Rebel Scum
This particular scenario involves a Rebel attack on an Imperial station.  It is heavily fighter based and is intended for more experienced players who want a large scale game.

WARNING: The following contains spoiler information, If you intend to play in this scenario then do not read ahead.

	Setup & Deployment
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The story behind this scenario is Imperial intelligence has let it leak that this Skispray Shipworks Production Facility is about to make a delivery consisting of a wing of Skispray Blastoboats, a very powerful fighter and also very expensive.  The Rebels have reacted to their apparently good intelligence by organizing a strike at the station just before the delivery is scheduled to be picked up.  However the Imperials have planned this and are ready for them.  Not only is the wing of Blastboats completed and manned with pilots but their is an entire Imperial Sector fleet waiting aprox. 1 light minute out of the vacinity.  The Rebel fleet is more powerful but the Imperials are going to catch them of gaurd.


Forces
	Imperial

	Squadron A - 2 Star Destroyers

Squadron B - 2 Star Destroyers, 6 Assault Gunboat Squadrons

Squadron C - 2 Star Destroyers, 6 Assault Gunboat Squadrons

Station - 6 Skispray Blastboat Squadrons


Rebel
Squadron A - 1 MC-80, 3 Neb-b Frigates

Squadron B - 1 MC-80, 3 MC-80As

Squadron C - 1 MC-80, 3 MC-80As

Squadron D - 1 MC-80, 3MC-80As

Briefings
	Imperial

	The Rebels appear to have taken the bait that Imperial Intelligence left for them.  At this very moment a large contingent of Rebel vessels approaches the Skispray Blastboat Production Facility.  However we are waiting for them.  While they have numbers we have the element of surprise and hopefully we can disorganize and confuse them in order to allow ourselves the advantage.


	Rebel

	Our intelligence agents have learned of a crucial shipment of Skispray Blastboats to the Imperials by a Skispray Shipsworks facility in this sector.  Right now we have a large fleet of ships on their way there to interecept the shipment and destroy the facility.  We have the element of surprise, numbers and the facility is relatively undefended.


	Scenario Specific Rules

	Hyperspace Entrance - All ships entering the board from hyperspace must have a starting speed of 12".  This includes the entirety of the Rebel fleet the first turn.  The Imperials are also affected by this rule.

Rebel Entrance - The entire Rebel fleet will enter the board along the designated board edge.

Imperial Entrance - The Imperial Fleet will not enter the board until the Rebel fleet rach or pass the Imperial Primary Entrance points.  Upon this happening Squadron A will enter on the Imperial Secondary Entrance Point while squadrons B and C will enter on the Imperial Primary Entrance Points.

Fighters - X-Wings = Heavy Standards, Y Wings = Medium Bombers, A Wings = Medium Interceptors, B Wings = Heavy Bombers, Tie Fighters = Light Standards, Tie Bombers = Light Bombers, Tie Interceptors = Light Interceptors, Assault Gunboats = Heavy Standards, Blastboats = Heavy Interceptors

Station - The Station is 100 Mass and carries all the blastboats at the beginning.


Victory Conditions
Rebel Total Victory - Imperials either 80% destroyed or retreated and station destroyed.

Rebel Marginal Victory - Imperials either 80% destroyed or retreated.

Imperial Total Victory - Rebel fleet 80% destroyed and station intact.

Imperial Marginal Victory - Rebel fleet 50% destroyed.
