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3. MOVEMENT AND STACKING
3.1 MOVEMENT OF UNITS

a. General: During the appropriate segments of his player turn (see section 2), a player may move any or all of his characters, characters spaceships and/or military units. A player is usually not forced to move every one of his units. 

There may be special rules that limit a unit’s movement or how far it can go. Units are moved to/from environs and orbit boxes, on the same or a different planet. Units may be moved individually or together. There is no “cost” to move a unit.  

Some units may be able to move in more than one segment of their player turn, as long as they meet the requirement for movement in each particular segment.  However, in general a unit cannot move more than once in any given segment.

The details of how the different unit types move are given in the section that covers each type specifically (see sections 5-8).

3.2 HYPERJUMPING

{An ancient civilization that lived in this sector of the galaxy (ancestors of the Theshian race) had discovered a dimension parallel to the planes of the known universe, and developed a method of entering that dimension and exiting it at a determined point light-years away. A ship could be fitted with a special engine that “warps” space and creates a not entirely understood condition called hyperspace. The ship is here this second, and then it almost instantly moves to a location many light years away. The quasi-tunnel that it uses through hyperspace is sometimes called a “wormhole”. The process is referred to as hyperjumping. The great civilization decayed, but millennia after that golden age, a Rhone technician discovered an old warp engine inside a ruined building and uncovered the long-forgotten secret of hyperspace. This enabled the Rhones to quickly expand and come into contact with other races, eventually creating the Galactic Empire.

Hyperspace is not altogether a stable place, so even the best navigator will sometimes find his craft exiting the turbulent dimension nowhere near its intended destination.}
a. General: Starships and character spaceships must use hyperjumping to move from one star system to another. They use normal, or impulse, movement to move from planet to planet on the same system.

b. Navigation Stars: The blue stars without planets that appear on the mapboard are called navigation stars. Their only purpose, as their name implies, is to aid navigation through hyperspace; they serve as known short stops in a long journey. For hyperjumping purposes, the yellow stars that have planets are also navigation stars, in the sense that they are counted when measuring the distance of a jump. Whenever a hyperjump is announced, the player must count how many navigation stars he must cross to get his units to their destination. The star from which the jump began is not counted, but the destination star is. 

{For example, Osirius 16 is one star away from Atriard 14; but it is four stars away from Phisaria 21, jumping through Atriard 14, Tardyn 11 and a blue navigation star.}

Hyperjump routes should always be the shortest possible. Enemy units in stars along a hyperjump route cannot interfere with the movement.

c. Procedure: The navigation rating of the pilot of the spaceship is used for hyperjumping. It is not affected by the spaceship’s maneuver rating; this is used only in tactical situations. The navigation rating of all starships is 4 {those military pilots are good.} The navigation rating is compared to the distance of the jump and 2d6 are rolled, consulting the hyperjump table. 
If the navigation rating exceeds the distance of the jump, use the leftmost column. If both values are equal, use the 0 column. If the distance is greater than the navigation rating, use the column that is equal to the difference. If the differential is greater than 5, use the rightmost column and add one to the dice roll for every number by which the differential exceeds 5.

d. Joint Hyperjumps: Military starships may make jumps as a stack; this is called a joint hyperjump. For every ship in excess of three in the stack, add one to the distance. If the units have a leader, subtract his/her space leadership rating from the size of the stack for this purpose. 

{For instance, if Ly Mantok was hyperjumping with five starships, two would be subtracted from the stack size and it would be treated as if it contained only three starships, thus avoiding a distance penalty.}
e. Emergency Hyperjumps: Some jumps undertaken while breaking off from combat are considered emergency hyperjumps. These are resolved using column 5 of the table (without any dice roll modifiers).
f. Drift Areas: Bad jumps can take ships to the Drift 1 or Drift 2 areas. A ship beginning its move in a Drift 1 area is considered to be “in the system” and must move by impulse drive to any planet there, or hyperjump to another star system without penalty. A ship that finds itself in a Drift 2 box must use hyperjump at a distance of two navigation stars to arrive at the same star system, or go to another system by adding two to the distance. No combat can take place in the Drift areas. 
HYPERJUMP TABLE

2d6
(
0
1
2
3
4
5*

2
-
-
-
-
-
-
-

3
-
-
-
-
-
-
-

4
-
-
-
-
-
-
-

5
-
-
-
-
-
-
1

6
-
-
-
-
-
1
1

7
-
-
-
-
1
1
2

8
-
-
-
1
1
2
2

9
-
-
1
1
2
2
2

10
-
1
1
2
2
2
1d

11
-
1
2
2
2
1d
2d

12
1
1
2
2
1d
2d
2e

Results: 

‘(’ 
no effect, unit arrives safely. 

‘1’    
hyperjump is slightly off course, and the unit ends in the Drift 1 area of the destination star. 

‘2’    
the jump is way off course, place the unit in the Drift 2 box of the star. 

‘d’ 
the ship (one ship, for joint hyperjumps) is damaged, in addition to the drift result. 

‘e’ 
disaster; eliminate the spaceship (half, fractions rounded up, of the ships in a joint hyperjump). Any survivors go to Drift 2.

3.3 STACKING

a. General: Units that are moving or keeping a position together are called a stack, and in effect they are defined on the mapboard by stacking their counters in a single pile.  Where a unit is stacked is important for several game functions, and players should take care of how they place their unit counters.                                                  

Players may rearrange their stacks (must, in some cases) at the beginning and the end of any segment in which the units being rearranged could move.

b. Environs Stacking: The maximum number of ground units that an environs may contain is equal to the environs’ size. This limitation is per player. For instance, the urban environs of Tsipa 323 is size 5; the Imperial player may have up to five ground units there, and the Rebel may also simultaneously have five ground units there. Environs stacking limits may never be exceeded; if an environs is full, a new unit simply cannot enter. There is no limit to the units of other types (character, character spaceship, or light starship) that may occupy an environs.

Generally there can only be up to two stacks in an environs: One of characters and character spaceships, and another of ground units (which may also have characters or character spaceships stacked with them). A character stacked with military units is more secure from certain threats and can lead the military units in combat, but he/she cannot conduct missions. Any character that stacks with a military unit in an environs is automatically detected.

The two basic stacks of an environs may split temporarily into smaller stacks for certain game functions, but there should be only the two basic ones at the end of the segment.

c. Orbit Box Stacking: There are no limits to the number of units of any type that can stack in an orbit box.

Stacking is otherwise similar to that of environs. Generally there can only be up to two stacks in an orbit box: One of characters and character spaceships, and another of starship units (which may also have characters or character spaceships stacked with them). A character that stacks with a military unit in space is not automatically detected, but frequently will be detected as he/she debarks from the ship into an environs.

Characters in orbit must be inside a character spaceship or starship. Ground units must be inside a transport.

