Copyright Charles E. Duke 2002
- 1 -

2. SEQUENCE OF PLAY

A game turn consists of a galactic stage, four player turns, and two interphases. 

1. GALACTIC STAGE

A. Galactic Events Phase: The Rebel player draws a galactic event card. The players carry out its instructions immediately, or, if it affects later phases of the turn, the card should be kept prominently displayed.

B. Resource Phase: The Imperial player collects taxes from a province and adjusts his resource track accordingly. The Rebel player may reveal his secret base. Then both players may expend Force points from their respective resource tracks to purchase or repair military units and improve PDBs. Units purchased are immediately placed on the map. Special Rebellion Combat may occur in the Rebel secret base when first revealed.
C. Imperial Strategic Assignment Phase: The Imperial player draws a strategic assignment card, which informs the players how Imperial units will be restricted in their movement this game turn.

2.     FIRST REBEL PLAYER TURN

A. Operations Phase: 
A.1 Interplanetary Military Movement Segment: The Rebel player may move his military units (starships and ground units being carried by transports) plus any characters going as passengers on those units, from any environs or orbit box to any other environs or orbit box on a different planet. The movement of a military unit may be halted during movement if it is intercepted by enemy starships, and combat may ensue. It may also be raked by enemy PDBs. If a unit is being moved from one star system to another, it is moved by hyperjumping.  Under certain circumstances, characters may use shuttles to move between an environs and the orbit box of the same planet, and viceversa.

A.2 Space Combat Segment: In each orbit box where there are starships belonging to both players, Space Combat between them ensues. The Rebel player is considered the attacker. If either player has a player character on one of the starships involved, or in a character spaceship that happens to be in the same orbit box, he may name him as a leader in that combat. If at the end of this segment either player has starships in an orbit box (even if they just fought a battle there), they may attack the planet’s PDB (provided it is enemy-controlled). 

A.3 Character Movement Segment: The Rebel player may move his characters “on foot” from environs to environs on a planet. If they have a character spaceship, they may be moved from any environs or orbit box to any environs or orbit box on the same or a different planet, even if they have moved with military units in segment A.1. If characters are moving from one star system to another, they must use hyperjumping. The movement of characters may be interrupted by the tracking routine from PDBs or starships, and Character Spaceship Combat may ensue. 

A.4 Planetary Military Movement Segment: The Rebel player may move his ground military units from environs to environs on the same planet.  If he has ground military units (in transports) or light starships in the orbit box, he may move them down to an environs, even in the face of an enemy PDB (but they may be raked in the process). He may also move ground units (in transports) and light starships up to the orbit box from an environs, but only if the orbit box is not occupied by enemy starships. Finally, he can fly light starships from environs to environs on the same planet, but they may be raked if an enemy PDB is present. All units may move even if they had been moved in the Interplanetary Military Movement Segment.

A.5 Imperial Reaction Segment: The Imperial player may move one ground military unit, one ground military unit and a leader, or one character, to each environs occupied by a Rebel military ground unit or a detected Rebel character, from another environs on the same planet, or from the orbit box.

A.6 Environs Combat Segment: The Rebel player may initiate combat in any environs where there are ground units of both players, but it is not mandatory. If the Rebel player declines, the Imperial player may declare combat, in which case he would be considered the attacker, even though it is the Rebel player turn.

A.7 Orbit Organization Segment: All of both players’ starships in each orbit box must be rearranged into a single Starfleet (or stack, if they lack a Starfleet counter). Starfleet counters may be changed to and from blockade dispersal status.

B. Search Phase

The Imperial player may conduct search in every environs containing any detected characters that are not stacked with ground military units, if there are Imperial ground units or characters in that environs. If search is successful, the Imperial player may initiate Character Combat against the found Rebel characters.

C. Mission Phase

All segments of the Mission Phase are completed in one environs where the Rebel player wishes to perform missions before going on to the next environs.

C.1 Recruitment Segment: The Rebel player may roll a d10 in every environs where he has player characters not stacked with military units to determine if new characters join his cause.

C.2 Mission Assignment Segment: The Rebel player assigns missions to all character groups (or single characters) that will perform missions. Units stacked with military units cannot be assigned missions.

C.3 Mission Action Segment: The Rebel player resolves all his assigned missions in the environs by rolling p2d6 for “random events” a number of times up to the size of the environs. The same dice roll affects all groups, but many events will only affect one of them, selected randomly. Immediately after each random event dice roll, if the mission(s) is (are) not canceled by events, a new, different “mission success” p2d6 is made to see if any mission reaches its goal.  

C.4 Bonus Dice Rolls Segment: If the Rebel player still has active mission groups in the environs and he made all the random events dice rolls called for by the environs size in the previous segment, each mission group may make extra mission success dice rolls, depending on the mission’s circumstances. No events occur in this segment, and each group rolls separately.

C.5 Special Rebellion Combat Segment: If Rebel forces that appeared in this phase due to a rebellion are in the same environs or orbit box as Imperial forces, the Rebels may engage them in combat.
3.  FIRST IMPERIAL PLAYER TURN

This is identical to the Rebel’s player turn, with all the roles reversed (i.e., in the description above, substitute “Rebel” for “Imperial” and “Imperial” for “Rebel”).

4. FIRST INTERPHASE

The Rebel player checks to see if any planets in rebellion are now Rebel-controlled, and implements any domino effects that may result. The Imperial player checks to see if any planets in rebellion stopped are now Imperial-controlled. Hit markers are removed from all units of both sides. PDBs from both sides may be put “up”. If any planets go into rebellion as a result of Domino effects, Special Rebellion Combat may occur.
Characters may repair damaged possessions and in some cases be healed.

5. SECOND REBEL PLAYER TURN

Identical to the first.

6. SECOND IMPERIAL PLAYER TURN

Identical to the first.

7. SECOND INTERPHASE

Identical to the first.

After the end of the second interphase, the game turn marker is moved to the next galactic month box and a new game turn will begin.

