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 Ultimate Missions

Campaign Play 
(02/03/2005 – UMFAQ) Q: When using the Campaign Play rules, can a player include different versions of a Unique character in their campaign force? For example, can a campaign force include both Luke Skywalker, Rebel and Luke Skywalker, Jedi Knight? 

A: Yes. They just can't be played in the same mission. 

(02/03/2005 – UMFAQ) Q: When using the Campaign Play rules, can a player include multiple copies of the same Unique character in their campaign force? For example, can a campaign force include three Han Solos? A player might want to do this so that they can continue to use Han in later skirmishes if Han is defeated in an earlier skirmish. This could be particularly important because so many of the skirmishes require one or more Unique characters; an unlucky player could lose most of his Uniques early on and have none left to fulfill the squad requirements for later skirmishes

A: Yes. They just can't be played in the same mission.
Environment Conditions
(05/05/2005 – JC64) Q: I have a question about the Wind and Rain conditions in the "Kamino Confrontation" mission in Ultimate Missions: Clone Strike. In the description, it says there's a –2 penalty on a die roll for all ranged attacks. My friend, playing Jango, won initiative and went first, rolling a 20 on his attack. I then informed him of the rule. He thought it was unfair that I, playing Obi-Wan, could inflict critical hits (because I make melee attacks) while he couldn't. Who is right?

A: Sorry, but your friend is right. A critical hit occurs on roll of a natural 20 -- in other words, when the number on the actual face of the die is 20. All other modifiers are irrelevant. The –2 penalty in that scenario applies to the total roll (to determine if your attack actually hits), but it doesn't change the natural roll. A natural 20 is a critical hit, and a natural 1 is an automatic miss.

General Questions
(01/20/2005b - Guy) Q. Some strange things can happen with Power Packs and Weapons Lockers when they are picked up by certain characters. For example, what happens when a Heavy Stormtrooper (who has the Heavy Weapons ability) gets a Power Pack that gives him the Mobile Attack ability? Can he start making attacks on turns that he moves, even though Heavy Weapons would normally prevent that? Similarly, what happens when Obi-Wan Kenobi (who has Melee Attack) gets a Weapons Locker that gives him the Ion Gun ability? Can he start making attacks against nonadjacent enemies? 

A. You should interpret the rules literally in these situations. A character that gains a special ability doesn't get anything other than what the special ability description says. Sometimes a character can't take advantage of a Power Pack or Weapons Locker as well as other characters can. Other times, a certain character can't take advantage of a particular Power Pack or Weapons Locker at all. For example, a Heavy Stormtrooper (or any character with the Heavy Weapons ability) simply can't take advantage of Mobile Attack. (If the Weapons Locker were intended to effectively eliminate a character's Heavy Weapons ability, it would say so.) Similarly, even though Obi-Wan gains the Ion Gun ability, he still has the Melee Attack ability, so he is still limited to attacking adjacent enemies. Obi-Wan still gets +20 Damage to droids, however. (Remember, that the rules say Obi-Wan gets the Ion Gun ability. This doesn't necessarily mean he actually got a gun; it means he got something that gives him the ability to do +20 Damage to droids. You could think of it as a special enhancement to his lightsaber if you want.)

(02/03/2005 – UMFAQ) Q: How specifically does a character break a window? Since you can target only characters with attacks, it would seem that the only way to break a window is to attack an enemy on the other side of one. Is there any other way to intentionally break a window? Can characters attack windows directly? If so, do windows have a Defense?

A: Window rules will be clarified in Ultimate Missions: Clone Strike.

(02/03/2005 – UMFAQ) Q: How do the bonus Hit Points granted by the speeder bike tile work? Are they lost first? (Presumably so.) If a character mounts a speeder bike, takes 10 damage (eliminating the bonus HP), later dismounts the speeder bike, and it or some other character mounts the speeder bike again, does this latest character get the +10 HP? (Presumably not; the bonus HP were already used up.)

A: Your presumptions are both correct. The bonus Hit Points are lost first, and once lost cannot be later gained by a new character.

(02/03/2005 – UMFAQ) Q: The falling, power pack, and speeder bike (ramming, sideswipes) rules all refer to damage increments of 5, which is quite unlike the rest of the Star Wars Miniatures rules. Is this intentional?

A: No. We suggest the following changes:

• Falling: 10 Damage per 20 feet fallen. 

• Power Pack: +10 Damage. 

• Speeder Bike Ram: 10 Damage plus 10 Damage per 2 squares of movement available (not counting the initial 2 squares). 

• Speeder Bike Sideswipe: 10 Damage to both the target and the character on the speeder bike.
(02/03/2005 – UMFAQ) Q: To fire an E-Web blaster, must the character be on the tile or can the character be adjacent to it?

A: The character must be on the tile to use the E-Web. Furthermore, one character can move the E-Web; however, the character must begin the turn on the E-Web tile, it can move only half its normal speed with the E-Web in tow, and it cannot do anything else that turn.

(02/03/2005 – UMFAQ) Q: If a character uses the Hidden Movement rule, is its ability to attack affected? (Presumably not, since the Hidden Movement rule doesn't say a character is precluded from attacking.)

A: Your presumption is correct. Hidden Movement does not affect a character's ability to attack.

(02/03/2005 – UMFAQ) Q: If a character attacks after using Hidden Movement, is the character still hidden after attacking? (Presumably the character is still hidden, since the Hidden Movement rule doesn't say the character is revealed after attacking.) 

A: Your presumption is correct. A character is still hidden after making an attack.

RS: Bespin/Tatooine Map 
(Guy) Q. When using the Tatooine or Bespin maps for standard skirmishes, do you have any recommended starting locations for the opposing squads? 

A. Not at this time. 

(Guy) Q. Though it's fairly obvious in actual use, the rules for windows don't shown an example of what windows artwork look like on the map, nor do they show an example of what the identifying graphic (the long thin rectangle) looks like. 

A. Noted. We'll deal with this is Ultimate Missions: Clone Strike. 

(02/03/2005 – UMFAQ) Q: How deep is the carbon freezing pit for purposes of the falling rules? 

A: Any character who falls into the carbon freezing pit is considered defeated. Optional rule: A character who falls into the carbon freezing pit can spend 1 Force Point to immediately relocate to any unoccupied square adjacent to the pit.

(02/03/2005 – UMFAQ) Q: There are a number of unmarked doors (meaning they don't have the special door indicator lines) on the Bespin map: Visitor's Center south door, Control Room northeast and east doors, Medical Station east door. There is also an unmarked window in the northeast portion of the Control Room.

A: They were intended to have been marked. Treat them as standard doors/windows.

(02/03/2005 – UMFAQ) Q: Normally, the red lines (indicating exactly where walls block line of sight) begin and end at grid intersections. However, there are several places on the new maps where the lines terminate beyond the intersection. One example is on either side of the Cargo Bay's west door on the Bespin map. Should these lines be treated as though they end at the nearest grid intersection, or are they intended to block line of sight in a subtly different way?

A: Treat the lines as though they end at the nearest grid intersection. 

(02/03/2005 – UMFAQ) Q: Normally, the blue door marker lines take up whole square widths. However, there are a few places where the marker lines only overlap the door artwork, leaving a slight gap between the door marker and the nearest red (line of sight blocking) lines. Technically, this means you can trace line of sight between the door marker lines and the red lines. This isn't intended, right?

A: Correct; it is not intentional. Treat the door lines as taking up whole square widths.

(02/03/2005 – UMFAQ) Q: The northeast portion of the Control Room on the Bespin map has a window that cuts diagonally across the square. There is no impassible terrain border around that window; can a character inside the Control Room occupy that square? Can a character outside of the Control Room occupy that square?

A: The map is missing some line markings. A character outside of the Control Room can occupy that square. However, a character inside the Control Room cannot.

Capturing the Bunker: Part II
(02/03/2005 – UMFAQ) Q: In this scenario, characters can be captured. Can a captured character do anything on its turn? A captured character can't attack, but can it use abilities that replace attacks, or can it move away?
A: The captured character cannot attack, move (except as noted in the text), or use abilities that replace attacks.

(02/03/2005 – UMFAQ) Q: What if three or more characters capture one character? The captured character moves with the captors, but you can't activate more than two of the captors per phase. How do you handle this? (Presumably two of the captors move and the captured character moves with them.) 

A: Your assumption is correct.
RS: Cloud City Escape: Part I
(02/03/2005 – UMFAQ) Q: Are the Medpac tiles placed on the map, or does each player get to start the scenario with one Medpack tile already possessed by a character?
A: Official Errata: One of the Medpac tiles should be placed in the Medical Station, the other in the area marked Storage.
RS: Dinner Party
(02/03/2005 – UMFAQ) Q: In the Dinner Party scenario, the Rebel squad is listed at 82 points. However, Leia + Han + Chewie adds up to just 65 points. Is there a character missing?
A: The point total should be 65. In the Campaign Play sidebar, the Rebel player should be given 90 points to spend, not 120.
RS: Echo Base Evacuation
(02/03/2005 – UMFAQ) Q: Where do the Medpac and Power Pack tiles go? The text refers to squares marked on the map, but the map doesn't have any marked squares.

A: The Medpac tile is supposed to go in the northwest corner square of the Flight Control Center. The Power Pack tile is supposed to go in the free square along the western wall of the Maintenance Station.
RS: Race to Docking Bay 94
(04/21/2005 – JC63) Q: In the "Race to Docking Bay 94" scenario in Ultimate Missions: Rebel Storm, the Imperial victory conditions state that they win the scenario if both Han or Chewbacca are defeated. The Rebel victory conditions clearly state that "all the Rebel characters must reach Docking Bay 94" for them to win. During a scenario, C-3P0 is defeated. Do the Imperials instantly win, or is this now a draw until the Imperials fulfill their victory condition?

A: It's a draw until one side fulfills its victory conditions. The Rebels are no longer capable of winning, but the Imperials haven't yet fulfilled their victory conditions. The only remaining victory condition would be to defeat both Han and Chewbacca; they can no longer inspect the droids. The scenario can end in a draw if they don't fulfill that condition before the Rebels exit the map.

RS: Rescue at Ralltiir
(02/03/2005 – UMFAQ) Q: In the Rescue on Ralltiir and Decision at Kattada scenarios, is Captain Antilles represented by an Elite Rebel Trooper (as the text says) or a Rebel Officer (which matches the point cost and the picture)? (Presumably he is represented by a Rebel Officer.)

A: A Rebel Officer; the point costs are correct.

(02/03/2005 – UMFAQ) Q: The Rebels can easily win by keeping one Ralltiir Rebel in reserve, giving that Ralltiir Rebel the Death Star plans tile, having Princess Leia defeat all of the Imperials, and then bringing in the reserve Ralltiir Rebel. Is this intentional? Is it legal for the Ralltiir Rebel in reserve to have the Death Star plans tile?

A: Official Errata: The Death Star plans cannot be given to a character in reserve.

(02/03/2005 – UMFAQ) Q: It seems impossible for the Imperials to win (even if the Ralltiir Rebel in reserve/Death Star plans trick isn't legal). If the Imperials manage to acquire the Death Star plans, Leia can still try to reacquire the plans; the only way for the Imperials to stop her is to defeat her, which prevents the Imperials from winning. Is this intentional?

A: Official Errata: If Princess Leia is defeated while *not* carrying the Death Star information, the Imperial player loses the mission. If she is carrying the Death Star plans, the Imperials can defeat her and still win the scenario.

(02/03/2005 – UMFAQ) Q: How specifically does a character pick up the Death Star plans that have been dropped by a defeated character? Must the character move into the square containing the plans, or can they be acquired by moving adjacent to the square? (Power Packs and Weapons Lockers require you to move into the square, so presumably the Death Star plans would too.) Does picking up the plans replace attacks or count as movement? Does picking up the plans happen at the end of a creature's movement, or can a character move a few squares, pick up the plans, and then move a few more squares all in one turn?

A: A character must move into the square with the Death Star plans tile to pick it up. (Ditto for other tiles, such as the Medpac and Weapons Locker.) Picking up a tile replaces the character's attacks that turn.

(02/03/2005 – UMFAQ) Q: Are the Ralltiir Rebels represented by Elite Rebel Troopers (as the text and point cost implies) or a Rebel Commando (as the picture shows)? (Presumably they are represented by Elite Rebel Troopers.)

A: Elite Rebel Troopers. The pictures are incorrect; the point costs are correct.
(03/24/2005 – JC62) Q: It seems impossible for the Imperials to win the "Rescue at Ralltiir" scenario in Ultimate Missions: Rebel Storm. If the Imperials manage to acquire the Death Star plans, Leia can still try to reacquire the plans. The only way for the Imperials to stop her is to defeat her, which prevents the Imperials from winning. Is this intentional?

A: Here's some official errata: If Princess Leia is defeated while not carrying the Death Star plans, the Imperial player loses the mission. However, if she is carrying the Death Star plans, the Imperials can defeat her and still win the scenario.

(If Leia has the plans and they defeat her, you might think of this as "capturing" her with a stun blast. The rules don't go into this kind of detail, of course, but the key is that she's carrying incriminating evidence when they defeat her, so Lord Tion's objections are moot.)

This should make it possible for the Imperials to win without a problem -- eventually, the Rebel player will have to use Leia to pick up the plans to win. (The Imperial character, obviously, will want to defeat all other Rebels as quickly as possible so they can then defeat Leia.)

(03/24/2005 – JC62) Q: Well, one other strategy almost always seems to win the scenario: The Rebels keep one Ralltiir Rebel in reserve, give that Ralltiir Rebel the Death Star plans tile, have Princess Leia defeat all of the Imperials, and then bring in the reserve Ralltiir Rebel. Is this intentional? Is it legal for the Ralltiir Rebel in reserve to have the Death Star plans tile?

A: Okay, here's more official errata: The Death Star plans cannot be given to a character in reserve.

RS: Probe Droid Pursuit
(02/03/2005 – UMFAQ) Q: It states that the Probe Droid can use Hidden Movement. However, the Hidden Movement rules say that characters who take up more than 1 square can't use hidden movement. Is the Probe Droid Pursuit scenario a special exception to the general Hidden Movement rule?
A: The Hidden Movement paragraph should be deleted. However, the rule about not attacking the Probe Droid until it reaches or passes through the Attack Border remains.
RS: Speederbike Tile
(02/03/2005 – UMFAQ) Q: The speeder bike tile doesn't grant Accelerate. Is this an oversight, or are the speeder bike tiles supposed to be slightly inferior to a character with a built-in speeder bike (such as Scout Trooper on Speeder Bike)?

A: The tiles do not have Accelerate; they are inferior.

(03/10/2005 – JC61) Q: The speeder bike tile in Ultimate Missions: Rebel Storm doesn't grant Accelerate. Is this an oversight, or are the speeder bike tiles supposed to be slightly inferior to a character with a built-in speeder bike (such as Scout Trooper on Speeder Bike)?

A: The tiles do not have Accelerate, and this was intentional. Conceptually, it's not that the speeder bikes themselves are somehow inferior to that used by the Scout Trooper on Speeder Bike. The difference is really that the Scout Trooper on Speeder Bike is a much more highly-trained speeder bike specialist and he's flying his personal bike, so he gets a little more out of the same equipment. A normal Scout Trooper, of course, does not gain Accelerate even when using a speeder bike tile. The Scout Trooper on Speeder Bike is more like an elite Scout Trooper with intensive speeder bike training.

(03/10/2005 – JC61) Q: How do the bonus Hit Points granted by the speeder bike tile work? Are they lost first? (Presumably so.) If a character mounts a speeder bike, takes 10 damage (eliminating the bonus Hit Points), later dismounts the speeder bike, and it or some other character mounts the speeder bike again, does this latest character get the 10 bonus Hit Points? (Presumably not; the bonus Hit Points were already used up.)

A: Both of your presumptions are correct. The bonus Hit Points are lost first, and once lost cannot be later gained by a new character. Think about it as if the speeder bike had some very limited armor that protects the pilot -- after it takes a hit, it's blown off, burned through, or otherwise rendered useless as a source of protection. The speeder bike's engines and such are still intact, though, so it continues to function in all other respects.

(03/10/2005 – JC61)Q: Is there any way to destroy a speeder bike tile?

A: A speeder bike is destroyed by rendering it "riderless," either by defeating the character(s) that are on the tile, or by the character(s) on the tile using the "Scooch Over" special scenario rule (see Endor Speeder Chase, p.73) to jump to an adjacent speeder bike. (Obviously, if two characters are on a single tile, both must be removed in order to render the speeder bike "riderless.")

In either of these cases, the speeder bike is assumed to crash and be destroyed. Of course, if a character dismounts from a speeder bike tile by spending 2 squares of movement, the speeder bike is safely "parked" and able to be used again. (Other means of destroying a speeder bike tile may be provided in future products, but this is all that applies to Ultimate Missions: Rebel Storm.)

RS: What Jabba Wants: Part II
(02/03/2005 – UMFAQ) Q: In several scenarios, characters must share activations (such as Han in the What Jabba Wants: Part II scenario). Does this mean both characters do their full activations at the same time (as opposed to the usual sequential activation), is it more like combined fire where one character forfeits the normal activation to help move Han along, or do they use the normal sequential activation but with the requirement that they end up adjacent after both activations?
A: In "What Jabba Wants: Part II," Han may move only if he ends his movement adjacent to another Rebel character. In addition, at least one Rebel character must remain adjacent to Han Solo at the start and end of the Rebel player's turn.
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