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5. PLAYER CHARACTERS

{Central to the play of Freedom in the Galaxy are the player characters. As in all great space adventures, armadas and armies do not determine the fate of the galaxy so much as by the special contributions and astounding feats of an intrepid few. By their actions in the game, the characters inspire planetary populations to join their cause, undermine the grand plans of the enemy, and handle crises large and small.}
5.1 INTRODUCTION

a. General: There are 20 Rebel and 12 Imperial player characters, the heroes of the story. PCs are totally and permanently under the control of the player (unless killed or captured). Players are assigned a number of these characters at the beginning of each scenario, and they may gain more as the game proceeds.  Each PC is represented by a card and a counter. The card is held by the player and describes the character’s attributes. The counter is used on the map to show the geographic location of the character.

b. Player Character Cards and Attributes: The Player character cards serve to give each PC a personality and to describe special talents or weaknesses the character may possess. Cards representing characters that a player currently controls should be kept face up in front of him. Characters moving or performing a mission as a group should have their cards placed together. If a character has a possession, it should be placed underneath his/her card, hidden from the enemy player until revealed by its use.

The story of the individual is written on the reverse of his/her card. The player refers to the following values on the front of the card when the character is involved in some game function that they may affect.

Allegiance and Race. The PC’s side (Rebel or Imperial) and his/her race appear at the top of the card.
Name and Title. The character’s name may have a title listed underneath it noting that the character is royalty on a certain planet or is an Imperial knight.

Attack Factor is a rating of the character’s fighting ability, used whenever he/she is involved in combat with creatures, locals, soldiers, or enemy Player characters. It represents how many d6 the character rolls to attack.

Endurance Factor represents the wounds that a PC can sustain before dying, his/her toughness, health, stamina, etc. It is handled as the EF of other units (see Combat, section 3).

Intelligence represents knowledge, experience and intuition. It affects the character’s performance on the Gather Information, Assassination and Coup missions. It is also used against certain creatures and when trying to hide from the enemy.

Leadership is the ability to lead troops in Environs Combat. A parenthesized value is the ability to lead starships in Space Combat. This attribute affects the Start Rebel Camp, Coup, and Subvert Troops missions.

Diplomacy represents political tact and persuasiveness. It affects the most important mission, Diplomacy.

Navigation is the ability to pilot a spaceship; not only to get it where you want to, but also to make it fly acrobatics if needed. It is frequently used in conjunction with the character spaceship’s maneuver rating, and affects tracking, hyperjumps and the Spaceship Quest mission.

Home Planet is the world from which the character hails. He/she receives certain benefits while on his/her the home planet. Certain characters have more than one home planet.

Special Talent. Most PCs have one or more special attributes that affect some specific game function. All are self-explanatory.

c. Player Character counters: The players use character counters to show in which environs, orbit box, or drift area the characters are located. If currently inside a spaceship, their counter should be placed underneath the ship counter. The backside of the counter represents wounded status for the character.

5.2 PLAYER CHARACTER MOVEMENT

a. Movement during the Interplanetary Military Movement Segment: PCs (and NPC’s traveling with them) may be moved as passengers on starships (including transports) in this segment. As a general rule, a character may not be aboard more than one starship during this segment, but otherwise he/she may be able to make quite a few displacements.

A character may board a starship in its environs before it takes off, even if not stacked with it at the beginning of the segment. He/she can be carried to wherever the starship goes and if it lands in an environs, can debark (unstack) from the carrier there. There is no limit to the number of characters that can be passengers in a starship. If a character is stacked under a starship (i.e. in it) at the start of the segment, he/she may be debarked in the environs before the ship leaves.

A shuttle is a small, short-range vehicle used to move from a starship to a planet’s surface or from ship to ship. Shuttles do not appear in counter form but are inherent to all starships and can be used under the right circumstances. A PC can use a shuttle to move from an environs up to a starship in orbit before it departs, then be carried by it to wherever it goes. The shuttle can also be used to debark any current passengers and place them in a planet environs before the starship leaves the orbit box, or to debark passengers after it arrives at a new orbit box. A character can use a shuttle to board a ship from one planet and then again to debark in a new planet, all in the same segment.

A character can also use a shuttle to move to a character spaceship from a starship in the same orbit box and viceversa, before or after the starship moves. (Character spaceships do not have shuttles; it is assumed that the starship is providing it). A character might even be transferred to/from a character spaceship in orbit when the starship passes through the orbit box while moving up from an environs and going elsewhere, or when coming from elsewhere and going down to the environs.

{The starship surely can stop in orbit for a few minutes to make the transfer.}

A shuttle can only be used to move from environs-to-orbit and viceversa if the planet is currently friendly-controlled with no enemy military units in any of its environs. Shuttle transfers within the orbit box are always allowed, regardless of enemy status on the planet surface. 

Characters that debark from a landed or in-orbit starship into an environs are automatically detected.

b. Movement during the Space Combat Segment: In a Space Combat, whether in this segment or due to an interception in the previous one, characters who are passengers on a starship may automatically and without harm shuttle to any other ship in the orbit box (including any character spaceship that should happen to be there) at the beginning of any combat round. 

c. Movement during the Character Movement Segment: In this segment a character or group of characters may move from environs to environs on a planet without a character spaceship, over the surface (using ground cars or their feet). A character may move in this segment even if he/she moved in the previous segments.
Characters may also move from environs to environs on a planet using a character spaceship. They are assumed to be flying low within the planet’s atmosphere and therefore cannot be affected by enemy starships in orbit, but if there is an enemy PDB the spaceship they must undergo the tracking routine. 

Characters in a character spaceship may also move from any environs or orbit box to any other environs or orbit box on the same or another planet. They may have to undergo the tracking routine in the process, and possibly use hyperjumping to move to different star systems. This is covered in chapter 6.

d. Movement during the Planetary Military Movement Segment: A character may move with a ground military unit in this segment only if he /she is the named leader of that unit or stack, or a passenger in a starship. 

e. Movement during the Reaction Segment: A non-phasing ground military unit and a leader, or one character, may be moved to each environs occupied by an enemy military ground unit or a detected enemy character, from another environs on the same planet, or from the orbit box.

5.3 CHARACTER COMBAT SPECIFICS

a. Break Off: In Character Combat, the attacker may call off his attack at the beginning of any round except the first, but only if his force is composed in part or in whole of player characters. The combat would end. System opponents never call off attacks. 
At the beginning of every round (even the first) after the attacker has had a chance to call off his attack, the defender may announce that he is attempting to break off. To resolve this, subtract the combined AF of the defender’s active units from the combined AF of the attacker’s forces. Then consult the appropriate line of the Break-off Table and roll a d10. The number before the slash is the result that must be rolled (or less) for the active characters in the battle to achieve break-off. The number after the slash is what the inactive characters need to roll equal to or less to get away. The attempt of both active and inactive characters is resolved with the same die roll, and it may be that the inactive characters flee while the others have to remain.

Characters that attempt to break off but fail have a –1 modifier to their AF for their attacks in that combat round.

b. System Opponents (SO): Soldiers generated by search as well as creatures and irate locals found during missions are considered system opponents. Although the enemy player rolls their attacks, he has little more control over them. 

SO never call off attacks. SO never hold back their fire in hopes of breaking through; they always concentrate on the defender’s front line. Random selection is used to determine which defender character each SO attacks. 

When SO are multiple, they must be spread as evenly as possible (i.e., a defending character may not be assigned two attackers before every other active character has at least one, he/she may not be assigned three
                                                BREAK-OFF TABLE

AF Differential
Active/Inactive

-7 or less
8/10

-4 to -6
7/9

-1 to -3
6/8

0
5/7

+1 to +3
4/6

+4 to +10
3/5

+11 or more
2/4

Modifiers: 
Subtract one from the die roll for every previous break-off attempt.

Starships and character spaceships:

Subtract two from the die roll in a warp break off.

Starships:

Subtract the space leadership of any leader stacked with the starships from the die roll.

Add the space leadership of any enemy leader stacked with the opposing force to the die roll. 

before every other active character has at least two, etc.). Each SO then applies its whole AF to its target.

On the other hand, when only one SO is attacking, it must spread out its AF among the active enemy characters as evenly as possible (i.e., a defending character may not be assigned two AF before every other active character has at least one, he/she may not be assigned three before every other active character has at least two, etc.).
Most SO will break off when they reach damaged status, as signified by “breaks off” written on the back of their counter. Those that don’t flee and continue fighting to the bitter end have combat values on their damaged side.

c. Capture attempts: If the attacker has PCs or soldiers in his force, he can declare that he is attempting capture by setting “lasers on stun”. In this case, each attacking unit has a –1 modifier to its AF. In addition, half of the hits caused each round to a defending character (fractions rounded up) are “stun hits” which are marked with a different counter. The other half of the hits are normal hits. Stun hits by themselves will not cause damaged status, but if the sum of stun hits and normal hits equals or exceeds the character’s EF, he/she becomes “stunned” (i.e. passes out) and can no longer participate in the combat. At the end of the battle all stun hits are immediately removed. If the defender won, the character rejoins his/her group and continues the game as usual; but if the attacker won, a stunned character would be captured. A stunned character may not break off and will be captured if abandoned by his/her friends. The attacker can change the settings of his lasers from stun to kill and viceversa at the beginning of any round. 

d. Surprise: 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.
5.4 CHARACTER DAMAGE SPECIFICS

a. Effects: Characters are said to be wounded when they reach damaged status. In addition to the reduction in AF, a wounded character may not lead military units in combat nor can he/she be named to lead a mission (although he/she can finish a mission if wounded while carrying it out). A wounded character may not repair possessions. Finally, his/her navigation rating is reduced in one.

b. Healing: A character may remove his/her wounded status and all hit markers by resting; 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.

The Rebel character Dr. Sontag and the possession Medikit of Ptolus may heal the wounds of all characters in their stack during an interphase.

5.5 PRISONERS

a. General: Several situations in the game may result in player characters being captured. Generally, an enemy military unit or character(s) must be present in an environs or orbit box at the moment that the situation arises, or capture will not be effective and the characters will remain free. The prisoners are immediately stacked with the enemy units and must thereafter move with their guards to wherever they go. Notice that prisoners will take up seats in a character spaceship. Prisoners may be transferred between units belonging to the captor that are occupying the same environs, or by shuttle between units in an orbit box at the same instances in which the captor’s characters can be moved. Prisoners may be interrogated and tortured by their guards using the Question Prisoner mission.

If a player leaves a captured character counter in an environs not stacked with his units at any moment, the prisoner is assumed to have escaped and is free (detected). 

{Common sense and good sportsmanship should be used in interpreting this rule. If the guard player obviously has left the counter unstacked due to distraction or carelessness and his opponent catches him, it is OK to claim escape. However, if the player is clearly just tidying up his stacks and has temporarily unstacked the counter, the other player shouldn’t suddenly exclaim, “Aha! Sidir Ganang is not stacked with your units! He’s free!}

b. Prisoners in Combat: If a group of characters guarding prisoners is involved in Character Combat, the prisoners are placed on the battlefield, but have no direct effect on the fighting. If the guards call off their attack, break off, are eliminated or are captured, the prisoners are freed. 

If Imperial character prisoners are in a Rebel spaceship when it is destroyed, the Rebel must let them try to use an escape pod (see 6.4.d). {Sometimes they wish they weren’t the good guys...}

On the other hand, a Rebel prisoner in a destroyed Imperial ship can survive in an escape pod but only on a die roll of 2 or less.

Any prisoner character that survives in an escape pod is essentially free(subject to the same rules as if he/she had survived from a friendly destroyed spaceship. 

If a character is a prisoner guarded by enemy ground units in an environs and all of them are destroyed, the prisoner escapes on a d6 roll of 4 or less. On a 5 or 6, the character was executed before friendly troops could reach him/her.

c. Rescue: There are other methods of rescuing prisoners that are not so blunt as those describe above. The Free Prisoner mission may liberate captured characters in an environs, while the Spaceship Quest mission allows an attempt to rescue those in orbit inside a starship.

5.6 ARMED ESCORTS

a. General: Bad luck may cause a player to find himself short of several characters (dead or captured), seriously curtailing his ability to perform missions. Any player that has lost one or more player characters may “flesh out” his groups by recruiting armed escorts. These are soldiers that can be obtained if the character group stacks with a friendly ground unit; the soldier counters would be the same that the unit would generate in character combat.

A player may never have more soldiers in play than the number of player characters he has lost, but he can ask for more soldiers if he loses those recruited previously. Soldiers can’t be voluntarily discarded.

{You can’t kick out your loyal conscripts, that have laid down life and limb for you, just because you are stacked with a stormtrooper legion that could give you better escorts...}

Soldiers are NPC’s. They occupy seats in spaceships and fight in character combat. They are not counted as “other characters” in missions that give bonus dice rolls for extra characters going along in the mission. If wounded, they remain with the group and may be healed(they do not break off like system-opponent soldiers. The strength on their backside should be considered to be half the AF of the front side (fractions rounded up), and the same EF. Other values are intelligence 1, leadership 0, and diplomacy 0. They cannot pilot spaceships.

5.7 SUICIDE SQUADS

After at least 7 planets are in rebellion or Rebel control, the Imperial may declare that he is initiating the training of suicide squads. He must pay 10 force points during a Resource phase to create one. {This is more a political cost than the actual men and equipment needed.} No more than one may be built per Resource Phase.

A suicide squad must always be accompanied by a non-garrison ground unit, and moves with it wherever it goes. If left without friendly ground units in an environs, it is eliminated. It may be transferred between ground units in the same environs.

If the suicide squad is in an environs and a friendly leader is present when Rebel characters are found during a Search phase, the Imperial player has the choice of sending the suicide squad against them instead of the normal patrol. There is no combat. Each Rebel character receives 2d6 hits, and the squad is removed from play. A suicide squad may not be sent in as a result of a search caused by a random event. 

