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11. MISSIONS

{ The players hope to further their causes through the performance of different missions. They may send their characters to swing the populations of the various planets in their favor, to gather information or to sabotage the enemy.} 

11.1 MISSION PRELIMINARIES

a. General: Missions are resolved in any order desired by the phasing player, environs by environs. The complete Mission phase is conducted in each environs before moving on to the next.

b. Recruitment Segment: In every environs in which the phasing player has characters that will not “rest” to recover from wounds (even if they don’t go out on a mission in this phase), he may roll for the chance of getting one new character to join his cause, from those that have not entered the game. If all 20 Rebel and 12 Imperial characters have been recruited already, none more can be received. A result of ‘10’ on a d10 is required. Modifiers to the die roll may exist depending on the circumstances. A roll of ‘10’ before any modifiers is always successful, however, regardless of any negative modifiers.

RECRUITMENT MODIFIERS d10
+/- x
The current loyalty of the planet as applicable to the player’s side (i.e., for the Rebel, patriotic –2, dissent +1; for  the Imperial, patriotic +2, dissent –1, etc.). This modifier does not apply if the planet is in rebellion, rebellion stopped or Rebel-controlled.

+/- y
Environs size minus 4. For example, environs size 5, modifier +1; environs size 2, modifier –2.

–2 
For the Imperial if the planet is Rebel-controlled.

+1
For both sides if the planet is in rebellion.

c. Mission Assignment Segment: The phasing player may rearrange his characters in the environs into one or more mission groups. He may also announce that a given character will not perform any missions in this phase. Each mission group is assigned a different mission from those described in 11.3, and one character must be named as the mission leader. A given mission may only be assigned to one mission group per environs.

11.2 MISSION RESOLUTION

a. General: A Mission Action segment consists of a number of steps equal to the environs size. In each step the player first rolls a p2d6 for random events. One dice roll is made for all the missions being conducted there; some effects (but not all) will be applicable only to one mission group, selected randomly. 

After rolling for random events, if any mission group(s) remain that did not have their mission(s) aborted, a second p2d6 is made for mission success. Again, only one dice roll is made and it affects all the mission groups present. A step marker can be used on the turn track to keep record of the current step.

A player may voluntarily call off a mission at the end of any step, either because he doesn’t feel like continuing or because he is satisfied with the mission’s success level so far. 

After all the steps in a mission action segment have been conducted, any mission groups that have not had their mission aborted and still haven’t resolved it to their satisfaction may have a number of bonus dice rolls for mission success to be rolled in the similarly named segment.  In this segment, each mission group rolls separately. No random events occur in the bonus dice rolls segment.

b. Random Events: At the beginning of every step in a Mission Action segment taking place in a given environs, the phasing player rolls p2d6 and consults the Random Events table. The results are mostly self-explanatory. 

Most events can be repeated if they come up more than once, but in some cases there will be no further effect when they repeat. Those that can’t be repeated are identified by an *; if they come up again, it is treated as ‘no event’. 

If an event allows you to ignore a subsequent event, the latter cannot happen thereafter, even if a dice roll indicates so. You must ignore it entirely (you can’t keep the parts you like).

When a mission is aborted, in addition to any other effects of the random event, the mission is immediately canceled and any previous mission success achieved is lost. 

RANDOM EVENTS TABLE

p2d6   
Result

11
Accidents will happen, especially in an unfamiliar environs. A randomly selected character performing a mission in the environs receives two hits. 

12
One mission group stumbles on an enemy patrol. If  enemy ground units are present in the environs, choose one of them randomly to see which generates the patrol. If no ground units exist but the enemy controls the planet, the mission group stumbles on a militia/conscript patrol. Otherwise, no event.

13
It’s the off-season for the local creatures. For the rest of the mission action segment, ignore any events involving creature attacks.

14
*Civil war breaks out. The planet’s loyalty marker is moved to the neutral space, if not already there (not applicable to planets in rebellion or Rebel control). All Coup, Diplomacy, Summon Sovereign and Start/Stop Rebellion missions are aborted. All Start Rebel Camp, Free Prisoners, Steal Enemy Resources and Sabotage missions receive a bonus dice roll. All other missions are not affected.

15
Local sympathizers raid enemy forces. You may put the planet’s PDB down, or damage an enemy unit (landed starship or ground). If you choose the latter, the unit must be that with the lowest AF.

16 *The Imperial player may commit an atrocity!

21 Lucky strike! For the rest of the mission action segment, ignore any event that would abort one or more missions.

22 Someone recognizes one of your characters in the street. All characters in the environs become detected.

23, 24
Your agents have been compromised. All characters in the environs are detected, and the enemy may conduct a search against one mission group.

25, 26
Local connections expedite missions. Every mission group in the environs receives one bonus dice roll.

31-34 Creature attacks one mission group. If a creature is named in the environs, look it up in the Creatures Chart to determine its attributes. If no creature exists (or it will not appear, e.g. Zops for the Imperial player), roll a d6. 1-5, one sentry robot attacks. 6, two sentry robots attack.

35, 36
A mob of d6 irate locals attacks one mission group. See the Irate Locals Chart to determine the type of local, depending on the race named in that environs. If two races exist, randomly determine which attacks the characters.

41-43 One mission group acquires a possession. Draw one randomly from those out of play. If no possessions are available or you are the Imperial player, draw a mulligan card.

44-46 Friendly locals shelter characters from the enemy. No more searches can be conducted in this environs for the rest of the Mission Action segment.

51 Enemy spy reveals one mission in the environs, which is aborted. All characters in the environs become detected.

52 Would-be Rebels chicken out. Start Rebellion Mission aborted. All characters in the environs are detected.

53 Wrong soldier contacted. If a Subvert Troops mission was being conducted, it is aborted and the mission group is met by a patrol (generated by the ground unit that would be subverted). If the ground unit has a leader, the mission group is captured. All characters in the environs are detected.

54 Controversial political matters argued. If a Diplomacy mission is being conducted and the mission leader does not have at least a diplomacy rating of two, the mission is aborted.

55 Confusing local protocol causes characters to involuntarily insult those that they were trying to persuade. If a Diplomacy mission is being conducted, it is aborted and the planet’s loyalty moves one space in the enemy player’s favor.

56 A beautiful sunset, a mild breeze and a glass in your hand... Your characters really needed a break. One mission group loses one bonus dice roll.

61-63 If something can go wrong, it will. Coup mission aborted. Roll 2d6 and consult the Coup Aborted table.

64, 65
*Populace goes wild! If a rebellion is started in this planet during this mission phase, the Rebel player will receive double the resource value of this environs (for resource track and local builds).

66
Characters delayed by rumors. The upcoming bonus dice roll segment is canceled; no mission groups will get any bonuses this mission phase.

COUP ABORTED TABLE

2d6
Result

2
Planet loyalty shifted one space in the enemy’s favor. All characters in the coup mission are dead.

3
Planet loyalty shifted one space in the enemy’s favor. All characters in the coup mission are captured.

4 Planet loyalty shifted one space in the enemy’s favor. One character in the coup mission is captured. All characters in the environs are detected.

5 Planet loyalty shifted one space in the enemy’s favor. Mission group met by an enemy patrol (as defined in random event 12). All characters in the environs are detected.

6 Planet loyalty shifted one space in the enemy’s favor. All characters in the environs are detected.

7+
Mission canceled before anything happened. No effect other than the coup aborted. 

A mulligan is a card that a player may receive by a random event. He may keep it and use it later to re-roll a die or dice roll that he didn’t like. He may re-roll any die or dice roll that he made. He may also re-roll some of his opponent’s rolls, but only during combat {you can’t use a mulligan to jinx the other player’s mission success dice roll, for instance, but you could re-roll a direct hit he got against one of your units). It may be used anywhere, not just with the mission group that caused the mulligan event.

Characters that didn’t go out on a mission are immune to random events (except for detection). Characters that are no longer active on a mission (either because it was aborted or voluntarily called off) are also immune to any events that occur after they quit.
c. Mission Success: After the random events roll is made and any effects implemented, if any mission(s) remain(s) active in the environs, roll a new p2d6 and consult the Mission Success table. If the letter that corresponds to a group’s mission comes up, that mission has scored a success in the mission. Every time a success is scored, the group gains a level of success. For instance, the first time a ‘D’ comes up during a Diplomacy mission, it has a level 1 success. The second time a ‘D’ comes up, a level 2 success, and so on. 

Most missions require only a level 1 success for their goal to be achieved, but others may require greater levels, or even if not required, greater levels will bring more satisfactory results.  Success levels do not take effect until the end of the mission phase in that environs. For instance, a loyalty shift caused by a coup would not benefit a Diplomacy mission simultaneously being conducted in the same environs.




   MISSION SUCCESS TABLE 


p2d6
Result
p2d6
Result

11
AP
41
SP

12
AI
42
SI

13
D
43
S

14
D
44
S

15
D
45
S

16
DE
46
ET

21
HP
51
CP

22
HI
52
CI

23
H
53
C

24
H
54
C

25
BQ
55
CQ

26
BJ
56
CT

31
BE
61
FP

32
RB
62
FQ

33
R
63
F

34
R
64
F

35
RJ
65
FJ

36
RE
66
FT

d. Bonus Dice Rolls Segment: If any mission(s) are still active at the end of the mission action segment, they may be entitled to bonus dice rolls. Each mission (see 11.3) defines how bonus dice rolls for it can be gained. Additionally, bonus dice rolls may be obtained by random events, possessions or character special talents. 

If a character is on planet listed as his/her home planet, he/she receives a bonus dice roll for the following missions: Assassination, Start Rebel Camp, Summon Sovereign, Free Prisoner, Gather Information, Scavenge for Possessions, Sabotage and Steal Enemy Resources. If the character is royalty on a planet, in addition to the bonuses listed in the preceding sentence (it is also his/her home planet, after all), there is a cumulative extra bonus dice roll for each of the following missions: Coup, Diplomacy, Gather Information, Start or Stop Rebellion, Subvert Troops and Summon Sovereign. 

Unlike the previous segment, every mission group gets to roll its own bonus dice rolls, and the results only affect that group’s mission. Bonus dice rolls are essentially mission success dice rolls, but not preceded by a random events roll. No events occur in the Bonus Dice Rolls segment. 

11.3 THE MISSIONS

a. Assassination (A): 

Description: May attempt to assassinate any one detected enemy character in the environs. The target must be named before beginning the mission and cannot be switched later. 

Mission success: If a level 1 success is achieved, the named enemy character is killed.

Mission failure: If the mission is not aborted or called off before the Bonus Dice Rolls segment and it does not achieve success, roll a d10. On an 8 or 9, all the characters on the mission are captured; on a 10, all the characters are dead.

Bonus dice rolls: 

+ the mission leader’s intelligence rating. 

+1 if only one character is performing the mission. 

+1 if the characters are not detected.

b. Start Rebel Camp (B):

Description: Rebel player only. May attempt to establish a band of local guerrillas dedicated to the Rebel cause. May not be placed in a planet currently in unrest, rebellion, rebellion stopped or Rebel control.

Mission success: A level 1 success allows the player to place a Rebel cell in the environs. A cell may perform the Free Prisoners and Sabotage missions. At the beginning of any future Mission phase, the Rebel player may upgrade the cell to a Rebel camp, which can perform the Assassination, Coup, Diplomacy, Free Prisoners, Steal Enemy Resources, Gather Information, Sabotage and Subvert Troops missions. When a Rebel cell/camp performs a mission, even if there are Rebel character groups also performing other mission in the environs, it completely ignores random events. They do not affect it, for good or bad. Also, a Rebel cell/camp never receives bonus dice rolls. Essentially, a cell/camp will always roll a number of mission success dice rolls equal to the environs size. Characters may never accompany a Rebel cell/camp on a mission. 

If a Rebel camp (not cell) exists in an environs when the planet shifts to an unrest loyalty status, the Rebel player must remove the camp and substitute it with an Irregular ground unit. A Rebel cell would simply be removed. 

The Imperial player may suppress Rebel camps and cells by having unopposed ground units in the environs with combined AF and leadership greater than its size, at the end of any Environs Combat segment. Subtract the environs size from the combined AF+leadership. To remove a Rebel camp, the Imperial must roll a d6 and get a result equal to or less than the differential. A cell is removed only on a roll of ‘1’, regardless of the differential.

Bonus dice rolls:
+ the mission leader’s environs leadership rating.

+1 in wild environs.

c. Coup (C):

Description: May attempt to establish a new planetary ruler favorable to the player’s cause. May only be performed in an environs with a coup rating (representing the capital of a planet with a type of government that can be toppled). May not be performed by the last player that performed a coup there (you wouldn’t want to remove your own guy). The mission leader must have an intelligence rating greater than one. 

Mission success: Every level of success, without limit, causes the loyalty of the planet to shift one space in the player’s favor. May not place a planet into or out of rebellion. For instance, a planet could be moved from patriotic to unrest in a single mission phase, if a level 4 success is achieved. Place a counter on the coup rating indicating who performed the last coup on that planet. Coup markers are removed if the planet goes into rebellion.
Bonus dice rolls: 

+ the mission leader’s environs leadership rating.

+ the planet’s coup rating. 

d. Diplomacy (D):

Description: May attempt to shift the planet’s loyalty in the player’s favor through propaganda or secret negotiations with delegates of the local populace, government, media, industry, etc.

Mission success: Every level of success shifts the loyalty of the planet one place in the player’s favor, to a maximum of two. May not place a planet into or out of rebellion. 

Bonus dice rolls:

+ the mission leader’s diplomacy rating.

+1 for every other character (including sovereigns, but not other NPCs) in mission group.

+/- the planet’s loyalty as applicable to the player’s side (i.e., for the Rebel, patriotic –2, dissent +1; for  the Imperial, patriotic +2, dissent –1, etc.)

+2 for a friendly sovereign in the environs (summoned or unsummoned, but not if assassinated).

-2 for an enemy sovereign in the environs (summoned or unsummoned, but not if assassinated).

+1 for a urban environs.

e. Summon Sovereign (E):

Description: May try to summon a sovereign and his loyal followers to the player’s cause. May be attempted only in an environs containing a friendly or neutral sovereign that has not been summoned before nor assassinated, and not before at least two planets in the Empire have gone into rebellion. Only the Rebel may summon Rebel sovereigns and only the Imperial may summon Imperial sovereigns. Both may attempt to summon a neutral sovereign.

Mission success: A level 1 success will summon a friendly sovereign. A level 2 success is required to summon a neutral sovereign. Place the sovereign counter (of the appropriate color, in the case of neutral sovereigns) in the planet’s environs or orbit box, plus military units equal in force points to the resource ratings (no points for the resource track). If a star does not follow the resource rating of an environs, it can build only ground units with an AF of two or less, and corvettes. No elite units can be built. The planet’s loyalty is shifted one space in the player’s favor. If already in unrest, a Rebel summoned sovereign would cause rebellion. The troops received for the summoning would be in addition to those normally created by the rebellion. In either case, the appearing troops may engage in special rebellion combat (see 13.3.d ). On the other hand, an Imperial summoned sovereign would stop rebellion in his/her planet, if it was in rebellion or Rebel-controlled. Imperial troops appearing as a result of a summons may engage in their version of special rebellion combat, reversing roles.

A sovereign is an NPC. He/she can go along in missions with player characters, but not by him/herself. Sovereigns do count as “other characters” for missions that give bonus dice rolls for extra characters going along in the mission. A sovereign can never leave the planet where he/she rules, but can fly to the orbit box in a friendly spaceship and can lead military units in Environs or Space Combat. The troops that appear with a summoned sovereign need not remain on the planet, however, and may be used as the player sees fit.

A sovereign is always detected. If not stacked with friendly characters, he/she is considered to be “in office” and cannot be subjected to enemy search, but may be assassinated. An unsummoned sovereign may also be assassinated. A captured sovereign is immediately removed from play and cannot be interrogated or tortured.

A sovereign’s intelligence is equal to his environs leadership.
Mission failure: If a Summon Sovereign mission is not aborted or called off before the bonus dice rolls segment and it does not achieve at least level 1 success, the loyalty marker is shifted one space in the non-phasing player’s favor.

Bonus dice rolls:

+ the mission leader’s diplomacy rating.

+ one character’s (not necessarily the mission leader’s) leadership rating.

+/- the planet’s loyalty as applicable to the player’s side (i.e., for the Rebel, patriotic –2, dissent +1; for  the Imperial, patriotic +2, dissent –1, etc.)

f. Free Prisoners (F):

Description: May attempt to free friendly captured characters in the same environs.

Mission success: Every level of success frees one randomly selected captured character. 

g. Steal Enemy Resources (H):

Description: May attempt to take force points from the enemy’s resource track and add them to yours. May only be attempted by the Rebel in any Imperial-controlled capital/ throne planet, or in any planet in the province that will be taxed in the next game turn. The Imperial may only perform it in the Rebel secret base.

Mission success: A number of force points equal to four times the success level is taken from the enemy player’s track and added to the phasing player’s track, depending on the level of success:  1= 4 force points; 2= 8 force points; 3=12 force points, etc. If the enemy has less force points than those indicated, the stealing player still gets all the force points, and the enemy incurs a debt for the difference that he must pay as soon as he has any force points.

Bonus dice rolls:

+ the mission leader’s intelligence rating.

+1 for every other character in the mission group.

h. Gather Information (I):

Description: May attempt to learn details of enemy deployments or secrets. May not be performed on a planet that is controlled by the phasing player if there are no enemy units in the environs.

Mission success: A level 1 success allows a player to choose one of the following:

· All enemy characters on the planet (including its orbit box) become detected. 
· Inspect the contents of every enemy starfleet in the same province.
A level 2 success will have both of the effects described above for a level 1, plus the revelation of an enemy secret (it represents a major intelligence breakthrough).

If the Rebel player must reveal a secret, he must name two planets that are not the Rebel secret base (among those eligible). If the Imperial must reveal a secret, the Rebel player may choose one of the following:

· Two planet secrets on locations chosen by the Rebel player are revealed.

· The Rebel player may look at the next strategic assignment card to be drawn (the one on the top of the deck).

Bonus draws: 

+ the mission leader’s intelligence.

i. Spaceship Quest (J):

Description: This mission is special, and resolved using a different procedure than that of other missions. It may be attempted by a spaceship and pilot (plus any other characters going along) in an orbit box.  The pilot must have a navigation rating of at least two. May attempt to free captured characters in a starship or character spaceship, and/or to destroy one Imperial atrocity unit (a dreadnought or the Peacemaker).

This mission receives only bonus dice rolls, and is resolved exclusively in the Bonus Dice Rolls segment. No random events can affect it.

Mission success: If a level 1 success is achieved, all captured characters in the orbit box are freed (as long as the character spaceship has enough seats for them). A level 2 success will have the same effect plus the destruction of the Imperial atrocity unit named as target of the mission.

Mission failure: If the mission fails to achieve at least level 1 success, roll 2d6 and consult the Failed Spaceship Quest Table. A level 1 success will prevent this even if there were no captured characters to free.

FAILED SPACESHIP QUEST TABLE

2d6
Result

2, 3
Spaceship destroyed, characters dead.

4 Spaceship destroyed, characters captured.

5, 6
Spaceship damaged and detected.

7+
No effect.

Bonus draws:

+ evasion value of the pilot and spaceship.

+ AF of the spaceship.

+1 if the spaceship is not detected.

j. Scavenge for Possessions (P):

Description: Rebel player only. Possessions appear during missions as a result of certain random events. If the player just can’t wait to gather them all, or if he has nothing better to do, he can send his characters shopping for objects of personal use. A group performing this mission can still get additional possessions due to random events, and could end up pretty loaded if lucky. 

Mission success: For every level of success, draw one possession from those out of play. If no possessions are left, draw a mulligan card.

p.    Question Prisoner (Q):

Description: May attempt to learn enemy secrets by questioning a prisoner. This mission is special, and resolved using a different procedure than that of other missions. It may be attempted by one character stacked with a captured enemy character. The Imperial player may use torture to increase his chances of success; but if he does so, before any mission success dice rolls are made, the prisoner receives d6 hits. If he/she dies, the mission is aborted (obviously).

This mission receives only bonus dice rolls, and is resolved exclusively in the Bonus Dice Rolls segment. No random events can affect it.

Mission success: If a level 1 success is achieved, the prisoner must reveal a secret. 

If the Rebel player must reveal a secret, he must name two planets that are not the Rebel secret base (among those eligible). If the Imperial must reveal a secret, the Rebel player may choose one of the following:

· Two planet secrets on locations chosen by the Rebel player are revealed.

· The Rebel player may look at the next strategic assignment card to be drawn (the one on the top of the deck).

Bonus dice rolls: 

+3 if no torture is used.

+6 if torture is used.

+ the interrogator’s intelligence rating.

- the prisoner’s intelligence rating.

q.    Start (Stop) Rebellion (R):

Description: Rebel player: May attempt to start a rebellion in a planet currently in unrest. 

Imperial player: May attempt to stop a rebellion by non-military means in a planet currently in rebellion or Rebel control.

Mission success: Rebel player: A level 1 success will cause the planet to go into rebellion; see 13.3. 

Imperial player: A level 2 success is needed to stop the rebellion.

r. Sabotage (S):

Description: May attempt to put an enemy PDB down, or damage an enemy unit (ground or landed starship), by undercover activity. The target must be predesignated.

Mission success: A level 1 success allows the player to put the PDB down; destroy a military unit with an AF of one; or damage any military unit with an AF of two or three. 

A level 2 success allows the player to put down and reduce one level the PDB; destroy any enemy unit with an AF of three or less; or damage an elite ground unit.

s. Subvert Troops (T):

Description: Rebel player only. May attempt to subvert an Imperial conscript, line, stormtrooper or landed starship unit to switch sides and join the Rebel cause. Star Marines and the Imperial Guard may never be subverted. The target must be predesignated.

Mission success: A level 1 success subverts a conscript garrison, a 2nd line unit or a landed starship. A level 2 is required to subvert a 1st line division. A level 3 will subvert a stormtrooper. Replace the unit with a Rebel unit with the same AF, of urban or wild type in the case of ground units.

Bonus dice rolls:

+ the mission leader’s leadership rating.

MISSIONS SUMMARY CHART
A
Level 1=kills target. BDR: + ML’s intelligence; +1 if only one character; +1 if not detected. Mission failure d10: 8-9 characters captured, 10 characters dead.

B
Level 1=Rebel Cell. BDR: + ML’s leadership; +1 in wild environs. 

C
Each level=loyalty shift. BDR: + ML’s leadership; + planet’s coup rating.

D
Each level=loyalty shift (max. 2). BDR: + ML’s diplomacy; +1 for each other character; +/- planet’s current loyalty modifier; +/-2 friendly/enemy sovereign; +1 urban environs.

E
Level 1=friendly sovereign; level 2=neutral sov. BDR: ML’s diplomacy; any character’s leadership; +/- planet’s current loyalty modifier. Mission failure –1 loyalty.

F
Each level=one prisoner freed.

H
Level x 4=force points stolen. BDR: + ML’s intelligence; +1 for each other character.

I
Level 1 detect characters or see starfleets; level 2 learn secret. BDR: + ML’s intelligence.

J
Level 1=all prisoners freed; level=2 kill atrocity. BDR: + evasion value; + spaceship’s AF; +1 spaceship not detected. Mission failure: Failed Spaceship Quest Table.

P
Each level=one possession. 

Q
Level 1=secret revealed. BDR: +3 if no torture; +6 if torture; + interrogator’s intelligence;                  - prisoner’s intelligence.

R
Level 1=start rebellion; level 2=stop rebellion. 

S
Level 1=PDB down, destroy unit with AF 1 or damage unit with AF 2-3; level 2=PDB down and reduced, destroy unit with AF 1-3 or damage elite unit.

T
Level 1=subvert garrison, 2nd line or starship; level 2=subvert 1st line; level 3=subvert stormtrooper. BDR: +ML’s leadership.

BDR: Bonus dice rolls; ML: Mission leader.
11.4 CREATURES AND IRATE LOCALS

a. Irate Locals: Whenever a random event calls for an attack by a mob of irate locals, consult the Irate Locals Chart to see what you will face, depending on the race. If two races exist in the environs, randomly determine which is involved. If the planet is currently in rebellion, Rebel-owned under occupation, or Rebel-controlled, ignore the event if the Rebel player is conducting the mission.

b. Creatures: Whenever a random event calls for a creature attack, consult the Creatures Chart. For those veteran players that already know all the creatures by heart, the Quick Reference Creature Chart may be handy. It presents the attributes of the creature in abbreviated form.

Certain creatures attack with surprise. When this occurs, the creature gets a +1 AF, and the surprised characters a –1 AF, in the first round of combat. In addition, break-off is not allowed in the first round.

IRATE LOCALS CHART

Race

Irate Local 
Description                                                                                                   . 

Anons

1/1

A tribe of Yester origin, a discriminated pigmy subspecies       

Ardorats

1/1

A race of rat-like humanoids

Borks

2/1

A tribe of Segunden origin, Arab peoples

Calmas

1/1

A race of toad-like humanoids

Charkhans
1/1

A race of humanoids descended from felines

Cavalkus
1/1

A mixture of many races and tribes, working and living in floating cities 



above a Venus-like planet

Deaxins

1/1

A tribe of Saurian origin, separated because of religious differences

Henones

1/1

A tribe of Rhone origin, descended from peoples of Native American race, 





living in sea platforms and underwater domes in the World Ocean of Horon

Illias

1/1

A tribe of Rhone origin, descendants of the followers of a peculiar 






religious sect

Jopers

1/1

A tribe of Rhone origin, descendants of the followers of another peculiar 





religious sect

Kayns (
2/4

A star-faring race of canine humanoids, see appendix B

Kirts

1/1

A tribe of Piorad origin, of Japanese descent

Leonids

2/1

A race of feline, lion-like humanoids

Moghas

2/4

A race of furry, tall, bear-like humanoids

Movews

1/1

A race of furry, teddy-bear-like humanoids about a meter tall, not very




advanced technologically, distantly related to the Moghas

Ornotins

1/1

A tribe of Segunden origin, separated because of cultural differences

Phans

1/1

A race of tritons and mermaids, fish-like people with humanoid torsos

Piorads (
1/1 (2/4)

One of the three human star-faring races, see appendix B (parenthesized



strength applies in subterranean environs)

Rhones (
1/1

One of the three human star-faring races, see appendix B

Rylians
2/1

Mud people, a strange humanoid race with pale, slimy skin living in dank 

caves

Saurians
1/1 (1/4)

A star-faring race of humanoids descended from dinosaurs, see appendix 




B (parenthesized strength applies in urban environs)

Segundens (
1/1 (2/1)

One of the three human star-faring races, see appendix B (parenthesized 




strength applies in urban environs)

Susperans
1/1

A tribe of Rhone origin, of Latin-American descent

Suvans (
2/1

A star-faring race of humanoids descended from fish, see appendix B

Theshians
1/1

Blue-skinned humanoids with bulbous heads and great intelligence, 




descendants of the ancient race that dominated this sector of the galaxy 




millennia ago

Thoks
2/4

Neanderthal-like big green humanoids who have been gradually culturized

by their insertion in the Empire, but still somewhat primitive

Ultraks
1/1

A tribe of Rhone origin, separated because of class differences

Urgaks
2/1

A tribe of Kayn origin, separated because of racial differences


Ursi
2/4

A tribe of Piorad origin, of Chinese and Korean descent, the greatest




martial artists in the Empire

Xanthons (
2/4

A star-faring race of humanoids adapted to great heat, see appendix B

Yesters (
2/1

A star-faring race of flying, bat-like humanoids, see appendix B

CREATURES CHART

Creature
Description

Alweg
A sudden ultra-high-speed gust of wind hits the mission group, causing d6-2 hits to each character. No actual combat, and no one can be screened.

Arags
Mole-like animals disturbed by passing characters; d6 (1/1) generic creatures attack.

Batranoban
Pterodactyl-like creature swoops down on characters. AF 4, EF 6, attacks by surprise.

Chantenes
Semi-intelligent trees that are quick to anger when stirred; d6+1 (1/1) generic creatures attack. Unless the combat ends, at the beginning of every round (except the first) one (1/1) generic creature is added to the attacking force, representing additional trees waking up.

Chardireeds
Elastic being that can form many shapes. AF 4, EF 8, attacks by surprise.

Chlorofix
Mixed-up autogardener tries to sow characters for the upcoming season. Characters must take time to evade the machine. Lose one bonus dice roll.

Crunge
Ordinary-looking rock formation is actually a living being and quite poisonous. Unwary characters sit on it until they become aware of their discomfort. Subtract the highest intelligence rating in the group from 5 and that is the number of hits that each character receives.

Derigion
Giant flying lizard with quick movements and instinctive precognition. AF 4, EF 12.

Dindin
Giant aquatic carnivore. AF 7, EF 10. If any hits are inflicted by it on a character, it becomes excited by blood and will continue fighting until killed. Otherwise, it breaks off when wounded, like other creatures.

Drants
Usually benign flying insects frightened by characters, whom they proceed to sting. Each character receives d6-2 hits.

Drusers
Member of a religious cult that worships and develops the powers of the mind. The battle is fought using intelligence ratings instead of AF (for example, a character with intelligence 3 would roll 3d6 in combat). Attacks inflict hits and may even kill a character. The druser’s intelligence is 5 and his EF 10.

Elilad
Electric being ensnares mission group. Each character receives d6-2 hits every combat round until he/she manages to break off. Every character must break off separately and uses the 0 column of the break-off table. Characters cannot fight back.

Fog
Living opaque mist that delights in confusing travelers and leading them astray. If no character has an intelligence rating of at least 3, the group loses all bonus dice rolls.

Frost Mist
Intelligent spirit wraps itself around its victims and freezes them to death. Defends with EF of 10. Its attacks are not rolled for; at the end of each round each character receives a hit unless the mist was killed or broke-off that round. Characters cannot break off.

Gach
Two-headed feline creature with conflicting personalities. AF 7, EF 12. At the beginning of each round when the gach is randomly selecting its targets, it must include itself in the random selection, and will attack itself if selected.

Gadhars
Vicious wolf-like creatures that hunt in packs; d6 (1/1) generic creatures attack. However, if any of the gadhars survive two rounds of combat, more show up (sensing fresh meat). Add d6-1 (1/1) generic creatures at the beginning of every odd-numbered combat round starting with the third (provided that at least one gadhar survives from previous rounds).

Gamels
Furry, one-horned quadrupeds popular among the locals as pack animals and for their furs. One attacks the mission group. AF 3 EF 4.

Gilekite
Large, mobile shell creature. AF 3, EF 6. Attacks by surprise.

Glane
Vicious winged humanoid that is intractably hostile. AF 6, EF 12. Will not break off when wounded, continues fighting until killed.

Gragg
Six-legged lizard that hides in the tall grasses of Tamset’s plains, lying in wait for victims. AF 3, EF4, attacks by surprise.

Gyrogos
Small spinning current, but of great force. Attacks with an AF of 6; characters may not fight back. However, there is a –1 drm to break-off attempts.

Hysnatons
Sewer snakes with hypnotic powers; d6 (1/1) generic creatures attack. If any hysnatons survive the first two rounds of combat, the mission loses all its bonus dice rolls (the combat continues).

Kinsog
Speed-tunneling dragon worm. AF 3, EF 4. Attacks by surprise.

Laboroid
Mechanical defect in worker robot causes it to run amok. AF 3, EF 6, attacks by surprise.

Lomrels
Large canines used as mounts by the locals. One attacks the characters. AF 5, EF 6.

Leonus
A lion-like creature, ferocious and stealthy. AF 5, EF 8, attacks by surprise.

Magron
Carnivorous plant grabs one randomly selected character. Other characters (if any) may battle the magron. It has no AF and cannot harm the other characters; defends with EF 8.


However, at the end of each round that the creature survives it causes a hit to the entwined character. If no other characters are on the mission, the victim is consumed.

Mish
Swarm of armored insects that have adapted to Imperial chemical warfare experiments and now emit deadly toxins. AF 6, EF 6, no break-off.

Morna
Chieftain of local clan. Distrusts strangers. If no character has a diplomacy rating of at least 3, d6 (2/1) irate locals attack.

Muggers
Clan of streetwise thieves; d6 (1/1) irate locals attack. If both sides survive three rounds of combat, the thieves run away with a randomly picked non-spaceship possession. No break-off; combat ends in three rounds no matter what.

Namdasn
Shape-shifter creature that can assume human form or look like a pile of dirt. AF 4, EF 8, attacks by surprise.

Onflam
Flying, flame-breathing being. AF 6, EF 4, +1 drm to break-off attempts.

Propang
Overzealous messenger robot tries to tattoo message on character’s forehead. AF 5, EF 6, +1 drm to break-off on first round of combat.

Prox
Large, crawling carnivorous insect with huge teeth, but slow. AF 6, EF 8, -1 drm to break-off attempts.

Queemer
Gelatinous blob that grows stronger when dealt blows. It continues fighting even if wounded, and is actually stronger on its wounded side. AF 3(5), EF 6.

Rotron
Metal-eating creature attacks characters’ spaceship (if any). Does not harm characters. Defends with EF 6. Inflicts a hit on the ship every round that it survives. No break-off.

Sandiabs
Feisty desert rats have fun watching travelers fall into carefully covered sandpits. Mean no real harm, though; there is no actual combat. However, all bonus dice rolls are lost, as the characters are stuck in the sand.

Sekekers
Pack of rodents with poisonous quills; d6+1 (1/1) generic creatures attack.

Sentry Robot
Robot guard tries to block passage. AF 4, EF 4.

Snorkas
Poisonous seaweed. Can do great harm, but is fragile. Attacks each character once causing d6 hits, then is destroyed. No break off.

Snow Giants
Big, evil guys with clubs; d6 (2/1) irate locals attack. 

Spithid
Large, delicate spider. Produces webs and poisonous spray. AF 6, EF 1.

Stromuse
Seemingly innocent passerby suddenly turns invisible and attacks by surprise. AF 2, EF 4.

Synestins
Religious sect that exerts control over much of the local population. Believe in the honors of combat; d6 (1/1) irate locals attack. If defeated by Rebel characters, the planet’s loyalty is shifted one place in the Rebel’s favor. This shift is added to any caused by mission success and may influence domino effects. Fight Imperials as well, but no loyalty shift for them.

Telebots
Information android circuits overload, tries to blow the mind of the most intelligent character in the mission group (player’s choice if tied). The battle is fought using intelligence ratings instead of AF (for example, a character with intelligence 3 would roll 3d6 in combat). Only the selected character fights; the rest are considered screened. Attacks inflict hits and may even kill the character. The telebot’s intelligence is 3 and his EF 6.

Thinagig
Large, human-like being made of malleable stone. Slow but powerful. AF 8, EF 16. –1 drm to break-off attempts.

Thunk
Savage woolly mammoth. AF 5(6), EF 8. Wounds make it furious, and it does not break off when wounded. Actually, it becomes stronger when it reaches damaged status.

Valaterix
Semi-intelligent plant that can change its image and present itself to individuals as the epitome of beauty of their race. Characters are delayed by this sight, and lose all bonus dice rolls.

Verfusier
Metalloid being that toots along on a stellar-charged luminous ellipse. Very fast. AF 4, EF 8, +1 drm to break-off attempts.

Virus
Severe hemorrhagic fever endemic to the planet. Locals are immunized. Every character receives hits equal to his/her EF-1. If a character had any previous hits, he/she would die.


If Dr. Sontag or the Medikit of Ptolus are present, the number of hits received is halved (fractions rounded down). Once a character has suffered the fever, he/she will be immune to it for the rest of the game; a written note of this fact is suggested.

Vorozion
Highly evolved, hostile telepathic being; very impatient. Attacks with intelligence, but characters can’t fight back or break off. Its target in each round receives d6-3 hits. However, if in any round the vorozion fails to inflict hits, it gets bored and leaves in disgust.

Vrialta
An embittered Imperial knight who deserted and went into self-imposed exile. Wears an armored exoskeleton with a built-in arsenal, and distrusts everyone. Only one person, his once-apprentice Rayner Derban, can gain his confidence and convince him to desist from his way of life (and from attacking the characters). If Derban is present when Vrialta appears, he decides to join the cause and travels to the Rebel secret base to help organize it, eventually becoming Chief of Staff of the Rebel army. Add 3 force points to the Rebel resource track due to his efficiency. Otherwise, he attacks; AF 10, EF 20. Vrialta is unique; if killed in combat or if recruited by Rayner Derban, he never reappears in the game.

Wyths
Telepathic being that attacks characters with conjured illusions of their greatest fears. Characters get hurt by the power of their own minds. Attacks with an AF of 9, but the intelligence rating of one character can be subtracted from this every round (including the first). For example, if the group includes Vudot Vodot, the AF would be 9-4=5 on the first combat round, 5-4=1 on the second, and zero on the third. Once the creature’s AF reaches zero, the party realizes that the wyths is a pitiful tiny creature that can be easily crushed underfoot. No break-off allowed.

Ym-Barror
A plant-animal symbiotic carnivorous creature. AF 8, EF 8. No break-off on first round.

Zernipak
Construction robot vehicle goes haywire and tries to excavate the characters. AF 5, EF 8.

Zops
Friendly Saurian hermit that does not attack. He ignores Imperials and does not come out of his cave. However, he senses good intentions in Rebel characters and gives them his ancient heirloom, a non-spaceship possession drawn from those out of play. Zops is unique and only appears once in the game; ignore him thereafter (sentry robots appear instead...)

QUICK REFERENCE CREATURES CHART
Creature
Description

Alweg
Each character d6-2 hits

Arags
d6 (1/1) generic creatures

Batranoban
4/6, surprise

Chantenes
d6+1 (1/1) generic creatures, +1 (1/1) generic creature each round

Chardireeds
4/8, surprise

Chlorofix
Lose one bonus dice roll

Crunge
5-(best intelligence)=hits each character receives

Derigion
4/12

Dindin
7/10, if any hits on character it does not break off

Drants
Each character d6-2 hits

Drusers
Intelligence battle, IN 5 EF 10

Elilad
Each character d6-2 hits each round until break-off, each separately using column 0

Fog
If no intelligence 3+, lose bonus dice rolls

Frost Mist
*

Gach
7/12, may attack itself

Gadhars
d6 (1/1) generic creatures, every odd round starting with third d6-1 more arrive

Gamels
3/4

Gilekite
3/6, surprise

Glane
6/12, does not break off if wounded

Gragg
3/4, surprise

Gyrogos
AF 6, characters don’t fight back, -1 drm for break-off

Hysnatons
d6 (1/1) generic creatures, if any survive the second round no bonus dice rolls

Kinsog
3/4, surprise

Laboroid
3/6, surprise

Lomrels
5/6

Leonus
5/8, surprise

Magron
*

Mish
6/6, no break-off

Morna
If no diplomacy 3+, d6 (2/1) attack

Muggers
*

Namdasn
4/8, surprise

Onflam
6/4, +1 drm to break-off

Propang
5/6, +1 drm to break-off first round

Prox
6/8, -1 drm to break-off

Queemer
3/6, does not break off when wounded and even gains strength

Rotron
*

Sandiabs
No bonus dice rolls

Sekekers
d6+1 (1/1) generic creatures

Sentry Robot
4/4

Snorkas
Each character suffers d6 hits

Snow Giants
d6 (2/1) irate locals

Spithid
6/1

Stromuse
2/4, surprise

Synestins
d6 (1/1) irate locals, if Rebels win, +1 loyalty

Telebots
Intelligence battle, only most intelligent character fights, IN 3 EF 6

Thinagig
8/16, -1 drm to break-off

Thunk
5/8, does not break off if wounded and even gains strength

Valaterix
Lose bonus dice rolls

Verfusier
4/8, +1 drm to break-off

Virus
Fever causes each character EF-1 hits, Dr. Sontag and Medikit can reduce

Vorozion
d6-3 hits to one character, no break-off, combat ends if no hits caused in a round

Vrialta
10/20, Rayner Derban may recruit, unique

Wyths
*

Ym-Barror
8/8, no break-off first round

Zernipak
5/8

Zops
Rebel only, gives possession once

*Details can’t be summarized here, see creatures chart

BONUS DICE ROLLS CHART(REBEL

Character
A
B
C
D
E
F
H
I
J
P
Q
S
T

Adam Starlight
2
1
1
0
1(1)
0
2
2
7
0
2
0
1

Agan Rafa
4
2
2
0
2(2)
0
1
3(2)
3
0
1
0
2

Boccanegra
2
2
2
0
2(2)
0
5
2
4
0
2
0
2

Bridn Murcada
7
0
0
0
0
0
4
4
3
0
4
0
0

Doctor Sontag
4
1
1
3
4(1)
0
4
6
-
0
4
0
1

Drakir Grebb
3
1
1
1
2(1)
0
3
3
2
0
3
0
1

Drakir Grebb-S
4
2
2
2
4(2)
0
4
4
-
0
4
0
2

Frun Sentel
1
5
1
1
2(1)
0
1
1
3
0
1
0
1

Frun Sentel-F
2
6
2
2
4(2)
0
2
2
-
0
2
0
2

Kogus
2
0
0
0
0
0
2
2
3
0
2
0
0

Kogus-ZA
3
1
1
1
2(1)
0
3
3
4
0
3
0
1

Ly Mantok
4
3
3
1
4(3)
0
4
4
5
0
4
2
6

Odene Hobar
3
2
2
2
4(2)
0
3
3
2
0
3
0
2

Oneste Woada
-
0
0
3
3
0
3
3
-
0
3
0
0

Prof. Mareg
4
0
0
0
0
0
4
4
2
0
4
0
0

Ran Jayma
5
1
1
0
1(1)
0
5
2
5
0
2
0
1

Rayner Derban
4
4
4
3
7(4)
0
4
4
4
0
4
2
4

Scott Rubel
1
1
1
0
1(1)
0
1
1
7
0
1
0
1

Sidir Ganang
3
1(1)
1(1)
2(1)
2(1)
0
3
3(1)
3
0
3
0
0

Tourag
2
1
1
2
3(1)
0
2
2
4
2
2
0
4(2)

Vudot Vodot
4
2
5
4
8(2)
0
4
4
-
0
4
0
2

Yarro Latac
3
1
1
0
1(1)
0
3
3
4
0
3
0
1

Zina Adora
3
2
2
2
6(2)
0
3
5
-
0
3
0
2

Possession
A
B
C
D
E
F
H
I
J
P
Q
S
T

PAM Bomb
-
-
-
-
-
-
-
-
-
-
-
3
-

Helian Drug
1
1
1
1
2(1)
-
1
1
1
-
1
-


Rare Gems
2
2
2
2
2
2
2
2
-
2
2
2
2

Advisor A.
1
-
-
1
1
-
1
1
-
-
1
-
-

Charsot
-
-
-
1
1
-
-
-
-
-
-
-
-

Cervac Mk V
3
-
-
-
-
3
4
5
-
-
1
3
-

HES Rifle
1
-
-
-
-
-
-
-
-
-
-
-
-

Assassin Blade
2
-
-
-
-
-
-
-
-
-
-
-
-

Hunter Seeker
3
-
-
-
-
-
-
-
-
-
-
-
-

Explorer
-
-
-
-
-
-
-
-
6
-
-
-
-

Interstell. Sloop
-
-
-
-
-
-
-
-
4
-
-
-
-

Stellar Courier
-
-
-
-
-
-
-
-
6
-
-
-
-

Plan. Privateer
-
-
-
-
-
-
-
-
6
-
-
-
-

Solar Merchant
-
-
-
-
-
-
-
-
1
-
-
-
-

Star Cruiser
-
-
-
-
-
-
-
-
3
-
-
-
-

S XIII
-
-
-
-
-
-
-
-
7
-
-
-
-

Parenthesized values indicate bonuses that the character can give his mission group if not leading it.

BONUS DICE ROLLS CHART(IMPERIAL

Character
A
C
D
E
H
I
J
Q
S

Barca
4
4
-1(-2)
5(4)
4
4
4
4
2

Els Taroff
3
1
0
1
1(1)
3
3
5
2

Emperor Core.
2
4
2
6(2)
2
2
-
2
0

Gelba
2
4
2
6(3)
2
2
-
2
0

Jin Voles
4
1
0
1(1)
2
2
5
2
0

Jon Kidu
3
5
1
4(3)
3
3
-
5
0

Redjac
5
2 
1
3(2)
3
3
5
3
2

Saytar
2
2
1
3(2)
2
4
3
3
0

Sen. Dermond
4
3
4
6
4
4
-
4
0

Telmen
3
3
0
3(3)
3
4
4
4
0

Thysa Kimbo
3
3
1
4(1)
3
5
-
3
0

Vans KaTieA
2
1
1
2(1)
2
4
4
2
0

Spaceship
A
C
D
E
H
I
J
Q
S

Imperial
-
-
-
-
-
-
3
-
-

Redjac’s
-
-
-
-
-
-
6
-
-

Parenthesized values indicate bonuses that the character can give his mission group if not leading it.

