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17. IMPERIAL STRATEGIC ASSIGNMENTS

{So sure is the Empire of its power and security that its military forces have operated for a long time on a regular schedule of assignments and tours of duty. Failing to recognize the magnitude of the Rebel threat, they refused to give up this ordered method of policing their domain until the Rebels built up a contending military force that simply could not be ignored.}

17.1 INTRODUCTION

a. Set Up: Before the beginning of the game, the Imperial player must arrange the deck of 14 assignment cards in a sequence, in any order he wishes. The first card in the deck will be applicable on game turn 1; the second on game turn 2, and so forth. After having been arranged, the deck is placed face down with the first card on top. The Imperial player may freely inspect the cards once he has set them up, but he cannot rearrange them. The Rebel player may only see next turn’s assignment if he obtains a level 2 success in a Gather Information or a Question Prisoner mission. Otherwise he cannot inspect the stack.

b. Revelation: The strategic assignment for the current game turn is revealed during the galactic stage, in the Imperial Strategic Assignment phase.

c. Rebel Secret Base Revealed: The moment that the Rebel secret base is revealed, the Imperial player is free from the strategic assignment rotation and may move all his units as he sees fit. 

d. Deck Exhausted: If game turn 14 is reached without the Rebel secret base having been revealed, the Imperial player must choose six strategic assignment cards and form a new deck for the remainder of the game.

17.2 MOVEMENT RESTRICTIONS OF STRATEGIC ASSIGNMENTS

a. Active Provinces: Every strategic assignment card states two provinces, for example, “Province One to Province Two.” Imperial units in these two provinces are free to move from any planet in either of the two provinces to any other planet in either of the two provinces. 

b. Inactive Provinces: If a province is not named in the strategic assignment card for that turn, Imperial units (military and characters) cannot enter the inactive province from another province, and units in that province may not move out of it. Within the province they may only move to a planet in a star system that contains a capital, throne, or home (of a star-faring race) planet. The planet need not be the capital, throne or home; just in the same system as one of those. The Imperial is never forced to move a unit in an inactive province, but if he does so he must abide by this restriction. 

There is no restriction on movement within a planet, even if it is in a currently inactive province. The Imperial may move his units there from environs to environs or to/from the orbit box.

c. Exception: Regardless of the strategic assignment, the Imperial player may always move units from any capital or throne planet directly to a planet anywhere on the game map that is currently in rebellion, Rebel ownership, or Rebel control, but not vice versa.

