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19. IMPERIAL ATROCITIES

{The evil of the Empire is especially manifested through its disregard for the rights, safety and lives of its subjects. To keep their power, Imperial forces will commit atrocities if they feel the need(or just for kicks. The Rebels would never commit an atrocity, and they wouldn’t even dream of it.}

19.1 INTRODUCTION

a. General: Whenever the random event “Imperial may commit an atrocity” comes up in any mission of either player anywhere in the galaxy, The Imperial player has the choice of committing an atrocity as described below. The atrocity may be committed on any planet where the conditions are right, regardless of the strategic assignment, and it can be near or far from the planet where the random event occurred.

b. Atrocity Units: The Peacemaker and the two dreadnoughts, the Resolution and the Janis, are known as atrocity units, having been created with evil purposes from their inception. These units may not be built before at least two planets are in rebellion, and then only one atrocity unit may be purchased per Resource Phase. Like elite units, atrocity units require maintenance (see 14.3.e). 

19.2 TYPES OF ATROCITIES

a. Sneak Attack: Imperial elite units (Guards, Marines, and Stormtroopers) may perform a Sneak Attack in an environs they share with Rebel ground units. Imperial non-elite units may not participate. A Sneak Attack consists of one round of Environs Combat where only the Imperials fire. After the attack, shift the planet’s loyalty one space in the Rebel’s favor; if already at unrest, it goes into rebellion.

{This is a situation where they stoop really low to achieve an advantage, like treacherously breaking a truce or using children as shields.}

b. Strafe Attack: An Imperial PDB level 2 may strafe the planet. All of both player’s military units are damaged. All missions being carried on it are aborted. All characters of both sides receive two hits. Character spaceships are damaged. The PDB itself is reduced to level 1. After the strafing, move the planet’s loyalty marker two spaces in the Rebel’s favor; if it was at unrest or dissent, it goes into rebellion. Unless a rebellion occurs, initiate a level 1 Domino effect.

c. Deadly Chemicals: The dreadnoughts (Resolution and Janis) if in blockade stance, may release selectively deadly chemicals. Rebel ground units from special environs are eliminated; Rebel wild or urban and Imperial ground units are decimated (damaged). Player characters that are not Rhone, Segunden, Piorad or from a Tribe derived of one of these (see Irate Locals chart) receive four hits. Those characters that are Rhone, Segunden, etc. receive two hits. After the atrocity, move the planet’s loyalty marker two spaces in the Rebel’s favor; if it was at unrest or dissent, it goes into rebellion. Unless a rebellion occurs, initiate a level 1 Domino effect.

d. Mass Hypnosis: The dreadnoughts (Resolution and Janis) if in blockade stance, may release a hypnotic drug into the atmosphere. Place the dreadnought on the planet’s loyalty marker (it is still considered to be in the orbit box for combat purposes, but it cannot commit another atrocity while it is so placed). As long as it remains there, the loyalty marker cannot be moved and the planet cannot go into rebellion. Rebel militia garrisons are eliminated, but other military units are not affected. Rebel characters and all Imperial units are not affected either.  The moment that the dreadnought is removed (by Imperial choice or Rebel actions) move the planet’s loyalty marker two spaces in the Rebel’s favor; if it was at unrest or dissent, it goes into rebellion. Unless a rebellion occurs, initiate a level 1 Domino effect.

e. Planet Stabilization: The Peacemaker, if in blockade stance, may slow the planet’s rotation, causing a catastrophic upheaval of the crust. Everything on the planet’s environs(characters and military units of both sides( is eliminated. Remove the PDB and loyalty (or its equivalent) markers. Units in orbit survive, but must leave as soon as possible and may not return. Initiate a pro-Rebel level 3 Domino effect.

{The planet itself remains, but everything on it (except a few bacteria) is destroyed, and it will be centuries or millennia before it can be repopulated, if at all.}
