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18. THE REBEL SECRET BASE

{Hidden somewhere in a remote corner of the galaxy, or perhaps right under the Emperor’s nose, is a secret stronghold where hopeful Rebels toil ceaselessly to create a military force with which to attack the armed might of the Empire. Smuggling precious resources from Rebel planets to the base is handled with the utmost secrecy, but the eyes and ears of Orlog have sensed the existence of this factory and are searching near and far.}

18.1 GENERAL

a. Location: Before the game, the Rebel player must choose a planet that will be his secret base. This must be a planet that is not a capital, throne, home of a star-faring race or secret planet. This limits the choice to the following 18 planets: Magro 112, Kalgar 121, Ownex 141, Adare 142, Charkhan 223, Pronox 231, Lysenda 232, Suti 322, Tsipa 323, Akubera 342, Lonica 421, Horon 431, Solvia 432, Cercis 433, Rhexia 441, Barak 511, Adrax 523 and Niconi 551. He should write it down in a piece of paper, keeping it in an envelope or similarly hidden until he needs to show it to the Imperial player when the base is revealed.

b. Revelation: The Rebel player may reveal the location of his secret base during any Resource Phase. Prior to that, the Imperial player may be able to gain knowledge of the base by learning enough secrets (by successful Gather Information or Question Prisoner missions). Each secret revealed by the Rebel consists of two planets that are not the secret base. When eight Rebel secrets have been learned, 16 planets that are not the secret base are known to the Imperial. If a new secret must be revealed, it must be the base’s true location.

18.2 FORCE POINTS AND THE SECRET BASE

a. Source: Every time a planet goes into rebellion, the Rebel player gets force points for his Resource Track, usually equal to the environs’ resource ratings, but sometimes more. He gets the points even if the source planet or the base itself are blockaded. The Rebel may accumulate up to 199 points in his track. 

b. Builds: During the Resource Phase in which the secret base is “surprisingly” revealed, the Rebel may build all the units he wants there, even if the planet is not under his control or it is blockaded. Environs stacking limits still apply. Ground units must be of wild or urban type. Units may appear in environs or in the orbit box, even if enemy units are present. If they are, Special Rebellion Combat ensues. 

In subsequent Resource Phases (or in the first as well, if the secret was cracked by the Imperial player before the Rebel freely revealed it), the Rebel may spend force points to build units in his base as described above. He may always build military units in the planet’s environs (subject to stacking limits), but may not build units in the orbit box if any Imperial units are there.  Furthermore, no Special Rebellion Combat ensues this time. If enemy units are present in the environs, any combat would have to wait for the appropriate phases of the first Rebel player turn.

c. Destruction: If the Peacemaker atrocity unit destroys the Rebel secret base, all points that were accumulated in the Rebel Resource Track are lost. In the next Resource Phase, the Rebel player may name (openly) a Rebel-controlled planet of his choice to be his new base. He may thereafter begin to accumulate and spend force points again. If there are no Rebel-controlled planets, he may name a Rebel-owned (under occupation) planet. If no such planet exists either, he may not have a base until one is available, and any force points he gets are lost.

