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20. GALACTIC EVENTS

{Fate plays an important role in all adventures. Although the leaders of the Empire and the rebellion can plan their strategies as much as they want to, there is no telling when some unforeseen political, economic or natural occurrence will strike a blow for one side or the other.}

20.1 GALACTIC EVENTS

a. General: Before the game, the Imperial player shuffles the deck of Galactic Event cards and places it face down to the side of the game map. During the Galactic Events Phase of the Galactic Stage the Rebel player draws the topmost card and reveals it. The players immediately carry out the effects of the card, or if it relates to other portions of the game turn, it should be prominently displayed. Events are self-explanatory.

((((((((((((((((((((((((((((((((((((((((((((
[Events that have been redefined from those presented in the cards are as follows:]

100 The Emperor is in a rare mood. The Imperial player may commit one free atrocity per Imperial player turn, in addition to those triggered by events.

101 [Delete the sentence: “Note: Ignore this event on the Hyper World as mission groups there can already perform two mission each.”]

106 [Clarification: The ghost fleet will roll 20d6 against the Imperial units.]

111 Sun spots and storms on Varu 43 drive all creatures in the planets wild. The Kinsogs and Gadhars have their AF doubled. The Snorkas causes d6+2 hits. Telebots and sentry robots are not affected.

117 [Clarification: All characters (including NPC’s except robots) suffer two hits instead of a “wound”.]

119
One randomly determined Rebel character among those that have been eliminated was not really dead, but only grievously wounded. He/she was nursed back to health by charitable citizens and now has reappeared. Place the character with any Rebel character group.

