
The Galactic Civil War: 

a Star Wars Campaign 
A long time ago, in a galaxy far, far away… 

It is a period of civil war. Rebel spaceships strike at the Empire’s forces from a hidden base and the Empire’s ultimate 

weapon, the Death Star, has enough power to destroy an entire planet. The two forces fight for the future of the galaxy. 

Meanwhile, lecherous arms dealers, pirates, and privateers have been profiting from the conflict and have organized into a 

hive of Scum and Villainy that is a blight on the galaxy. 

Players at either store sign up for one of three teams: 

Empire, Rebel, or Scum. There is a one-time $15 

registration fee at the time of sign up. New players may 

join throughout the run of the campaign. 

Team membership does NOT restrict or affect which 

games the player may play or which faction that player 

may play in any given game. However, Players are 

encouraged to play the faction within games that they are 

on in the campaign for thematic purposes. 

The campaign will take place over 10 rounds. Each round 

will be one week long. 

During each round, players are encouraged to play Star 

Wars games in the stores with other campaign players on 

opposing teams. 

After each game, the players should report the winner to 

the store. The winner will choose one of four victory cards 

to be added to the Civil War Deck. 

 +1 Defense for the Galactic Empire 

 +1 Offense for the Galactic Empire 

 +1 Offense for the Rebel Alliance 

 +1 Defense for the Rebel Alliance 

At the end of each round, the top 8 cards of the Civil War 

Deck will be revealed and progress for the Empire or the 

Rebellion will be marked on the campaign chart. 

In rounds 1-7, the Empire and the Rebellion progress along 

their respective victory tracks at the end of each round if 

the revealed Offense Cards for the team are equal to or 

greater then the revealed Defense Cards for the opposing 

team. 

One progress is made if revealed Offense Cards equal 

revealed Defense Cards. Two progress is made if revealed 

Offense Cards outnumber revealed Defense Cards. 

In rounds 9-10, the rules shift as the war intensifies. All 

revealed cards for each faction are counted and the faction 

with the most revealed cards moves up a number of spaces 

equal to the difference between revealed cards. The 

offensive or defensive parts of each card are ignored as the 

lines between offense and defense are blurred in the final 

pushes to end the war.  

If the Empire or Rebellion have progressed 12 spots along 

their victory track, the campaign ends in victory for that 

team. If it’s the end of the 10th round and neither victory 

track is complete, the campaign ends in victory for the 

Scum and Villainy as war continues throughout the galaxy. 

At the end of each round, any player who had cards in the 

Civil War Deck revealed will be promoted and their new 

rank added to the roster sheet posted in each store. 

At the end of the campaign, players on the winning team 

will receive prizes as well as the highest ranked player 

from each team. 


