same System as the Dead World and all Systems directly connecting to it via jump lanes (Imperial Player if tied) must dispatch a unit to investigate the occurrence. The unit has to be the nearest 1-2 (Imperial Player) or 2-1 (Rebel Player) in jump points, owning Player's choice if several applies. Soon after reaching the Dead World, all contact is lost to the unit. Remove it from the map. The Dead World is declared restricted space from then on (no lasting game effects though).

M#20 Alien Destructor Device on Adrax triggered 

Scouts stumble upon a Destructor Device left behind by the Sann Invaders on Adrax. Instead of reporting back immediately, they try to investigate the device. The ensuing explosion spreads through the entire Adraxan Deep Core Mines and reaches planet surface within  seconds.
When the Event is turned face-up, each Player's military units in the Subterranean Environ of Adrax are attacked on the 2-1 column of the Combat Results Table and on the 1-2 column in the Wild Environ of Adrax. Only one roll is made, but both Player's have to remove forces as indicated on the Combat Results Table. The only column shifts applicable are those for Rebel units being in their home Environ. Put the PDB of the Planet down.

M#21 Pronoxian mercenaries mutiny

Not longer willing to put up with their situation since the Empire gave them 'their severance' and the extortions of Ascaill the Tyrant, the Pronoxian Mercenaries decide to do again what they know best. War!
When the Event is turned face up, the Rebel Player receives one Urban 2-3 in the matching Environ on Pronox, if none is in his force-pool, apply 'Rebel Veterans'. Furthermore shift the Loyalty marker on Pronox one space in the Rebel Player's favor at the start of the Rebel Mission Phase, if in Unrest put it into Rebellion.

When the Event reaches the Due Space, Ascaill becomes summoned if not yet already so. The mutiny then finds its bloody end.

This is the only one of the Galactic and Major Events that may put a Planet into Rebellion. The Rebel Player therefore should be a bit careful with Province Two. If he does not intend to start a Provincial Crisis there, he should not put more than one Planet there in Rebellion. For if 'Pronoxian Mercenaries mutiny' comes up at the wrong moment, he may end up suddenly with three planets in rebellion and a Provincial Crisis (and thus another Emergency Point) he did not plan for. Yes, Province Two is quite some powderkeg.
M#22 Ultrak Crime Cartels collude with Empire

The Empire strikes a deal with the Crime Cartels on Etreg and their leader Treb Eyro. In exchange for certain commodities and information, the Ultrak's network will be put against the Rebels to cause all kinds of ... - 'disturbances'.

When the Event is turned face-up, immediately lower the Discouragement Level by one. If Bounty Hunters had been permanently discouraged before due to the Empires inability (or unwillingness) to pay, they will become active for a last time again until discouraged by the Rebels Player again. The Empire immediately has to pay two Force Points for this (though agreed on was actually only one). If currently the Discouragement already is at zero, tough luck. The Empire still has to pay two Force Points to the Ultraks. This offer couldn't be refused.

M#23 Palace Intrigues

A royal pretender gets impatient. 

When the Event is turned face-up, Thysa Kymbo has her endurance rating reduced to one wound remaining for the moment if it currently was still at two. Put Thysa Kymbo immediately in the Urban Environ of Orlog where she will remain as long as the Event is face-up (where for sure she will exact revenge on her far-flung relative once she has recovered) and may not act as a leader or participate in missions, but may heal and go into hiding. 

Furthermore, the Rebel Player may shift the Loyalty marker on one Capital Planet except in Province One one space in his favor and receive a Rebel Camp on the Planet if one could legally be placed at the start of the Rebel Player's Mission Phase. This Loyalty shift may not a Planet in Rebellion.

While this Event is face-up, the Loyalty of Orlog may not be moved and on each Capital, which is put into Rebellion, automatically a Civil War occurs as if the corresponding Mission Result had shown up.

M#24 Imperial Senate proposes Reforms

The Imperial Senate (or the Emperor's Advisory Council) brings forth programs to enhance the well-being of his royal majesty's subjects, and his royal majesty actually approves them out of a whim.

While the Event is face-up, the Imperial Player may in the Production Segment spend three force points to raise the Loyalty of one Planet currently not in Unrest by one space. When the Event is discarded, and his majesty has again forgotten about the issue, all these stupid experiments are canceled again on the spot.

M#25 Odel Hobar raises Leonid Armies

Odel Hobar again raises an army of the best of the proud Leonid warriors to fight under the Imperial banner for order in the Galaxy and the honor of the Leonid race. 

When the Event is turned face-up the Imperial Player receives immediately one Line and one Militia in Odel Hobar's Environ. If none are left in his force-pool, he must remove the units from anywhere on the map to place them there, and gets their costs refunded to his Resource Track.

When the Event reaches the Due Box, Odel Hobar becomes summoned without any mission by the Imperial Player (and at that point may further contribute troops as usual when a Sovereign is Summoned).

M#26 Magda Sheels indignigated

Magda Sheels, for reasons only known by herself, suddenly decides to break off all contacts with the Empire. Inquires only make all the more clear, that she wishes to not be disturbed again by Imperial envoys.

When the Event is put face-up remove Imperial units worth three force points anywhere from the map, Imperial Player's choice. If summoned at that moment, Magda Sheels becomes unsummoned again. While the Event face up, she may not be summoned by an E mission.

Once the Event is over, it seems that Magda Sheels may be approached again by Imperial emissaries. She may be summoned again as usual (including contributing her Environ's resource value in troops again).

M#27 Joper-Henone religious Council

The religious races of the Galaxy, namely the Henones and Jopers, hold a joint council about religious matters of the Galaxy in general and pertaining recent Imperial policies in specific. The Council is held on Horon and his Highest Priest of the Barak Pantheon, Inzenzia III, attends in person to bring forth his visions.

While the Event is face-up, the results of D or E missions in Horon and Barak may be applied to the other Planet instead. Furthermore, Inzenzia III may be summoned if any three Planets on the map are in Rebellion or Rebel Control now and he can be summoned from Horon. His units may be placed on Barak or Horon then.

If Inzenzia III is already summoned, then put an Urban 2-1 in the corresponding Environ on Barak.

M#28 Bridne Murcada contacted by Druser Monks

Bridne Murcada has to attend a matter of 'utmost importance' on her home Planet, as she decided to put it. 

While the Event is face-up, put Bridne Murcada aside the map-board when not captured, incarcerated, incapacitated or dead. She may transfer her possessions to other characters in her Environ or Orbit Box before she leaves to attend her 'matters'. Once the Event is discarded, return Bridne Murcada onto the map to any other Rebel character. 

Should Bridne Murcada be captured, incarcerated, incapacitated or dead when the Event reaches the Due Box, move the Loyalty marker on Lysenda one space in the Imperial Player's favor. After this, the Loyalty marker may not be moved for the duration of this game turn, not even to switch Status. A new Ursi Emperor has ascended the Throne. Some would say it was 司马昭之心，路人皆知 (Si ma zhao zhi xin, lu ren jie zhi) however.

M#29 Ursi Supply Rebels with Information

Zhang Di the Empress of the Ursi aids the Rebel Cause with supplying Intelligence of her Secret Ministry.
When the Event is turned face up, the Rebel Player may chose two of his Espionage&Intelligence results of his Gather Information (I) mission, both as if he had drawn two mission letters.

Furthermore, while the Event is face-up, he may ignore the Drusers' "Creature attack!".

M#30 Ancore System acts up

The Ancore System had been a hotbed for troublemakers ever since, being infamous for being a refuge for all manner of shifty adventures, pirates and dogs-of-war.

While the Event is face up, the Rebel Player may treat each Environ in the Ancore System as if having a Coup 2 rating printed in it. Only the Rebel Player may go on these Coups.

When the Event is put into the Due Box, Players loses two Force Points for each Planet in the Ancore they control.

M#31 Illias Philosophical Discourses

Recently, more and more have turned to the Philosophies of the Illias for answers about the Galaxy and its current troubles. The Illias have little good to remark about the ways the Empire runs its affairs to say the least.

While the Event is face-up, Professor Mareg confers one bonus draw on Diplomacy (D) missions (in addition to the bonus draw he may grant for being 'an additional character').

When the Event reaches the Due Box, the Rebel Player may shift the Loyalty marker on any one Planet one space in his favor, but the Loyalty marker may not be put into Unrest or Rebellion this way. Planets on which any open debate has ceased (i.e. Capital Planets, Planet Secrets and due to the Empire's close watch also the Home Planets of Star-Faring races), may not be shifted this way.

M#32 Empire Forever!

Empire Forever!
When the Event is put face up, Empire Forever! is revealed if not already so and the Imperial Player puts a Line and a Militia in any Environ of the Empire Forever! planet. If none are left in his force-pool, he must remove the units from anywhere on the map to place them there, and gets their costs refunded to his Resource Track.

M#33 Welcome Rebels!

Freedom in the Galaxy!
When the Event is put face-up, Welcome Rebels! is revealed and the Rebel Player puts a 2-1 and a 2-3 and one Rebel Cell if still legal to do so in any Environ of Welcome Rebels! The units have to be of the Environ Type they are placed in and may be placed in different Environs. If none are left in his force-pool, remove them anywhere from the map and apply the rules for Rebel Veterans. Furthermore, if the Planet is in a State of Imperial Control, put the PDB down.

HISTORICAL EVENTS:

H#1 The Declaration of Lonica (historical, starting event)
historical: the game always begins with this event on turn 1 reaching the Due Box.

The Conferences of Lonica in 5764 AD (of which actually only the first was held on Lonica, while the second was only referred to as such for security reasons) marked the first galaxy-wide unification of the various resistance groups under a joint command structure and with a shared agenda to coordinate the different underground movements into one somewhat coherent network of organizations. This combined with the new hope that was raised by the 'Joint Declaration of Lonica' attracted support and followers from those heretofore hiding out from the Empire and helped the Rebel's cause through its first, fledging stages. Though immediately investigated by Redjac in person this new scale of resistance was underestimated by the Empire initially, giving the Rebels some additional respite to organize at that time. 

During the first two game turns, all Rebel mission Groups receive two additional bonus draws and may ignore the Mission Event 'Enemy Agents!' and all Mission Events, that subtract bonus draws. 

During the third game turn, the Rebel Player gets only one bonus draw on all missions and may ignore the Mission Event 'Enemy Agents!' and mission events that subtract bonus draws.

During the fourth game turn, the Rebel Player gets only one bonus draw on all missions and may ignore all mission events that subtract bonus draws.

During the fifth Game turn, the Rebel Player receives one bonus draw on all missions.

Furthermore, the first time when all 20 Rebel characters happen to be in the same province in a Mission Segment, the Rebel Player may put one 1-0 and one Rebel Cell with any of his characters (both can be put with the same character) for free and receives one additional Secret Event to his hand. The 1-0 must be of the Environ type it is put in.

H#2 Redjac's Purges (historical, starting event) 

historical: this event is one of the initial two on top of the Galactic Event Cards Deck. Different from other Historical Events, it will cycle trough the New and Due Box.
Since his long-time opponent Rayner Derban had been ousted from the Order of Imperial Knights, Redjac had lost no time to model the Order in his own image - ruthless, ambitious and loyal to no one but himself. To further his standings with the Emperor, all ties to the Imperial Senate were severed, depriving that already failing institution of its last guardian and leaving it now totally defenseless. 

Not all members of the Order however were willing to follow Redjac's lures of a reorganized, strong and fearsome Order. But already outnumbered by the new Knights recruited by Els Taroff and sired by Redjac personally, the last attempt of these few loyalists of the Senate to regain control of the Order was doomed to fail.
While the Event is face-up, the Imperial Elite Commandos not serving aboard the Imperial Will (i.e. not the Elite commandos (Navy)) may not be used. 

When the Event is Due, Redjac and Senator Dermond both may not go on missions or be named as leaders (Senator Dermond due to the fact, that he tries to support the last loyal Knights as good as he can through the Senate) but may move. Redjac's Spaceship may move during this turn in violation of the Strategic Assignment like during a Free Move.

The Empire has to pay 12 force points this turn, but receives an Elite Army to arrive three game turns later. Put it onto the turn record track to indicate when it is to be put on Orlog - the first Legion of Knights formed according to Redjac's new plans for 'his' new Order. Furthermore, when the Event reaches the Due Box, the Imperial Player receives one additional Secret Event to his hand.

H#3 Imperial Crackdown (historical, starting event)

historical: this event is one of the initial two on the Galactic Event Cards Deck. Different from other Historical Events, it will cycle trough the New and Due Box.
For many years the Empire's military had been cut down again and again, its resources being used up by a corrupt bureaucracy and the decadence of the royal court, its remaining units spread out over all planets to offer each petty local official his share and chance to again milk the Empire in yet another way through the embezzlement of military assets (though the official reason given was of cause "to protect every single planet from all incursions foreign").

But with Redjac's rise and his (however uneasy) alliance with the Imperial Military, new times have dawned upon the Empire's Forces. Army funds are increased a many-folds, troops are set in motion, regrouping again according to military rather than political considerations and hectic activity spreads to all ranks of the Empire's Forces. And to show, that it finally has risen from its year-long torpor, the Imperial Military launches a widespread offensive against the Rebel menace (though by this time still just labelled "an assortment of pirate, terrorist and criminal organizations.") in conjunction with galaxy wide maneuvers and exercises.

While the Event is face-up, the Imperial Player may freely move from a Capital or the Throne Planet to any other Capital or the Throne Planet in violation of the Strategic Assignment.

When the Event reaches the Due Box, the Imperial Player may move as if a State of Emergency was in effect (see Historical Event #9 for details) and the Imperial Will and all of his spaceships may move in violation of the Strategic assignment without the need of a Gather Information (I) mission.
Once the operation has been concluded as a 'massive success' all troops revert to normal routine again.

H#4 Fringe-People Alliance (historical, Rebel Player)
The Rebel Player receives this Card when one of the following Planets is put in Unrest: Rhexia (441), Horon (431), Solvia (432), Cercis (433), Anell (541), Barak (511), Liatris (512), Xan (513), Capilax (522), Scythia (531), Mithrith (143).

The Fringe-People, as the 'minor' races mainly living along the Western edge of the Empire are often referred to, were amongst those standing to gain most by a collapse of the Empire. With no interstellar communities to fall back upon, the Empire for a long time could do as it pleased with their politically isolated Planets and it did so with such with such an audacity and arrogance, that it deems no wonder, it were the Fringe-People to be the ones most urgent to vote for a united rebellion against the Empire during the Lonica Conferences and also the first, to finally implement this principle among themselves.
For the rest of the game, Henones, Illias, Suspersians, Thesians, Jopers, Cavalkus and Xanthons are treated as one race for Domino Effects, except that Xan only counts as an ordinary planet with a Star-faring race towards Non-Xanthons (see 'Alliance of Races' for details).

H#5 Amphibian Alliance (historical, Rebel Player)
The Rebel Player receives this card, when one Planet with Suvans and one Planet with Saurians on the map is in Rebellion or a State of Rebel Control.

The Amphibian Federation, though the term now for centuries already being abolished by the Empire, is still remembered well by the Suvans, Saurians and Calmas as a time, were they stood united to defend their home province against invaders from within as well as outside the galaxy and ruled their own destinies without fettering of the Empire. These ties still run deep and especially to the Saurians, a revived, independent Amphibian Federation holds much appeal. With the first planets of both major amphibian races now openly defying the Empire, it might be that the time to unite against a common foe again has come finally.

For the rest of the game, Domino Effects sparked on Planets with Saurians, Suvans and Calmas may spread to other Planets with Saurians, Suvans and Calmas, as if they were one race (see 'Alliance of Races' for further details). 

Furthermore, for the rest of the game, the Loyalty marker on Unarpha, the Home-Planet of the Saurians, can never rise any more above Loyal. If currently Patriotic, shift it one level down, representing that especially the Saurians would approve of a New Amphibian Federation under their leadership as it had been millennia ago.

H#6 Yester-Kayn Disparity (historical, Imperial Player) 

The Imperial Player receives this card, when the first Planet in province two is put into Rebellion.

Province Two had, throughout its history, been a hotbed for troubles and unrest. Especially the Ancore System with its melting-pot of Pronoxian mercenaries, Segunden adventurers, the enigmatic Ursi and their Empress, exiled Rhone nobles and Piorad hideouts is a constant source of instability, but also the rather care-free and liberal Yesters or the fickle Charkhans and especially the shame of the galaxy, the Ultrak Drug-Lords of Etreg all contribute to the unruly reputation of Province Two. For centuries the Kayns, whose dodged loyalty and conservatism puts them head on with virtually all of province two, have been the Empire's bulwark against the destabilizing influences from province two and though the Kayns may begin to agree, that the Empire is not worth any longer defending, their mistrust for any 'troubles' originating in 'the Yester's province' still will linger on for some time.
When the card has been played, the Imperial Player may once when in Province two a Planet is put into Rebellion (representing the Rebellion which just was one too many for the Kayns again in province two), immediately shift the Loyalty marker on all Planets with Kayns including their Home-Planet one space in his favor, a bit as if it were a reversed Domino Effect. If the right is exercised when Etreg is put into Rebellion, it cancels all Domino Effects sparked by Etreg (even to Cieson) instead and a Civil War occurs on Etreg (if not already due to mission results). This right can be only exercised once per game after the Event has been played.

For the Rest of the game, no Domino Effect will spark anymore from Cieson to Etreg, though the other way round is possible.

Furthermore, the Event marks the point from which on the Yesters start to discard observance of Imperial red-tape and administrative protocol and revert to their very care-free and liberal and sometimes a bit chaotic ways of politics. For the rest of the game, all Domino Effects sparked due to the presence of Yesters as a Star-Faring race have to be randomized when there is a choice to which Planets they could spread. Check on which planets with Yesters a Yester-specific Domino Effect may actually be legally applied (e.g. not on a Planet in Unrest if it is an Imperial shift) and then roll a die to determine which of them receives the Domino Effect, giving each an equal chance. Domino Effects which just spread within the same System or due to the presence of other races are not randomized.

H#7 The Kayn Controversy (historical, Imperial Player)
The Imperial Player receives this card, when the first Planet with Kayns is put into Rebellion.

Though able to see the injustice of the Empire and actually not duty bound as a race to it, many Kayns are still reluctant to leave the flag of the Empire they had been part of since its very creation. Kayn loyalty can be counted on in the hardest of times and these times under the recent Emperors or maybe more precise - because - of the recent Emperors had been some of the harshest ever since. But then, there is also such a thing as too much and if anything is held in even lower esteem by Kayns than breaking ones loyalty, then it is to see this loyalty abused.
The turn the Event is played, no Loyalty marker may be moved on any World with Kayns as the Kayns finally come to grip with the new realities and mentally detach themselves from the Empire. From then on, the next time a Planet with Kayns is put into Rebellion, the Empire receives one 3-2 and one 1-0 of volunteers on Orlog or Diomas. After that, the Event has no effect any more on the game.

The Empire can use this Event to let slip the first Kayn Rebellion away into Rebel Control (for example Niconi which tends to be placed in Rebellion quite fast) without any effect on other Kayn worlds, showing that the Kayn are a bit slower than other races to desert the Empire.

H#8 Imperial Senate Disbanded (historical, Rebel Player) 

The Rebel Player receives this card, when there is the first Provincial Crisis in the game (i.e. one Province has three or more Planets in Rebellion or State of Rebel Control).

With the first instance of a Province calling upon reinforcements from other provinces due to an internal  crisis since the Ultrak Conspiracy, the Empire claims itself to be betrayed by 'criminal elements' within its own ranks. The Imperial Senate is branded as a scapegoat fast and permanently dissolved to be replaced in function by an 'Imperial Advisory Council' composed only of a chosen few Senators whose loyalties to the Empire are proven. Hastily an offensive is launched to eradicate the galaxy-wide unrests but it only shows, how much the Imperial administration and government is already ailing under its own bureaucracy and corruption, for it will be the last time that the Empire manages to mobilize its forces for such a campaign. 

The abolishment of the Imperial Senate in contrast to this half-hearted campaign, will prove to be of an effect lasting longer. For with its closure, the last venue for all the alien races to have any influence, how little it may have been, on Imperial policies with their elected representatives had gone - and with it the last remains of confidence these races may still have had into the Empire.
To Play this card, there currently must be at least one Provincial Crisis. 

The turn the card is played and the turn after that, the Imperial Player may treat all Provinces in Crisis as if they were named by the Strategic Assignment too, i.e. he has complete freedom of movement within them and the Provinces originally named on the Strategic Assignment card. If a province with a Crisis is already named on the Strategic Assignment, the Imperial Player may instead name another Province of his free choice to be included instead in the Strategic Assignment.

When the card is played the Imperial Player picks up all Strategic Event Cards except the one currently in use, discarded as well as still in the deck, and arranges a completely new Strategic Assignment Deck. He again has to use all the (now only) 13 Cards to prepare this new deck. Furthermore, both Players each receive one additional of their Secret Event Cards. Also remove one Special Ops from the map when the card is played (Imperial Player's choice which). It may be repurchased the same turn, but Jon Kidu needs his men during the witch-hunts against the Senate now.

Both Players receive an additional Secret Event out of their respective decks (representing a new program now pursued by the Empire and new information brought to the Rebels by former Senators finally defecting to them).

Furthermore, for the rest of the game the Loyalty on marker on the Home-Planets of the Yesters, Suvans, Piorads, Segunden and Xanthons can never rise again above Loyal. If currently Patriotic on any of these Planets, it drops to Loyal. If the Slave Traders have been allied, then the Home Planet of the Xanthons may not even raise above Neutral any more and drops to this level if currently Neutral.

SECRET EVENTS
These Events are at the disposal of the respective players. Four will come into their hands via Galactic Events, for the fifth they have to be lucky with Major Events. One will always stay out of their hands, but players have a lot of influence on which ones they will get and which not (though totally sure it will not be).

IS#1 Instigate Racial Tensions

Tensions between the Saurians and the Piorads date back to the times, when the Amphibian Federation still fought the Founding Wars against the then Rhone Republic, when the King's Fleet of the Piorad ruler from Ayod interdicted Saurian supplies from Squamot to the Osirius System just at a crucial moment in the war. Though these events now date back millennia, the space between Squamot and Ayod had never been a peaceful border. Squamot is one of the most militaristic Saurian planets, a response to the never ceasing raids of the Piorads throughout galactic history, serving as a bulwark against Piorad raiders for all amphibian races for centuries. Both races have come to learn that though they have their differences, their common enemy has become the Empire. But nevertheless - one string of incidences implicating that the Saurians again back the Empire against the Piorads or that the Piorads again revert to their undiscriminating raidings of anyone nearby may pit both races against each other in spite of their alliance against the Empire.

When the Event is played, the Imperial Player may shift the Loyalty markers on Ayod and Unarpha each two spaces in his favor including causing a Domino Effect as in [23.1]. This Domino Effect may effect Planets whose Loyalty Marker is on the Dissent or Unrest space.

If Ayod or Unarpha are currently in a State of Rebellion, Rebellion Stopped or Rebel Control then the Loyalty of the respective Planet can of cause not be shifted (though at least the other Planet still may).

IS#2 Rebel Traitor

A rebel operative of highest rank defects to the Empire. In one stroke, the Empire has gained invaluable information about the Rebels and it is impossible to discern how far it was able to infiltrate their network with the traitor's assistance before his defection was uncovered. Hectic reorganization of internal rebel structures is undertaken, but several coordinated Imperial crackdowns shake their command up to its highest echelons.

When the Event is played, the Imperial Player may remove three Rebel Cells from the map. Furthermore, the Rebel Player must chose two Supply Conduits to be Infiltrated and Destroyed immediately (in case he chooses the location with the Secret Base, the corresponding Supply Conduit will of cause not be destroyed).

This Event at first may not look like much. But its effect lies not so much in what it does but in that it exists. When it comes to infiltration of his Supply Network, the Rebel Player can easily try to ride the edge. When only about four locations are left unrevealed, he may start thinking about doing counterintelligence to be on the save side or even wait a bit longer if he dares to. All this however is made a lot less sure due to the existence of 'Rebel Traitor'. Four unrevealed locations can very fast drop to just two this way - the Rebel Secret base would be just one Gather Information mission with two Is away. The Imperial Player does not actually have to have 'Rebel Traitor' on his hand for this threat, it just exists the whole game, the mere inclusion of this card in the deck making it to pay off already.
IS#3 Secret Clone Project

The forbidden laboratories on the Clone World have succeeded in their most prestigious project - the abduction, sublimal cloning and neural reprogramming (though not necessarily in that order) of a Rebel character via genetical alterations and braintaping technologies and then the insertion of the 'cloned' character (or to use the Imperial term 'the moled character') back into the Rebels' lines. The reprogramming is not complete and only sublimal, making the character leak through vital information but letting him apart from that acting as if and actually believing he is still on the Rebel side. Conflicting memories due to the not always flawless working amnesia-cascades inserted into his mind are put down by him as nightmares or just stress, but actually the 'Mole-Clone' is quite instable. Should he ever be uncovered and confronted with his two alternate thought-patterns, the ensuing memnonic conflicts in his psyche very likely will make him snap with unpredictable results.
The M-Clone Project is so secret, even the Imperial Player does not know which Rebel character was replaced. From now on, till the Clone is revealed, the Imperial Player rolls each Event Segment about which Rebel character the Clone can leak through information. This roll is done each Event Segment anew and only represents which character information is leak through about not (necessarily) who the M-Clone is.

1 = none, 2 = Odene Hobar, 3 = Frun Sentel, 4 = Yarro Latac, 5 = Vudot Vodot, 6 = any one of these four, Imperial Player's choice. For the whole game turn, the Imperial Player must apply the following five effects to this character.

· He and all other Rebel characters in his Environ (even if not stacked with him) become detected at the start of the Search Segment.

· The mission result 'Enemy Agent!' again counts in his Environ against the Rebel Player, even if the Trap! had been infiltrated via Investigate Secret.

· Against Rebel units in his Environ, the Imperial Player may conduct Sneak Attacks during military ground combats at will.

· The Imperial Player gains two bonus draws on any gather Information mission in the same province as long as the Clone is in an Environ.

· One Imperial military mobile unit plus a transported militia may travel to that character's planet during Interplanetary Movement Segment as if that planet were in Rebellion if the character is in an Environ. Note that units still can be sent by other means without having to roll whether the Clone becomes uncovered (see below).

Except the last effect (sending a unit to the character's planet) the Imperial Player must apply these effects whenever there is the opportunity, the sublimal reprogramming of the Mole-Clone did not allow any more sophisticated patterns inserted into his psyche.

Each time the Imperial Player makes use of one of the effects above, it is possible that the Clone is discovered. Roll one die after the application of an effect, if a 1 is rolled, the character affected this turn has been the Clone (his identity finally revealed) and the Imperial Player can not any more apply any of the effects described above, the Clone Project finally having been compromised.

The Clone then collapses under the conflicting orders in his mind to just kill his way free and his normal memories. Treat the character as incapacitated by himself. Both Players as usual may try to rescue him, and if a mission letter comes up, they have to fight against him like they usually would have to fight creatures or locals to complete the Rescue (F) mission, representing the character coming back out of his catatony and going again temporary berserk. If the Imperial Player rescues the character, he becomes captured (not moled again). If the Rebel Player rescues him, they have reverted the reprogramming (or it just has erased itself during his rage) and he functions again normally with his last wound remaining (till he heals again).

Any effects while the character was in space were omitted, as it would have become some hassle to write rules what happens if the Clone collapses in space. Just assume, that on board of spaceships there is too little chance for the Clone to work unnoticed due to the generally cramped conditions and high levels of security. Except for Odene Hobar, none of the Rebel characters has a space-leadership rating, so just keeping his characters in Orbit from now on will not be a viable countermeasure for the Rebel Player.
IS#4 Galactic Games

The Empire holds the 'Galactic Games' in province one - a spectacle of truly galactic proportions. Though (as always) it is just province one which celebrates at the expense of all other provinces, this time for a change it really appeals to the people and lifts their morale as Imperial propagandists have organized a mile-stone in entertainment. It may be, that these competitions will be remembered as the very last Imperial celebration held before its end but the combines efforts of all Imperial branches and ministries makes it such a smashing success that it even affects some of the outlying provinces.

When this Event is played, the Imperial Player may apply four loyalty shifts in province one. For each one he may shift one loyalty marker up one space as usual, but he may not shift the loyalty marker on the home-planets of Star-Faring races. He may shift planets out of Unrest or Dissent with his shifts.

The Imperial Player may if he wants also apply up to two shifts to the same planet if he likes or even just shift two planet's loyalties by two spaces. If he applies two shifts on the same Planet, he sparks a Domino Effect as in [23.1] (which however may not ignore the limitations regarding Planets in Unrest or Dissent). 

Four shifts do not seem much at first. But if you take into account that via Domino Effects they can swell to actual eight shifts in total, the situation looks quite different again.
IS#5 Rebel Extremists

A group of Rebels turns radical. They first just denounce the united rebellion as not consequent enough, but very fast, their attacks turn more and more violent. They accuse Rayner Derban and his clique to betray the real cause of the Rebellion, openly denounce the Declaration of Lonica as yet another tool to enslave the galaxy's masses and finally revoke their association with the rebellion. Any attempts at moderation prove to be futile as the former Rebels suddenly turn against their erstwhile allies and install a reign of terror in their domain, rivaling the Empire in its cruelty soon as they preach their wired teachings bordering on the apocalyptic, striking out at Rebels and Imperials alike in their pseudo-revolutionary sermons. Soon, everybody outside themselves is an enemy to them and - as my enemy's enemy is my friend - begin to accept aid from the Empire in 'their struggle'. It is very likely that they actually believe to trick the Empire most cunning when they follow these 'fight fire with fire' teachings. The again oppressed population of their domain could not care less who shoots at it with Imperial guns.  
When this event is played, the Imperial Player may send one of the following planets into revolutionary chaos if currently in Rebellion or Rebel Controlled: Angoff (222), Squamot (331), Lonica (421), Solvia (432), Liatris (512), Adrax (523) or Niconi (551) i.e. all planets with a coup rating except those with the peace-loving Suvans.

The Planet's Loyalty marker is immediately switched to its Rebellion Side, put into the Unrest Box and a Rebel 4-3 unit is put on top of it face-up as its Local Force marker, though it will be called Extremist Marker, to indicate its special State, a State of Extremism. The change to this State sparks a special Domino Effect, none of the other [23.0] cases apply. Instead, the Imperial Player may on two other planets either in the same System or with the same race in Rebellion switch to Rebellion stopped, which both again spark Domino Effects of [23.2].

The Planet now is Neither-Controlled. Its Extremist Marker performs the same way like Rebel Local Forces markers except that it does not protect Rebel characters from 'Locals attack!', must attack Rebel and Imperial Forces on its own every Ground Combat Segment in each of the Planets Environ (attack twice if the Empire and the Rebel Player have units in the same Environ) and has an inherent leader with a ground leadership rating of two. The Extremist Marker does not suffer from any casualties while attacking. Put the PDB on the Planet down, the extremists having destroyed anything of value in their sick purges and being unable to sustain anything apart from their 4-3 Extremist marker.

The Imperial Player can not change the Status of the Extremist planet and actually could not care less about these fools turning against the Rebels.

The Rebel Player can send the Planet into a State of Rebellion again by drawing two Rs in a Start Rebellion (or if you like to call it Stop Extremism) mission. When he succeeds, the Loyalty marker is put with its Rebellion side face-up on top of the Extremist marker. From now on the Rebel Player may attack the Extremist marker in the ground combat segment of the Rebel Player turns and a result of four on the attack will remove the Extremist marker. If there are also Imperial units on the Planet at the moment, the Rebel Player may choose whom he wants to attack, Imperials or Extremists.

The Extremist marker will still continue to attack in the Imperial Ground Combat Segment as well as at the end of the Rebel Ground Combat Segment (i.e. just after a possible Rebel attack on it had failed) of every turn while still on the map. The Planet will switch to Rebel Control again, if at the end of a Rebel Player turn, the Extremist marker is destroyed and there are no Imperial units on the Planet either. This will not spark any Domino Effect.

The obvious effect of this event is, that it will buy the Empire again some time one or the other way either by binding some Rebels to clear it out again or by removing it from the Rebel's VPs. This can be just the last turn they need and it can actually just be played that last turn if need be due to its effect on Planets already in Rebellion.
IS#6 Spectacular Rescue Mission
Imperial Special Forces manage a coup de grace against the Rebellion and free a group of captured Imperial characters thought to be locked away totally save. To top it off, the Empire managed to abduct one Rebel character in the process of the rescue mission. How the Empire managed to find the hideouts its characters were brought to remains a mystery to the Rebels, for no trace of any security leak or treason could be found. It may have to do with a pinpointing-implant rumoured about but no prove of such device could be produced. It might be, that once for a change, Imperial Intelligence just outfoxed the Rebels.

The Imperial Player may recover up to three lost characters. The characters may have been anything of captured, incarcerated, incapacitated or even dead (in the latter case, just assume it was their corpses which the special forces recovered combined with some scientific breakthrough on the clone world). The Imperial Player just selects three of his captured, incarcerated, incapacitated or dead characters and places them with any of his other characters.

Furthermore, the Imperial Player captures one Rebel characters who guarded the Imperial prisoners. The Rebel Player must chose one Rebel character who was stacked with a captured Imperial character freed by this card. The Rebel character is placed with any Imperial character of the Imperial Player's choice. Should no Rebel character have been stacked with any captured Imperial character freed by this Event, no Rebel character is captured.

After the initial excitement wears off, this Secret Event actually may begin to not look like much. Characters, especially Imperial characters, can be kept fairly save and if some is lost, all these rules helping to escape or just clone him again make recovery not fast but at least certain after some time. One charcter less will be endurable and when will there ever be more than one Imperial character lost? Rarely if ever ...

... until one day the Imperial Player realizes what this event in conjunction with a more aggressive use of the Assassination (A) mission can mean. 

In numbers: an A mission botches 1 in 4 cases and loses you two characters then, but at the same time killing one enemy in 1 of 4 cases too. Or loses you four and kills two enemy ones. Or with this Secret Event just loses you one, kills two enemies and captures one. Considering that very likely you can chose the targets as well as the assassines, the time and the place AND that your characters still may escape on their own while the Rebel Player has to go to the Clone World (which is yours to guard at start) there is a certain win in this trade off. Just add some pro-rebel sovereigns to the list and you might be convinced that the Event is more than just an insurance against undue character loss.
Rebel Secret Events:

RS#1 Independent Traders Ally themselves with Rebels
While many of the high trading-houses centered at province one grew richer and richer, mostly due to the fact that one or the other way they had ended in the hands of high Imperial officials or their friends, the smaller trading companies and guilds had been driven to the fringes of the market, economically as well as literally. Running cargo along the less profitable rim of the Galaxy, these traders still are haunted by tax-officials, custom-inspectors and any other greedy Imperial bureaucrat who can exert his power over them. Tourag is only the most prominent example of such a trader first driven from the galactic center, then out of business and then into the hands of the Rebels but many of the independent traders and mercantile houses of the Galactic Rim just wait for a chance to stage their own coup against the Empire to 'even the books'. With their excellent connections and knowledge of logistics, their defection to the Rebels will proof to be an invaluable boon - though there is little these traders are unable to evaluate.
One of the still independent minor trading-guilds allies itself with the Rebels. The Rebel Player may immediately when the card is played shift one Planet in Unrest in the 'Rim-Systems' into Rebellion, except a Capital Planet or the Home-Planet of a Star-Faring race.

Rim-Systems are all Systems that lie along the edge of the map and which you could draw a line from the map's edge to without crossing any hyperjump-line i.e. the Zakir (51) Eudox (52) Corusa (53) Phisaria (21) Egrix (22) (Gellas only in theory as it only has a Capital Planet) Ribex (32) Luine (35) Aziza (34) Rorth (33) (Martigna only in theory as it only has a Home-Planet) Deblon (44) Varu (43) Erwind (41) and Irajeba Systems.

The shift from Unrest to Rebellion occurs immediately, i.e. the Rebel Player could flee with his units in his own turn before Imperial troops arrive.

What makes this Event powerful, though it only shifts one planet, is that there are many to chose from and their units can escape immediately, making it an excellent event to get some units early on for the Rebel Player.
RS#2 Appalling Racial Policies
Under Redjac, a set of racial policies had been drafted, which would reduce all non-human races not contributing to the Imperial Military in an outstanding fashion (like for instance the Saurians, Kayns, Leonids or Charkhans) to less than second-class citizens under his new order. The program has as yet not been proposed by him to the Emperor, but few of the major star-faring races doubt, that his majesty would raise any objections or even concern to this or actually any other proposal from his most trusted Knight to be carried out in his name.

When the Event is played, the Rebel Player may at the start of his mission segment shift the Loyalty marker on the Home-Planets of the Suvans, Yesters and Xanthons. On two Planets he may shift them one space and on one of them two spaces. No Planet may be put into Rebellion that way, but the planet that was shifted two spaces will spark a Domino Effect as under [23.1].

RS#3 Raised Quotas
Purely to line the pockets of yet another bunch of high-ranking Imperial officials and to finance the never-ending demands and luxuries of the Royal Palace, the Empire intends to raise the tax quotas on all its subjects - again. Many of them will have to endure this latest increase of burden, but some of the better connected races and provinces actually dare to voice their dissent. Though often merely pointing out that in the current situation, funds would be better spent on defenses and internal security, few can barely hide that they actually think their funds are best kept out of Imperial hands entirely. But unwilling to lose face the Emperor and his courtiers, once their intents have been proclaimed, insists on them being implemented - at once.

When the Event is played, the Rebel Player may at the start of his mission segment shift the Loyalty marker on the Home-Planets of the Saurians and Segundens and on one Capital Planet except in province one. On two Planets he may shift them one space and on one of them two spaces. No Planet may be put into Rebellion that way, but the planet that was shifted two spaces will spark a Domino Effect as under [23.1].

RS#4 Reveal War Crimes
The latest addition to the Empire 'by honest means' as it likes to put it (i.e. by war) was province four after a decade-long war against the Piorads - though the final outcome of this war was determined by less than honorable means. The betrayal of the ruling Piorad King and the poisoning of his entire family by the treasonous Clan Scyrath in exchange for the Piorad Throne once Imperial forces had infiltrated the major Piorad strongholds with Scyrath help have only been some of the appalling acts conducted at this final stage of the Piorad-Imperial War. Despised by the entire rest of the Piorads, Clan Scyrath has carried out the Empire's interests with an iron fist since then. Up to now the most dire atrocities committed in this conflict, which also affected many non-piorad races being unlucky enough to get involved, had been kept secret successfully. But any new revelation about Clan Scyrath treason and the Empires war-crimes may lit the very short fuse of the Piorads again.
When the Event is played, the Loyalty marker on Ayod, the Home-Planet of the Piorads may be shifted two spaces at the start of the Rebel Player's mission Phase. These shifts may put the Planet from Unrest into Rebellion and one of them is enough to do so (i.e. the Planet can go from Dissent directly into Rebellion). All applicable Domino Effects of [23.1] and [23.2] may be carried out.

Furthermore, shift the Loyalty on any two other planets in province four not inhabited by Piorads one space in the Rebel Player's favor, except on the Capital of Province four. This shift may not put Planets into Rebellion.

RS#5 Ardorat Free Fleet allies with Rebels

The Ardorats, once associated with the Segunden Republic but never being a full member for being the most restless of all raider races, even besting the Piorads, had been the first target of the Empire once it began to disrupt, violate and finally shatter the Segunden Free Trade Sphere. Though suppressing the Ardorats most ruthlessly on their original home-world Niconi, the Free Ardorat Raider Fleet did not cease to harass the Empire. In an attempt to break the will of their fleet, the entire Ardorat population was enslaved and deported to Liatris, their world given to the Kayns to bring stability to the just dissolved Free Trade Sphere. But till the current day, the spirit of the Ardorat people has not been broken and its nomadic raider fleet haunted the Empire for generations now. The reclusive fleet has waited patiently for generations to make the Empire pay for what it did and finally may see its chance with the Rebels. Starting with a diversionary raid, the Ardorats prepare for a nasty surprise, striking against one of the Empire's strongholds.

When the Event is played, the Rebel Player may add the Resource value of one Environ on a Planet in a State of Imperial Control without an Imperial unit in the Orbit Box, to his resource track.

Furthermore, the Rebel Player receives two 2-3s of the Wild Type to be put in any Orbit Box and may put one Imperial PDB down at the start of his Operations Phase (representing extensive studies of the Ardorats of this particular planets defense systems and how to crack them).

This Event can be a great help to crack a guarded stronghold like the Trap! or IPOC by negating the defense shifts the usually strong PDBs on these places offer. The two 2-3s will also be a real aid at that moment and later on.
RS#6 Administrative Breakdown
Constant infiltration of the Empire's forces, its innate corruption, ineffective bureaucracy and power-games and an underfunded and over-used infrastructure finally lead to a complete breakdown of the Empire's supply services under increased rebel military pressure. A couple of well-aimed and coordinated undercover and clandestine rebel operations targeting key installations of the Empire's militray administration were all it needed to bring all Imperial offensives to a halt as their supporting formations collapse until the Empire somehow can manage to get things working again.
During the game turn this Event is Played, the only exception to the Strategic Assignment are 'Local Alarm' and 'Secret Base Orders' and the Strategic Assignment is treated as if it names no provinces at all. I.e. neither the benefits of a Provincial Crisis or a State of Emergence count this game turn for the Imperial Player and all provinces are treated as if not named by the Strategic Assignment with the corresponding consequences.

This Event can be quite powerfull when played at the right moment. The problem may be to time that moment right. Before a State of Emergence is proclaimed, it is not such a boon but after a State of Emergency is proclaimed, the Empire might be in such a bad shape soon, that this Event can't do such a lot of further damage either. Another little problem with this event might be, that it will clog up your hand till you can play it. Either the Rebel Player takes it early on, which will prevent him getting a Secret Event that will be of use during the initial part of the game, or he waits till later to pick it up but risks, that it will not be available then.

With this, Planet Secrets and Galactic Events are done. As a last rule to close my working on the Standard Game, I want to introduce a mechanic which is of a very general nature again and influences the game on a more galactic or abstract level rather then a specific unit, planet or character and therefore it was placed into this chapter.
DRAMA
Players may throughout the game repeat die rolls, chit draws and card draws at the cost of making the game more difficult for them to win, or for their opponent to lose. This acts as some kind of balancing-mechanism - it can make you hope to void a certain botched roll or in a tight spot give you some extra chance to prevail - but it can also be viewed as fate intervening at certain crucial moments, for in Freedom in the Galaxy drama sometimes just wins over reality.

A Player may 'use Drama' to do the following:

· to re-roll any die (or both dice in case of a D66). Any die may be re-rolled, even 'enemy' die rolls (i.e. dice the Enemy Player is allowed/required to roll). The original roll is just ignored, the die taken up again and rolled another time.

· to re-draw a Mission Chit drawn by the Player himself (i.e. NOT a Mission Chit drawn by the Enemy Player for his missions). The Mission Chit is just ignored, thrown back to the mug and a new Chit drawn instead to replace it.

· to re-draw a Character or Posession Card drawn after a G or P mission performed by yourself.

A single Player may not re-roll/re-draw the same roll/draw more than once, the re-roll/re-draw has to be accepted by that Player even if the same result comes up again. In case of die rolls it however is possible, that each of the two Players demands a re-roll of the same die (in total rolling it thrice, the third roll being the final one).

Each time a Player uses Drama to get a re-roll/re-draw, the other Player may chose one of the following two:

· make the bid of the Player who demanded the re-roll/re-draw one turn more difficult (i.e. raise it by one for a Rebel Player or lower it by one for an Imperial Player)

· or make his own bid one turn easier (i.e. increase it by one if Rebel Player or lower it by one if Imperial Player)

There is no limit how often the Rebel bid may be lowered and the Imperial bid be raised (first option), but the Rebel Bid may never become higher than the Imperial one and vice versa (which puts a certain limit on option two to prevent that both Player's may win simultaneously).

The main use of Drama really is, to void a botched roll or especially an undue mission chit ('Rebellion falters!' at a cruicial moment comes to mind). How often this may occur, depends a lot on the Players. As they can chose to either make it more difficult for their enemy or easier for themselves each time, they may if both prefer send re-rolls bouncing back to each other. I take a re-roll and make it more difficult for me - you take one and make it easier for me again. But this kind of game only works as long as both play it. Once a Player decides to just make it more difficult for his opponent and foregoes a regular use of re-rolls, that said opponent might soon come to rue he took so many re-rolls. One or two turns more difficult may not be that decisive (may!) but from then on it would have been better that these re-rolls counted for something.

There was no way to influence enemy Chit draws, as this could be used, to botch enemy missions. This was a bit too much of a stepping stone in my oppinion and against fast progress of the game. With die rolls, I saw less of a danger here. Messing up your enemy's attack roll of cause can be nasty, but if it was a 50:50 affair, he can try a re-roll himself and if it was not, then the battle was so biased in one Player's favor that re-rolls usually will just lead to the results most likely anyways. With mission Chits it is different. When you have to throw back the mission letter you just needed, then he has to be drawn from a mug again full of Chits NOT naming it. Just think of what this would do to Assassination missions to understand what I mean

With this, all changes I like to be done to the original game are finished. Time for something completely new.

THE ARMAGEDDON SCENARIO

Well, the name may perhaps mislead a bit, for this is not another System or Province or even Galactic Scenario starting in the middle of events. It is an add-on to play FITG till the very end of the Empire. I chose the name as I deemed it most fitting. That in the original game some of the smaller Scenarios actually were also called Armageddon Scenarios, I had already frogotten at that point - I did not care very much about them before, they all look fairly trivial.

The Armageddon Scenario as it is presented here, is just an initial draft. This means, it actually DOES NOT WORK(!) I still have included it here, to give a preview, in which directions my efforts in general will go, once I am satisfied with my changes of the original game. Obviously it was drafted before I introduced Historic Events, for many of the ideas presented below will fit very neat into that concept.

The Armageddon Scenario is not playtested at all. One thing I will have to check is, if the threshold of 26 VPs is practical. If 26VPs means, that 26 Planets are Rebel Controlled and 15 others in Rebellion, the Remnants of the Empire will be 10 Planets - so small that all the rules of the Armageddon Scenario are literally flogging a dead horse, i.e. not really worth the effort. If this turns out to be the case, I will lower the threshold not just for the Armageddon Scenario, but also for the normal game to keep things uniform. Even reduced to 18 VPs, the Galactic Game will take its time to unfold and play to conclusion - enough time to appreciate all nuances of the game but also short enough to be played in two relaxed sessions (or one dedicated one). Together with all the rules in previous chapters, which aimed at speeding up the game, it would be ideal if the standard game now would be so short, that by adding the Armageddon Scenario the game would not take significantly longer than the original game. The result would be a Standard Scenario, which could be completed faster than the original galactic game and an Armageddon Scenario, which could be completed in roughly the same time but with the story coming full-circle.

Another thing with being just an untested draft means, that not all 'what happens if' cases are addressed and many rules are still too complicated, unclear and - as said already - maybe not working proper yet. The way the Galactic Senate is installed would be an example, but also what happens if certain characters who are crucial to the Armageddon scenario have died via Assassination.

Nevertheless, take a look what I roughly had in mind.
[40.0] THE ARMAGEDDON SCENARIO

The Armageddon Scenario allows to continue the game till the final destruction of the Empire and all forces associated with it. The Galactic Game, which ends when the Rebel Player has amassed 26 VPs is merely the prelude to the doom of the Empire.

Both Players, as with the Galactic Game, bid for their sides. However, the victory condition is, that all Planets except the Planet Secret Empire Forever! are Rebel Controlled and Redjac is dead or captured. Otherwise, the bid point system remains unchanged, the lower bidder plays the Rebels, the higher bidder the Empire and a draw occurs between the two bids.

The old victory condition, 26 VPs under Rebel control now instead serves as the breaking point from which the Empire begins to fall apart.

[40.1] EMPIRE FALLS APART

At the end of an Imperial Player turn, in which the Rebel Player has a Victory Points Total of 26 ore more, the Empire falls apart into three pieces: The Empire, the New Republic and the Warlord Sector.

The term New Repubic was already called 'too Star Wars like'. I might change it to Galactic Republic instead. 'Galactic' also sounds a bit bolder and confident than 'New'. Another idea would be 'Nova Republica' giving it some reference to times long ago when there had been a Rhone Republic.
The New Republic is the growing number of provinces in which the Rebels establish their new government of the Galaxy. The Warlord Sector is a dictatorship of former imperial commanders splitting from the Empire and setting up a competing military regime in one province. The remaining three provinces represent the remnants of the Empire, struggling to consolidate their losses but yet too slow in acknowledging their defeat.  

[40.11] Once the Rebel Player have amassed 26 VPs, finish all determination of change of control and the corresponding Domino Effects of the ongoing turn, even if the Rebel total of VPs is already above 26. After this, determine which provinces compose which of the new three factions. Start with the Foundation of the New Republic [40.21] and proceed with the Secession of the Warlord Sector [40.31]. The Remaining three provinces compose the Remnants of the Empire [40.41].

[40.12] Once the three factions are established, find the rules governing them in [40.22] for the Growth of the New Republic, [40.32] for the Operation of the Warlord Sector and [40.4] for the Demise of the Empire.

[40.2] THE NEW REPUBLIC

Though already in the declaration of Lonica the formation of a new galactic government was announced, at this time it was more an promise than a reality. The revelation of the Rebel Secret Base showed, that the Rebels were a military force to be reckoned, but only the open defection of a whole province gave the Rebels a chance to show to the galactic community, that they were more than a band of roving renegades, but a force truly capable to run a new galactic government, an alternative to the overcome Empire.

[40.21] Foundation of the New Republic

Discontent with the current Empire has been running high all time since its rulers had slipped down the road of mind-bogging decadence and depravity. Not only the poor and powerless had to bow under its reign. Opposition had been reaching up to the highest levels of commerce, industry, administration and even the military. Many of these more influential but also conservative groups wary of the Empire did long time not dare to risk the wrath of the Empire, for they actually still had something to lose, to support what looked like a group of hopeless idealists freeing the Galaxy. However, with nearly half the Galaxy under Rebel Control, it became apparent that a new power had emerged that could possibly mean the end to the Empire. For some within these afore mentioned groups it meant a chance to finally dispose this Imperial rule, which so long had meddled in their affairs for no good. Their skills, experience and influence were the basis for the foundation of a new galactic government, the New Republic.

[40.211] Determine which Province defects to the Rebellion. First the Rebel Player names one province, that will NOT be the province that defects. Then, the Imperial Player selects one of the remaining four provinces to defect. This province founds the New Republic.

[40.212] All Planets in this province in a State of Imperial Control, Rebellion or Rebellion Stopped are put in a State of Rebel Controlled. The change occurs without any intermediate steps, a Planet can defect from Patriotic directly to Rebel Control. Every Planet now placed into Rebel Control generates a special Domino Effect. The Domino Effect is the same as if the Planet were put into Rebellion. The Domino Effect may also be spark and be applied onto Planets currently Patriotic to switch them to Loyal. Planets that change from a State of Imperial Control to Rebel Control receive force points for immediate expenditure and to the Rebel Resource Track as if they were placed into Rebellion just now [15.4 ff.].

[40.213] The Planet with Empire Forever does not defect to the New Republic.

[40.22] Growth of the New Republic
Starting with its first founding province [40.21] the Rebel Player over the course of the game will free province after province and incorporate them into the New Republic. Specific rules for these provinces and how they join are found farther below [40.332] [40.422] [40.431] and [40.441]. Rules which apply to all these provinces once they have joined follow here.

[40.221] Whenever a province joins the New Republic, a Rebel Interim Governor is assigned to it. The Governor is placed on the Capital of the province (or the Capital or Throne World in case of province one). He may leave behind possessions with other characters stacked with him. He may as well take other characters stacked with him to his respective Capital. Each province will receive a specific governor.

Province Two: Sidir Ganang. Province Three: Drakir Grebb. Province Four: Odene Hobar. Province Five: Frun Sentel. Province One receives Zina Adora as its Interim Governor, together with her bodyguard Kogus. Though only Zina Adora is the Governor, Kogus must stay stacked with her at all times from now on.

[40.222] Interim Governors are considered Royalties throughout their province raising their leadership by one and conferring the respective bonus draws (this is not cumulative with being a Royal on a certain planet already though). Furthermore, their space leadership ratings are even increased by one when originally zero. However, Interim Governors may not leave their province any more during the game.

[40.223] Rebel Controlled Capital Planets of the New Republic have the same properties as the Rebel Secret Base (i.e. can raise new units at the start of any Rebel Player turn), except that each Resource Phase, only one Elite unit may be purchased on them. Every Rebel Controlled Planet in the New Republic now acts as a Rebel Supply Conduit (i.e. any one of them, not one per province of the New Republic, may raise a new unit or increase one PDB). All  Rebel Supply Conduits in the New Republic are dismissed (only relevant if the Empire still goes on I missions).

[40.224] Provinces of the New Republic are now taxable by the Rebel Player during the Resource Phase. Each Resource Phase only one province is taxed. At first, when the New Republic is only composed of one province, this province is taxed every Resource Phase. Every time a new province joins the New Republic, this province will become the next one to be taxable. When the second province joins the New Republic, that new province will be taxed during the next Resource Phase and the two provinces start to be taxed in alteration. When the third (and fourth and fifth) province joins the New Republic, it will become the next province to be taxed and then inserted at that point into the schedule of taxation. Keep a written record in which order the provinces of the New Republic have to be taxed. 

Example: Province two and four have joined the New Republic. Province two was taxed during the last Resource Phase. Province five now joins the New Republic. During the next Resource Phase, province five will be taxed. From then on the order of taxation will be: Province Four, Province Two, Province Five, Province Four ... . Continuing the example, assume province Four was taxed last Resource Phase and province one now joins the New Republic. So the next Resource Phase province One will be taxed. After that the schedule of taxation would be: Province Two, Province Five, Province Four, Province One, Province Two ...  

[40.225] Should the Capital Planet of a province of the New Republic not be Rebel Controlled when the province is due for taxation, all taxation is lost that Resource Phase.

[40.226] The PDB of a Planet now also serves as an indicator, how far its infrastructure is developed and how much it can contribute during taxation. Only Rebel Controlled Planets can be taxed. A Planet with a down PDB will always use its first Force point to set the PDB up before the remaining force points can be used for anything else. A Planet with a level 0 PDB will yield 1/3 of its total resource values, fractions rounded down. These Resource points must be invested to raise the Planets PDB to level 1 before any points can be contributed to the Rebel Resource Track. Should the Planet not yield enough force points to raise the PDB itself, the Rebel Resource Track may be used to augment the necessary expenditure to raise the PDB to level 1. A Planet with a level 1 PDB will yield 1/3 of its total resource values for taxation, fractions rounded down (Exception: a total value of 8 yields 3 resource points at PDB level 1). These points go directly to the Rebel Resource Track, none must be used to increase the PDB again. A Planet with a level 2 PDB will yield 1/2 of its total resource value for taxation, fractions rounded down. The Rebel Player needs to pay no maintenance for his level 2 PDBs.

[40.227] As the New Republic Grows, a new Galactic Senate will be installed as well as a new Galactic Government. The rules for this however are dependent on the Demise of the Empire [40.4] and described thereunder.

(make this more general: Interim Senate as long as province one still unsafe, Senate when save)
[40.228] When a province joins the New Republic, unsummoned neutral sovereigns may not be summoned any more by the Imperial Player. Neutral sovereigns summoned by the Empire change to the Rebel Side, but can not again contribute force points to them. 

[40.3] THE WARLORD SECTOR
With continuing defeats by the hands of the Rebels, also more and more commanders within the Imperial ranks began to doubt the effectiveness of the Emperors policies battling the latest Galactic uproar. For many, the Emperor seemed too removed to see the dangers, instead indulging with his court in decadent debauchery as if nothing had changed. Those with more insight saw the fault with Redjac, who shielded the Emperor from the harsh realities for his own agendas. Agendas not shared by those who did not see their own interests in yet another power-shift in favor of the Order of the Imperial Knights. Though not friends of the Rebels at all, when the first province openly defected from the Empire, those disenchanted with the way the Empire was run decided, that they would take matters in their own hands to save what could be saved. If that meant to turn against the Emperor, there were enough who in fact had waited for just that kind of opportunity for ages.

[40.31] Secession of the Warlord Sector

The Warlord Sector started as a lose conspiracy among the ranks of the Imperial Will, soon spreading to all other sectors of the Imperial administration. Rumors of this conspiracy were reported to Jon Kidu and trafficked to Redjac, but in the turmoil of the latest events they were left with too little time to take any effective measures against it, though some claim that Jon Kidu's role in this affair was not as clear-cut as it later on seemed. The secession of the Warlord Sector came as yet another shock to the already disintegrating Empire. Though initially only a movement of mid-ranking and a few high ranking-officials of the Empire, once the movement spread and emerged as a recognizable force, it was able to attract two figures of Galactic prominence to lead it, which in their past regularly had voiced their concern about the course the Empire took under the influence of Redjac: Provincial Governor Gelba and the (formerly) Imperial Knight Vans Ka-Tie-A.

[40.121] After the founding province of the New Republic has been determined [40.21], the Imperial Player chooses one of the four remaining provinces not yet part of the New Republic to declare secession from the Empire. This province will be called the Warlord Sector for ease of recognition. The Warlord Sector can contain Warlord Controlled as well as Rebel Controlled Planets (and in case of Empire Forever! even one Imperial Controlled Planet). The province may also become part of the New Republic and still contain Warlord Controlled Planets.

[40.122] The Warlord Sector establishes its own Force Record Track. Best is to keep a written record of this Warlord Resource Track to avoid confusion between the Imperial and the Warlord Resource Track. One fifth of the Imperial Resource Track goes to the new Warlord Resource Track. After this, no transfer between these two tracks is allowed. The Warlord Resource Track will be used to purchase Warlord units.

[40.123] All Imperial Controlled planets in the Warlord Sector become Warlord Controlled. This change of control sparks no Domino Effect. Any future Domino Effect originating in the Warlord Sector must be applied within the Warlord Sector as far as possible, before they may be applied to Planets outside the Warlord Sector. Any future Domino Effects originating in the other four provinces can only be applied in the Warlord Sector, when there are no Planets outside the Warlord Sector which can receive them.

[40.124] All Imperial military units in the Warlord Sector become Warlord Forces. Imperial leaders except Gelba and Vans Ka-Tie-A prevent military units up to their space leadership rating from becoming Warlord units. It may only be named one leader per stack, additional characters do not add their leadership rating. As many units as possible must be prevented from switching to become Warlord units and the most valuable units (in terms of force points) must be prevented first. Atrocity Units are exempt from defection, Suicide Squads may defect.

Those units that do not defect, must make an immediate hyperjump out of the Warlord Sector to the nearest System in Jump Points outside the Warlord Sector.

[40.125] Warlord units remain face up on the map (or are flipped so, if the IPOC has still not been put into Rebellion). All Imperial units are now placed face-down again as the Imperial Army reorganizes to these latest events or stay face down in case the IPOC has still not been placed into Rebellion. 

[40.126] Gelba will become the Dictator of the Warlord Sector. His space leadership rating is increased by one. Up to three units stacked with him (as many and as strong as possible) switch side and become Warlord Forces if not already so. Gelba and this stack is now placed in any Orbit Box in the province of the Warlord State (even to Orbits containing Rebel units and/or a Planet not controlled by the Warlord State and even if he has already been in the Warlord Sector). No ranking attacks, interceptions or hyperjump is rolled for. If Gelba is currently dead/captured/incapacitated, he suddenly emerges on any Warlord Controlled Planet with two Veterans and one Line. When Gelba arrives, he may conduct a sneak attack out of turn sequence. Conduct the following after his arrival, then return to the normal sequence of play. After put into Orbit Gelba and his stack may attack either Rebel units in Orbit or the Rebel PDB, Imperial Player's choice. This attack may be a sneak attack if he desires. Warlord units already in Orbit may join. His stack may then move to the planet surface (even splitting up if they desire) and conduct surface combat. Again, any of these surface combats may be sneak attacks also stacks not including Gelba any more. After this, all Warlord units on that Planet may return to Orbit again.

[40.127] Vans Ka-Tie-A defects to the Warlord State. If on the map give him a spaceship if he has none and put him on any Planet in the province of the Warlord State. If currently dead/ captured/ incapacitated, he suddenly reemerges on any Warlord Controlled planet together with an Imperial spaceship. If necessary, just remove one ordinary Imperial Spaceship from anywhere on the map and give it to Vans Ka-Tie-A. The Warlord Forces may only possess one Imperial Spaceship in total, but Vans Ka-Tie-A may receive a new spaceship, should this one be lost on any Warlord Controlled Planet instead of Imperial Controlled Planet.

[40.128] After these two characters have been placed in the Warlord Sector, a general mobilization of the Sector occurs. Each Planet now Warlord-Controlled receives his full number of Force Points for immediate expenditure on that Planet. The Force Points of all Environs are added and may then be spent to buy units still in the force-pool, augment units by one level [see case ???], increase the levels of PDBs or add the remainder to the Warlord Resource Track. Even Elite units may be purchased, but take note that the Warlord Forces may not contain more than five Elite units. Only units still in the counter-mix may be purchased, Exhaustion of the Counter-mix [???] this time is not applicable.

[40.13] Operation of the Warlord Sector
[40.131] The Imperial Player continues to control Warlord units and characters but the Rebel Player may demand that they interdict and attack Imperial units whenever there is an opportunity to do so. Warlord units may never leave their province. Warlord units never suffer the one column shift for being in special Environs. Warlord units are immune to T missions.

[40.132] Warlord characters may go on R missions while stacked with military units. They may even do so when they have acted as leaders in the same turn. Results and bonus draws are rolled for as usual, but all Action Events are ignored for them. Only one R is needed to complete the mission when carried out this way. A Planet in the Warlord Sector, that is in a State of Rebellion stopped and only contains Warlord units switches to a State of Warlord Control and the loyalty marker is put on the dissent space (not just unrest). A Planet in the Warlord Sector, that only contains Imperial units does NOT switch to a State of Imperial or Warlord Control.

[40.133] Warlord Controlled Planets are taxed every Resource Phase. No control of a Capital Planet is needed for this, the Resources are just added to the Warlord Resource Track. The tax rate is much higher. Taxing a Planet full does not lower its loyalty, taxing it half shifts the loyalty marker up one level but never above its starting level. Elite and PDB 2 of the Warlord State do not have to be paid maintenance for. New Warlord Forces may be raised on any Warlord Controlled Planet during the Resource Phase. Only one Elite unit per turn may be raised and only a total maximum of five Elite units may belong to the warlord faction.

[40.33] Relations of the Warlord Sector to the other Factions

The Warlord Sector sees itself as the true opposition to the New Republic, unburdened by the decadence of the Imperial court and less haunted by its intrigues. Though clearly aimed against the New Republic and determined to fight it nail and toe, Imperial envoys and forces are not welcome any more to the Sector. The Empire, though considering the Warlords renegades, is too occupied to fight the constant onslaught of Rebel forces against its territories. Yet, the Emperor has already decided and made announced, that once the order is restored in his Galaxy again, the traitors of the Warlord Sector will face his sentence.

[40.331] Imperial units may still enter the warlord sector. They may attack Warlord units or PDBs at will. They count as enemy units for determining if a Planet is controlled by the Warlord Player. Imperial military units not stacked with an Imperial character in the Warlord Sector must roll a die at the end of their operations phase. Roll once for each unit. On a 1 the unit is destroyed in an ambush of Warlord Special Forces. On a 2 it defects and becomes a Warlord unit. On all other results, nothing happens. Imperial characters may not attempt R missions in the province of the Warlord Sector.

[40.332] The Planet Empire Forever! does never switch to Warlord Control. Imperial units do not have to roll for destruction/defection when on this Planet. It's Control Status is determined like that of an ordinary Planet, not like a Planet of the Warlord Sector, i.e. it is either Imperial or Rebel Controlled, never Warlord Controlled. Imperial characters may go on R missions on the Planet.

[40.333] Sovereigns summoned by the Imperial Player switch to the Warlord Player. They can lead Warlord units and can join Warlord mission groups. Unsummoned Imperial Sovereigns can be summoned by the Warlord Player. Once there is no Planet Warlord Controlled any more, these Characters switch back to the Imperial Player. When Sovereigns switch allegiance these ways, they do not contribute new troops. Neutral sovereigns summoned by the Imperial or Warlord Player will switch to the Rebel side once the Warlord Sector becomes part of the New Republic, unsummoned Neutral Sovereigns can not be summoned by Imperial or Warlord characters any more then.  

[40.334] Once the Capital of the Warlord Sector becomes Rebel Controlled, the province of the Warlord Sector joins the New Republic. However, the Warlord Sector continues to function, no Planets change Control Status and no forces are removed.

[40.335] Once there is no Planet Warlord Controlled at the end of an Imperial Player turn any more, the Warlord Sector surrenders. All Warlord units are removed from the map and all Warlord characters are removed from the game [40.???]. Gelba flees with his personal troops to far space, while Vans Ka-Tie-A is nowhere to be found. The Warlord Spaceship is removed from the game and may not be recovered. All special rules governing the Warlord Sector are lifted (e.g. the Imperial Player may again do R missions or gain control of Planets in this province).

[40.4] DEMISE OF THE EMPIRE

The secessions of two whole provinces came as a shock to the Empire, whose rulers considered themselves too powerful to ever be replaced. But unwilling to truly reform, all that was left to them was to retreat further and further, still infighting, and tightening their grip on their diminishing holds till finally, they snapped like a dry twig.

Mirroring the demise of the Empire is the ascension of the New Republic, not only visible by the growing number of provinces it frees but also by the re-establishment of the Galactic Senate and its Galactic Government.

The Demise of the Empire happens in steps. First it is reduced to (at most) three provinces once the Rebel Player has amassed 26 VPs [40.41]. When the next Imperial Controlled Capital is put into Rebellion, another province surrenders to the New Republic [40.42]. Once the next Imperial Controlled Capital becomes Rebel-Controlled, Redjac will put himself at the head of the last remaining province while his command structure falls apart [40.43]. When finally the last Imperial Controlled Capital is lost, the Empire is defeated [40.44] though Redjac will be good for one last surprise. 

[40.41] REMNANTS OF THE EMPIRE

Once the first province founded the New Republic and another one seceded as the Warlord Sector, the remaining three provinces composed the Empire. Shaken by these losses, the Empire falls back in disarray, trying to stem itself against the inevitable. However, at first it finds no better answers than pressing even more out of its abused subjects and reorganizing its military, an act long overdue since the loss of the IPOC.

[40.411] As mentioned above all Imperial military units flipped face down or remain so should the IPOC still not have been put into Rebellion (for details see [40.125]).

[40.412] All three provinces are now taxed every Resource Phase. Its tax rate is not like in the Warlord Sector (or better, a lot is still wasted), full taxation still lowers loyalty and only zero taxation raises it. Only one Capital (any) or the Throne Planet have to be Imperial Controlled to collect taxation or spend force points, the restrictions of [33.11], [33.12], [33.34] and [33.35] do not apply any more. New units may be placed on any Capital or Throne Planet.

[40.413] The Strategic Assignment is lifted from now on. Maintenance for Elite units and PDBs does not have to be paid for any more. Imperial Splendor still is in effect.

[40.414] Magda Sheels revokes her ties with the Empire. Though still the Queen of Charkhan, remove her from the game, the Imperial Player can not summon her any more.

[40.42] Province Surrenders

Though trying its best to hold together what is still under its sway, the loss of more than half of its territories has left the Empire utterly shaken. Defection among the ranks takes place faster than the Emperor can issue new orders how to deal with them. Just another prominent victory and yet a further province might crumble away from the Empire in a landslide, reducing it to two provinces.

[40.421] When the next Imperial Controlled Capital is placed into Rebellion (or already Rebel Controlled) that province surrenders to the New Republic. In case of province one, the province surrenders when both its Capital and the Throne Planet are put in Rebellion or are Rebel Controlled. This can happen in the same turn as the New Republic is founded [40.11] and the Warlord Sector secedes [40.12]. First carry out the Domino Effect sparked on the Capital placed into Rebellion (if any) and then carry out the following steps.

[40.422] All Planets in a State of Imperial Control, Rebellion or Rebellion Stopped directly switch to Rebel Control (including the Capital Planet but not Empire Forever!). The Rebel Player receives forces and Domino effect is sparked as under [40.113] but no Imperial units are removed or replaced. The province then joins the New Republic.

[40.423] The Galactic Senate is installed. Vudot Vodot is moved to the Temporary Seat of the Senate on a Planet in a State of Rebel Control (not necessary Rebel Controlled). The first choice for the temporary Seat will be any Environ on the Planet with the Secret Base. Should that Planet not be in a State of Rebel Control, the Seat will be on a Rebel Controlled Capital Planet (not the Throne Planet). If there is no such Planet, chose any Rebel Controlled Planet in a province of the New Republic outside the Warlord Sector. Place Vudot Vodot in the Environ of the Temporary Seat (no hyperjump necessary) and take any one Rebel military unit (any unit, even a 1-0) from the map and stack it with him. He may leave behind any of his possessions with another Rebel character. Vudot Vodot may not join mission groups any more, but may be named as a leader.  As long as he is stacked with a military unit (indicating the Senate is not totally cut off by enemy forces) at the start of the Galactic Stage, the Rebel Player can apply one D result to any Planet in the Galaxy, except Empire Forever! during each Galactic Stage before Galactic Events are drawn.

[40.424] Internal Security of the Empire tightens. Imperial characters may now ignore the Action Event 'Enemy agent reveals mission' (though he does not get a bonus draw instead like the Rebel when he got an I on the Trap!). Warlord characters still suffer from the Action Event.

[40.425] Taxation is increased. Taxing a Planet full does not lower its loyalty, taxing it half shifts the loyalty marker up one level but never above its starting level. Elite and PDB 2 do not have to be paid maintenance for any more. Imperial Forces may be raised on any Imperial Controlled Planet during the Resource Phase. Elite units may still only be raised on Capital Planets, but there is no limit (except the counter-mix) how many the Empire may posses.

[40.426] If Redjac is currently dead, incapacitated, ill or captured he reappears. Put him and his spaceship on any Imperial Controlled Planet or if there is none, with any Imperial character.

[40.427] Imperial leaders may now try R missions like Warlord leaders [40.132]. However a Planet in a State of Rebellion stopped and only containing Imperial units switches to a State of Imperial Control has put his loyalty marker on the unrest space (not on dissent like in the Warlord Sector).

[40.428] Telmen bugs out. Remove him from the game, he can not be recovered via a G mission (even not on the Clone World).

[40.429] Senator Dermond is accused of treason. During the next Imperial Player turn, Senator Dermond may not be moved or go on missions. If not already stacked with Redjac or Els Taroff, move one of them during the next Imperial Player turn to Senator Dermond (no hyperjump necessary just put one of the knights with a spaceship there). If none has a ship take Els Taroff and just give him a spaceship, taking it from other characters if necessary). 

The Rebel Player may during his next Player turn attempt an I (Gather Information) mission to rescue Dermond (if he is in an Orbit box, a J mission can rescue him). The mission is carried out like an ordinary I mission, but characters who add to the hiding value may add that number as additional bonus draws to that I mission if they take part. If the mission succeeds, Senator Dermond becomes a Rebel character. If not he is brought by Redjac or Els Taroff to the Emperor during the next Imperial Player turn. If not freed during the next Rebel Player turn (by either an F or a J mission) he will be executed at the end of the next Rebel Player turn.

If Senator Dermond is already dead when the province surrenders, the Rebel Player may resurrect him on the Clone World as one of his characters. Assume that Dermond remembers very well who let him down and now sees, that more order and stability will be established with the New Republic, not the petty Remnants of the Empire.

[40.430] Treb Eyro decides, that his luck not any longer lies with the Empire. He resigns from politics and is removed from the game concentrating solely on other businesses, the Imperial Player may not summon him any more.

[40.43] THE THRONE VACATED

With its own lines purged, the Empire finally comes to grip with the new realities. Too late however as it is fighting already with its back to the wall. Determined to not let another province slip from its grip, draconian measures are employed to prevent any further landslide victories of the Rebels. For should yet another decisive defeat reduce its influence down to one province, no one dares to imagine which acts of desperation might take place in the inner circles of the waning Imperial power.

[40.431] When the next Capital Planet (and the Throne Planet in case of province one) becomes Rebel-Controlled (not is just placed in Rebellion) that province joins the New Republic. This time no other Planet switch to Rebel Control as a result of this, but the following effects are applied.  

[40.432] The Emperor is disposed by Redjac. Remove him from the game, he may not be recovered by a G mission (even on the Clone World).

[40.433] Barca and his troops surrender and are granted honors of war. Remove the three strongest units of Brace's stack (if any) from the map and move Barca to any Rebel character in the same province. Barca is now a prisoner, though he will not try to escape and can not be freed by any F mission.

[40.434] Els Taroff bugs out. Remove him and one Imperial spaceship from the game, he can not be recovered via a G mission (even not on the Clone World).

[40.435] Saytar from now on may always opt to use a sneak attacks instead of his normal attacks during the operations Phase. He may from now on always declare first to attack (i.e. during step 1 of [10.0] and during step 2 of [22.0]) even in the Enemy turn. He may declare attacks versus Enemy PDBs during step 2 of [22.0] (i.e. the Enemy can hardly prevent it). In a reaction move, he can take two units along with him.

During his interplanetary movement phase, Saytar's stack may still be intercepted but the Imperial Player has the option of continuing the stack's movement. If he opt so, the intercepting stack immediately carries out its attack, but after it Saytar's stack continues its move without an interception stack being formed. When arriving at an Orbit Box and being intercepted this means, that the interception combat is fought and then Saytar's stack and the Rebel Player's units are not put in an interception stack. Rebel units used in this interception attack may thus be used for interception again during that turn.

Every Resource Phase, Saytar may plunder environs which are not Empire controlled to augment his stack of units. He can purchase one new unit worth up to the resource value of the Environ and add it to his stack. If his stack already has as many units as may be stacked in that Environ, he may remove a unit before he buys a new one, but that unit is not refunded.

[40.436] If Province One has already joined the New Republic and Adare is Rebel Controlled, the Galactic Senate is established in the Urban Environ of Adare. Put Vudot Vodot and any military units characters of his Environ there. Otherwise there is no difference to the Interim Seat of the Senate (i.e. as long as Vudot Vodot stays is stacked with a Rebel military unit at the start of the Galactic Stage, he may apply one D to any Planet in the Galaxy).

[40.437] Odel Hobar finally comes to terms with his son's views. He abdicates and is removed from the game, the Imperial Player may not summon him any more.

[40.44] THE END OF THE EMPIRE

With its last Capital lost, all is over for the Empire. Anarchy rules its last planets, as every lackey now only cares to escape with as much as he can. Those who still fight are those who have nowhere else to go any more. Or, in some very special cases, to settle one last, final score.

[40.441] When the next Capital (and the Throne Planet in case of province one) becomes Rebel controlled its province joins the New Republic. Imperial taxation ceases, except on the Empire Forever!. Force Points from the Imperial Resource track may be used, to raise new forces on the Empire Forever!. No planets switch to Rebel Control as a result of this, neither are any Imperial military units removed. However, at the start of every Rebel Player turn, switch the loyalty of all Planets in a State of Imperial Control (except Empire Forever!) one space in the Rebel Player's favor till in Unrest. Planets can not be put in Rebellion this way.

[40.443] Jon Kidu vanishes. Remove him from the game, he can not be recovered by a G mission (not even on the Clone World).

[40.442] Put the PDB on the Planet with Saytar down if it is Rebel or Warlord Controlled. Then put all Imperial military units on that Planet together with Saytar in the Orbit box of that Planet. Saytar may then carry out an attack against Rebel units in his Orbit with an additional two column shift in his favor. As now usual, Saytar may make this attack a sneak attack. After this attack, Saytar and his stack may make one hyperjump which can not be interdicted at all.

From then on Saytar may not go any longer on R missions. He may now plunder environs at the end of every Imperial Player turn instead of every Resource Phase, but only on Planets which are not Rebel Controlled (i.e. either the Planet is Imperial or Warlord controlled or Saytar has to destroy the PDB and then all Rebel units on the Planet while his own units survive, at which point the Planet will be Neither Controlled). When intercepted, he may opt to either exempt half of his stack (fractions rounded up) from the interception completely. The exempted part of his stack moves on with him, the rest is put in an interception stack. He may still instead opt to move past the interception with his complete stack and let the whole stack be attacked like described in [40.435]. He keeps all his other special abilities from [40.435] (i.e. sneak attacks, right of attacking first and attacking PDBs directly).

Saytar will remain in the game until all his units are destroyed or there are no Planets any more Imperial or Warlord-Controlled except Empire Forever! at the end of an Imperial Player turn, when he is removed along with the single strongest of the units in his stack. 

Check for this removal AFTER the Rebel Player checks if he has fulfilled the victory conditions of the Armageddon Scenario. This means, if Saytar's troops are not destroyed in time, he very likely will prolong the game by one Player turn, even if all Planets are in a State of Rebel Control. FIRST the Rebel Player checks if all Planets (except Empire Forever!) are Rebel Controlled. If Saytar has destroyed the PDB and all Rebel units on a Planet, this Planet is in a State of Rebel Control but Neither Controlled at the moment, preventing the Rebel Player to win this turn. THEN is checked if there are still any Planets Empire or Warlord Controlled. The Planet with Saytar is Neither Controlled and all others Rebel Controlled. Saytar and his units are removed and the turn ends. The next turn however, the Rebel Player very likely will win. 

[40.443] If not already so, the Imperial Senate moves to Adare the instance it becomes Rebel Controlled [40.436]. Put Vudot Vodot and the Galactic Senate to the Urban Environ of Adare. Rayner Derban and one military unit from his stack (the fastest one) are then placed to the Galactic Senate to become the Interim President (no interdiction or hyperjump takes place). Rayner Derban has to stay stacked with rebel military units if possible. If all military units are destroyed, he can join missions but he must lead units as soon as any are available. As long as Rayner Derban is stacked with a military unit, he can increase the space leadership rating of one Rebel character (except if zero) and the ground leadership rating of the same or another leader during the Rebel Player turn (not the Imperial Player turn). Zina Adora and Kogus are moved to the Galactic Senate too, to assist the establishment of a new Galactic government. They may not leave Adare any more during the game and have to be stacked with a military unit if there is one. As long as Zina Adora is stacked with a military unit Vudot Vodot may apply one D at the end of every Rebel mission Phase (instead of during the Galactic Stage) to any Planet on the map and Rayner Derban may apply one R at the end of every Rebel mission Phase on any Planet on the map in Unrest. Tourag replaces Zina Adora as the new Interim Governor of province one, move him there like any other Interim Governor [40.221].

[40.444] Put exactly three characters in the same Environ as the Galactic Senate (or the Temporary Seat if Adare is really still not Rebel-Controlled) not stacked with the military units of that Environ. These characters are considered to run errands or provide liaison with the outer provinces. Any character put there must do so together with all possessions and other characters he went on mission together last turn and are still stacked with him (if any). Tourag, though now Interim Governor is a viable choice and can be used to act as the last, third character. The characters on errands receive at the start of the mission phase any possessions held by the characters stacked with the military unit(s) in their Environ (i.e. from Rayner Derban, Vudot Vodot, Zina Adore and Kogus).

[40.445] At the end of any Rebel movement phase, there must be exactly three Rebel characters not stacked with military units in the Environ of the Galactic Senate. Before any character may leave during a movement phase, another characters to replace him must be there. Characters that leave may transfer their possessions to any of the characters not stacked with military units left behind. Otherwise, the characters running errands at the Galactic Senate may perform any game-function as usual (e.g. go on missions and search for enemy characters).

[40.446] During the next Imperial Player turn, if Redjac is still alive, put him and Jin Voles and Thysa Kymbo along with their spaceships if they still possesses some to the Galactic Senate. If Redjac is currently dead, captured, incapacitated or Incarcerated, he just reemerges at the Galactic Senate. The other two characters only are put there if currently alive, free, incapacitated or incarcerated. No hyperjump or detection is rolled for, just put the characters and spaceships undetected in the same Environ as the Galactic Senate.

[40.447] The Imperial characters will now in their mission Phase try to assassinate Rayner Derban. If the A mission succeeds, Redjac will be accosted by the three characters running errands on the Planet [40.448]. If the A mission fails and one character is killed, it will be Redjac. If the A mission just fails, but the Imperial characters are not captured, Redjac will initiate character combat with Rayner Derban with Redjac being the attacker. The combat will be hand-to-hand and for kill, no break off allowed. Should Rayner Derban be killed, again the three Rebel characters running errands will initiate character combat with all Imperial characters in the Environ as described in [40.448].

[40.448] If Redjac succeeds in killing Rayner Derban, either through the A mission or character combat, the three characters running errands will find him and initiate character combat with all Imperial characters present with those three Rebels being the attackers. The Rebel characters may use any of their possessions, but the Cervac Mk IV may not be used to incapacitate Redjac. On the Imperial side, Thysa Kymbo may not opt to die any more [???]. No break off is possible.

[40.449] If Redjac survives the turn after killing Rayner Derban, he vanishes and the Rebel Player loses the game. In any other case he will be either captured or dead. Thysa Kymbo surrenders and is offered to be exiled to the Empire Forever!. Move her and Jin Voles (if still alive) to the Empire Forever! From then on, no Imperial characters or units may leave that Planet any more (The Rebel Player now controls Thysa Kymbo, Jin Voles and all Imperial units on Empire Forever! (just in case it lies in the Warlord Sector or Saytar tries to attack it). 

[40.430] Ascaill vanishes without a trace. He is removed from the game, the Imperial Player may not summon him any more.

TODO:

· check victory conditions/ start of Armageddon Scenario: 20VPs maybe enough?
· make sure Vans gets his Blaster back when Warlord Sector created
· Interim Governors (look for a better term) New Republic (hope for another term)
· Interim Governors, raise one PBD per ? for free (i.e. economic buildup), if Interim Governor not available, just forfeit all benefits (no lengthy line of step-ins)
· check if Galactic Events and I missions still make sense or must be modified
PART III

FURTHER

MATERIALS

OPTIONAL RULES

[39.0] OPTIONAL RULES
Players may, if they dare, try to alter the rules to make the game suit their personal tastes. The colorful background of Freedom can inspire all kinds of little ideas, to make it just more colorful. You could fill each Environment with creatures of your imagination, introduce new Galactic events or come up with separate Action Cards for all of the four Special Environs, to name some simple examples. 

However be forewarned, that tampering with the rules might end in unpredicted results very easily. Though the bid point system can take care of play balance very well, even this save-break is limited. New rules might provide loopholes that one side may exploit to an extend that can ruin game-balance in spite of the bid point system. The old rules for PDBs and how it relates to Planet-Control are a prime example for that. Though looking insignificant at first, the original rules regarding that single point had a grave effect on the Rebels. Even if not ruining game balance, new rules can spoil the fun for one side or become annoying if they don't work well.

Furthermore keep in mind, that even if you and your buddy, whom you began to play and learn the game with, like a particular rule you two came up with a lot, the rest of those enjoying the game might not share this feeling. This sometimes may just be due to the fact that it is just 'not the way it used to be' but if you do not hold too high hopes to play anything but the standard rules with anybody but your close regulars, you will save yourself a lot of disappointment.

But to provide a system how to possibly include your rules, apply the following:

[39.1] WRITING OPTIONAL RULES
[39.11] The rules have to be written down before players bid for sides. The Player who wrote the rules is NOT the final authority to interpret them. It is his duty to write the rules in a fashion that there are no ambiguities. If they are ambiguous, then he holds no right to impose his view as the only true one, he had chance for that while he drafted the rules. Be warned that nasty opponents may already embroil you in an ugly argument about what constitutes ambiguous. Already this should show how much optional rules require 'sportsmanship' and 'common sense' - both mainly catch-phrases to denounce the other side as being 'un-sportsmanlike' and 'unreasonable'. Therefore be very careful when you attempt yourself at optional rules.

[39.12] The rules have to be handed over to the other Player before sides are bid for. After reading the rules, the other player has to agree that the rules shall be used or the game will be played without them. Again, be careful before you agree to rules to be included. If you have no time to think about their effects on the game (for instance you just got them minutes before you were asked to write down your bid) feel free to reject the whole thing. Don't get talked into anything else, ask for a good explanation why the rules were not handed over to you some days in advance. If you dislike the excuse presented to you, then just waive the whole thing off. 'On too short notice' is actually not a viable excuse - it is a pretty good reason.

[39.13] After any optional rules have been agreed on, begin to bid for sides (taking into account any impacts of the optional rules in your bid).

[39.14] Pray, that the wording of the optional rules was so clear, that both of you understood them in the same way. You may bet that a different interpretation will lead to conflict. You think this can be done - your opponent thought it couldn't. You prepare to do it - he does nothing to defend against it. You do it - he is taken totally by surprise. If your interpretation now counts you gain an advantage, if his counts you don't. In this situation, you will see how much 'sportsmanship' and 'common sense' depends on personal viewpoint.

Below follow some ideas for optional rules. Good ones and not so good ones:

[39.2] MINOR CHANGES
The possibilities for minor changes are countless. You can invent new creatures, new Galactic Event Cards, you can change the numbers of bonus draws for certain missions like adding one per additional character or by adding certain ratings. You can give some new features to certain Planet Secrets. As said, the possibilities are limitless. Here some I think are useful. 

[39.24] Cache of Rare Gems

The Cache of Rare Gems is not disposed when used to buy a spaceship. This optional rule helps the Rebel Player a bit, especially at the start of the game.

[39.25] Stacking Limits

The stacking limit of environs is its printed size, but minimal 4. With the normal rules especially in 2 size environs there was a chance for stalemates between high strength units even with Determined Assaults. This situation still can develop, but it will now require to mass four high strength units instead of just two. Not that the normal rules are that terrible. They represent nicely, that there are certain environments which are so under developed (i.e. of low Environ size), that it takes a protracted war to dislodge any enemy.

[39.26] Determined Defense
If the attacker does not declare a Determined Assault in a combat, then the defender may do so instead if he at least has a unit worth three or more Strength points involved in the combat. The combat ratio is then shifted one column to the right. 

A little drawback of this rule will be, that in general it will become more costly to destroy vastly outclassed enemies. As these will die anyway, the extra column shift against them holds no punishment for them any more, but they can take some more enemies with them. Think a bit if you like this effect.
[39.3] HANDICAP GAME
A clearly weaker or novice Player can feel a bit uncomfortable with the Bid Points System. Thinking of Playing the Rebel Side, he would bid high as he judges rightly, that he will need some extra turns. But as he bids high he very likely will end up with the Empire and his high bid will then haunt him. Thinking of Playing the Empire, he will bid low as he rightly expects not to last long and then end up as a Rebel Player regretting his low bid.

To ease that situation, when there is a clear difference between Players, instead of bidding you could play a handicap game. 

The better Player determines the turn limits for the Rebel and Imperial side before the game starts in a way he considers challenging. After that, the novice player decides which side he wants to play.

This way, the better player can set a handicap against himself. For instance, if he thinks the game is learned better by Playing the Rebels as a beginner, he could ask for a very high turn number for the Empire to last and a generous time limit for the Rebels to win, thus handing over the Rebels to the novice with a certain chance that he can actually win the game, while himself having a challenging number of turns to last. Or, as an other example, if he thinks a short game will be better as an introduction, then he could allocate a very low turn number to the Rebels to win, otherwise the Empire wins, thus discouraging the novice to play the Rebels. That way he can make it a challenge how fast he can defeat a given beginner Playing the Empire, failure to do so in the allocated turn limit is immediately a loss for the experienced player.

I consider the rule useful for its psychological impact. It is nicer as a beginner to not just learn a new game during his first tries, but to actually have a chance to win as well, or at least to work out a draw.

As well as leaving the determination just to the more experienced Player, both could mutually agree in any other way about the turn limits.

[39.5] CHANGE OF AT START FORCES

You could change the forces allocated to each Player at start. If you do not enjoy the part of the game in which both sides mainly built up their respective sides, this might be a nice option for you. The main problem here might be, how much forces to add to the Imperial setup. Of cause you may as well just give the Rebel Player more stuff at start, which might shorten the game as they can apply pressure on an unprepared Empire earlier.

One way how to play with such a 'Quick-Start Setup' could be like this:

[39.31] Both Players bid like for a normal game to determine sides. However, keep in mind, that the game starts in turn 9 now. So if you usually bid, lets say, 22 turns, you would very likely bid just 18 now. After sides are determined, the Imperial Player draws Secrets and arranges his Strategic assignment. Though the game starts in turn 9, no cards are removed, he has to use the full set of 14 cards. All Loyalty markers are put on their normal starting levels.

[39.32] The Imperial Player receives 410 Force Points for his initial setup. He may not purchase any Elite units, Suicide Squads, Atrocity units or Level 2 PDBs. Other wise he may purchase anything and set up any way he likes. He as well receives all characters and spaceships and may set them up any way he likes as well.

[39.33] After the Imperial Player has set up his forces, the Rebel Player receives all characters and possessions and may set them up on any Planet except on Planet Secrets, Capitals, the Throne Planet and the Home Planets of star-faring races. He then receives one Rebel Camp for each province and may set it up anywhere, were he was permitted to set up characters.

[39.33] The Rebel Player may now chose six Planet Secrets, that are revealed.

[39.34] The game starts in turn five, but a Resource Phase is not played. Begin the game with drawing a Galactic Event.

This set up would represent a game, in which the Rebel Player needed rather long to get all his characters together, but the Imperial had no success with his initial D and C missions either (but at least his coups did not backfire). All in all I deem this start to be a little under par for the Rebel, so I did not remove any cards from the Strategic Assignment Deck as a compensation (though another reason was, I did not like to bother which ones should be removed).  

[39.5] CHANGE OF VICTORY CONDITIONS

One quite nice way to change the game and especially game length is a change of the number of victory points required to win. All in all, there are 84 possible VPs in the game.

20 VPs still make for a nice game, maybe a bit shorter than the original one, while 16 VPs should shorten time considerably. Of cause you may also go for a longer game, 30 VPs or 35 VPs. Or maybe total annihilation of the Empire and ask for 84 VPs. You may also instead ask for a certain number of Capital Planets to be Rebel-Controlled and discount all other Planets. Or a mix, that requires a certain number as VPs as well as certain types of Planets to be Rebel-Controlled (or maybe just in Rebellion).

As easy as it looks to change the victory conditions, still be careful there can still be made mistakes. A too low number may result in a very random victory. As an extreme example, if you play for just one VP, the game will be decided most likely how fast the Rebel Player stumbles on the Living Planet. On the other hand, if you really ask for 84 VPs, I hope you do not mind that it can take forever to put the Planet with the Secret 'Empire Forever' into Rebellion.

For a quite detailed extension of the game till the total destruction of the Empire, you can also wait, till the Armageddon Scenario will be finished.

FUTURE PROJECTS

THE ARMAGEDDON SCENARIO
As already mentioned before, the Armageddon Scenario is just in the stage of its initial draft. A lot of thinking still has to be put into it, not to mention playtesting, till it will be up to the Standard Game (how I like to label everything else in this variant, i.e. all except the Armageddon Scenario). It however stays on my list as my final achievment regarding FITG, bringing the epic saga coming full circle as well as very likely marking the end of my work on the rules.
DRAMA AND DESTINY

I at first thought when writing the Drama rules to even allow to pre-determine rolls or chit draws (you may call that Destiny). Maybe at an increased cost and maybe also not on every occurence, but in general I liked that idea. There would have to be done some tweaking to keep the mere re-roll attractive (maybe pre-determinations raising/lowering bets by two turns or only allowing them in alternation between the two players) but I actually would not have been concerned too much that this rule may lead to some kind of 'abuse'. 

Of cause this might lead to the point where Player's start to make calculations like "Okay, this or that is rather unlikely to succeede, but if I give up some of my bid I can predetermine my roll/draw and just make it happen." But I am not sure if that actually would be a bad thing. One is, you know it can be done, by both sides, so it is mainly a matter of getting used to the fact that your opponent might pull such a stunt. Actually you might use just the same trick to even it out perhaps. Another thing is, that it will only be had as a trade-off for increased/decreased time and I like this kind of trade-offs, it is up to the Players to decide with what they will fare better in the end. It almost looks like some kind of chess - I make this move and it does me that, now lets see how you react to it.

But on the other hand, Freedom has a lot of different rolls and draws, all with their own probabilities risk/gain ratios and impoact on the game. To circumvent the risk factor in a unified way may not do all cases justice.

Maybe if pre-determination can only occur alternating (i.e. the right to do so alternates between Players) or just a certain number of times per se per player would already do the trick. Or changing bids by two turns and only to make your own bid more difficult, never the opponent player's easier would also put a cap on it. But even then, lots of issues stay unsolved as to which rolls/draws may be pre-determined by whom or what happens when both want to exert Destiny at the same time. I as yet have not worked out how to get all this together, we will see if I can manage it somehow one day.

ABDUCTION MISSION

For some time already I have the idea in the back of my mind, to introduce some alternative kind of A mission, the Abduction mission. It does not kill an enemy character but instead shall just capture it or perhaps only allow character combat, but I still have to figure out what to do with the risk side of the A mission. If Abduction gives you less than Assassination, then also the risk must be lowered. But a balance has to be found again, and not only between risk and gain, but also between Assassination and Abduction. Both have to be viable options.
MERGER
An issue that begins to become more and more pressing, is a merger of my rules with the original set. The need to always refer back to the original rules is one reason for that, the other would be that another set of just purely rules, without any explanatory designer notes would be quite handy by now. Furthermore a merger will give the opportunity to thoroughly check the original game again for any inconsistencies remaining, be they due to the original design or because of rifts between the original game and my variant. Thus a merger of all rules would be high on my list of priorities.

Another task I would like to tackle at the same time is, to drop the original game's division in System, Province and Galactic Game. The need to jump between three divisions of rules (actually four if you include my variant) when playing the Galactic Game sometimes to look up a specific question was in my eyes never offset by an supposedly smoother introduction into the rules step by step. Actually I consider the smaller Scenarios often so trivial, that I think they actually dissuade some sincere gamers from venturing any further. And for beginners, the faster introduction to the trivial Star System Games might just have been bought at the expense of more confusion later when those same novice players have to juggle with rules spread over three parts instead of all of them unified in one set like I mentioned before. Instead, I would maybe instead add some smaller scenarios at the end to get beginners used to the rules, within which certain chapters of the rules could be exempt from reading to play the Scenario.

And then I will rewrite the history of the Galaxy ... (
CHARTS, CHITS AND TABLES

MISSION CHITS
The Chits can be color-coded easily, by just printing them on colored paper. Make sure to use papers in light tones, so that the texts on the Chits stay readable.

Reccomended are light blue for Urban, light green for Wild and a light orange for Special Environs

Be careful to glue the corresponding summaries onto the back of their respective Chits.
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	WILD
Populace

goes wild!

 P
-
WILD
	WILD
Rebellion

falters!

 B
-
WILD
	WILD
Locals raid

Enemy Forces!
 R
-
WILD
	WILD
Imperial

Atrocity!

 R
E
WILD

	WILD
Contacts!

 S
T
WILD
	WILD
Contacts!

 F
C
WILD
	WILD
Shelter!

 D
E
WILD
	WILD
Shelter!

 D
B
WILD
	WILD
Shelter!

 F
E
WILD
	WILD
Guide!

 H
C
WILD

	WILD
Medical

Aid!

 E
G
WILD
	WILD
Scout!

 B
T
WILD
	WILD
Delayed

by

Rumors!
 Q
G
WILD
	WILD
Delayed

by

Rumors!
 Q
I
WILD
	WILD
Unfamiliar

Food

Substance!
 J
H
WILD
	WILD
Tracks

lost in

Wilderness!
 B
C
WILD

	WILD
Locals

attack!

 F
S
WILD
	WILD
Creature

attacks!

 C
G
WILD
	WILD
Creature

attacks!

 Q
P
WILD
	WILD
Creature

attacks!

(one bot)
 Q
I
WILD
	WILD
Creature

attacks!

(one bot)
 J
P
WILD
	WILD
Creature

attacks!

(two bots)
 F
G
WILD

	WILD
Security

Measures!

(detected)
 J
D
WILD
	WILD
Security

Measures!

(search)
 I
T
WILD
	WILD
Security

Measures!

(search)
 S
H
WILD
	WILD
Security

Measures!

(search)
 R
F
WILD
	WILD
Security

Measures!

(found)
 J
A
WILD
	WILD
Enemy

Agents!

 I
T
WILD

	WILD
Wrong

Soldier

contacted!
 S
-
WILD
	WILD
Breach of

Protocol!

(abort)
 P
-
WILD
	WILD
Breach of

Protocol!

(abort)
 B
-
WILD
	WILD
Breach of

Protocol!

(abort & shift)
 C
-
WILD
	WILD
Coup

fails!

 P
-
WILD
	WILD
Coup

fails!

 D
-
WILD


WILD BACK

	WILD
· if R mission success, Civil War occurs

WILD
	WILD
· if R mission success, double Rebel forces

WILD
	WILD
· if R mission success, double Rebel forces

WILD
	WILD
· R mission aborted

· characters detected

· overrules Shelter

WILD
	WILD
· Enemy Player loses unit or PDB

WILD
	WILD
· Imperial Player may commit an Atrocity after letters applied

WILD

	WILD
· gain one bonus draw

· ignore Delayed by Rumors

WILD
	WILD
· gain one bonus draw

· ignore Delayed by Rumors

WILD
	WILD
· groups undetected

· ignore Security Measures

WILD
	WILD
· groups undetected

· ignore Security Measures

WILD
	WILD
· groups undetected

· ignore Security Measures

WILD
	WILD
· ignore Locals attack

WILD

	WILD
· heal one wound    any time

WILD
	WILD
· ignore Creature attacks

WILD
	WILD
· lose one bonus draw

· ignore Contacts

WILD
	WILD
· lose one bonus draw

· ignore Contacts

WILD
	WILD
· lose one additional bonus draw

WILD
	WILD
· groups undetected

· overrules Security Measures

WILD

	WILD
· Locals attack one random Group

WILD
	WILD
· Creature attacks one random Group

· or ignore Creature attacks

WILD
	WILD
· Creature attacks one random Group

· or ignore Creature attacks

WILD
	WILD
· Creature attacks one random Group

· or one SentryBot

WILD
	WILD
· Creature attacks one random Group

· or one SentryBot

WILD
	WILD
· Creature attacks one random Group

· or two SentryBots

WILD

	WILD
· characters detected

· ignore Shelter

WILD
	WILD
· characters detected

· Enemy may search

· ignore Shelter

WILD
	WILD
· characters detected

· Enemy may search

· ignore Shelter

WILD
	WILD
· characters detected

· Squad or one SentryBot attacks

· ignore Shelter

WILD
	WILD
· characters detected

· Squad or one SentryBot attacks

· ignore Shelter.

WILD
	WILD
· characters detected

· abort one random Mission

· ignore Shelter

WILD

	WILD
· characters detected

· overrules Shelter

· abort one T mission

· T attacked by Squad or captured by leader

WILD
	WILD
· if not Diplomacy 2+, abort D mission

WILD
	WILD
· if not Diplomacy 2+, abort D mission

WILD
	WILD
· abort D mission

· if not Diplomacy 2+, shift Loyalty

WILD
	WILD
· abort C mission

· roll die:

1-4 nothing

5-6 shift loyalty

WILD
	WILD
· abort C mission

· roll die:

1-3  nothing

4-5  shift loyalty

6      shift + character captured

WILD


URBAN FRONT

	URBAN
Civil

Disorder!

 R
-
URBAN
	URBAN
Populace

goes wild!

 R
-
URBAN
	URBAN
Populace

goes wild!

 P
-
URBAN
	URBAN
Rebellion

falters!

 B
-
URBAN
	URBAN
Locals raid

Enemy Forces!
 R
-
URBAN
	URBAN
Imperial

Atrocity!

 R
E
URBAN

	URBAN
Contacts!

 H
I
URBAN
	URBAN
Contacts!

 F
C
URBAN
	URBAN
Contacts!

 D
E
URBAN
	URBAN
Shelter!

 D
H
URBAN
	URBAN
Shelter!

 F
E
URBAN
	URBAN
Guide!

 B
C
URBAN

	URBAN
Medical

Aid!

 E
G
URBAN
	URBAN
Enemy

infiltrated!

 B
T
URBAN
	URBAN
Delayed

by

Rumors!
 Q
P
URBAN
	URBAN
Delayed

by

Rumors!
 Q
I
URBAN
	URBAN
Surveillance

Systems!

 J
H
URBAN
	URBAN
Planetary

Event!

 D
C
URBAN

	URBAN
Locals

attack!

 F
S
URBAN
	URBAN
Locals

attack!

 C
G
URBAN
	URBAN
Locals

attack!

 Q
P
URBAN
	URBAN
Creature

attacks!

(two bots)
 Q
I
URBAN
	URBAN
Creature

attacks!

(two bots)
 J
F
URBAN
	URBAN
Security

Measures!

(detected)
 D
P
URBAN

	URBAN
Security

Measures!

(search)
 J
G
URBAN
	URBAN
Security

Measures!

(search)
 I
T
URBAN
	URBAN
Security

Measures!

(found)
 S
H
URBAN
	URBAN
Security

Measures!

(found)
 R
F
URBAN
	URBAN
Security

Measures!

(found)
 J
A
URBAN
	URBAN
Enemy

Agent!

 I
T
URBAN

	URBAN
Wrong

Soldier

contacted!
 S
-
URBAN
	URBAN
Breach of

Protocol!

(abort)
 G
-
URBAN
	URBAN
Breach of

Protocol!

(abort & shift)
 C
-
URBAN
	URBAN
Coup

fails!

 B
-
URBAN
	URBAN
Coup

fails!

 G
-
URBAN
	URBAN
Coup

fails!

 D
-
URBAN


URBAN BACK

	URBAN
· if R mission success, Civil War occurs

URBAN
	URBAN
· if R mission success, double Rebel forces

URBAN
	URBAN
· if R mission success, double Rebel forces

URBAN
	URBAN
· R mission aborted

· characters detected

· overrules Shelter

URBAN
	URBAN
· Enemy Player loses unit or PDB

URBAN
	URBAN
· Imperial Player may commit an Atrocity after letters applied

URBAN

	URBAN
· gain one bonus draw

· ignore Delayed by Rumors

URBAN
	URBAN
· gain one bonus draw

· ignore Delayed by Rumors

URBAN
	URBAN
· gain one bonus draw

· ignore Delayed by Rumors

URBAN
	URBAN
· groups undetected

· ignore Security Measures

URBAN
	URBAN
· groups undetected

· ignore Security Measures

URBAN
	URBAN
· ignore Locals attack

URBAN

	URBAN
· heal one wound    any time

URBAN
	URBAN
· reveal all Enemy units on Planet

URBAN
	URBAN
· lose one bonus draw

· ignore Contacts

URBAN
	URBAN
· lose one bonus draw

· ignore Contacts

URBAN
	URBAN
· characters detected 

· overrules Shelter

URBAN
	URBAN
· gain one additional bonus draw

URBAN

	URBAN
· Locals attack one random Group

URBAN
	URBAN
· Locals attack one random Group

URBAN
	URBAN
· Locals attack one random Group

URBAN
	URBAN
· Creature attacks one random Group

· or two SentryBots

URBAN
	URBAN
· Creature attacks one random Group

· or two SentryBots

URBAN
	URBAN
· characters detected

· ignore Shelter

URBAN

	URBAN
· characters detected

· Enemy may search

· ignore Shelter

URBAN
	URBAN
· characters detected

· Enemy may search

· ignore Shelter

URBAN
	URBAN
· characters detected

· Squad or one SentryBot attacks

· ignore Shelter

URBAN
	URBAN
· characters detected

· Squad or one SentryBot attacks

· ignore Shelter

URBAN
	URBAN
· characters detected

· Squad or one SentryBot attacks

· ignore Shelter.

URBAN
	URBAN
· characters detected

· abort one random Mission

· ignore Shelter

URBAN

	URBAN
· characters detected

· overrules Shelter

· abort one T mission

· T attacked by Squad or captured by leader

URBAN
	URBAN
· if not Diplomacy 2+, abort D mission

URBAN
	URBAN
· abort D mission

· if not Diplomacy 2+, shift Loyalty

URBAN
	URBAN
· abort C mission

· roll die:

1-4 nothing

5-6 shift loyalty

URBAN
	URBAN
· abort C mission

· roll die:

1-3  nothing

4-5  shift loyalty

6    shift + character captured

URBAN
	URBAN
· abort C mission

· roll die:

1-3  nothing

4-5  shift loyalty

6  shift + group captured

URBAN


MISSION RESULTS TABLE


URBAN
WILD
SPECIAL

	((
	R
Civil Disorder!

-
	((
	R
Civil Disorder!

-
	((
	R
Civil Disorder!

-

	((
	R
Populace goes wild!

-
	((
	R
Populace goes wild!

-
	((
	R
Populace goes wild!

-

	((
	P
Populace goes wild!

-
	((
	P
Populace goes wild!

-
	((
	P
Populace goes wild!

-

	((
	B
Rebellion falters!

-
	((
	B
Rebellion falters!

-
	((
	B
Rebellion falters!

-

	((
	R
Locals raid

Enemy Forces!

-
	((
	R
Locals raid

Enemy Forces!

-
	((
	R
Locals raid

Enemy Forces!

-

	((
	R
Imperial Atrocity!

E
	((
	R
Imperial Atrocity!

E
	((
	R
Imperial Atrocity!

E

	((
	H
Contacts!

I
	((
	S
Contacts!

T
	((
	D
Contacts!

T

	((
	F
Contacts!

C
	((
	F
Contacts!

C
	((
	S
Contacts!

C

	((
	D
Contacts!

E
	((
	D
Shelter!

E
	((
	D
Shelter!

E

	((
	D
Shelter!

H
	((
	D
Shelter!

B
	((
	I
Shelter!

B

	((
	F
Shelter!

E
	((
	F
Shelter!

E
	((
	F
Shelter!

E

	((
	B
Guide!

C
	((
	H
Guide!

C
	((
	F
Guide!

C

	((
	E
Medical Aid!

G
	((
	E
Medical Aid!

G
	((
	E
Medical Aid!

G

	((
	B
Enemy infiltrated!

T
	((
	B
Scout!

T
	((
	B
Unfamiliar
Food Substance!

H

	((
	Q
Delayed by Rumors!

P
	((
	Q
Delayed by Rumors!

G
	((
	Q
Delayed by Rumors!

G

	((
	Q
Delayed by Rumors!

I
	((
	Q
Delayed by Rumors!

I
	((
	Q
Delayed by Rumors!

I

	((
	J
Surveillance

Systems!

H
	((
	J
Unfamiliar
Food Substance!

H
	((
	J
Accident!

H

	((
	D
Planetary Event!

C
	((
	B
Tracks lost
in Wilderness!

C
	((
	B
Disaster strikes!

C

	((
	F
Locals attack!

S
	((
	F
Locals attack!

S
	((
	F
Locals attack!

S

	((
	C
Locals attack!

G
	((
	C
Creature attacks!

G
	((
	C
Locals attack!

G

	((
	Q
Locals attack!

P
	((
	Q
Creature attacks!

P
	((
	Q
Creature attacks!

P

	((
	Q


Creature attacks!

I
(two bots)
	((
	Q


Creature attacks!

I
(one bot)
	((
	Q


Creature attacks!

I
(one bot)

	((
	J

Creature attacks!

F
(two bots)
	((
	J

Creature attacks!

P
(one bot)
	((
	F

Creature attacks!

P
(two bot)

	((
	D


Security Measures!

P
(detected)
	((
	F

Creature attacks!

G
(two bots)
	((
	J


Security Measures!

G
(detected)

	((
	J


Security Measures!

G
(search)
	((
	J


Security Measures!

D
(detected)
	((
	J


Security Measures!

D
(detected)

	((
	I


Security Measures!

T
(search)
	((
	I


Security Measures!

T
(search)
	((
	I


Security Measures!

T
(search)

	((
	S


Security Measures!

H
(found)
	((
	S


Security Measures!

H
(search)
	((
	S


Security Measures!

H
(search)

	((
	R


Security Measures!

F
(found)
	((
	R


Security Measures!

F
(search)
	((
	R


Security Measures!

F
(found)

	((
	J


Security Measures!

A
(found)
	((
	J


Security Measures!

A
(found)
	((
	J


Security Measures!

A
(found)

	((
	I
Enemy Agent!

T
	((
	I
Enemy Agent!

T
	((
	I
Enemy Agent!

T

	((
	S
Wrong Soldier
contacted!

-
	((
	S
Wrong Soldier
contacted!

-
	((
	S
Wrong Soldier
contacted!

-

	((
	G

Breach of Protocol!

-
(abort)
	((
	P

Breach of Protocol!

-
(abort)
	((
	P

Breach of Protocol!

-
(abort)

	((
	C

Breach of Protocol!

-
(abort & shift)
	((
	B

Breach of Protocol!

-
(abort)
	((
	C

Breach of Protocol!

-
(abort & shift)

	((
	B

Coup fails!

-
(1]
	((
	C

Breach of Protocol!

-
(abort & shift)
	((
	B

Coup fails!

-
(1]

	((
	G

Coup fails!

-
(2]
	((
	P

Coup fails!

-
(1]
	((
	P

Coup fails!

-
(2]

	((
	D

Coup fails!

-
(3]
	((
	D

Coup fails!

-
(2]
	((
	D

Coup fails!

-
(3]


Coups:
(1)
1-4
nothing
(2)
1-3
nothing
(3)
1-3
nothing



5-6
shift loyalty

4-5
shift loyalty

4-5
shift loyalty






6
shift + character captured

6 
shift + group captured

EVENT CARDS

	The Declaration of Lonica
H#1

The Conferences of Lonica in 5764 AD marked the first galaxy-wide unification of the various rebel groups. This combined with the new hope that was raised by the 'Joint Declaration of Lonica' helped the Rebel's cause through its first, fledging stages.

up to:

Turn 2: all Rebel Mission receive two additional bonus draws

Turn 3: ignore 'Enemy Agents!'

Turn 4: ignore Mission results subtracting bonus draws

Turn 5: all Rebel Missions receive one additional bonus draw

When all 20 Rebel characters gather in the same province, the Rebel Player receives one 1-0, one Rebel Cell and one Secret Event.
	Redjac's Purges
H#2

Not all members of the Order were willing to follow Redjac's lures of a reorganized, strong and fearsome Order. But outnumbered by the new Knights recruited by Els Taroff and Redjac, the last attempt of these few loyalists of the Senate to overthrow Redjac was doomed to fail.
While face-up, the Imperial Elite Commandos (else) may not be used. 

When Due, Redjac and Senator Dermond may not go on missions or be named as leaders (but may still move).

When Due, Imperial Player pays 12 force points and receives an Elite Army to arrive three game turns later on Orlog.

When Due, the Imperial Player receives one Secret Event.
	Imperial Crackdown
H#3

For many years the Empire's military had been cut down again and again. But with Redjac's rise and his uneasy alliance with the Imperial Military, new times have dawned upon the Empire's Forces and to show, that it finally has risen from its year-long torpor, it launches a widespread offensive against the Rebel menace.

When Due, the Imperial Player may move as if a State of Emergency was in effect (see Historical Event #9 for details).

When Due, the Imperial Will and all Imperial spaceships may move in violation of the Strategic assignment without the need of a Gather Information (I) mission.



	Fringe-People Alliance
H#4

The minor races mainly living along the Western edge of the Galaxy, were amongst those standing to gain most by a collapse of the Empire. It was no wonder, that it was them to be the ones most urgent to vote for a united rebellion against the Empire and also the first, to finally implement this principle among themselves.
For the rest of the game, the following races are allied:

Henones (431), Illias (433), Suspersians (432), Thesians (441), Jopers (511), Cavalkus (541) and Xanthons (513, 522. 531and 143)

See 'Alliance of Races' for further details.
	The Amphibian Alliance
H#5

The Amphibian Federation, is still remembered well by the Suvans, Saurians and Calmas as a time, when they ruled their own destinies without fettering of the Empire. With the first planets of both major amphibian races now openly defying the Empire, it might be that the time to unite against a common foe again has come finally.
For the rest of the game the Saurians, Suvans and Calmas (322) are allied (see 'Alliance of Races' for further details). 

For the rest of the game, the Loyalty marker on Unarpha, the Home-Planet of the Saurians, can never rise any more above Loyal.


	Yester-Kayn Disparity
H#6

Province Two had been throughout its history a hotbed for troubles. The care-free and liberal Yesters, but also the many other unruly denizens of province two contribute to this reputation. For centuries the Kayns, have been the Empire's bulwark against the influences from province two and their mistrust for any 'troubles' originating in 'the Yester's province' still lngers on.
For the rest of the game, Domino Effects due to Yesters are randomized.

The Imperial Player may once when a Planet is put into Rebellion in Province two immediately shift the Loyalty marker on all Planets with Kayns one space in his favor.

Some special cases apply to Etreg.



	The Kayn Controversy
H#7

Though able to see the injustice of the Empire, many Kayns are still reluctant to leave the flag of the Empire they had been part of since its very creation. Kayn loyalty can be counted on in the hardest of times, but there is also such a thing as too much if anything is held in even lower esteem by Kayns than breaking ones loyalty, then it is to see this loyalty abused.
The turn the Event is played, no Loyalty marker may be moved on any World with Kayns

The next time a Planet with Kayns is put into Rebellion, the Empire receives one 3-2 and one 1-0 of volunteers on Orlog or Diomas. After this, the Event has no further effect on the game, as the Kayns finally break wit the Empire internally.


	Imperial Senate Disbanded
H#8

With the first instance of Provincial Crisis since the Ultrak Conspiracy, the Empire launches a hastly military and propaganda campaign destroy all 'terrorist and criminal elements' within its realm. The Imperial Senate is permanently dissolved to replaced by an 'Imperial Advisory Council'.
The next two turns, all Provinces in Crisis are treated as if they were named by the Strategic Assignment too. The Strategic Assignment Deck is rearranged.

Both Players receive an additional Secret Event, remove one Special Ops.

On Home-Planets (except Saurians and Kayns) the possible maximum Loyalty is reduced by one from now on.


	Cosmic Storms
G#1

A Cosmic storm rages through the hyper-jump dimensions, casting ships adrift and hampering galactic communication.

When face-up, increase all hyperjump-distances by one.

When Due Box, hyperjump destinations are randomized with a D66, characters may reroll.

When Due Domino Effects may not cross Province Boundaries.

The latter two effects may be suspended for both Players by expending 'General Research'.

See main rules for details.



	Navigation Infrastructure fails
G#2

General neglect under the Empire and the strains of civil war finally let the Galactic Navigation Infrastructure collapse.
While face-up, increase all hyperjump distances by one.

A Player may suspend this effect for his side for the current turn by expending 'General Research' and paying five force points. This will cancel the effect only for his side and only for the current game-turn.


	Spatial Rift
G#3

A multi-dimensional spatial rift occurs. Distances for space travel distorted.
When Due, all travel from one province to another increases hyperjump distances by two.

A Player may lower this effect to an increase of only one for his side by expending 'General Research'. This will lower the effect for his side for as long as the Event is face-up.


	Plague
G#4

An insidious plague breaks out, proving fatal to those infected. Imperial arrogance and corruption prevent any measures to fight the epidemic spreading out all over the galaxy.

When drawn, roll one die which province is affected, 6s adding further rolls.

While face-up, halve bonus draws in the affected province mission. Mission results adding bonus draws now subtract them (except 'Enemy Agents!').

When Due, all characters in the province(s) suffer one wound (except with Doctor Sontag or the Medi-kit of Ptolus). A Planet with Doctor Sontag in its Environ shifts its Loyalty one space in the Rebel Player's favor



	Space Whale Migrations
G#5

Another herd of the gigantic but peaceful Space Whales is sighted to pass through the galaxy on their migration. 

Roll in which Systems the Space Whales congregate on their leg in this galaxy: 1: Atriard, 2: Ancore, 3: Aziza, 4: Wex, 5: Moda, 6: Zamorax. 

When face-up add one to the hyperjump distance when traveling to that System. 

When Due Box, also add one to hyperjump distance when just traveling from or through the System.


	Empire Rallies
G#6

The Empire's minions rally under the Imperial banners to defend their power. They are rather willing to die than to relinquish their grip on the galaxy.
While face-up, the Mission Events that would subtract bonus draws instead add one for the Imperial Player.

When Due, the Imperial Player receives one additional of his Secret Events and receives one Imperial Elite. If no Elite unit is left in the Force Pool, the Imperial Player does not have to pay for maintenance at all the next Resource Phase.


	Rebels Double their Efforts
G#7

Spurred on by the oppression and misery caused by the Empire everywhere, the Rebellion doubles its efforts to bring Freedom to the Galaxy.
While face-up, Mission Events that would subtract bonus draws instead add one for the Rebel Player.

When Due the Rebel Player receives one additional of his Secret Events and may put three Rebel Cells in any Environs on the map.



	Spy Wars
G#8

Both Player's Intelligence Services engage in a spy war of hence unknown intensity. All lines between friends and enemies become blurred after a while and in the end, it is difficult even for those involved at the highest levels to ascertain who came out upper-hand in this 'War of a Thousand Lies'.
When the Event is put face up, both Players receive results of Espionage & Intelligence of the Gather Information (I) mission, as if they had successfully performed the mission twice with drawing one mission letter each time.

When the Event reaches the Due Box, both Players receive an additional one of their Secret Events.


	Hyper World dileates Time
G#9

The shock wave of a Chronos Implosion spreads from the Hyperworld, denting time throughout its province.
While face-up, all units and pilots traveling into, out of or through Systems in the province with the Hyper World have their Navigation ratings increased by one during hyperjump.


	War Industries Break Down
G#10

Corruption, mismanagement and defeatism cause the Empire's War Industries to break down.

While face-up, the Imperial Player may only spend half of his current points of the Resource track (fractions rounded down) to build new units. No Elite unit may be built.

In a Production Segment, in which Taxation is received, all units built except Militias and Atrocity units cost one force-point more during the Production Segment.



	Sudden Event (Galactic)
G#11

Preoccupied with other matters, the Galaxy fails to see the signs for bigger events.

When the Event is drawn, draw one Major Event and put it face-up on top of it. Furthermore put one Galactic Event under in unrevealed.

When the stack reaches the Due Box, put the Galactic Event face-up and apply its effects.


	Sudden Event (Major)
G#12

No news to tell.
When the event is drawn, put one Major Event under in face-down. When the stack reaches the Due Box, put the Major Event face-up and apply its effects.


	Sudden Event (Major)
G#13

No news to tell.
When the event is drawn, put one Major Event under in face-down. When the stack reaches the Due Box, put the Major Event face-up and apply its effects.



	One Major Event!
G#14

One Major Event occurs.
When this event is drawn put one Major Event face-up on top of it.


	One Major Event!
G#15

One Major Event occurs.
When this event is drawn put one Major Event face-up on top of it.


	One Major Event!
G#16

One Major Event occurs.
When this event is drawn put one Major Event face-up on top of it.



	One Major Event!
G#17

One Major Event occurs.
When this event is drawn put one Major Event face-up on top of it.


	One Major Event!
G#18

One Major Event occurs.
When this event is drawn put one Major Event face-up on top of it.


	Two Major Events!!
G#19

Two Major Events occur one of them sudden.
When this event is drawn, put one Major Event face-up on top of it. Draw another Major Event and put it face down under it.

When the stack reaches the Due Box, turn this second Major Events also face-up and apply the results of both Major Events.



	Two Major Events!!
G#20

Two Major Events occur one of them sudden.
When this event is drawn, put one Major Event face-up on top of it. Draw another Major Event and put it face down under it.

When the stack reaches the Due Box, turn this second Major Events also face-up and apply the results of both Major Events.


	Two Major Events!!
G#21

Two Major Events occur one of them sudden.
When this event is drawn, put one Major Event face-up on top of it. Draw another Major Event and put it face down under it.

When the stack reaches the Due Box, turn this second Major Events also face-up and apply the results of both Major Events.


	Two Major Events!!
G#22

Two Major Events occur one of them sudden.
When this event is drawn, put one Major Event face-up on top of it. Draw another Major Event and put it face down under it.

When the stack reaches the Due Box, turn this second Major Events also face-up and apply the results of both Major Events.



	Two Major Events!!
G#23

Two Major Events occur one of them sudden.
When this event is drawn, put one Major Event face-up on top of it. Draw another Major Event and put it face down under it.

When the stack reaches the Due Box, turn this second Major Events also face-up and apply the results of both Major Events.


	Two Major Events!!
G#24

Two Major Events occur one of them sudden.
When this event is drawn, put one Major Event face-up on top of it. Draw another Major Event and put it face down under it.

When the stack reaches the Due Box, turn this second Major Events also face-up and apply the results of both Major Events.


	Two Major Events!!
G#25

Two Major Events occur one of them sudden.
When this event is drawn, put one Major Event face-up on top of it. Draw another Major Event and put it face down under it.

When the stack reaches the Due Box, turn this second Major Events also face-up and apply the results of both Major Events.



	Two Major Events!!
G#26

Two Major Events occur one of them sudden.
When this event is drawn, put one Major Event face-up on top of it. Draw another Major Event and put it face down under it.

When the stack reaches the Due Box, turn this second Major Events also face-up and apply the results of both Major Events.


	Three Major Events!!!
G#27

Turbulent times.
When this event is drawn put one Major Event face-up on top of it. Draw two other Major Events and put them face-down under it.

When the stack reaches the Due Box, turn all Major Events face-up and apply the results of all of them.


	Three Major Events!!!
G#28

Turbulent times.
When this event is drawn put one Major Event face-up on top of it. Draw two other Major Events and put them face-down under it.

When the stack reaches the Due Box, turn all Major Events face-up and apply the results of all of them.



	Thief!
M#1

A daring master-thieve has chosen the Rebellion as his latest challenge. Though announcing his coup in advance, he manages to defeat Rebel security and make off with his prize.
When Due, roll a die and return the following Rebel possession to the possession deck: 1-2 Advisor Android, 3-4 Charsot, 5-6 Cache of Rare Gems. The owner of the possession may not go on missions or act as a leader the turn it is stolen.

Should the Rebel Player not possess any of the three possessions, return the Event to the Major Events Deck and shuffle the Deck.


	Sun Turbulences on Wex and Deblon
M#2

The twin turbulences on Wex and Deblon occur. While Deblon unexplainably cools down considerably, Wex experiences and almost unbearable increase in temperature.
While face-up, ignore the Frost Mist on Lonica. Oneste Woada's skill to ignore 'Locals attack!' is no use on Lonica.

On Rhexia 'Creatures Attack!' results not in an attack of the Thunks, but instead one character suffers one wound due to incredible blizzards.


	High Ceremony of Elilad
M#3

The Rylians conduct the religious High Ceremony of the Elilad to receive blessing and advice from its electric patterns.
While the Event is face-up, the Rebel Player may ignore the Elilad creature on Akubera.

When Due, the Rebel Player receives two Force Points to his Resource Track contributed by the Rylians.



	Vrialta negotiates Truce
M#4

Imperial officials negotiate an amnesty for Vrialta in exchange for his knowledge of personal defense armory. The negotiation with the reclusive and careful knight drag on, till the Empire's 'negotiators' are caught red-handed by Vrialta spying on his armor's secrets. Negotiations then cease.
While face-up, the Imperial Player may ignore creature attacks by Vrialta.

When the Event reaches the Due Box, the Imperial Player receives one Exploration Team for free.


	Underworld Wars
M#5

Gang wars, fly-by-shootings and plasma bombings erupt all over the Galaxy as pecking orders within the Crime Cartels on Etreg are rearranged.
When the Event is put face-up, raise the Discouragement level by one. 

If this raises the Discouragement Level above the Bounty Level on search rolls of 6, Imperial characters will be attacked by a team of Bounty Hunters to settle old scores while the Event is face-up.


	Deep Space Swarms
M#6

A galactic swarm of semi-intelligent carnivores descends from the skies and preys upon the Eastern fringe of the Galaxy. 
When put face-up, roll a die where the Swarm descends: 1-Phisaria, 2-Egrix, 3-Ribex, 4-Luine, 5-Aziza, 6-Gellas and roll another time

While is face-up, Space Horrors attack instead of locals and creatures and on Search rolls of 1 or 6 occurs. Space Horrors' ratings are Strength 6 Endurance 4 and three columns surprise shift in the first round of combat, no break-off being allowed in the first round.

When Due Box, Planets in the System without or with less Imperial than Rebel units in Orbit Box shift loyalty.



	Rebel Droid Virus
M#7

A software virus developed by Rebel hackers code-named 'paranoia' spreads all over the galaxy and activates at a pre-set time simultaneously and sows confusion among the Imperials, till reprogramming can be done.
While this Event is face-up, Sentry Robots attack the Imperial Player even if the Planet is in a State of Imperial Control.

When Due, the Rebel Player may put an 1-0 in any Environ on the map for free


	Imperial Policies alienate Primitives
M#8

Imperial policies regarding 'primitives', constant meddling with their affairs and breaking of one taboo too many have finally driven the less-developed races to their war paths almost simultaneously all over the galaxy.
While the Event is face-up, a Search rolls of 1 in Environs with the following locals or creatures means an attack by these: Glane (112), Mowevs (311), Arags (322) Rylians (342), Deaxins and Morna (341) and Cavalkus (541).

When Due, the Rebel Player may move the Loyalty marker on any one of these Planets to the Neutral Box.

When Due, Thensok Phi may be summoned for one E even without corresponding Planets in Rebellion.


	Solvian Festivals
M#9

Again, the Suspersians conduct one of their month-long festivities famous all over the galaxy, a day-and-night affair of dancing, laughter and happiness on the resort world of Solvia, the only world which still manages to smile into the face of the Empire even in these times of civil war.

While face-up, each Rebel character on Solvia may heal one wound at the end of the mission Phase, after ground combat shift the Loyalty marker one space in favor of the defender and ignore the Mission Event Civil War on Solvia.

When Due and the Rebel Player currently controls Solvia, the Rebel Player may shift the Loyalty marker on any one Planet in his favor except on Capital, Throne and Home-Planets Planets.



	Solvian Festivals
M#10

Again, the Suspersians conduct one of their month-long festivities famous all over the galaxy, a day-and-night affair of dancing, laughter and happiness on the resort world of Solvia, the only world which still manages to smile into the face of the Empire even in these times of civil war.

While face-up, each Rebel character on Solvia may heal one wound at the end of the mission Phase, after ground combat shift the Loyalty marker one space in favor of the defender and ignore the Mission Event Civil War on Solvia.

When Due and the Rebel Player currently controls Solvia, the Rebel Player may shift the Loyalty marker on any one Planet in his favor except on Capital, Throne and Home-Planets Planets.


	Solvian Festivals
M#11

Again, the Suspersians conduct one of their month-long festivities famous all over the galaxy, a day-and-night affair of dancing, laughter and happiness on the resort world of Solvia, the only world which still manages to smile into the face of the Empire even in these times of civil war.

While face-up, each Rebel character on Solvia may heal one wound at the end of the mission Phase, after ground combat shift the Loyalty marker one space in favor of the defender and ignore the Mission Event Civil War on Solvia.

When Due and the Rebel Player currently controls Solvia, the Rebel Player may shift the Loyalty marker on any one Planet in his favor except on Capital, Throne and Home-Planets Planets.


	Rebels exploit corrupt Administration
M#12

Some Imperial officials are so corrupt, that they will even supply arms to the Rebels in exchange for other commodities, anemities or favors. There are however for sure ways to make those involved tell, to where their shipment went.  
When turned face up, the Rebel Player receives eight resource points from the Imperial to his own Resource Track.

When Due, the Rebel Player has to remove one Rebel Cell from the map. If he has none on the map, the Rebel Player must chose one Infiltrated Supply Conduit to be Destroyed.



	Ekim Lam arrested
M#13

Though being proteged by Redjac himself, finally Imperial officials have managed to fabricate enough verdict to arrest Ekim Lam and hold him in custody till further 'investigations' can be undertaken. The respective bureaucrats will soon get taught the errors of their ways by Jon Kidu, but till then, Ekim Lam will have to put up with being stuck where he is.
While the Event is face-up, Ekim Lam may not move (not even be transported by a mobile unit) or go on missions (not even Escapes or Rescue while incapacitated). If not yet on the map, the Imperial Player may not hire him while the event is face-up.


	Emperor in a rare Mood
M#14

The Emperor, in general, is somehow not amused. A complete overhaul of the Imperial Shuttle had to be ordered to lighten him up. Brooding and ill-tempered he demands all manners of harsh reprisals against all kind of scapegoats and wormlings, who are the source of all his misery.
While face-up, the Imperial Shuttle may not be piloted (but may be transported by a mobile unit) 

While fce-up, the Mission Result 'Imperial Atrocity!' allows the Imperial Player to commit an atrocity on any planet of his choice, without using up one of his Atrocity results from the Intelligence Sheet.


	Moghas renew attacks on Calmas
M#15

Supported by the Imperial Overlord of Suti, the Moghas launch new offensives against the Underground Dwellings of the Calmas. Xela Grebb finally must realize that his son had been right - there is no way to negotiate with the Empire.
While face up, the Empire receives three force points from supplying the Moghas with weapons each turn.

When Due, Xela Grebb becomes a pro-rebel Sovereign. If currently unsummoned, he becomes an unsommoned pro-rebel Sovereign, if currently summoned by the Empire, he becomes a Sovereign summoned by the Rebel Player, but can not again contribute troops a second time.



	Thesian Technicians Aid Rebels
M#16

Chief Technician Yaldor of Rhexia and his people supply the latest, cutting-edge technology to the Rebellion to augment its troops.
When the Event reaches the Due Box, the Rebel Player may raise three Rebel units anywhere on the map by one level (1-0 to 2-1 to 2-3 to 4-3) at a cost of just one force point each. The highest upgrade may be 2-3 or 4-3, depending of Rhexias Status.

If the Rebel Player currently has less than three units on the map or less than three force points on his track, he receives one 2-3 of the Urban type in the Drift 1 Box of the Deblon System.


	Space Pirates leave
M#17

Increased Imperial attention made the Pirate Fleet decide, that it 'has seen its share of blood and combat' and to leave the Rebellion for now. The Rebel Player shall not worry. Once the festivities are over, they for sure will be back again - for an even bigger share of blood and combat.
When the Event is put face up, remove the Pirate Fleet from the map. While the Event is face-up, the result Ally Pirate-King may not be chosen.


	Corruption at Defense Concepts Ltd.
M#18

Widespread Corruption at Imperial Deltronics cancel all output of PDBs and spaceship equipment.

While face-up, the two Standard Imperial Spaceships may not move and the Imperial Player may not increase the levels of his PDBs.

While Due, the Imperial Player may not put down PDBs up.


	Dead World acts up
M#19

A Dark shadow spreads from the Dead World.
When the Event is turned face-up, reveal the Dead World if not yet so.

When Due, the Player who controls most Planets in the same System as the Dead World and all Systems directly connecting to it via jump lanes (Imperial Player if tied) must dispatch a unit to investigate the occurrence. The unit has to be the nearest 1-2 (Imperial Player) or 2-1 (Rebel Player) in jump points, owning Player's choice if several applies. The unit is removed from the map.


	Destructor Device on Adrax triggered
M#20

Scouts trigger a Destructor Device left behind by the Sann Invaders on Adrax. The ensuing explosion spreads through the entire Adraxan Deep Core mines and reaches planet surface within  seconds.
When the Event is turned face-up, each Player's military units in the Subterranean Environ of Adrax are attacked on the 2-1 column of the Combat Results Table and on the 1-2 column in the Wild Environ of Adrax. Only one roll is made, but both Player's have to remove forces as indicated on the Combat Results Table. The only column shifts applicable are those for Rebel units being in their home environ. Put the PDB of the Planet down.


	Pronoxian Mercenaries mutiny
M#21

Not longer willing to put up with their situation since the Empire gave them 'their severance' and the extortions of Ascaill the Tyrant, the Pronoxian Mercenaries decide to do again what they know best. War!
When turned face up, the Rebel Player receives one Urban 2-3 in the matching Environ on Pronox, if none is in his force-pool, apply 'Rebel Veterans'. Furthermore shift the Loyalty marker on Pronox one space in the Rebel Player's favor at the start of the Rebel Mission Phase, if in Unrest put it into Rebellion.

When the Event reaches the Due Space, Ascaill becomes summoned if not yet already so. The mutiny then finds its bloody end.



	Ultrak Crime Cartels collude with Empire
M#22

The Empire strikes a deal with the Crime Cartels on Etreg and their leader Treb Eyro. In exchange for certain commodities and information, the Ultrak's network will be put against the Rebels to cause all kinds of ... - 'disturbances'.

When the Event is turned face-up, immediately lower the Discouragement Level by one. 

The Empire immediately has to pay two Force Points for this (though agreed on was actually only one). If currently the Discouragement already is at zero, the Empire still has to pay two Force Points without any effect.


	Palace Intrigues
M#23

A royal pretender gets impatient. 

When turned face-up, Thysa Kymbo has her endurance rating reduced to one and immediately is put in the Urban Environ of Orlog where she will remain and may not act as a leader or participate in missions as long as the Event is face-up. Furthermore, the Rebel Player may shift the Loyalty marker on one Capital Planet except in Province One one space in his favor and receive a Rebel Camp on the Planet if one could legally be placed at the start of the Rebel Player's Mission Phase. A Planet may not be put in Rebellion this way.

While face-up, the Loyalty of Orlog may not be moved and on each Capital, which is put into Rebellion, automatically a Civil War occurs.


	Imperial Seante proposes Reforms
M#24

The Imperial Senate (or the Emperor's Advisory Council) brings forth programs to enhance the well-being of his royal majesty's subjects, and his royal majesty actually approves them out of a whim.

While the Event is face-up, the Imperial Player may in the Production Segment spend three force points to raise the Loyalty of one Planet currently not in Unrest by one space. When the Event is discarded, and his majesty has again forgotten about the issue, all these stupid experiments are canceled again on the spot.



	Odel Hobar raises Leonid Armies
M#25

Odel Hobar again raises an army of the best of the proud Leonid warriors to fight under the Imperial banner for order in the Galaxy and the honor of the Leonid race. 

When turned face-up the Imperial Player receives immediately one Line and one Militia in Odel Hobar's Environ.

When Due, Odel Hobar becomes summoned without any mission by the Imperial Player if yet unsummoned.
	Magda Sheels indignigated
M#26

Magda Sheels, for reasons only known by herself, suddenly decides to break off all contacts with the Empire. Inquires only make all the more clear, that she wishes to not be disturbed again by Imperial envoys.

When put face-up remove Imperial units worth three force points anywhere from the map, Imperial Player's choice. If summoned at that moment, Magda Sheels becomes unsummoned again. While the Event face up, she may not be summoned by an E mission.


	Joper-Henone religious Council
M#27

The Henones and Jopers hold a joint council about religious matters of the Galaxy in general and pertaining recent Imperial policies in specific. The Council is held on Horon and his Highest Priest of the Barak Pantheon, Inzenzia III, attends in person to bring forth his visions.

While the Event is face-up, the results of D or E missions on Horon and Barak may be applied to the other Planet instead. Furthermore, Inzenzia III may be summoned if any three Planets on the map are in Rebellion or Rebel Control now and he can be summoned from Horon. His units may be placed on Barak or Horon then.

If Inzenzia III is already summoned, then put an Urban 2-1 in the corresponding Environ on Barak.



	Bridne Murcada contacted by Drusers
M#28

Bridne Murcada has to attend a matter of 'utmost importance' on her home Planet, as she decided to put it. 

While the Event is face-up, put Bridne Murcada aside the map-board, except if currently incapacicated, incarcerated, captured or dead. Once the Event is discarded, return Bridne Murcada onto the map to any other Rebel character. 

Should Bridne Murcada be incapacitated, incarcerated, captured or dead when the Event reaches the Due Box, move the Loyalty marker on Lysenda one space in the Imperial Player's favor. The Loyalty marker may not be moved for the duration of this game turn, not even to switch Status.


	Ursi Supply Rebels with Information
M#29

Zhang Di the Empress of the Ursi aids the Rebel Cause with supplying Intelligence of her Secret Ministry.
When the Event is turned face up, the Rebel Player may chose two of his Espionage&Intelligence results of his Gather Information (I) mission, both as if he had drawn two mission letters.

Furthermore, while the Event is face-up, he may ignore the Drusers' "Creature attack!".


	Ancore System acts up
M#30

The Ancore System had been a hotbed for troublemakers ever since, being infamous for being a refuge for all manner of shifty adventures, pirates and dogs-of-war.

While the Event is face up, the Rebel Player may treat each Environ in the Ancore System as if having a Coup 2 rating printed in it. Only the Rebel Player may go on these Coups.

When Due, Players loses two Force Points for each Planet in the Ancore System they currently control.



	Illias Philosophocal Discourses
M#31

Recently, more and more have turned to the Philosophies of the Illias for answers about the Galaxy and its current troubles. The Illias have little good to remark about the ways the Empire runs its affairs to say the least.

While face-up, Professor Mareg confers one additional bonus draw on Diplomacy (D) missions.

When Due, the Rebel Player may shift the Loyalty marker on any one Planet one space in his favor, except on Planet Secrets, Capitals, Throne and Home-Planets. The Loyalty marker may not be put into Unrest or Rebellion this way.


	Empire Forever!
M#32

Empire Forever!
When put face up, Empire Forever! is revealed if not already so and the Imperial Player puts a Line and a Militia in any Environ of the Empire Forever! planet.


	Welcome Rebels!
M#33

Freedom in the Galaxy!
When put face-up, Welcome Rebels! is revealed and the Rebel Player puts a 2-1 and a 2-3 and one Rebel Cell if still legal to do so in any Environ of Welcome Rebels! If the Planet is in a State of Imperial Control, put the PDB down.



	Instigate Racial Tensions
IS#1

Tensions between the Saurians and the Piorads date back to Founding Wars. Though these events now date back millennia, the space between Squamot and Ayod had never been a peaceful border ever since. One string of armed hostilities may again pit both races against each other.

When played, the Imperial Player may shift the Loyalty markers on Ayod and Unarpha each two spaces in his favor including causing a Domino Effect as in [23.1]. This Domino Effect may effect Planets whose Loyalty Marker is on the Dissent or Unrest space.


	Rebel Traitor
IS#2

A rebel operative of highest rank defects to the Empire. In one stroke, the Empire has gained invaluable information about the Rebels and it is impossible to discern how far it was able to infiltrate their network with the traitor's assistance before his defection was uncovered.

When the Event is played, the Imperial Player may remove three Rebel Cells from the map. Furthermore, the Rebel Player must chose two Supply Conduits to be Infiltrated and Destroyed immediately.


	Secret Clone Project
IS#3

The forbidden laboratories on the Clone World have succeeded in their most prestigious project - the insertion of a cloned mole into the highes Rebel ranks.
The Imperial Player rolls each Event Segment about which Rebel character information is leaked through: 1 = none, 2 = Odene Hobar, 3 = Frun Sentel, 4 = Yarro Latac, 5 = Vudot Vodot, 6 = any one of these four, Imperial Player's choice.

Certain effects apply to that character this turn. Each time an effect is applied roll a die, on a roll of one, the clone is uncovered and collapses.

See main rules for details.



	Galactic Games
IS#4

The Empire holds the 'Galactic Games' in province one - a spectacle of truly galactic proportions. It may be, that these competitions will be remembered as the very last Imperial celebration held before its end but the combines efforts of all Imperial branches and ministries makes it such a smashing success that it may even affects some of the outlying provinces.

When this Event is played, the Imperial Player may apply four loyalty shifts in province one except on the home-planets of Star-Faring races. He may shift planets out of Unrest or Dissent with his shifts.

Up to two shifts may be applied to the same planet and they may spark a Domino Effect as in [23.1]


	Rebel Extremists
IS#5

One group of Rebels turns radical. Very fast, their attacks turn more and more violent and they install a reign of terror in their domain, rivaling the Empire in its cruelty soon striking out at Rebels and Imperials alike in their pseudo-revolutionary delusions. The again oppressed population of their domain could not care less who shoots at it.
When played, one of the following planets turns to Extremism if currently Rebellion or Rebel Controlled: Angoff (222), Squamot (331), Lonica (421), Solvia (432), Liatris (512), Adrax (523) or Niconi (551) For details about the Extremist Planet read the main rules.

Furthermore, switch two Planets in Rebellion in the same System or with the same Star-faring race to Rebellion Stopped, without sparking a Domino Effect for this.


	Spectacular Rescue Mission
IS#6

Imperial Special Forces manage a coup de grace against the Rebellion and free a group of captured Imperial characters How the Empire managed to find the hideouts its characters were brought to remains a mystery to the Rebels.

The Imperial Player may recover up to three lost characters. The characters may have been anything of captured, incarcerated, incapacitated or even dead. The Imperial Player just selects the characters and places them with any of his other characters.

Furthermore one Rebel character guarding Imperial prisoners freed with this Event becomes captured.



	Independent Traders ally with Rebels
RS#1

While many of the high trading-houses centered at province one grew richer and richer, the smaller trading companies and guilds had been driven to the fringes of the market. Many of these independent traders just wait for a chance to stage their own coup against the Empire to 'even the books'.
When played shift one Planet on a Planet in Unrest in the 'Rim-Systems' into Rebellion, except a Capital Planet or the Home-Planet of a Star-Faring race. The shift from Unrest to Rebellion occurs immediately, i.e. before the Rebel Player turn. 

Rim-Systems are the Zakir (51) Eudox (52) Corusa (53) Phisaria (21) Egrix (22Ribex (32) Luine (35) Aziza (34) Rorth (33) Deblon (44) Varu (43) Erwind (41) and Irajeba (54) Systems.


	Appaling Racial Policies
RS#2

A set of racial policies had been drafted, which would reduce most non-human races to less than second-class citizens under his new order. Few of the major star-faring races doubt, that his majesty would raise any objections or even concern to this proposal to be carried out in his name.

When played, the Rebel Player may at the start of his mission segment shift the Loyalty marker on the Home-Planets of the Suvans, Yesters and Xanthons. On two Planets he may shift them one space and on one of them two spaces. No Planet may be put into Rebellion that way, but the planet that was shifted two spaces will spark a Domino Effect as under [23.1].


	Raised Quotas
RS#3

As the Empire intends to again raise the tax quotas on all its subjects purely to line its pockets again some of the better connected races and provinces actually dare to voice their dissent. Uwilling to lose face the Emperor and his courtiers insists on the higher quotas - at once.

When the Event is played, the Rebel Player may at the start of his mission segment shift the Loyalty marker on the Home-Planets of the Saurians and Segundens and on one Capital Planet except in province one. On two Planets he may shift them one space and on one of them two spaces. No Planet may be put into Rebellion that way, but the planet that was shifted two spaces will spark a Domino Effect as under [23.1].



	Reveal War Crimes
RS#4

Up to now the most of the atrocities committed in this Piorad Suppression, which also affected many non-piorad races nearby, had been kept secret successfully. But any new revelation about Clan Scyrath treason and the Empires war-crimes may lit the very short fuse of the Piorads again.
When the Event is played, the Loyalty marker on Ayod, the Home-Planet of the Piorads may be shifted two spaces at the start of the Rebel Player's mission Phase. These shifts may put the Planet from Unrest into Rebellion. All applicable Domino Effects of [23.1] and [23.2] may be carried out.

Furthermore, shift the Loyalty on any two other planets in province four not inhabited by Piorads one space in the Rebel Player's favor. This shift may not put Planets into Rebellion.


	Ardorat Free Fleet allies with Rebels
RS#5

The Free Ardorat Raider Fleet has waited patiently for years to make the Empire pay for the enslavement of its population and finally may see its chance with the Rebels.

When played, the Rebel Player may add the Resource value of one Environ on a Planet in a State of Imperial Control without an Imperial unit in the Orbit Box, to his resource track.

Furthermore, the Rebel Player receives two 2-3s of the Wild Type to be put in any Orbit Box and may put one Imperial PDB down at the start of his Operations Phase.


	Administrative Breakdown
RS#6

Corruption, ineffectivity, bureaucracy and power-games finally lead to a complete breakdown of the Imperial supply network through a couple of well-aimed and coordinated operations targeting key installations of the Empire's militray administration.
During the game turn this Event is Played, the only exception to the Strategic Assignment are 'Local Alarm' and 'Secret Base Orders' and the Strategic Assignment is treated as if it names no provinces at all.

This effect also does apply during a State of Emergence (H#9).




BIDS: Rebel

 Imperial 



INTELLIGENCE SHEET
Rebel:
General Research:
(((( ((((
Trap Infiltrated:
(
Bounty Hunters:

Bounty Level
(((( ((((
Discouraged
(((( ((((
Imperial:

General Research:
(((( ((((
Counterintelligence:
(((( ((((
Atrocities Prepared:
(((( ((((
Exploration Teams:
(((( ((((
Slavers Allied:
(
Network Infiltrated / Conduits Destroyed:


Magro (112)
( (

Kalgar (121)
( (

Ownex (141)
( (

Adare (142)
( (

Charkhan (223)
( (

Pronox (231)
( (

Lysenda (232)
( (

Suti (322)
( (

Tsipa (323)
( (

Akubera (342)
( (

Lonica (421)
( (

Horon (431)
( (

Solvia (432)
( (

Cercis (433)
( (

Rhexia (441)
( (

Barak (511)
( (

Adrax (523)
( (

Niconi (551)
( (
Special Ops mod.: 
( ( ( (
Provincial Crisis:
( ( ( ( (
RESOURCE SHEET

Imperial:

Rebel:

Warlord:

(Armageddon Scenario) 

ENDURANCE SHEET
Rebel:
Endurance:inc. by and on:

Agan Rafa
((((((


Rayner Derban
(((((


Boccanegra
(((((


Frun Sentel
(((((


Kogus
(((((


Ran Jayma
(((((


Ly Mantok
((((


Odene Hobar
((((


Adam Starlight
((((


Professor Mareg
((((


Scott Rubel
((((


Drakir Grebb
((((


Tourag
(((


Sidir Ganang
(((


Bridne Murcada
(((


Yarro Latac
(((


Oneste Woada
(((


Vudot Vodot
((


Doctor Sontag
((


Zina Adora
((



Minor Cast
( or ((
Imperial:
Endurance: 
inc. by:

Redjac
((((((


Jin Voles
(((((


Els Taroff
(((((


Vans Ka-Tie-A
(((((


Barca
((((


Saytar
((((


Telmen
((((


Jon Kidu
((((


Ekim Lam
((((


Gelba
(((


Emperor Coreguya
(((


Senator Dermond
((


Thysa Kymbo
((



Minor Cast
( or ((
Sovereigns:
Endurance:

Shirofune
(((((
Pro-Rebel
Nam Nhuk
((((
Pro-Rebel
Yaldor
((((
Pro-Rebel
Inzenzia III
(((
Pro-Rebel
Darb Selesh
((((


Balgar
((((


Xela Grebb
(((


Tensok Phi
(((


Odel Hobar
(((
Pro-Imperial
Treb Eyro
(((
Pro-Imperial
Ascaill
(((
Pro-Imperial
Magda Sheels
((
Pro-Imperial

PROVISIONAL RESULTS 

(to be filled out by the Imperial)
Date:
versus:
	PROVINCE ONE
	
	Orbit
	PDB
	Loyalty
	

	111
	KAYNS
	
	
	
	
	

	112
	
	
	
	
	
	

	113
	?
	c
	
	
	
	

	121
	
	
	
	
	
	

	122
	SEGUNDENS
	
	
	
	
	

	131
	?
	
	
	
	
	

	141
	
	e.r
	
	
	
	

	142
	
	
	
	
	
	

	143
	?
	
	
	
	
	

	151
	
	
	
	
	
	

	152
	CAPITAL
	
	
	
	
	

	161
	
	
	
	
	
	

	162
	THRONE
	
	
	
	
	

	163
	
	
	
	
	
	

	
	
	
	
	
	
	

	PROVINCE TWO
	
	
	
	

	211
	YESTERS
	
	
	
	
	

	212
	?
	e.i
	
	
	
	

	221
	?
	
	
	
	
	

	222
	?
	c
	
	
	
	

	223
	
	e.i
	
	
	
	

	231
	
	e.i
	
	
	
	

	232
	
	
	
	
	
	

	241
	CAPITAL
	c
	
	
	
	

	
	
	
	
	
	
	

	PROVINCE THREE
	
	
	
	

	311
	CAPITAL
	
	
	
	
	

	312
	?
	e.r
	
	
	
	

	321
	SAURIANS
	
	
	
	
	

	322
	
	e.n
	
	
	
	

	323
	
	
	
	
	
	

	331
	?
	c
	
	
	
	

	341
	?
	c
	
	
	
	

	342
	
	
	
	
	
	

	351
	SUVANS
	e.n
	
	
	
	

	352
	?
	
	
	
	
	

	
	
	
	
	
	
	

	PROVINCE FOUR
	
	
	
	

	411
	CAPITAL
	
	
	
	
	

	412
	
	e.i
	
	
	
	

	421
	
	c
	
	
	
	

	431
	
	
	
	
	
	

	432
	
	c
	
	
	
	

	433
	
	
	
	
	
	

	441
	
	e.r
	
	
	
	

	442
	?
	
	
	
	
	

	451
	PIORADS
	
	
	
	
	

	
	
	
	
	
	
	

	PROVINCE FIVE
	
	
	
	

	511
	
	e.r
	
	
	
	

	512
	?
	c
	
	
	
	

	513
	XANTHONS
	
	
	
	
	

	521
	?
	e.n
	
	
	
	

	522
	?
	
	
	
	
	

	523
	
	c
	
	
	
	

	531
	?
	
	
	
	
	

	541
	?
	e.n
	
	
	
	

	542
	CAPITAL
	
	
	
	
	

	551
	
	c
	
	
	
	

	
	
	
	
	
	
	





Turn:

Number:

Stage:

Phase:

Resource Tracks:
as on Sheet

Strategic Assignment:
(played so far)

(Remaining as on Imperial Player's notes)

Galactic Events:

(played so far)

Endurance:
(as on Sheet)

Intelligence:
(as on Sheet)

(General Int?)

Archives?:

Trap?: 

Checklist:

Sheet filled?

Imperial secret notes?

Rebel secret notes
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