Free Gallofree Three
This is a scenario which I put on a couple of years ago at a con up here in Canada.  It was a huge success, I had 6 players, and finished it in under 3 hours.  As a result of the game many of the players returned the next year wanting to play A Sky Full of Ships again.
WARNING:  The below description contains spoiler information.  If you intend to be a player in this scenario, read no further.  The set up is only intended for the GM.

IMPERIAL BRIEFING:
As you already know commander the Shipyards in orbit of Gallofree Three have supplied the Rebellion with transport production and ship repair for just over the last year.  It is our intent to cut that support, while simoultaneously creating a base of operations in this area.  You have been assigned a taskforce to take the station, intact.

Your force is as follows:
  3 Imperial Star Destroyers, 3 Strike Cruisers, 2 Victory Star Destroyers, 4 Nebulon-B Frigates, 3 Lancer Frigates, 2 Escort Carriers

REBEL BRIEFING:
Commander, the situation is urgent, Imperial Forces have been detected approaching the Gallofree System.  Obviously they intend to capture or destroy the Shipyards in orbit of Gallofree Three.  We cannot allow this to happen.  Gather all available forces and imediatley launch to intercept.

You force is as follows:
   4 Mon Calamari Cruisers, 3 Assault Frigates, 5 Nebulon-B Frigates, 5 Correlian Corvettes, 4 Bulk Cruisers, 2 Dreadnoughts
GAMEMASTER BRIEFING:
This game is intended for 2 - 10 players, preferably around 6 though.  The story line is fairly simple, the Imperials are fed up with the support the Rebels have been getting from this world and are here to stop it.  The Rebels are simply rushing defenses from nearby bases.
Note:
-The Strike cruisers each carry three assault squadrons, and enough boarding parties to man them.  They are intended to be used to assault the station which carries 20 boarding parties, though they could theoretically be used for other purposes.
-No player can speak to another player about the game do to heavy solar flare activity in the system.
-The station may not be attacked by the Imperials or the Rebels at anytime, first off it's too big, and  both sides would rather take it intact.
-Victory for the Imperials is fairly simple, capture the station, for the Rebels it is to destroy the Imperial forces.
-All rules can be used for this scenario.
-Rebel ships enter randomly at locations 1-6
-Imperial ships enter at location a,b,c
-The station will move 4 inches every turn in orbit of the planet
-The ships will be affected by the planets gravity, any ship within 18 inches of the planet will be moved 1 inch closer to it at the end of their movement, at 12 - 2 inches, at 6 - 3 inches

If you do not have access to the required ships then use 500 points of what ever you have, but remember the Imperials must be given more boarding parties than the station!  Also another option for the game is to have it in two parts, first what is displayed here, second the rebels attempt to recapture the station.

-Mike Hoyt
