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16. PLANET SECRETS

{Devious are the ways of the Empire! Through restriction of galactic communications, they have kept much of the galaxy’s population ignorant of many Imperial programs, discoveries and, yes, weaknesses on worlds near and far. In Freedom in the Galaxy II these cover-ups are represented by planet secrets, which give certain planets special properties outside their listed attributes.}

16.1 INTRODUCTION

a. General: At the start of the game, the Imperial player places a face-down Secret counter on each of the 16 planets labeled “Secret” in their orbit boxes. He does so randomly (picking them from a coffee mug for instance) and without looking at the front side of the counter. After he has placed all the planet secrets, he may look at them. The Rebel player cannot inspect the front of the counter until he discovers the secret. 

The secret planets are: Fliad 113, Tiglyf 131, Mitrith 143, Etreg 212, Quibron 221, Angoff 222, Tamset 312, Squamot 331, Midest 341, Kelta 352, Tartio 442, Liatris 512, Aras 521, Capilax 522, Scythia 531 and Anell 541.

b. Discovery: The Rebel player discovers an unrevealed planet secret (and may be affected by it) if he has player characters in any environs of the planet at the beginning of the enemy Search Phase of a Rebel player turn.

He may also discover the secret if he has Professor Mareg, the Advisor Android or the Cervac Mk V in the orbit box of the planet during an interphase. Other characters or military units won’t do the trick.

Another way is to obtain a level 2 success in the Gather Information or Question Prisoner missions. Two secret planets of his choice anywhere in the Empire are revealed in this case.

If the Rebel obtains a level 1 success in a Gather Information mission on the Imperial Archives planet, all unrevealed secret planets are instantly revealed.

Finally, the Imperial player may reveal any planet secret, if for some reason he believes it’s a good idea. 

a. 16.2 PLANET SECRETS

b. Casino Galactica: 

Description: The Emperor’s pleasure world hosts the largest gambling and gaming complex in the galaxy, in addition to other entertainment. Admission to the gilded halls and pavilions is hard to obtain, usually reserved for the rich and famous.

c. Attributes: At the end of the Rebel Mission Phase, each Rebel mission group containing a character with an Intelligence rating of four receives a free non-spaceship possession (from those out of play). It does not matter how the group fared in its mission. Casino Galactica is destroyed when the planet goes into rebellion.

d. Cloning Complex:

Description: The place where the best livestock and crops of the Empire are cloned (cloning of persons is absolutely forbidden by the Galactic Constitution, and considered immoral even by the Empire).

e. Attributes: The Imperial player receives 3 force points every Resource Phase that he controls this facility, for a possible total of 16 bonuses including the Gem, Industry and Slave worlds. The Rebel gets double force points for his Resource Track when this planet goes into rebellion, after which the attribute is lost. The force points he receives for immediate builds on the planet are not affected. If “populace goes wild” in an environs, its resources for the track would be tripled and for local builds doubled.

f. Dead World:

Description: The Empire has tested its atrocity unit, the Peacemaker, on this unfortunate planet, wiping out everything on it. 

g. Attributes: When this secret is revealed, immediately implement a level 3 Domino effect. Then remove from play the PDB and loyalty markers. The planet has ceased to exist. Units in environs and in the orbit box must leave the planet at the first opportunity, and cannot fight enemy units (units that can’t leave, like garrisons, are eliminated). Thereafter nobody can enter the planet’s environs or orbit box.

h. Drug World:

Description: All the matter on this planet is laced with a powerful but potentially destructive stimulant. Locals have grown used to it, but it affects off-worlders.

Attributes: Characters (including non-robot NPC’s) have all their attributes (except EF, but including bonuses derived from special talents) increased in one while on this planet. However, they also incur in one hit at the beginning of each Mission Phase. While on this world, hits cannot be removed from a character except by complete rest (i.e., not going out on any mission during the mission phase, provided he/she did not lead any military units in combat or pilot a spaceship in previous segments of the same player turn). Even then, one hit will remain that cannot be removed. Dr. Sontag and the Medikit of Ptolus can heal only half (fractions rounded down) of a character’s hits in an interphase.

e.     Empire Forever: 

Description: The entire population of this world thinks that the Empire is the best thing since sliced moon bread, and does not like to be told otherwise.

i. Attributes: When this secret is revealed, the loyalty marker is immediately placed on the patriotic space. The Imperial player may tax this planet when eligible at full resource value, without incurring in unfavorable loyalty shifts (he would have to reveal the secret though). All Rebel Coup and Diplomacy missions are considered to have one less success level  (i.e., a level 2 success becomes a level 1, a level 3 becomes a level 2, etc.). This planet cannot be affected by Rebel Domino effects (but it can generate them). This attribute ceases to exist if the planet goes into rebellion.

j. Gem World:

Description: The rarest precious stones and metals are mined on this mineral-rich planet.

k. Attributes: The Imperial player receives 5 force points every Resource Phase that he controls this facility, for a possible total of 16 bonuses including the Clone, Industry and Slave worlds. The Rebel gets three times the normal force points for his Resource Track when this planet goes into rebellion, after which the attribute is lost. The force points he receives for immediate builds on the planet are not affected. If “populace goes wild” in an environs, its resources for the track would be quadrupled and for local builds doubled.

l. Hyper-World:

Description: This planet is situated near the mouth of a stable wormhole, which causes time-space distortions. Frequently time seems to be strangely compressed here(a person can feel like a day never ends and that he/she can do lots of things in it. Occasionally, however, the effect is reversed and time breezes by; you feel like you just had breakfast and it’s already bedtime... The locals have learned to live with the phenomena the way people of other planets live with weather changes.

m. Attributes: Mission groups that complete all the steps during a Mission Action segment and go on to the Bonus Dice Rolls segment must roll a d6. On any roll but 6, that is the number of bonus dice rolls they get for their mission. A 6, however, not only does not give any additional bonuses, but also negates all the bonus dice rolls that the group already had.

n. Imperial Archives:

Description: Complete records of all classified and unclassified Imperial activities and programs are kept under lock and key on this planet. 

o. Attributes: If the Rebel player completes a Gather Information mission here with level 1 success, all the planet secrets in the game are immediately revealed and implemented. The Archives are destroyed when the planet goes into rebellion.

p. Imperial Deltronics Ltd.:

Description: The Imperial spacecraft industry is centered on this planet, and prototype models are constantly being tested in the planet’s atmosphere and in orbit. A Rebel spaceship may be confused with one of them and avoid tracking.

q. Attributes: Whenever a character spaceship is being tracked (either by PDB or starships) over this planet, a +2 drm applies to the die roll. If a Rebel mission group completes a Gather Information mission (level 1 success) on this planet, it receives a spaceship from those out of play (except the S XIII). The attribute is lost if the planet goes into rebellion.

r. IPOC:

Description: An acronym for Imperial Peace Operations Center, this is the secret headquarters of the Empire’s armed forces. When the planet goes into rebellion it is destroyed, but it can be assumed that it will be reorganized elsewhere in a couple of turns (where the Rebels can’t reach it).

s. Attributes: If this planet is placed into rebellion, in the immediately following Imperial player turn all provinces are treated as if they are currently not active as per the Strategic Assignment. The attribute then ceases to exist.

t. Industrial World:

Description: This planet is loaded with high-quality ores for immediate industrial use as well as other attributes that make it ideal for all types of industries.

u. Attributes: The Imperial player receives 3 force points every Resource Phase that he controls this facility, for a possible total of 16 bonuses including the Gem, Clone and Slave worlds. The Rebel gets twice the normal force points for his Resource Track when this planet goes into rebellion, after which the attribute is lost. The force points he receives for immediate builds on the planet are not affected. If “populace goes wild” in an environs, its resources for the track would be tripled and for local builds doubled.

v. Laboratory (Living) Planet: 

Description: The population of this planet has been subjected to all kinds of experiments by Imperial Mengele-like doctors, without their knowledge. The gases that the atrocity dreadnought units use, for instance; as well as diseases, different types of radiation, artificially-induced climate extremes, psychological pressure, etc. The people have wondered for years why they suffer so many disasters. When their eyes are opened by well-placed information, they go into an anti-Imperial rage!

w. Attributes: If the Rebel completes a Diplomacy mission on this planet (even at level 1 success), it goes into rebellion. After the first rebellion, the attribute is lost.

x. Mutant World:

Description: A strange meteorite fell on this planet, bringing a green crystalline substance that reproduces itself (probably a very alien life form), which is covering increasing areas of the planet’s surface. The crystals can be harvested and produce great mineral resources, but they cause disease and mutation on plants, animals and persons. Instead of doing something to eradicate the problem, the Empire has sealed off the planet and is exploiting the resources that the substance produces. 

y. Attributes: Although only a minority of humanoids has suffered major mutations, drastic modifications have occurred in wildlife. Instead of the creatures named in the planet’s environs (if any), mission groups will be attacked by 2d6+1 mutant generic 1/1 creatures when applicable. When the secret is discovered, place the loyalty marker on the dissent space (unless it is at unrest) and a level 2 Domino effect is generated from the planet. Thereafter, the resource ratings of each environs are considered to be the printed value plus three for purposes of Imperial taxation. The force points that the Rebels get for a rebellion are normal (they aren’t so callous as to take advantage of the planet’s suffering, and in fact they begin at once to research ways of getting rid of the crystalline forms).

z. Slave World:

Description: Beings from countless worlds are shipped to this planet, where they are forced to produce goods and perform services for the Empire under abysmal conditions.

aa. Attributes: The Imperial player receives 5 force points every Resource Phase that he controls this facility, for a possible total of 16 bonuses including the Clone, Industry and Gem worlds. The Rebel gets three times the normal force points for immediate builds on the planet when this planet goes into rebellion, after which the attribute is lost. All the planet’s environs would be considered to have resource values with a star. The force points he receives for his Resource Track are not affected. A “Populace Goes Wild” event would cause an environs’ force points to be quadrupled for local builds and doubled for the track.

ab. Trap!
Description: The Imperial espionage agency has set up a well-planned ambush on this planet in the hopes of capturing some Rebel agents for interrogation.

ac. Attributes: Any detected Rebel characters not stacked with military units at the moment that the secret is revealed are captured. The “trap” can guard any prisoners it takes even if no Imperial characters or military units are present in the environs. Place the Trap! counter upon them. After the secret has been discovered, as soon as it is not needed for guarding prisoners it is removed from play.

ad. Welcome Rebels:

Description: The entire population of this planet has secretly hated the Empire since it was established ages ago. 

Attributes: When this secret is revealed, the loyalty marker is immediately placed on the unrest space. If the Imperial player taxes this planet at all, the loyalty marker is shifted one space in the Rebel’s favor (and would cause rebellion if already at unrest). If he doesn’t tax the planet, the marker is not moved. All Imperial Coup and Diplomacy missions are considered to have one less success level  (i.e., a level 2 success becomes a level 1, a level 3 becomes a level 2, etc.). This planet cannot be affected by Imperial Domino effects (but it can generate them). If this planet is placed into rebellion, treat every environs as if the random event “populace goes wild” had occurred there. If the event actually comes up, there is no further effect.

PLANET SECRETS SUMMARY CHART
Casino Galactica*
Rebel character in mission with Intelligence 4 gets possession.

Cloning Complex*
Imperial 3 force points/Resource Phase; Rebel 2 x Resource Track force points.

Dead World

Level 3 Domino effect. Planet no longer exists, units must leave.

Drug World

Characteristics (except EF) +1, 1 hit/Mission Phase, restrictions on hit removal.

Empire Forever*
Patriotic; full taxation w/o loyalty shift; -1 level Rebel C/D mission; no Rebel DE.

Gem World*

Imperial 5 force points/Resource Phase; Rebel 3 x Resource track force points.

Hyper-World

Each mission d6 bonus dice rolls; a 6 means no bonus dice rolls at all.

Imperial Archives*
Rebel level 1 ‘I’ mission reveals all planet secrets. 

Imperial Deltronics*
+2 drm to tracking Rebels. Rebel level 1 ‘I’ mission gains spaceship.

IPOC*


Imperial player turn after rebellion all provinces have no strategic assignment.

Industrial World*
Imperial 3 force points/Resource Phase; Rebel 2 x Resource Track force points.

Lab (Living) Planet*
Rebel level 1 Diplomacy causes rebellion.

Mutant World

Dissent; level 2 DE; +2 force points/environs for Imperial; creatures 2d6+1 generic.

Slave World*

Imperial 5 force points/Resource Phase; Rebel 3 x local build force points.

Trap!*


Captures detected characters when revealed.

Welcome Rebels

Unrest; any taxation Rebel loyalty shift; -1 Imperial C/D mission; No Imperial DE.

* Attribute is lost when the planet goes into rebellion; remove the counter.
