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13. LOYALTY, REBELLION AND PLANET CONTROL

{Key to victory for the Rebel player is provoking planets into rebellion, which means that its populace has wholeheartedly decided to throw off the yoke of Imperial hegemony and will give what it can to drive all Imperial forces from the planet. In that way the Rebel hopes to gain complete control of the planet, which requires not only popular acceptance but also absolute control over all of its military and political institutions. The Imperial player, of course, endeavors to maintain his iron-hand rule over all his subject worlds.}

13.1 INTRODUCTION

a. General: A planet may be controlled by the Imperial player, by the Rebel player, or by neither. A player who controls a planet also controls its PDB and his characters are in less danger there. Control is dependent on which player has units there, and if there is a rebellion or not.

b. Planet Loyalty: Each space on the political track of a planet has a name and a number. The name indicates the planet’s current disposition towards the Empire (patriotic, loyal, neutral, dissent and unrest). The number defines the current loyalty modifier in regards to each player. Patriotic is +2 to the Imperial and –2 to the Rebel; loyal is +1 Imperial and –1Rebel; neutral is 0 for both; dissent is +1 Rebel and –1 Imperial, and unrest is +2 Rebel and –2 Imperial. Loyalty does not apply to Rebel-controlled planets; they are simply in Rebel control.

13.2 THE LOYALTY MARKER

a. Moving the Loyalty Marker: The political track of each planet has a loyalty marker that is placed on one of the five spaces at the beginning of the game, as directed by the scenario instructions. During play, the marker may be shifted from space to space as a result of Diplomacy and Coup missions the player characters undertake, as well as some random events and other game functions like taxation. If the counter is moved to the left, it is being moved in the Imperial player’s favor; if moved to the right, in the Rebel player’s favor. A marker already at patriotic cannot be moved further in the Imperial’s favor; likewise, a marker at unrest cannot be moved further in the Rebel’s favor. The loyalty marker only exists and can be moved while the planet is controlled, or at least owned, by the Imperial player.

b. Flipping and Removing the Marker: When a planet goes into rebellion, the loyalty marker is flipped over to its Rebellion side, and remains on the unrest space. If the planet becomes Rebel-controlled, the loyalty marker is removed and substituted by a Rebel Control marker, which likewise remains on the unrest space. If a rebellion is stopped, the Rebel control marker is exchanged for a Rebellion Stopped marker and this remains on the unrest space. Finally, should the Imperial regain control on a rebellion-stopped planet, the Rebellion stopped marker is removed and the loyalty marker would be placed face up on the unrest space.

13.3 REBELLIONS

a. How a Rebellion is Started: The Rebel player may assign the Start Rebellion mission to a character group. A level 1 success will cause a planet in unrest to enter rebellion. A rebellion may not be started in a planet not in unrest, but conceivably the Rebel player could assign the mission in a planet not in unrest, in hopes that another mission group will shift the planet’s loyalty to unrest. Since mission success takes effect until the end of the Mission phase in each environs, it is not important in which step each mission was resolved (including the Bonus Dice Rolls segment). As long as diplomacy, coup or other event took the planet into unrest, the level 1 success of the Start Rebellion mission would be valid.

b. Effects of Rebellion: The Imperial player immediately loses control of the planet, but the Rebel doesn’t control it yet. The Rebel player receives forces on the planet according to each environs’ resource rating. If the Rebel player wishes, he may have his newly created units attack Imperial units in a special rebellion combat. The Rebel player also receives force points for his resource track equal to the sum of the resource ratings of the planet’s environs. These are in addition to the forces that appeared on the planet. Finally, the rebellion will probably produce a domino effect (see section 15).

c. Military Forces: In a rebellion, the Rebel player may place in each environs ground units whose total cost in force points does not exceed the resource rating of that environs. If a star follows the resource rating, he can buy regular, irregular or militia units; if not, he can only buy irregular and militia units. Elite units cannot be purchased (this can only be done at the Rebel secret base when it is revealed). The troops that appear must have the same type as the environs they originated in. 

If a player buys troops in an environs that exceed the stacking limit, he can place the surplus in another environs of the same planet (the unit type would still be that of the original environs). Only as a last resource, if there is no place for a unit in any environs, can it be placed in the orbit box in a transport.

Alternatively, he can use up to half the force points generated by an environs (fractions rounded up) to buy starships and place them in the orbit box (or, at his choice, light starships can appear landed in an environs). The force points of different environs can be added together to buy better starships, except those coming from environs where the resource rating is not followed by a star. These can only be used to buy corvettes. The Rebel cannot buy heavy cruisers or battlestars (this can only be done at the Rebel secret base when it is revealed).

{Example: The planet Heliax 412 goes into rebellion. The wild environs has a resource rating of 7 without a star. Therefore, the Rebel can buy ground units there worth up to seven force points, but they can only be militias or irregulars, in any combination, of wild type. Alternatively, he could spend up to four of the force points in starships, but since the resource rating of the planet does not have a star, he could only buy corvettes. 
Since the liquid environs has a resource rating of 7(, the player could buy any combination of ground units worth up to seven force points, of any type except elite. For instance, could create two regular divisions plus a militia; or a regular plus two irregulars; or three irregulars plus a militia, etc. The units would have to be of liquid type. Alternatively, he could spend up to four of the liquid environs’ force points in starships. These could be light cruisers, frigates or corvettes.}

d. Special Rebellion Combat: When a planet goes into rebellion and Rebel forces appear, the Rebel player may use them to attack immediately in the Special Rebellion Combat segment (or in the Interphase, if the rebellion occured then). Environs Combat is optional, but if starships appear in orbit and there are Imperials present there, Space Combat would be mandatory.

Special rebellion combat is resolved as any other similar combat, except that the Rebel forces get a +1 AF modifier.

e. Force Points for the Rebel Track: In addition to immediately appearing forces, the Rebel may add force points to his resource track equal to the sum of the resource ratings of all the environs of the planet. The quality of the resource (star, no star) is not relevant. 

f. Force Point Bonuses: If the random event “populace goes wild!” occurs in an environs of the planet in the same mission phase in which it goes into rebellion, the Rebel receives double the force points indicated by that environs’ resource rating, for immediate builds and for his track. In addition, a resource rating without a star would be considered to have a star. Some secret planets can also increase the force points the Rebel gets for rebellions, either for local builds, the track, or both. 

g. Repeated Rebellion: A planet that had already gone into rebellion but had it stopped by Imperial actions may go into rebellion again. However, if the planet is in a state of rebellion stopped (see below) the Rebel would receive no force points for that rebellion. If the planet had once been in rebellion but was now in a state of Imperial control, the Rebel would receive force points (for local builds and his track) all over again.

h. Stopping a Rebellion: The Imperial player may use the Stop Rebellion mission in a planet that is currently in rebellion or Rebel control. A level 2 success is needed. If he succeeds, a rebellion stopped marker is placed on the unrest space and any other marker that was there is removed. The planet is not yet in Imperial control, but neither is it in Rebel control.

a. 13.4 PLANET CONTROL

b. General:  A planet may be in one of six states: 

POLITICAL STATES OF PLANETS

State
Marker used on Political Track 

Imperial control
Loyalty, any space

Imperial ownership, under occupation
Loyalty, any space

Rebellion stopped
Rebellion Stopped, in the unrest space

Rebellion
Rebellion, in the unrest space

Rebel ownership, under occupation
Rebel Control, in the unrest space

Rebel control
Rebel Control, in the unrest space

b. Control: Only in the states of Imperial control and Rebel control is a planet fully controlled by a player. In all the other states no one controls the planet for game purposes. In general, a planet is controlled if the appropriate marker (loyalty/Rebel Control) exists and there are not unopposed enemy ground units on the planet surface. Even a puny garrison unit in any environs is enough to keep control of a planet in the face of an invading enemy army. An ‘up’ PDB is equivalent to a ground unit for this purpose. 

c. Enemy Occupation: A planet may still belong to a player, but be occupied by enemy forces. Occupation occurs when enemy troops occupy one or more environs on a friendly planet, and there are no friendly ground units in at least one environs, or an up PDB, to oppose them. Units in orbit boxes are not relevant to planet control. In this case the player does not “control” the planet, but it will revert to him as soon as he can evict the enemy troops or contest the planet with at least one unit. 

{The people are still loyal to the planet “owner” and pay only lip service, if any, to the army of occupation.} 

d. Rebellion (Stopped): A planet in rebellion or rebellion stopped is in turmoil. Therefore, nobody controls nor owns the planet. The PDB may not be attacked by any player since it can’t be considered an “enemy”.

{A substantial portion of the population has risen to oppose the government that they see as oppressor, but they have not been able to wrest control of basic institutions like the police. There may be other factions as well that are trying to oppose the rebellious populace (or the “imperious” populace, as the case may be).}

A planet in rebellion will become Rebel-controlled in any interphase in which there are no Imperial ground units in any environs of the planet. Units in orbit boxes are not relevant. Place a Rebel Control marker.

A planet in rebellion stopped will become Imperial-controlled in any interphase in which there are no Rebel ground units in any environs of the planet. Units in orbit boxes are not relevant. Place a loyalty marker on the unrest space.

e. Blockade: Enemy blockade does not have an effect on a planet’s control status, but it may impede taxation or unit building/repair in that planet. Imperial blockade does not prevent Rebel units from being created as a result of a rebellion, or rebellion force points from being added to the Rebel resource track. It doesn’t impede the building of Rebel units at the Rebel secret base (see  ).
