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21. SCENARIOS
PROVINCE SCENARIO 1 THE VARU POWDERKEG

Start of Rebellion Scenario

This scenario is three game turns long, turns 1-3, and takes about one hour to play. It is recommended as a training exercise for those players new to the game (not meaning that veteran players can’t enjoy it).

The Imperial information system on the planet Solvia was purported by its creators to be a fail-safe network of computer libraries. It was shabbily constructed to say the least. Most Solvians believed that the bulk of the project funds went into the pockets of local Imperial officials. A batch of defective androids that had been branded as not fit for service by the cybernetic factory that built them, and slated for dismantling, was used instead to staff the system. The androids would occasionally overload and attack nearby Solvians. With the planet Cercis also troubled by Imperial persecution of local businessmen for “piracy” or “smuggling”, it was only a matter of time before anti-Imperial sentiment left Cercis and infected fellow Piorads in Solvia, already disgruntled by the “crazed android affair”. One push in the right direction could send the whole system into revolt.

Another hot area was the planet Rhexia 441, where the Theshians and their king Yaldor were on the brink of rebellion, disgusted by Imperial policies. Yaldor had been secretly giving technical aid to the Rebels for quite a while, but had not considered it wise to openly revolt(until now.
Special Rules: Only province four is used during this scenario. Galactic Events, taxation, Strategic Assignments, unit maintenance, Planet Secrets and the Rebel secret base are not used. 

1. The Imperial player may move his units (characters and military) only towards a planet in the Martigna or Erwind systems. He may also move units from the capital planet of Troliso towards a planet in rebellion. Otherwise, he cannot send units toward planets in the Varu, Wex and Deblon systems. Units that already are in an inaccessible planet can move freely from one environs to another or to/from the orbit box.

2. The players may not gain new characters during play except as defined in “reinforcements”, below. The Rebel may acquire no more than two new non-spaceship possessions during play. Only two mulligan cards are available to the players.
3. The sovereigns in the province cannot be summoned, but they do have their usual effect on Diplomacy missions.
Preparing for Play

4. Place the loyalty markers on all 8 planets on the space marked ‘S’. 
5. Place all the PDB markers level 0, down. 

6. Place the Game Turn marker in the turn 1 box and the Phase marker in the First Rebel Player turn box.

7. The Imperial Resource track begins with 35 force points, and the Rebel Resource track with 0.

8. The Imperial player sets up his units as described below.

9. The Rebel player sets up his units as described below.

Imperial Deployment

The Imperial player may purchase military units and increase his PDB’s with the 35 force points he has at start. He can also save some force points for future turns if he wishes. No more than half (fractions rounded down) of the force points may be spent in any one of the following three categories: Starships, ground units and PDB’s.

No more than one elite unit (excluding the Imperial Guard) may be bought, and no atrocity units or suicide squads. 

The Imperial player must garrison each of the Imperial-controlled planets at start, this meaning to place at least one ground unit in an environs of every planet. This implies that at least a number of ground units equal to the number of Imperial planets in it must be purchased. Garrisons need not be kept during play. Otherwise, he may deploy his military units anywhere in the province.

After placing military units, the Imperial player sets up the character Jin Voles with an Imperial spaceship in an environs of Ayod 451 or Tartio 442. 

Rebel Deployment

The Rebel player has no military units at start.

He gets Rayner Derban, Kogus, Zina Adora, Vudot Vodot, the Star Cruiser and one random non-spaceship possession. They must be placed in one group in any environs of a planet of the Varu system.

Imperial Reinforcements

The Imperial player gets 3 force points for his track in every Resource phase except the first. Imperial military reinforcements must be bought in Troliso. He can also improve his PDB’s or buy conscripts in friendly-controlled planets as per 14.3.c.

In the Imperial Player turn following the first rebellion that occurs (if any), the Imperial may bring in Barca and 12 force points worth of military units by hyperjump, as if they came from Diomas 152. They must go directly to a planet in rebellion.
Rebel Reinforcements

1. None. The Rebel may accumulate force points he gets from rebellions, but he may only use them to put up (not upgrade) his PDB’s or buy militia in friendly-controlled planets as per 14.3.c.

Victory Conditions

2. At the end of turn 3, the Rebel adds up his victory points. If at the end of the scenario the Rebel has 6 or more victory points, he wins; otherwise the Imperial wins. Points are earned as follows:

Planet Rebel-controlled: 5 vp

Planet Rebel-owned, under occupation: 4 vp

Planet in rebellion: 3 vp

3. Planet in rebellion stopped: 2 vp
4. Planet in unrest: 1 vp

5. Imperial character captured: 1 vp

Rebel player completes at least one Gather Information mission (success level 1): 1 vp

Planet in patriotic: -1 vp

Rebel character captured: -1 vp

Imperial player completes at least one Gather Information mission (success level 1):  -1 vp

6. Sudden Death: The Imperial player wins immediately if all the Rebel characters are dead or captured.

PROVINCE SCENARIO 2 THE EMPIRE’S BACKDOOR

Armageddon Scenario

7. This scenario is four game turns long, turns 11-14, and takes about two hours to play. 

8. Chroniclers of the Grand Rebellion agree that the conflict got its start when Frun Sentel fled his home planet of Xan, driven out by an Imperial propaganda campaign designed to suppress any local desire to oppose the government. Instead of going into exile, Sentel and his companions jumped to Egrix 22, a major star system light-years away. There they hoped to encourage the unstable situation on the planet Angoff 222 to swing to the Rebel side while the Empire turned its attention elsewhere. Although the political situation on Angoff was favorable, Sentel found the Imperium far from unprepared, as he met with a rather unpleasant welcoming committee. To avoid being captured and facing possible execution for treason, Sentel and his cohorts developed the techniques of hiding and secret influence that would become standard Rebel tactics in the growing struggle.

Frun Sentel’s efforts to swing the Egrix system to the Rebel cause proved quite successful. While he returned to his distant home to try to repeat the success, other Rebels moved into the province to prepare for the long awaited Rebel armada from the secret base. After the rebellion at Angoff, the entire province woke up to the practicality of revolt; even Orning, the province capital, felt the tremors. The Rebels hoped that if they established themselves on Cieson 211 they could influence the Yesters, the dominant race in the province.

The Empire had been bested the first time out, but it was not about to give in so easily this time. With the help of Saytar, who knew the moods and desires of this province as well as any Rebel, the Empire deployed its forces.

Special Rules: Only province two is used during this scenario. Galactic Events, taxation, Strategic Assignments, unit maintenance, Planet Secrets and the Rebel secret base are not used. The Imperial player may move his units as he sees fit. 

9. New player characters may not be gained in this scenario. The Rebel may acquire no more than two new non-spaceship possessions during play. Only two mulligan cards are available to the players.

The sovereigns in the province are ignored entirely.

10. Preparing for Play

10. Place the loyalty markers on all 8 planets on the space marked ‘A’. If the space is marked ‘AC’ the planet begins the game in Rebel control.

11. Place all the PDB markers as follows: Level 2 on Cieson 211, Level 0 on Etreg 212, Level 2 on Quibron 221, Level 1 (Rebel) on Angoff 222, Level 1 on Charkhan 223, level 0 on Pronox 231, Level 1 on Lysenda 232, and level 2 on Orning 241. 

12. Place the Game Turn marker in the turn 11 box and the Phase marker in the First Rebel Player turn box.

13. The Imperial Resource track begins with 65 force points, and the Rebel Resource track with 35.

14. The Imperial player sets up his units as described below.

15. The Rebel player sets up his units as described below.

Imperial Deployment

The Imperial player may purchase military units with the 65 force points he has at start. He can also save some force points for future turns if he wishes. 

1. No more than three elite units (except the Imperial Guard) may be bought and only one suicide squad. No atrocity units are allowed. 

The Imperial player must garrison each of the Imperial-controlled planets at start, this meaning to place at least one ground unit in an environs of every planet. This implies that at least a number of ground units equal to the number of Imperial planets in it must be purchased. Garrisons need not be kept during play. Otherwise, he may deploy his military units anywhere in the province except in Angoff.

After placing military units, the Imperial player sets up his characters in an environs or orbit box of Orning 241. He gets Barca, Jin Voles, Gelba, Saytar and two Imperial spaceships. 

Rebel Deployment

2. The Rebel player may place for free nine force points of military units in Angoff (no elite or starships with AF greater than 3). 

The Rebel may purchase military units with the 35 force points he has at start. He can also save some force points for future turns if he wishes. These forces are placed off the board, hidden in the starfleet display.

The Rebel player gets Dr. Sontag, Rayner Derban, Bridne Murcada, Ly Mantok, Adam Starlight, Zina Adora, Agan Rafa, the Interstellar Sloop, the Explorer, and two random non-spaceship possessions. They must be distributed in two groups, in each of the two spaceships, and placed in any two orbit boxes over planets other than Orning and Cieson.

Imperial Reinforcements

The Imperial player gets 12 force points for his track in every Resource phase except the first (turn 11). Imperial military reinforcements must be bought in Orning. He can also improve his PDB’s or buy conscripts in friendly-controlled planets as per 14.3.c.

Rebel Reinforcements

The forces purchased before play may enter in the Second Rebel Player turn of turn 11 or later. They enter the playing area as if hyperjumping from either Ribex 32 or Corusa 53 (not both).

The Rebel player gets 6 force points for his track in every Resource phase except the first (turn 11). Reinforcements bought with these points enter from the same space route used by the first force. He may also use his force points to improve PDB’s or to buy militia on Rebel-controlled planets as per 14.3.c.

Victory Conditions

At the end of turn 14, the Rebel adds up his victory points. If at the end of the scenario the Rebel has 15 or more victory points, he wins; otherwise the Imperial wins. Points are earned as follows:

Planet Rebel-controlled: 5 vp

Planet Rebel-owned, under occupation: 4 vp

Planet in rebellion: 3 vp

3. Planet in rebellion stopped: 2 vp
4. Planet in unrest: 1 vp

5. Imperial character captured: 1 vp

Rebel player completes at least one Gather Information mission (success level 1): 1 vp

Planet in patriotic: -1 vp

Rebel character captured: -1 vp

Imperial player completes at least one Gather Information mission (success level 1):  -1 vp

Sudden Death: The Rebel player wins an instant victory if Orning, Cieson and one other planet are Rebel-controlled at the end of any game turn.

The Imperial player wins an instant victory if at any time after game turn 11 there are no planets that are Rebel-controlled, Rebel-owned or in rebellion and there are no Rebel military units in play.

6. PROVINCE SCENARIO 3 ORLOG BESIEGED
Armageddon Scenario

7. This scenario is five game turns long, turns 16-20, and takes about three hours to play. 

8. The Empire had been pushed back to its core. The Emperor finally realized that the Rebel military organization spewing forth from the supposedly overrated secret base was anything but inconsequential. The outlying provinces were lost, and the Rebel hordes inevitably looked to the central province of the Empire as their next conquest. Now the accursed Rebels dared to venture into the areas of the Empire with which the Imperial leaders were most familiar and most eager to fight for. Even the Emperor could see what points needed protection, and he seemed to rally under the menace. He abandoned his ‘pleasures’ and assumed effective command of the Imperial military; some said that they saw the spirit of old Maxtross II in him. The Empire built up its planetary defense bases, organized its loyal troops, and waited. 
9. Special Rules: Only province one is used for the showdown. Galactic Events, taxation, Strategic Assignments, unit maintenance, Planet Secrets and the Rebel secret base are not used. The Imperial player may move his units as he sees fit. 

10. New player characters may not be gained in this scenario. The Rebel may acquire no more than two new non-spaceship possessions during play. Only two mulligan cards are available to the players.

The sovereigns in the province are ignored entirely.

11. Preparing for Play

11. Place the loyalty markers on all 14 planets on the space marked ‘A’. If the space is marked ‘AC’ the planet begins the game in Rebel control.

12. Place all the PDB markers (even the Rebel one on Ownex) at level 2.

13. Place the Game Turn marker in the turn 16 box and the Phase marker in the First Rebel Player turn box.

14. The Imperial Resource track begins with 110 force points, and the Rebel Resource track with 50.

15. The Imperial player sets up his units as described below.

16. The Rebel player sets up his units as described below.

Imperial Deployment

The Imperial player may purchase military units with the 110 force points he has at start. He can also save some force points for future turns if he wishes. 

No more than five elite units (one of them the Imperial Guard) may be bought and only one suicide squad. The dreadnought Janis may be bought; no other atrocity units are allowed. The Imperial Guard must be purchased before any other unit.
The Imperial player must garrison each of the Imperial-controlled planets at start, this meaning to place at least one ground unit in an environs of every planet. This implies that at least a number of ground units equal to the number of Imperial planets in it must be purchased. Garrisons need not be kept during play. Otherwise, he may deploy his military units anywhere in the province except in Ownex.

After placing military units, the Imperial player sets up his characters. He gets Redjac, Redjac’s spaceship and Telmen in any environs of Diomas 152; Els Taroff, Coreguya and Thysa Kimbo in the urban environs of Orlog. 

Rebel Deployment

The Rebel player may place for free ten force points of military units in Ownex (no elite or starships with AF greater than 3). 

The Rebel may purchase military units with the 50 force points he has at start. He can also save some force points for future turns if he wishes. These forces are placed off the board, hidden in the starfleet display.

The Rebel player gets Boccanegra, Ran Jayma, Frun Sentel, Scott Rubel, Sidir Ganang, Oneste Woada, Odene Hobar, Vudot Vodot, the S-XIII, the Planetary Privateer, the Star Cruiser, and two random non-spaceship possessions. They must be distributed in three groups, in each of the three spaceships, and placed in any environs on Ownex 141 or Bajukai 122.

The Rebel player may also set up five Rebel Camps in environs of Mimulus 111, Magro 112, Kalgar 121, Jura 151 and Icid 163 (one camp per planet).
Imperial Reinforcements

The Imperial player gets 5 force points for his track in every Resource phase except the first (turn 16). Imperial military reinforcements must be bought in Orlog or Diomas. He can also improve his PDB’s or buy conscripts in friendly-controlled planets as per 14.3.c.

Rebel Reinforcements

The forces purchased before play may enter in the Second Rebel Player turn of turn 16 or later. They enter the playing area as if hyperjumping from two space routes coming from any two star systems outside province one. Each of the two groups must include at least 15 force points worth of military units.
The Rebel player gets 10 force points for his track in every Resource phase except the first (turn 16). Reinforcements bought with these points enter from the any of the same space routes used by the original forces. He may also use his force points to improve PDB’s or to buy militia on Rebel-controlled planets as per 14.3.c.

Victory Conditions

At the end of turn 20, the Rebel adds up his victory points. If at the end of the scenario the Rebel has 35 or more victory points, he wins; otherwise the Imperial wins. Points are earned as follows:

Planet Rebel-controlled: 5 vp

Planet Rebel-owned, under occupation: 4 vp

Planet in rebellion: 3 vp

Planet in rebellion stopped: 2 vp

Planet in unrest: 1 vp

Imperial character captured: 1 vp

Rebel player completes at least one Gather Information mission (success level 1): 1 vp

Planet in patriotic: -1 vp

Rebel character captured: -1 vp

Imperial player completes at least one Gather Information mission (success level 1):  -1 vp

Sudden Death: The Rebel player wins an instant victory if both capitals (Diomas and Orlog) are Rebel-controlled at the end of any game turn.
GALACTIC SCENARIO 1-THE STAR REBELLIONS

The full Galactic Campaign game is up to 20 game turns long and takes about 20 hours to play. Before starting play, players set up their forces according to the instructions below. 

Preparing for Play

1. Place the loyalty markers on all 51 planets on the space marked ‘S’.

2. Place all the PDB markers on the 51 planets level 0, down.

3. Place the Game Turn marker in the turn 1 box and the Phase marker in the Galactic Stage box.

4. Place both Imperial credit markers on the ‘0’ space of the Imperial Resource track, and the two Rebel credit markers on the ‘0’ space of the Rebel Resource track.

5. The Imperial player puts all 16 planet secrets in a cup and blindly places them on the 16 secret planets. He may then look at them.

6. The Imperial player arranges his Strategic Assignment deck for the next 14 turns.

7. The Rebel player secretly chooses a planet as his secret base.

8. The Galactic Event deck is shuffled and placed at one side of the map. 

9. The Imperial player sets up his units as described below.

10. The Rebel player sets up his units as described below.

Imperial Deployment

The Imperial player receives 70 force points to buy units in province one, and 35 force points to buy units in each other province (e.g., 35 for province two, 35 for province three, etc.). There is no Imperial taxation on game turn one, as it is already integrated into these point totals.

The points assigned to each province may be used to buy military units and improve PDB's. No more than half (fractions rounded down) of the force points may be spent in any one of the following three categories: Starships, ground units and PDB’s.

No more than two elite units may be bought in province one, and no more than one elite unit may be bought in each of the other provinces.

Suicide squads and atrocity units may not be built until certain number of planets is in rebellion (see 14.3.a).

The Imperial player must garrison each of the 51 planets at start, this meaning to place at least one ground unit in an environs of every planet. This implies that in each province at least a number of ground units equal to the number of planets in it must be purchased. Garrisons need not be kept during play. Otherwise, he may deploy his military units anywhere in the province.

PDB’s may be placed at level 2 if the Imperial player wishes. The total cost would be 7 force points. 

After placing military units and PDB’s, the Imperial player sets up his characters as follows:

· Emperor Coreguya and Thysa Kimbo in the urban environs of Orlog 162.

· Dermond in the urban environs of Diomas 152.

· Jon Kidu in the urban environs of Chim 311.

· Gelba in the urban environs of Trov 542.

· Barca on the stack of military units (space or environs) in province one with the greatest combined AF.

· Redjac, Jin Voles, Els Taroff and Vans Ka-Tie-A each with a character spaceship (Redjac with his own) on any four planets that are either the home planet of a starfaring race or a secret. Each character must be placed in a different province and may not be placed in province one.

· Saytar and Telmen are not on the map at game start and may be recruited by the Imperial player.

Rebel Deployment

The Rebel has no military units at start. He must form the following character groups:

· Boccanegra, the Planetary Privateer, two characters and one non-spaceship possession.

· Ly Mantok, the Explorer and three characters.

· Rayner Derban, the Star Cruiser, Kogus, Zina Adora and one non-spaceship possession.

· Tourag, the Solar Merchant, three Rebel characters and a non-spaceship possession.

Each of these groups must be placed in a different province and may not be placed in province one. Each group must be placed in an environs of a planet that is not a capital, secret, or home planet. 

The characters and possessions that were not drawn at start are available for gaining during play and should be set in appropriate card decks.

Victory Conditions
At the end of turn 20, the Rebel adds up the value of all the planets he controls. Those that are Rebel-owned, but Imperial-occupied don’t count. 

Players may also agree to end a game at any point. The victory level would be that corresponding to the current victory points the Rebel has.

The value of each planet is as follows: 

Capital or Throne: 5 victory points.

Home planet: 3 victory points.

All other planets: 1 victory point.

(Note: Orlog is the throne planet and also the home of the Rhones. Its value is only 5 vp, however).
Victory Levels:

Imperial Absolute: 0 vp 

Imperial Decisive: 1-9 vp

Imperial Substantial: 10-17 vp

Imperial Marginal: 18-25 vp

Rebel Marginal: 26-33 vp

Rebel Substantial: 34-41 vp

Rebel Decisive: 42-50 vp

Rebel Absolute: 51+ vp

Sudden Death: If after the secret base is revealed there are no Rebel-controlled planets on the map at the end of a game turn, the Imperial wins an Absolute Victory. Likewise if all 20 Rebel characters are dead or captured.

GALACTIC SCENARIO 2-ARMAGEDDON UPON US

The Armageddon Campaign game is up to 10 game turns long and takes about 10 hours to play. Before starting play, players set up their forces according to the instructions below. 

Preparing for Play

1. Place the loyalty markers on all 51 planets on the space marked ‘A’. If the space is marked ‘AC’ the planet begins the game in Rebel control.

2. Place all the PDB markers on the 51 planets level 0, down. Those on Rebel-controlled planets should be Rebel-colored.

3. Place the Game Turn marker in the turn 11 box and the Phase marker in the Galactic Stage box.

4. The Imperial Resource track begins with 0 force points, and the Rebel Resource track with 90.

5. The Imperial player arranges his Strategic Assignment deck for the next 10 turns.

6. The Rebel player secretly chooses a planet as his secret base.

7. The Imperial player puts all 16 planet secrets in a cup and blindly places them on the 16 secret planets. He then turns them all face-up.



(The Trap! is removed. 

(Secrets that cease to exist when a planet goes into rebellion (Casino Galactica, Cloning Complex, Empire Forever, Gem World, Imperial Archives, Imperial Deltronics, IPOC, Industry World, Laboratory World, Slave World) and which happen to be on Rebel-controlled planets, are also removed. Any special effects that they generate when a rebellion sparks are not implemented (they have already happened). 

(The Dead World is implemented as usual including the Domino effect. Any rebellion caused by this can generate special rebellion combat; but the planet cannot go into Rebel-control until the next interphase, so the Imperial still has a chance to do something about it. 

(The Empire Forever, Laboratory World and Welcome Rebels secrets are implemented normally (unless already in Rebel control).

8.  The Galactic Event deck is shuffled and placed at one side of the map. 

9.  The Imperial player sets up his units as described below.

10.  The Rebel player sets up his units as described below.

Imperial Deployment

The Imperial player receives 120 force points to buy units in province one, and 60 force points to buy units in each other province (e.g., 60 for province two, 60 for province three, etc.). There is no Imperial taxation on game turn eleven, as it is already integrated into these point totals.

The points assigned to each province may be used to buy military units and improve PDB's. No more than half (fractions rounded down) of the force points may be spent in any one of the following three categories: Starships, ground units and PDB’s.

There is no limit on purchasing elite and atrocity units, and they may be bought in any province. Suicide squads may not be built until at least seven planets are in rebellion.

The Imperial player must garrison each of the Imperial-controlled planets at start, this meaning to place at least one ground unit in an environs of every planet. This implies that in each province at least a number of ground units equal to the number of Imperial planets in it must be purchased. Garrisons need not be kept during play. Otherwise, he may deploy his military units anywhere in the province.

PDB’s may be placed at level 2 if the Imperial player wishes. The total cost would be 7 force points. 

After placing military units and PDB’s, the Imperial player sets up his characters. First he randomly selects one character, who is dead. He then places the other eleven characters, plus one stormtrooper soldier as armed escort, with four Imperial spaceships (one of them Redjac’s, unless he is the dead character) on any Imperial-controlled planet, in environs or in orbit, stacked with military units or not.

Rebel Deployment

The Rebel player may place for free military units in each Rebel-controlled planet equal to the planet’s resource value (no elite or starships with AF greater than 3). He may place his PDB’s up by spending points from his track, but not increase their level.

The Rebel player then randomly selects one of his characters, who is dead. He then places the other nineteen characters, plus one regular soldier as armed escort, with all the possessions, on any Rebel-controlled planets, in environs or in orbit, stacked with military units or not. 

Victory Conditions

At the end of turn 20, the Rebel adds up the value of all the planets he controls. Those that are Rebel-owned, but Imperial-occupied don’t count. 

Players may also agree to end a game at any point. The victory level would be that corresponding to the current victory points the Rebel has.

The value of each planet is as follows: 

Capital or Throne: 5 victory points.

Home planet: 3 victory points.

All other planets: 1 victory point.

(Note: Orlog is the throne planet and also the home of the Rhones. Its value is only 5 vp, however).

Victory Levels:

Imperial Absolute: 0 vp 

Imperial Decisive: 1-9 vp

Imperial Substantial: 10-17 vp

Imperial Marginal: 18-25 vp

Rebel Marginal: 26-33 vp

Rebel Substantial: 34-41 vp

Rebel Decisive: 42-50 vp

Rebel Absolute: 51+ vp

Sudden Death: If after the secret base is revealed there are no Rebel-controlled planets on the map at the end of a game turn, the Imperial wins an Absolute Victory. Likewise if all 20 Rebel characters are dead or captured.

