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(14 W hat was that?’’ whispered by Mantok, his reptilian ears
twitching.

““I didn’t hear anything,’” replied Adam Starlight, “Let me
finish setting this frequency-fuse so we can get out of here.”’

““No, I heard it too,”’ said Zina Adora. “‘I hope it’s not another
Derigion; our blasters are still recharging. That last one almost had
us for dinner.”’

A searing ray of light suddenly vaporized the strep bush behind
the furtive trio. ‘“Look out, Imperials!”’ cried Mantok as he
gathered their supplies together in one sweep of his arms. ““We can
trigger this thing on the run!”’

Clambering over the pink and red stones of the Troliso desert
came a squad of elite Imperial commandos firing their deadly
lasrods. Adam froze in fear momentarily; then a beam of death

.grazed Zina’s hand, sending flesh and blood spurting over the
camouflage garments as she fell to the ground, overcome with pain
and shock. Adam yelled defiantly, picking up the wounded princess
with more strength then he thought he could muster and dashed
through a cleft in the rock, just as the spot where she had fallen
disappeared in a sheet of flame.

“Ly! Ly! Where are you Zina’s been hurt!”’ shouted Adam as
he ran through the shadows cast by the fingers and spires of the sur-

rounding cliffs. There was no answer. On he struggled with the still -

form of Zina, until, exhausted, he fell to the ground. He pulled his
blaster, cursing the blinking recharge light.

Suddenly, behind him rang the voice of Ly Mantok, ‘‘Run,
boy! Get the girl back to the ship and fly like hell for Niconi!”’

There, atop aridge, stood the proud reptile holding off the Em-
pire’s finest as they struggled to get through the rock cleft. Calling
up his last reserves of stamina, Adam again lifted the princess and
stumbled towards the Explorer, playing that Ly would not be far
behind. As he ran, Mantok called to him ““Don’t wait for me! I
think I can get off a frequency blast to trigger the reaction.”

Rounding a corner, Adam found the ship already charged to
travel by Mantok’s radio command. The boy dropped the girl gently
in the cockpit and scrambled in after her. Adam hesitated to pull the
hatch closed, in hopes that Ly would soon follow. But he could
delay no longer; he hit the lift button and off they went.

Adam glanced out the viewport and saw a gruesome sight in-
deed, the remnants of Ly Mantok strewn about the cliff-top. Chok-
ing back his tears, he looked out over the desert plain at the for-
midable arsenal of Elite Command Group D and then laughed grim-
ly as column after column of warships and Landstompers vaporized
in a chain reaction of tachyon implosions. Ly Mantok’s final words
were lived up to by the slain reptile’s last desperate blaster shots.
Their sabotage mission had been successfully completed! But at
what price? The rebel annals never were to record a man the like of
Ly Mantok.

Lost in thoughts of glory and vengence, Adam flipped into
hyperdrive, failing to notice that Zina Adora was softly stirring....
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Read this First:

The rules of this SPI simulation game are organized in a
format known as the Case System. This system of
organization divides the rules into Major Sections (each of
which deals with an important aspect of play). These Sec-
tions are numbered sequentially as well as being named.
Each of these Major Sections is introduced by a General
Rule, which briefly describes the subject of the Section.
Many times this General Rule is followed by a Procedure
which describes the basic action the Player will take when
using the rules in that Section. Finally, the bulk of each
Major Section consists of Cases. These are the specific,
detailed rules that actually regulate play. Each of these
Cases is also numbered. The numbering follows a logical
system based upon the number of the Major Section of
which the Cases are a part. A Case with the number 6.5,
for example, is the fifth Primary Case of the sixth Major
Section of the rules. Many times these Primary Cases are
further subdivided into Secondary Cases. A Secondary

Case is recognizable by the fact that it has two digits to the
right of its decimal point. Each Major Section can have as
many as nine Primary Cases and each Primary Case can
have as many as nine Secondary Cases. The numbering
system is meant as an organizational aid. Using it, Players
can always easily tell where a Case is located in the rules.
As a further aid, an outline of the Major Sections and
Primary Cases is given at the beginning of the rules.

How the Section and Case Numbers Work:
Major Section Number

Primary Case Number

l.gecondary Case Number

[6.53]

The preceding example would be the number of the third
Secondary Case of the fifth Primary Case of the sixth Ma-
jor Section of the Rules.
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How to Learn to Play the Game:

Familiarize yourself with all of the components. Read all
of the General Rules and Procedures and read the titles of
the Primary Cases. Set up the game for play (after reading
the pertinent Section) and play a trial game against
yourself referring to the rules only when you have a ques-
tion. This procedure may take you a few hours, but it is
the fastest and most entertaining way to learn the rules
short of having a friend teach them to you. You should
not attempt to learn the rules word-for-word. Memorizing
all that detail is a task of which few of us are capable. SPI
rules are written to be as complete as possible — they’re
not designed to be memorized. The Case numbering
system makes it easy to look up rules when you are in
doubt. Absorbing the rules in this manner (as you play) is
a much better approach to game mastery than attempting
to study them as if cramming for a test.

We hope you enjoy this SPI game. Should you have any
difficulty interpreting the rules, please write to SPI,

phrasing your questions so that they can be answered by a
simple sentence, word, or number. You must enclose a
stamped, self-addressed envelope. We cannot guarantee a
proper answer should you choose to phone in your ques-
tion (the right person is not always available — and since
SPI has published hundreds of games, no one individual is
capable of answering all questions). Write to:

SPI

Rules Questions Editor

for Freedom in the Galaxy
257 Park Avenue South
New York, N.Y. 10010
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[1.0] INTRODUCTION

As you read these words in the comfort of your
home, a momentous battle is raging. In a remote
corner of the cosmos, a band of intrepid freedom-
loving souls has sparked a rebellion against a
despicable imperial regime, whose stranglehold
encompasses dozens of star systems. Although this
war is contested by beings alien to Earth, and
although its sheer magnitude dwarfs the greatest
wars of Earth history, the struggle involves prin-
ciples that we humans hold dear — the rights to
control our own destinies and live withgut fear.
Come with us now, as we travel beyond the vision
of the most powerful telescope, to an unknown
portion of the universe, where the cry goes forth
for Freedom in the Galaxy!

[1.1] HOW THE GAMEIS ORGANIZED

Freedom in the Galaxy is not a simple game. The
Players must familiarize themselves with many
game mechanics and procedures designed to pro-
vide them with the utmost in adventure and space
fantasy. To facilitate learning, the rules are
organized into three distinct games, each with a
different level of complexity.

Those who are unfamiliar with the game system
should play the Star System Game. It introduces the
basic concepts of characters, combat, and mis-
sions outlined in rules Sections 1.0 through 16.0,
and uses only one star system display on the map.
The Province Game is an intermediate level game.
It uses one province on the game-map, comprising
four to six star systems and rules Sections 17.0
through 28.0. After Players have mastered all the
concepts of the Star System and Province Games,
they may proceed to the Galactic Game, in which
the entire game-map and rules Sections 29.0
through 38.0 are used. Unless specifically stated
otherwise, all rules introduced in the Star System
Game apply to the other games. Likewise, rules in-
troduced in the Province Game apply to the Galac-
tic Game.

Each game may be played in a number of
scenarios, each depicting an action on a certain
portion of the game-map. A scenario may be
either a Start Rebellion scenario or an Armeged-
don scenario, denoting that the scenario starts
when the rebellion is only a dream in the eyes of a
few idealists, or when the Rebel and Imperial
forces are preparing for a final confrontation in a
particular area, respectively.

(1.2] GLOSSARY OF GAME TERMS
Active and Non-active: One of two states in which
a character involved in character combat may be.

Attacking Force: In character combat, the
characters, locals, creature(s) or military squad
that is atiacking.

Bonus Draw: Extra Action Card draws a Player
may receive when resolving a mission.

Break-Off: An attempt by characters defending in
character combat to escape unscathed from the at-
tackers.

Character: A person or other intelligent being with
a collection of individual attributes controlled by
one Player.

Character Combat Rating: A character’s skill at
battling other characters or forces. On the
Character Cards, referred to simply as ‘‘Com-
bat.”

Defending Force: In character combat, the
characters who are defending.

Environ: An inhabited area of a planet. An En-
viron may be one of six types.
Wild, any earth-type non-developed or little-

developed area such a jungle, desert, plain or tun-
dra.

Urban, a densely populated region that has been
built-up to the extent that its original ecology no
longer exists.

Subterranean, an underground populated region;
created naturally or by excavation.

Liquid, an area composed of liquid elements such
as water or ammonia; with inhabitants living on
the surface of the liquid, in the liquid or on the
““floor’’ or the liquid.

Air, an area of a planet’s atmosphere populated
either by lighter-than-air beings, beings that fly, or
beings in floating habitats,

Fire, an area too hot for habitation by humans
and most other beings, but well suited to a few
peculiar species.

Endurance Rating: A measure of a character’s
stamina, representing the number of wounds the
character may receive before he dies.

Environ Combat Strength: The strength of a
military unit when involved in military combat or
some other functioninan Environ.

Leader: A character who has been named by a
Player to lead military units involved in military
combat.

Leadership Rating: A quantification of a
character’s ability when leading military units.

Maneuver Rating: A quantification of a
spaceship’s maneuverability and ease of handling.

Mission: An attempt by a character or group of
characters to acheive a certain objective beneficial
to the owning Player.

Mission Group: One or more characters that are
performing a single mission.

Pilot: The character controlling a spaceship that a
Player is moving.

Planetary Defense Base: A network of tracking
equipment and land-to-air weapons spread over a
planet’s surface,used by the Player that controls
the planet to defend against incoming or outgoing
enemy forces.

Spaceship: A craft that may carry characters, and
that is piloted by characters, from one planet to
another

Special Environ: A title that collectively describes
Subterranean, Liquid, Air and Fire Environs.

Terms used in the Province
and Galactic Games:

Cannons: A quantification of the offensive
capabilities of a Spaceship, used during a
Spaceship Quest mission.

Drift: Lost in space; as a result of an off-course
hyperjump.
Elite: A Rebel or Imperial military unit provided
with the latest in weaponry and equipment, and
plenty of it.

Force Point: A representation of men, material
and capital that a Player may use towards the pur-
chase of military units.

Hyperjump: A faster-than-light method of travell-
ing over great distances in deep space.

Interception: The act of overtaking enemy military
units as they attempt to enter or leave orbit around
aplanet with friendly military units.

Navigation Star: An especially bright or unique
star not orbited by life-sustaining planets, used to
aid interstellar space travel (hyperjumping).
Raking Attack: An attack by a Planetary Defense
Base on Enemy military units that are attempting
to move past its weapons to or from the surface of
a planet.

Shields: A quanitification of a spaceship’s defen-
sive armament, used when attacked by an enemy
Fleet Detachment.

Sovereign: A named personage who controls the
populace of an Environ. Gaining the support of a
Sovereign may be of great aid to a Player.

Space Combat Strength: The strength and Naviga-
tion Rating of a military unit when involved in
Space Combat or some other function in an Orbit
Box.

Space Leadership Rating: The parenthesized
Leadership rating that some characters possess,
used as a measure of that character’s ability when
leading military units in space combat.

Star-faring Race: An intelligent race that inhabits
more than one planet, as a result of colonization,
Terms used in the Galactic Game:

Rebel Secret Base: A hidden region on a planet or
on a planet’s satellite that the Rebel Player uses to
stockpile material for the Rebel army.

[2.0] GAME EQUIPMENT

[2.1] THE GAME-MAP

The 22" x 34" game-map portrays a ‘‘slice’’ of the
central portion of the galactic empire. The various
circles and tracks on the map represent Star
Systems, which detail political, economic, racial
and geographic information on each important
planet in the empire, as explained fully in Section
5.0. Also included on the map are the Game-Turn
Record Track and other record-keeping aids, and
a key explaining how to read the Planet Tracks.

[2.2) THE CARDS

There are 140 cards in Freedom in the Galaxy;
thirty-two Character cards (nrs. 1-32), which
describe the attributes of all the important per-
sonages that took part in the rebellion, for better
or worse; twenty Possession cards (nrs. 33-52),
representing spaceships, robots, and other objects
of aid to Rebel characters; fifteen Mission cards
(nrs. 53-67), each describing a different mission
that a Player may have his characters perform; thi-
ty Action cards (nrs. 68-97), used when characters
are resolving missions; twenty-nine Galactic Event
cards (nrs. 98-126), used in the Galactic Game to
determine a special condition or event each Game-
Turn; and fourteen Strategic Assignment cards
(nrs. 127-140), used in the Galactic Game to
regulate the movement of Imperial forces.

[2.3] THEPLAYING PIECES

The 400 back-printed cardboard playing pieces
represent the characters and military forces that
may take part in the rebellion, and informational
counters. All character, spaceship, and military
playing pieces are usually referred to as units. The
informational pieces are referred to as counters or
markers.

[2.31] Sample Units
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[2.32) Summary of Unit Types
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[2.33] Summary of Marker Types
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[2.4] GAME CHARTS AND TABLES

In the center of this rules book (and again in the
center of the Galactic Guide) are four pull-out
pages of charts and tables, used to simplify and il-
lustrate certain game functions. These aids include
the Detection Table, the Military Combat Results
Table, the Search Table, the Squad Chart, the
Irate Locals Chart, the Character Combat Results
Table, the Planet Control Summary, the Force
Point Cost Chart, the Hyperjump Table, and the
Character Endurance Sheets.

[2.5] PARTS INVENTORY

A complete game of Freedom in the Galaxy in-
cludes:

One rules booklet (including four pages of charts
and tables)

One Galactic Guide (including duplicate set of
charts and tables)

Two sheets of die-cut counters (200 counters
each)

One 22" x 23" game-map

140 playing cards

Two six-sided dice

One game box assembly

If any parts are missing or damaged, fill out the
enclosed Complaint Card and return it to SPI for
replacement. Note: The process used to manufac-
ture counters sometimes results in images being
slightly off center or in colors spilling along the
edges of differently colored counters. Counters
displaying such minor imperfections cannot be
replaced by SPI. Only in cases where counters are
not legible can SPI supply replacements.

[3.0] HOWTOPLAY
THE STAR
SYSTEM GAME

Starting Play

Choose a scenario (from Section 16.0) to play.
Each scenario describes what units to set up and
where to place them, and outlines what each
Player must do to win the game. One Player con-
trols the Rebel forces, which consist of characters,
their spaceships, and possibly military units. He
must attempt to spread the Rebel cause by having
his characters perform missions and eventually
cause planets to undertake rebellion, thus creating
more Rebel military units with which to meet the
Empire on equal terms, The other Player controls






