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12. POSSESSIONS

12.1 INTRODUCTION

a. General: There are 24 Rebel possessions in the game. Each represents an item of special use to the Rebel characters. The Imperial only has four spaceship possessions, and can never own or capture Rebel possessions (likewise, the Rebel can’t own or capture Imperial spaceships). There are four types of possessions: character spaceships, weapons, objects and companions, which are described below. In addition, each possession card has an abbreviated explanation of the attributes of the possession. 

b. Acquisition:  A Rebel character group may acquire a possession through certain random events, or by successfully conducting the Scavenge for Possessions mission. The Imperial secrets Casino Galactica and Imperial Deltronics, and the creature Zops, may also grant possessions. The Imperial acquires his spaceships using a different procedure (see 6.1.d). Possessions are acquired randomly from those out of play. When a possession is lost, it returns to the deck and may be drawn again.

c. Assignment: When a character group acquires a possession, it must immediately be assigned to a player character. Non-player-characters may not be assigned possessions. The assignment must not exceed the character’s ownership limits. If a possession cannot be assigned because all of the characters are already “fully loaded” one of them must discard either a possession he/she already owns, or the newly acquired one. Possessions may be exchanged between characters at the beginning or end of any segment in the Rebel player turn or an interphase (however, see 6.1.c).

d. Ownership Limits: A player character may simultaneously own: No more than one character spaceship, no more than one weapon, no more than two companions, and overall no more than four possessions. Items he/she cannot carry must be given to other characters or discarded.

12.2 USE, LOSS AND REPAIR OF POSSESSIONS

a. Use: Character spaceships are used as described in section 6. Companions are always “in use” in the sense that they are NPC’s and must be accounted for at all times. They may also have a special power that can be used at particular times. Weapons are used during Character Combat, and may have a special power that can be used at other times. Objects are only used when their special power is needed, and most can be used in any segment. 

b. Limits on Use: Unless otherwise specified, possessions can be used indefinitely.

If a possession’s description says, “may become inoperative after use”, the Rebel player must roll a die immediately after every use and follow the instructions. An inoperative item may not be used again until it is repaired. 

If a possession’s description says, “discard after one use” it is immediately returned to the possessions deck and may be drawn again.

c. Loss: If a character is killed or captured, his weapon and objects are discarded and returned to the possessions deck, and may be drawn again. His character spaceship and companions are immediately reassigned to another character in his group. If none exist, the items are discarded and returned to the deck.

If a possession is ever without an owning character, it is discarded and returned to the deck. Exception: Spaceships may be assigned to military units, which can guard them, tow them around and even repair them.

d. Companions: Companions are semi-intelligent beings (robot or animal) that will aid their owner by increasing a characteristic or performing some other function. They are considered NPC’s and count as passengers in spaceships. In a character combat, they must be placed in the battlefield. Usually it is a good idea to place them in the screened line, but that’s up to the player. The Advisor, Cervac and Charsot become disabled if damaged and cannot perform their special functions. The Norrocks can still fight when damaged. 

Companions do not count as “other characters” in missions that give bonus dice rolls for extra characters going along, such as Diplomacy.

e. Repair: A character may attempt to repair one possession’s damaged or inoperative status during an interphase. Spaceships may only be repaired while landed in an environs, but other possessions may be repaired by passengers in orbit {helps kill the boredom of long flights}. The character repairing an item need not be the owner. If the characters rolls his/her intelligence (navigation, in the case of spaceships) rating or less with a d6, the possession is repaired. A military unit currently in possession of a damaged spaceship may also attempt to repair it with its standard navigation rating of 4, and may do so in orbit.

The Rebel character Yarro Latac can repair any number of damaged possessions automatically (a spaceship would still need to be landed in an environs).

Note: The Charsot is wounded by hits and subject to healing like player characters, it may not be “repaired”.

12.3 POSSESSIONS(CHARACTER SPACESHIPS


a. Explorer: 

Attributes: AF 2, EF 10, Maneuver 4, Passengers 8. Owned by Ly Mantok.

Description: The Explorer is designed, naturally enough, for the exploration of stellar systems outside the boundaries of the Empire. As befits what may turn out to be an ambassadorial ship, it is only moderately armed.

b. Galactic Freighter:  

Attributes: AF 0, EF 4, Maneuver 0, Passengers 16.

Description: Ideal for carrying large cargoes on well-traveled trade routes, the Galactic Freighter is a poor ship to use for espionage. It is very difficult to maneuver and has only very light screens. However, given its natural role it is possible for it to pass as a harmless civilian ship (see 6.3.d).

c. Interstellar Sloop: 

Attributes: AF 2, EF 6, Maneuver 2, Passengers 4.

Description: This ship is the standard Volkswagen of the Empire, designed for easy, idle jaunts through space. Its laser cannon are moderately effective, and its maneuverability is but fair.

d. Planetary Privateer:

Attributes: AF 3, EF 8, Maneuver 3, Passengers 6. Owned by Boccanegra.

Description: The Planetary Privateer is the ship most commonly used by space pirates. Too many people have stared down the muzzles of its laser cannon and cursed its high maneuverability.

e. Solar Merchant: 

Attributes: AF 0, EF 4, Maneuver 1, Passengers 14. Owned by Tourag.

Description: On less-well traveled space routes, the Solar Merchant is reckoned better than the Galactic Freighter. It trades off a smaller cargo space for more maneuverability and screens. Given its natural role it is possible for it to pass as a harmless civilian ship (see 6.3.d).

f. Star Cruiser: 

Attributes: AF 1, EF 8, Maneuver 2, Passengers 10.

Description: For most simple planet-to-planet hops, the average businessman of the Empire uses the Star Cruiser. It has enough shielding and maneuverability to protect it from space pirates.

g. Stellar Courier: 

Attributes: AF 2, EF 12, Maneuver 4, Passengers 4.

Description: This ship is designed to take urgent messages and small packages from one planet to another, through cosmic storms and gloomy nebula. It is highly maneuverable, with good laser cannon and very good shields.

h. S XIII: 

Attributes: AF 0, EF 16, Maneuver 6* Passengers 5.

Description: The Theshian scientists have discreetly dug up some of their ancestors’ secrets of computer design and hyperjump mapping, which has led to the creation of the ‘S’ (for secret) prototypes. The 13th is the culmination of their efforts, a self-aware spaceship with incredible maneuverability, albeit with no offensive weaponry. With king Yaldor’s approval, the S XIII has been “borrowed” to the Rebel cause. The S XIII can be obtained as any other possession the first time. However, if it is lost it may only be recovered in the planet Rhexia 441 (by the Scavenge for Possessions mission or a lucky event). Expect a berating from his Majesty though...

Due to its special computer, the S-XIII spaceship does not have its maneuver rating reduced when it is undergoing tracking or character spaceship combat with an inferior pilot; it always uses its full maneuver value. Furthermore, the S XIII increases its pilot’s navigation rating in one.

i.  Imperial Spaceship:

Attributes: AF 1, EF 4, Maneuver 2, Passengers 4.

Description: This is the standard “jeep” assigned by the Imperial armed forces to high officers and Imperial knights for their personal use. It is not expected to meet any trouble, therefore it is poorly armed.

j. Redjac’s Spaceship:

Attributes: AF 2, EF 12, Maneuver 4, Passengers 4.

Description: This is essentially a modified Stellar Courier, but only Redjac has enough power and prestige to flaunt a non-regulation vehicle while on duty.
12.4 POSSESSIONS(WEAPONS

a. High Energy Sniper Rifle: 

Attributes: Adds one to its owner’s AF. If the owner is going as mission leader in an Assassination mission, he/she receives a bonus dice roll.

Description: This weapon is normally restricted to use by the Imperial Secret Police. Many times this rifle made the difference between success and failure in an assassination attempt.

b. Assassin’s Blade:

Attributes: Adds three to its owner’s AF, but only for one round of combat. If used by the mission leader of an Assassination mission, it gives two bonus dice rolls. After one use it is discarded.
Description: Though it looks as a common dagger, this beautifully deadly device is finely balanced for throwing and is coated with a fatal nerve poison. It can be quickly removed from a hidden case for easy bloodletting.

c. Energy Sword:

Attributes: Adds two AF to Rayner Derban. Also, while he is using it anyone attacking him has –1 AF. Useless in any other hands.

Description: The ceremonial weapon of the Imperial Knights, which takes years to master. While Derban was Most Senior of the Knights, nobody could ever beat him with this weapon. The “blade” of the sword is a contained field of high energy that cuts almost anything like a knife cuts butter.

d. Hunter-Seeker:

Attributes: Adds two to its owner’s AF, but only for one round of combat. Adds three bonus dice rolls to owner if he/she is the mission leader on an Assassination mission. Discarded after one use.

Description: A fast, tiny hovering robotic device which typically sneaks into a sleeping person’s room and murders him/her by a lethal injection of poison. It takes wits, guts, agility and luck to survive an attack by a hunter-seeker. 

12.5 P0SSESSIONS(COMPANIONS

a. Cervac Mk V

Attributes: Adds one to owner’s intelligence rating. This is a constant effect as long as the Cervac is operative.

If located in a spaceship in orbit above a secret planet during an interphase, reveals the secret.

May also try to break into an Imperial Computer Network. When used in this function, the owner’s mission group (even if he is not the mission leader) gets two bonus dice rolls for mission A; three for missions F, H or S, and four for mission I. After entering an Imperial network, roll a d6; on a 5 or 6 the Cervac becomes inoperative due to a self-defense virus of the network.

Description: This non-android is a general-purpose tech-scientific robot, but the most developed of the series (only a few dozen Mk V’s exist). The boost in intelligence is not due to any neural connection(it simply represents all the useful data and warnings that Cervac gives to its owner.

b. Norrocks

Attributes: It can fight. Also, allows mission group it is accompanying to ignore the first “creature attacks” event that occurs as a random event during a mission.

Description: This is basically a sentry robot, like those that can be found as “creatures” during missions. It is a relatively common android, used as a sentry or bodyguard not only by Imperial officials but also by criminal bigwigs, banks, warehouses, wealthy entrepreneurs, etc.

c. Advisor Android:

Attributes: Adds one to its owner’s Diplomacy and Intelligence ratings. This is a constant effect as long as the Advisor is operative. The Intelligence increase is not cumulative with that of the Cervac Mk V, but the Diplomacy increase can be accumulated with that of the Charsot.

If located in a spaceship in orbit above a secret planet during an interphase, reveals the secret.

Allows mission group that it is accompanying to ignore the first event that would abort a Diplomacy mission.

Description: Intended as an aide for ambassadors, the Advisor is programmed in protocol, secretarial work, galactography, and information storage.

d. Charsot:

Attributes: Adds one to its owner’s Diplomacy rating. This is a constant effect as long as the Charsot is not wounded. No creature may enjoy surprise when attacking the mission group that the Charsot is with.

Ignore all attacks from creatures that attack with Intelligence.

Description: A dog-like creature from the planet Midest 341, it is an empathic being that can sense emotions and transmit its own waves of peacefulness. It also has limited prescience, warning its owner of danger.

12.6 POSSESSIONS(OBJECTS

a. Portable Antimatter Bomb:

Attributes: Adds three bonus dice rolls to owner if he/she is the mission leader on a Sabotage mission. Discard after one use.

Description: This is a microscopic amount of antimatter contained in a plasma field, in an apparatus no larger than a suitcase. It can cause quite a potent detonation (enough to wipe out several blocks of a city). 

b. Thermal Detonator:

Attributes: Makes a Character Combat break-off attempt automatically successful. May not be used if breaking off is not otherwise allowed. Discarded after one use.

Description: This is a hand grenade of great power. A character may use it to cause a distraction that allows his/her party to get away.

c. Helian Drug:

Attributes: Adds one to all of a character’s attributes except endurance. It would also add one to the bonus dice rolls the character might receive for certain missions depending on his/her special talent. The effects of the Helian Drug last from the segment in which it is ingested to the beginning of the same segment of the next friendly player turn. Discard after one use. Immediately after drinking the drug, the character receives two hits.

Description: A few drops of this mysterious mixture, distilled on Heliax 412 from plants imported from the Drug World, adds vim, vigor and vitality to the user, but it has side effects. It is often used despite severe penalties imposed by the Imperial laws for its possession.

d. Scanner:

Attributes: Causes a +2 drm to tracking die rolls against the spaceship in which it is. Adds two to the hiding value of characters undergoing enemy search.

Description: This hand-held device scans the electromagnetic field for many kilometers around, revealing the location of other electronic detection devices and allowing the owner to try to avoid or interfere them.

e. Scrambler:

Attributes: Adds four to hiding value of characters undergoing search. Places enemy PDB on same planet down when used during a tracking routine (effectively negating its tracking) and causes a +4 drm to tracking die rolls from enemy starships. After each use, roll a d6. A result of 3-6 causes the scrambler to become inoperative.

Description: This artifact uses technology of the ancients that has been unearthed by their descendants the Theshians. It can overload electronic scanning devices by hyperspatial induction, making them temporarily inoperative. Unfortunately, the electromagnetic pulse more often than not also affects the device itself.

f. Medikit of Ptolus:

Attributes: When used during an interphase, it may heal the wounds of all characters stacked with it. After each use (e.g., after each character healed), roll a d6; a result of 6 makes it inoperative. It cannot be repaired in the same interphase in which it was used. 

Description: An apparatus constructed by the great Dr. Ptolus, the Medikit is attached to different parts of the body and speeds up its natural healing processes through specially programmed electric pulses.

g. Personal Body Shield:

Attributes: Hits against the character wearing the shield are reduced in effect. A direct hit becomes a near miss; a near miss becomes a plain miss (i.e., no effect).

Description: This is a finely constructed exoskeleton generating a force field that absorbs both kinetic and luminous energy (i.e. blows and lasers). It is similar to devices worn by heavy soldiers (stormtroopers and the like) but much more effective, having been developed by Theshian technicians.

h. Cache of Rare Gems:

Attributes: May purchase any one spaceship (choose from those out of play, except the S XIII) in an environs at the beginning of any friendly Character Movement segment. 

May negate a successful enemy Gather Information mission in the same environs.

Owner may use it to make his mission group (even if he is not the leader) receive two bonus dice rolls in any mission except Spaceship Quest and Start Rebellion.

Every time it is used, roll a d6. On a 6, the possession is discarded (you have run out of gems).

Description: Money talks. The Rebel Treasury has given your character a cache of gemstones that are very valuable, given the Imperial elite society’s fancy for expensive jewelry. The Treasury is not very rich and this represents a great effort for the cause, so use them wisely.
