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14. FORCE POINTS 

14.1 INTRODUCTION

a. General: Both players usually receive military units by purchasing them. The “money” that is used to “buy” units is symbolized by force points. The Imperial player normally receives force points by taxation of its subject planets. The Rebel gets force points by putting planets in rebellion.

b.  Limits: The Imperial player may accumulate up to 99 force points on his track. The Rebel may accumulate as many as 199. Force points received when a track is full must be spent immediately or they are lost.

c. Countermix: The counters available in the game set a limitation on the units that can be built.

14.2 IMPERIAL TAXATION

a. General: During the Resource phase the Imperial player may tax every planet he controls in the province named on the game turn record track (for example, on game turn 7 he could tax province 2).  The Imperial player may tax a planet at full or half resource value, or not tax it at all.

· If he taxes it fully, he would get force points for his track equal to the sum of all the resource ratings in the environs of the planet. However, doing this will cause the planet’s loyalty to shift one space in the Rebel’s favor. If the planet was already in unrest, it would go into rebellion.

· If he taxes it at half value, he first adds up all the resource ratings in the environs of the planet, then halves this value (fractions rounded down) and the result is the number of force points he gets for his track. The loyalty is not affected.

· If he refrains from taxing the planet at all, he would get no force points from it but the loyalty marker would be shifted one space in the Imperial’s favor. However, the loyalty marker may not be moved to the left of the space marked S on the track by this method.

b. Limitations: A planet that is not in Imperial control may not be taxed. A planet that is under Rebel full blockade may not be taxed. 

If the capital of a province is not in Imperial control or it is under Rebel full blockade, no planet in that province may be taxed.

If the capital of province one or the throne planet are not in Imperial control or are under Rebel full blockade, the Imperial may not tax any planet in the empire, nor receive any force points from special resources.

The Imperial player may not claim a loyalty shift for not taxing under any of these circumstances.

c. Special Resources: The Imperial player receives a constant flow of taxation force points from the four secret planets Slave World, Gem World, Clone World and Industry World. Every Resource phase that he controls those planets and they are not under full blockade he gets the corresponding points regardless of the province being taxed.

14.3 BUILDS

a. Imperial: During the Resource phase, the Imperial player may spend force points from his track to build military and atrocity units, and to upgrade PDBs. He must pay for the units and PDBs in accordance to the costs listed in the Force Point Cost Chart. 

New military units must be placed in the environs or orbit box of the capital of the province currently being taxed, the capital of province one, or the throne planet, provided that it is under friendly control and not fully blockaded by the enemy. 

PDBs may only be upgraded in level in any planet of the taxed province, the capital of province one, or the throne planet, provided that it is under friendly control and not fully blockaded by the enemy. 

The Imperial player may not buy more than three elite/atrocity units (stormtrooper, marine, dreadnought or Peacemaker) per Resource phase. Newly built atrocity units may only be placed on the capital of province one or the throne planet.

Atrocity units may not be built until at least two planets in the Empire are in rebellion. Suicide squads may not be built until at least seven planets are in rebellion.

b. Rebel: The Rebel player may spend the force points in his resource track freely only if he has revealed his secret base, and then only there. Exception: He may upgrade his PDBs everywhere once the base is revealed; also, see ‘unrestricted builds’ below. 

New military units must be placed in the environs or orbit box of the Rebel secret planet. He may buy all kinds of units there, but ground units can be only of wild and urban types. He may buy units there even if he does not control the planet or if it is fully blockaded. 

c. Unrestricted Builds: Every Resource phase the Imperial player may build one conscript and/or put the PDB up (but not increase it in level) in any unblockaded planet he controls, even if it is not in the province being taxed. The Rebel player may build one militia and/or put the PDB up (but not increase it in level) in any unblockaded planet he controls, without need of revealing the secret base. In addition, both players may put PDBs up during Interphases.

d. PDBs: A PDB may be put up or upgraded only if the planet is under friendly control. A PDB may be upgraded one level at a cost of three points during a Resource phase. It may be put up at a cost of one force point in the Resource phase or any Interphase.

e. Maintenance: Before spending on anything else, in every Resource phase the Imperial player must pay one force point for every elite/atrocity unit and level 2 PDB he owns, to maintain it. He can’t refuse this payment; if he has the force points, he must spend them. If he lacks the force points to maintain all his special units, he must downgrade the ones he can’t pay for (his choice) as follows: A stormtrooper becomes a first-line legion. A PDB 2 becomes a PDB 1. Star Marines, Imperial Guard and dreadnoughts are damaged; if already damaged they are eliminated. The Peacemaker is simply removed from play. Units that need maintenance are printed in a darker shade of gray.

FORCE POINT COST CHART

Unit


Cost

Conscript/Militia 1-2
1

2nd Line/Irregular 2-4
2

1st line/Regular 3-6
3

Stormtrooper/Elite 4-8
5

Star Marine 5-10

6

Imperial Guard 6-12*
8

Corvette 1-2

1

Frigate 2-4

2

Light Cruiser 3-6

3

Heavy Cruiser 4-8
5

Rebel Battlestar 5-10
6

Imperial Battlestar 6-12
8

Dreadnought 8-16*
15

Peacemaker 1-12*
25

Suicide Squad

10

Place PDB up

1

Upgrade PDB one level
3

*May only be bought once

f. Repairs: During the resource phase, both players may effect repairs on their damaged military units, by expending force points equal to the difference between the AF printed on the front of the unit counter and the AF on its damaged side. Notice that garrisons, corvettes and transports may repair for free if otherwise eligible. 

To be repaired, an Imperial starship must be in an orbit box (or environs, in the case of light starships) of a friendly-controlled planet that contains no enemy units and is not under full blockade. A Rebel starship may be repaired in an orbit box (or environs, in the case of light starships) of a friendly-controlled planet or a planet that neither player controls (including one in rebellion) that contains no enemy units and is not under full blockade.

To refit, an Imperial ground unit must be in an environs of a friendly-controlled planet that contains no enemy units and that is not under full blockade. A Rebel ground unit may refit in an environs of a friendly-controlled planet or a planet that neither player controls (including one in rebellion) that contains no enemy units and that is not under full blockade.

Imperial units in any province may be repaired, even if it is not currently being taxed. Rebel units may be repaired without revealing the Rebel secret base.
