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8. GROUND UNITS

{Although the characters in Freedom in the Galaxy pave the way to the players’ goals, it requires military success to secure victory. The Empire has a rigid, well-organized military arm that has successfully carved out a nation in the stars through offensive strategy. It is not, however, designed to deal with partisan activity in seemingly secure areas. The Rebel army, dwarfed in size by the Imperial forces, is composed of scattered provincial groups with no established doctrine to aid or hinder in their operations.

Each ground military unit in the game represents about 50,000 soldiers. In the 20th Century on Earth, millions of men fought over small sectors of the planet. In the future, it is not so important to hold terrain as to effectively control it by denying it to the enemy. As long as your forces can exert power and surveillance over all areas of a planet, it is not necessary to physically occupy every town and hamlet. Civilians, regardless of their political inclinations, tend to mind their own business as long as you leave them alone and local police forces can keep the peace. Also, a soldier of 5764 AD alone has the firepower of a 20th Century company. Furthermore, soldiers need to be transported from one planet to another, and even in the future there is only so much space in the holds of a transport spaceship...}

8.1 INTRODUCTION

a. General: Both players are provided with a variety of military ground units. The differing strengths of these units are based on the amount of equipment and technological development they have been supplied with, as well as training in its use. Military ground units are used to hunt for enemy characters, gain and keep control of a planet, and to destroy the enemy’s military units.

All ground units except garrisons (Imperial conscripts and Rebel militia) are space-mobile due to organic transport ships that are assigned to them (or commandeered). 

The first number on a ground unit’s counter is its attack factor, representing its firepower and combat ability. The second number is the unit’s endurance factor, a measure of its toughness and ability to avoid casualties.

b. Description of Ground Units:

Imperial Guard 6-12: The old Imperial Guard is beyond doubt the unit with the greatest tradition in the galaxy. The cream of the Imperial army, with extraordinary elan and a reputation of invincibility, they possess heavy body armor, excellent equipment and many armored fighting vehicles adapted to normal and special environs (tanks, mechs, surface skimmers, submarines, aircraft, etc.). Therefore they have the best possible attack factor and may ignore special environs’ effects. Notice that unlike other units, the AF on the damaged side is more than half that on the front. The Imperial Guard is a unique, irreplaceable unit. If destroyed it can never be rebuilt.
Star Marines 5-10: The infantry branch of the Imperial navy, the do-or-die forces of the Empire, soldier-for-soldier the star marines are undoubtedly better than any other in the galaxy. They focus on special missions, individual initiative and small unit tactics. They use less body armor, heavy weapons and AFVs than the Guards, which gives them a bit less of offensive punch; but their intensive training in virtually every conceivable situation allows them to ignore special environs’ effects.

Stormtroopers 4-8: The backbone of the Imperial army, stormtrooper legions represent veteran professional soldiers serving for a well-paid seven year period, extendible. They have good armor, efficient support weapons and good training. Their mercenary nature and experience makes them battlewise and they therefore can ignore special environs’ effects. 

Line 3-3, 2-4: These are regular forces on their mandatory two-year military service.  With standard training, harsh discipline, light to medium armor, they are efficient forces. However, being primarily infantry with second-class support equipment and fighting vehicles, they tend to break when attacked with determination.

Conscripts 1-2: Unable to cover every planet in the galaxy, the Imperial army must rely on conscripts to garrison many planets. These units are pure infantry without armor, with little more than hand-held guns and little, or no, training. Formed by reservists, native civil guards, policemen and levied populace, their organization, discipline and tactics are poor. Being purely local forces and representing up to 200,000 men and women, conscript garrison units cannot leave their planet’s environs.

Elite 4-8: The best the Rebels have on the field, with superbly trained armored troops, plus Rebel-built support equipment and AFVs, they are at least equal to most Imperial units. Many support weapons they carry show improvements created by Rebel scientists.

Regulars 3-6: These represent well-trained Rebel troops outfitted with whatever captured Imperial military equipment is available. Their high motivation makes them fierce fighters.

Irregulars 2-4: These are enthusiastic young persons embracing the cause, but lacking equipment and formal training. They have military organization and can give open battle, but against regular troops they are likely to be crushed. Their specialty is irregular guerrilla warfare (ambushes, raids, hit and run tactics, etc.). A defending force formed only of irregulars can ambush non-elite attackers (even if there are elite units present) by rolling 1-4 on a d6. If successful, in the first round of combat the ambushed attackers have their AF reduced by one, while the defenders have their AF augmented in one (against ambushed attackers only). Irregulars can also avoid combat entirely before it begins by retreating to another environs or the orbit box on the same planet, provided that an enemy military unit does not occupy the other environs/orbit box.

Militia 1-2: These are civilian supporters of the rebellion, who have risen and grabbed their pitchforks and shovels... well, maybe not exactly that, but perhaps Grandpa’s old hunting lasegun. Most of what was said of Imperial conscripts applies to Rebel militias, including the inability to leave their planet.

8.2 MOVEMENT OF GROUND UNITS

a. Movement during the Interplanetary Military Movement Segment: Ground units, except garrison types, may move in this segment by being carried in transports, a type of starship that is inherent to the ground units. How this movement takes place is covered in section 7, Starships. 

b. Movement during the Planetary Military Movement Segment: Military ground units may be moved from environs to environs on the same planet during their player turn’s planetary military movement segment, even if they moved during the Interplanetary Military Movement segment. They may move even if either environs, or both, are occupied by enemy ground units. This movement is assumed to take place on the surface and therefore is unaffected by any enemy PDB. Ground units occupying a planet’s orbit box (in transports) may also be moved down to an environs of the same planet, or a ground unit in an environs could be moved (in transports) up to the same planet’s orbit box (but only if the orbit box is not occupied by enemy starships). However, if an enemy PDB is present, it may rake the moving units.

c. Movement during the Reaction Segment: During the enemy’s player turn, military ground units may react by moving one unit (plus up to one character that was already stacked with it) in a planet’s environs or orbit box, into an environs occupied by enemy ground units. Units coming down from orbit may be raked if an enemy PDB is present. Units moving from environs to environs are using the surface and therefore are immune to the PDB. Reaction may be made even if the environs the unit is leaving contains enemy ground units.

8.3 ENVIRONS COMBAT SPECIFICS

a. Break Off: Break-off is not allowed in the first round of combat. In later rounds, the attacker may state at the beginning of the round that he is calling off the attack. In this case, the battle ceases and the ground units of both sides remain in place in the environs. If the attacker does not call off the attack, the defender may announce that he is breaking off, but only if he has somewhere to go (another environs on the planet that is not occupied by enemy ground units, or the orbit box if not occupied by enemy starships). Some defender units may break off while others remain (either by choice or because they have nowhere to go). All units that break off in the same combat round must move to the same location.

b. Modifiers: Several modifiers can apply in Environs Combat. +1 modifiers cause a unit to roll an extra d6

when attacking the enemy (i.e. increasing the AF), while –1 modifiers reduce the number of die rolls the units makes. Reductions and increases are all cumulative. However, a unit in battle always gets to roll at least one die, regardless of AF reductions. If modifiers reduce an AF to zero or less, the unit can still roll one d6 (unless its AF was zero to begin with(units with zero AF never fire), but its effects are reduced; a direct hit becomes a near miss; a near miss becomes a plain miss (i.e., no effect).
      ENVIRONS COMBAT AF MODIFIERS

CAUSE
MOD

Rebel unit in its own environs type
+1

Non-elite Imperial in special environs
-1

Rebel unit in Special Rebellion Combat
+1

Irregulars that successfully ambushed (first round only)
+1

Imperial non-elite units ambushed by irregulars (first round only)
-1

Friendly leadership applied to attacking
+x

Enemy leadership applied to defending
-x

Imperial elite units using Sneak Attack
+1

c. Leaders: If a player character or sovereign is present in an environs where combat takes place, he/she may be named to lead his/her side’s forces, even if not currently stacked with the military units (the leader would be moved to the ground unit stack). A leader may use his leadership value to either boost his side’s attack by causing a  plus modifier to his units’ AF, or by weakening the enemy’s units by causing a  minus modifier to their AF. He may apply all his leadership to boosting friendly attacks, or all of it  to weaken enemy attacks, or split his leadership and apply a portion to his attacks and the other portion to weaken the enemy. The AF modifications are equal to the leadership applied, but cannot exceed the unit’s basic AF. If both sides have leaders, effects may cancel out. The commander with lower leadership must declare how he will apply leadership before his opponent does. If leadership is equal, the attacker must declare first.

{Example: Ly Mantok (leadership 3) is commanding two regular divisions (3-6)  and a militia garrison (1-2) in their own liquid (special) environment against a stormtrooper legion (4-8) and a second line legion (2-4) led by Vans Ka-Tie-A (leadership 1). Vans must state how he will use his leadership rating first, because it is lower than Mantok’s. The Imperial player applies his single modifier to weaken enemy attacks. The Rebel then announces that he will apply two factors to increase his units’ attacks, and one to weaken Imperial attacks.

Die rolls in the upcoming battle will be as follows: 

The Rebel regulars get 3 (basic) +1 (own environs type) +2 (Mantok’s leadership applied to boosting friendly attacks) –1 (Vans’ leadership applied to weakening enemy attacks)=5 die rolls each.

The Rebel militia gets 1 (basic) +1 (own environs type) +1 (Mantok’s leadership applied to boosting friendly attacks, limited to 1 because that’s the militia’s AF) –1 (Vans’ leadership applied to weakening enemy attacks)=2 die rolls.

The stormtroopers get 4 (basic) –1 (Mantok’s leadership applied to weakening enemy attacks)=3 die rolls.
The second line legionnaires get 2 (basic) –1 (non-elite Imperials in special environs) –1 (Mantok’s leadership applied to weakening enemy attacks)=0, but they still get to roll their minimum one die (reduced in effect as per 4.1.b.}
d. Non-phasing Attacker: If the moving (phasing) player declines to initiate combat in an environs where both sides have ground units in the Environs Combat segment, the non-phasing player may declare combat. In this case, the latter would be the attacker in the battle.

8.4 GROUND UNIT DAMAGE SPECIFICS

a. Effects: Ground units are said to be decimated when they reach damaged status. Except for the reduced AF, there are no special effects for decimated units. The inherent transport of a ground unit is not affected by its decimated status.

b. Refit: Ground units can remove their decimated status by refitting (taking in replacements, repairing equipment, etc.) during the Resource phase of the galactic stage. To refit, an Imperial ground unit must be in an environs of a friendly-controlled planet that contains no enemy units and that is not under full blockade (see section 7). A Rebel ground unit may refit in an environs of a friendly-controlled planet or a planet that neither player controls (including one in rebellion) that contains no enemy units and that is not under full blockade.

A ground unit’s decimated status is removed (and the counter flipped over to its front side) by expending force points equal to the difference between the AF printed on the front of the unit counter and the AF on its damaged side. Notice that garrison units may repair for free if otherwise eligible. 

Imperial units in any province may refit, even if it is not currently being taxed. Rebel units may refit without revealing the Rebel secret base. 

