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15. THE DOMINO EFFECT

{The President of the United States Dwight D. Eisenhower, faced with the expansion of communism, spoke of the need to contain it wherever it was. He put forth the idea that if one country fell to communism, its neighbors would follow, like dominos standing in line that fall one after the other if the first one is toppled. A similar phenomenon is seen in the game, where events in one planet will impact on those related to it. However, in this case it is not only the neighbors, but also those of the same race. Eight star-faring races occupy the Empire: Rhones, Kayns, Saurians, Piorads, Segundens, Yesters, Suvans and Xanthons. Each has a home planet from which it originated. Each race has a sense of species loyalty and will put the affairs of its own kind before events in the galaxy as a whole.}

15.1 INTRODUCTION

a. General: The Domino effect (DE) represents the reaction of one planet’s populace to events taking place in another that is either in the same star system, or populated by members of the same race. The Domino effect is sparked whenever a planet’s loyalty is shifted two or more spaces at once, when the planet goes into or out of rebellion, and when it becomes Rebel-controlled. Although the effect may be sparked on any planet, its impact is much greater when initiated on a planet occupied by a star-faring race. Note: Orlog is the home planet of the Rhones, and at the same time it is the throne planet.
b. Tribes: Some non-starfaring races are defined in the Irate Locals Chart or the appendices as tribes derived from a star-faring race. These are emigrants that cut off all ties with the mother race and therefore do not participate in its DE’s. They are mentioned only for flavor.

c. Chain Reaction: The results of a DE take place immediately. It is possible for a chain reaction of cascading effects to occur; in fact, that’s why it’s called “Domino effect”. 

{Example: A planet goes into Rebel control in an Interphase, causing another planet to go into rebellion. The second planet’s rebellion causes a third to shift its loyalty to unrest. The second planet’s Special Rebellion Combat results in the Imperials being erased from the planet, therefore it goes into Rebel control. This causes the third planet, now at unrest, to go into rebellion, etc.}
15.2 CAUSES AND EFFECTS

a. Levels: A Domino effect may be defined as being of level 1, 2 or 3. This is a measure of its importance and defines the extent of its effects.

b. Causes: The Domino effect is sparked whenever:

· A planet’s loyalty is shifted two spaces in a single segment or phase (DE level 1).

· A planet’s loyalty is shifted three or four spaces in a single segment or phase (DE level 2).

· A planet enters rebellion (DE level 2).

· A planet has its rebellion stopped (DE level 2).

· A planet becomes Rebel-controlled (DE level 3).

There is no DE when a planet in rebellion stopped becomes Imperial-controlled.

c. Effects within the Same Stellar System: All planets, whether they contain star-faring races or not, have the following effects on planets of their own system when they generate DE’s:

A level 1 DE allows the player to shift the loyalty of one other planet in the same system one space in his favor. The planet must not be at the enemy loyalty extreme (patriotic for Rebel DE’s, unrest for Imperial DE’s). Also, a Rebel level 1 DE may not affect a capital or throne planet. 
A level 2 DE allows a player to either: 

· Shift the loyalty of two other planets in the same system one space in his favor. The planets must not be at the enemy loyalty extreme (patriotic for Rebel DE’s, unrest for Imperial DE’s); or in the case of the Rebel, neither of them must be an enemy capital/throne.  
· Shift the loyalty of one other planet in the same system one space in his favor. The planet may be at the enemy loyalty extreme (patriotic for Rebel DE’s, unrest for Imperial DE’s), or in the case of the Rebel, it may be an enemy capital/throne.
A level 3 DE allows a player to make the same shifts as a level 2. In addition, if a planet is already at unrest, a level 3 DE causes it to go into rebellion. 

d. Effects when the Planet contains a Star-faring Race: In addition to the in-system effects described above, if the planet contains a starfaring race but is not the home planet of that race:

A level 1 DE allows the player to shift the loyalty of one other planet anywhere in the galaxy that contains the same race, one space in his favor. The planet must not be at the enemy loyalty extreme (patriotic for Rebel DE’s, unrest for Imperial DE’s). Neither can it be the home planet of the race. Also, a Rebel level 1 DE may not affect a capital or throne planet.

· A level 2 DE allows a player to either:

· Shift the loyalty of two other planets (anywhere in the galaxy) containing the same race, one space in his favor. The planets must not be at the enemy loyalty extreme (patriotic for Rebel DE’s, unrest for Imperial DE’s); nor can it be the home planet of the race; or in the case of the Rebel, a planet cannot be an enemy capital/throne. 
· Shift the loyalty of one other planet (anywhere in the galaxy) containing the same race, one space in his favor. The planet may be at the enemy loyalty extreme (patriotic for Rebel DE’s, unrest for Imperial DE’s); or it can be the home planet of the race; or in the case of the Rebel, it may be an enemy capital/throne.
A level 3 DE allows a player to make the same shifts as a level 2. In addition, if a planet is already at unrest, a level 3 DE causes it to go into rebellion. 

e.  Effects when the Planet is the Home of a Star-faring Race: In addition to the in-system effects described in 15.2.c, if the planet is the home planet of a star-faring race:

· A level 1 DE allows a player to either:

· Shift the loyalty of two other planets (anywhere in the galaxy) containing the same race, one space in his favor. The planets must not be at the enemy loyalty extreme (patriotic for Rebel DE’s, unrest for Imperial DE’s); or in the case of the Rebel, a planet cannot be an enemy capital/throne. 
· Shift the loyalty of one other planet (anywhere in the galaxy) containing the same race, one space in his favor. The planet may be at the enemy loyalty extreme (patriotic for Rebel DE’s, unrest for Imperial DE’s); or in the case of the Rebel, it may be an enemy capital/throne.
· A level 2 DE allows a player to either:

· Shift the loyalty of all other planets (anywhere in the galaxy) containing the same race, one space in his favor. The planets must not be at the enemy loyalty extreme (patriotic for Rebel DE’s, unrest for Imperial DE’s); or in the case of the Rebel, a planet cannot be an enemy capital/throne. 
· Shift the loyalty of two other planets (anywhere in the galaxy) containing the same race, one space in his favor. The planets may be at the enemy loyalty extreme (patriotic for Rebel DE’s, unrest for Imperial DE’s); or in the case of the Rebel, it may be an enemy capital/throne.
A level 3 DE allows a player to make the same shifts as a level 2. In addition, if a planet is already at unrest, a level 3 DE causes it to go into rebellion.

f. Limitations on Domino Effects Against Capitals and the Throne Planet: Within the parameters given above, a capital planet can only be affected by a Rebel DE originated in any planet inside its own province, other capitals, or the throne. The throne planet can only be affected by a Rebel DE originated in one of the five capitals, Liomax 161 or Icid 163. There is no limitation to Imperial DE’s affecting capitals or the throne.
{Note: At this point you have read all the rules that are needed for playing the province scenarios (see section 21). If you wish, you can give one of them a try before reading any further.}
DOMINO EFFECTS CHART


Effects on Planets Within the Same Star System
Effects on Other Planets of the Same Race Anywhere

Planet Without Star-faring Race
DE level 1-shift one planet (not at loyalty extreme, Rebel not capital).

DE level 2-shift two planets (not at loyalty extreme, Rebel not capital), or shift only one planet (can be at loyalty extreme or capital)
Not Applicable

Planet With Star-faring Race
DE level 1-shift one planet (not at loyalty extreme, Rebel not capital).

DE level 2-shift two planets (not at loyalty extreme, Rebel not capital), or shift only one planet (can be at loyalty extreme or capital)
DE level 1-shift one planet (not at loyalty extreme, not home, Rebel not capital).

DE level 2-shift two planets (not at loyalty extreme, not home, Rebel not capital), or shift only one planet (can be at loyalty extreme, home or capital)

Planet Home of a Star-faring Race
DE level 1-shift one planet (not at loyalty extreme, Rebel not capital).

DE level 2-shift two planets (not at loyalty extreme, Rebel not capital), or shift only one planet (can be at loyalty extreme or capital)
DE level 1-shift two planets (not at loyalty extreme,  Rebel not capital).

DE level 2-shift all planets (not at loyalty extreme, Rebel not capital), or shift only two planets (can be at loyalty extreme or capital).

DE level 3-same as level 2, can put planets in unrest into rebellion.
