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) It is a dark time for the Rebelhon Although.
«  the'Death Star has been destroyed, Imperial
forces have instituted areign of teryor among the
. disheartened worlds of the Gglactic Empire.

The L\nplre has many weapons 1n,1tsarsenal and
every one of them has hegn turned upon the Rebels
and their allies; tyranny, oppression, vast fleets, ever-
whelmirng armiés,"and fear. Fear keeps the, mﬂ:wﬂual
systems, in line, re,placmg the Imperial Senate and the

Death Star as the prime motivator in the New Order.
. 'Fhe upstart Rebel Alliance has dared win a significant
ba!lie against th¢'Empire at Yavin, but the war has really just.
_ begun. Outnuihb¢red and oufgunned, the Rebellion hever-

- theless burns acrossa thousand-thousand worlds, flaming into

a fire' of hope. But the Emperor has ordered this fire-extin-

" guished, settimg lhe war mathme he has constructed into motion.
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Introduction

The Empire

The Galactic Empire consists of a thousand-
thousand worlds caught in the iron grip of tyr-
anny. Usingoverwhelmingarmiesandvast navies,
the Empireinstituted areign of terror among the
disheartened and endaved planets. No world, no
system, no species was immune to the terrible
machinations of the New Order.

But the galaxy was not always such adark and
foreboding place. Oncetherewasagood and pure
government called the Old Republic, protected
by the shining light of the Jedi Knights. Into this
Utopia, however, there appeared unscrupul ous
individuals who thirsted for wealth, power, and
domination. Slowly, cunningly, they destroyed
the Republic from within, creating the evil and
corrupt Empire.

Anambitious senator named Pal patine, propo-
nent of theNew Order, declared himself Emperor
and consolidated his power by destroying the
Jedi Knightsand disbandingthelmperial Senate.

But someworldsresisted. Atfirstthisrebellion
was disorganized and ill-equipped, but as more
planets joined against the tyranny the new Alli-
ance became a force to be reckoned with.

In response, the Emperor ordered a military
build-up unprecedented in galactic history. A ter-
rible weapon was designed, a weapon powerful
enoughtodestroywholeplanets - theDeath Star
battle station. It became the cornerstone of the
New Order's governing doctrine.

With the Senate dissolved, the Emperor gave
his regional governors direct control and a free
hand inadministeringtheir territories. Fromthis
point on, the Empirewould beruled by fear. Fear
would keep local governmentsinline. Fear of the
Imperial Fleet — and fear of the Death Star.

Recently, the Rebel Alliance haswon asignifi-
cant battle a Yavin by destroying the Death Star.
Enraged by this action, the Emperor has ordered
the might of the Empire to crush the hated Alli-
ance and its dream of a New Republic. Now the
war has really begun ...

Imperial Sourcebook

The Imperial Sourcebook

Perhaps nothing permeates the Sar Wars
galaxy more than the notion of the evil Galactic
Empire. Ruled by the mysterious Emperor
Palpatine and built upon theruins of the fabled
Old Republic, the Empire is the villain of the
story. EvenwhentheAllianceisn'tdirectlyfight-
ing against the might of the Empire, the over-
whel ming presence of Darth VVader and the Im-
pe_zrigl stormtroopers is never completely out of
mind.

The Imperial Sourcebook is set in that turbu-
lent timethat begins with the destruction of the
first Death Star. Thisisaperiodthat beginswith
high expectations and hope among the Alliance
because of the stunning victory at the Battle of
Y avin. But that hope must be quickly dealt with
by the Empire or the New Order is lost.

What changes occurred in Imperial thinking
when the Death Star exploded? What policies
and tactics had to undergo drastic revisions to
fill the void the battle station left behind? The
Imperial Sourcebook looks at the might of the
Empire after Star Wars IV: A New Hope and
presents exciting new aspects of the galactic
strugglefor both players of theroleplaying game
and fans of the movie mythos.

So come with us into the dark abyss that is
the Imperial bureaucracy. Follow us as we ex-
aminethe rumors concerning thevery top of the
Imperial power base, as we explore the inner
workings of COMPNOR and Imperial Intelligence.
Prepareto view the power of the Empire's mili-
tary machine, from vast fleets to the order of
battle of an entire sector.

The Imperial Sourcebook is packed full of
descriptions, explanations, histories, photo-
graphs, illustrations and diagrams. It is an ex-
tensive look at many of the things that contrib-
uteto the unyielding might of the Galactic Em-
Pi re, the greatest armed force ever detailed in

iction.

Itisadark timefortheRebel Allianceindeed.

Introduction



Prologue

Prologue

The Might of the

Empire

To: MonMothma, Alliance SupremeCommander;
other Alliance officers.

From: Major Arhul Hextrophon, Executive Sec-
retary and Master Historian, Alliance High Com-
mand.

Regarding: The following Imperial data.

The research you have had my staff and |
undertake concerning the events surrounding
the Battle of Yavin has uncovered some star-
tling information. | have compiled all of the
intercepted communiques, technical readouts,
hol ochips and datapacks into one report.

Sources for this material include high-level
communications, reports by various Imperial
agencies, personal datalogs, top-secret perfor-
mance records and other similar material.

While the information reveals much about
the tactics and inner workings of our enemy, |
must caution you about reading too much into
thisreport at thistime. None of theinformation
contained herein has been confirmed or docu-
mented outside of the data presented here.
Unlikely though it is, this could be an elaborate
ruse to pass along false information to the Alli-
ance.

| urgeyou and the rest of Alliance High Com-
mand to view this report inthe proper perspec-
tive. Until collaborated, this report should be
considered high level rumor at best. At worst,
the Alliance is being fed half-truths and lies for
some unknown purpose, although | do not be-
lievethisto bethe case.

No matter, for even in falsehoods can truths
be found. And once you have studied this re-
port, | believethat evenif youread only between
the lines you will uncover much to show you the
nature of the Empire and its methods.

Consider this report a companion to our
work in progress, Official History of the Rebel-
lion, Volume One. We havethusfar interviewed
and documented the heroes of the Battle of
Yavin, including Commander Luke Skywalker
and Princess Leia Organa. But unlikethat other
work, thisone—for obviousreasons— isnot as
well researched and established. The Empire
just isn't as cooperative about revealing certain
information. Bethat asit may, | haveincludedall
of the datawe have uncovered for the sake of
completeness and further study.

When you read through the accompanying
datafiles, you will see the Empire in its glory, its
victories and its failures. You will see its might
and its power. You will see its deep, dark shad-
ows that are quickly spreading throughout the
gdaxy. And that iswhy, in the final analysis, |
have sent thisreport toyou. If theactual figures
and divisions of forces are wrong, the spirit
behind them rings true. This report shows the
evil that has grown from the rotted corpse of the
Old Republic, and that, we have aready seen,
cannot be exaggerated.

| remain your humble servant,

Major Arhul Hextrophon

Imperial Sourcebook



Chapter

Chapter One: A Primer on Imperial Power

One

A Primer on Imperial

Power

Thereisadarknessinthegalaxy. Thereisthe
Galactic Empire.

Where once peace held dominion over the
countless planets of the Old Republic, now fear
and terror hold sway. Planets set to defend
themsel vesagainst any external menacewereill
prepared to deal with threats from within. And
0 agalaxy was enslaved.

The idea of empire was old throughout the
galaxy long before Pal patine ascended thethrone
and created his New Order. Hundreds upon
hundredsof thousands of worldshaveahistory
of empire, of ruleby asinglecentral authority, in
their past.

Look a the Atrisi system, for example. The
principal planet still recalls the Kitel Phard Dy-
nasty with pride. Theserulersunified theentire
homeworld, eliminating opposition and estab-
lishing a golden age.

Thistae istypica of imperia legends and
histories throughout the galaxy, containing
those elements that are common to intergal ac-
tic memory. Few recall the negative aspects of
imperial rule, preferring toremember the power
and glory that comes from an overarching code
of law and acommon tongue.

None of these historical empires still stand.
But their memories lingered, lying dormant in
theminds of billions of beingswho longed for a
simpler galaxy, who sought certainty and order,
who wanted to belong to the most powerful
empireof all. These seeds of ideaswerewaiting
foramorefertiletime, for an ambitiousleader to
cultivate them once again.

The OId Republic Wanes

Thegalaxy wasonceagreatRepublicof stars.
The thousand-thousand member worlds were
governed fairly and efficiently by the Senate,
and cared for and protected by the Jedi Knights.
Inevitably, as the number of worlds increased,
the Republic found itself saddled with too mas-
sive a bureaucracy. It had grown too large,
gotten too old, and corruption had set in.

Imperial Sourcebook

A few unscrupulous, greedy senators had
started the destructive chain reaction of mal-
aise. They saw the first lingering problems as
cracksinthesystem of governmentwhich could
be exploited for personal gain. These beings
found that their colleagues were far too occu-
pied by the day-to-day running of the Republic
to monitor their activities adequately.

The corruption wastoo small to be noticed at
first. But as the opportunities grew, so did the
number of senators who were seduced by the
lure of illegitimate power and wealth. These
senators found an easy alliancewith someof the
mammoth corporateinterestswhich constantly
were on the lookout for easier ways to make a
profit. A few arrogant, self-serving bureaucrats
fell to seduction, and suddenly avirus was in the
stars.

Every instanceof instability, each uncertainty
in government action, every wrinkle in senato-
rial policy and procedure became a means to
foster larger opportunities. Senator turned on
senaior valueseroded, trustswerebroken, and

(};\lpped the Republic. What was once
thoug t to be immortal suddenly saw the ap-
proach of its own destruction, and the Old Re-
public was afraid.

Corruption and fear spread like a mutant
disease, quickly reaching epidemic proportions
without any visible cause. The Old Republic's
troublesmultiplied, and no oneseemed to know
what was happening — or why.

At last the Senate could no Ion?er blind itself
to the fact that the Old Republic was being
devoured from within by those who had been
entrusted with its care. During this time, the
legitimate business of the Republic was ne-
glected. Small, previously routine matters be-
came insurmountable difficulties. The govern-
ment became remote, unfathomable, often a
useless burden to tens of thousands of the
governed species. The Republic was disinte-
grating, and it appeared that no one could hold
ittogether.
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The Rise of Senator
Palpatine

Pal patine, an unassuming senator, began his
road to power duringthistime of social injustice
and rampant corruption. Palpatine was self-
effacing and, despitearecord showing promise,
was mostly ineffective in the Senate. His plod-
ding, methodical way seemed at odds with the
mercurial shifts of power and agendas which
were the reality of the collapsing Senate.

Pal patinefail ed to take advantage of opportu-
nities for placement on important advisory
boards and powerful committees. Hewas noted
as a keen observer, but he was reluctant to
present his observations unless pressed by his
colleagues. The senator roseslowly, hampered
by an apparent lack of ambition. His only no-
tableachievement wasaremarkabl e absence of
enemies, attributed as much to his weakness
within the Senate as to his unimposing person-
ality.

But it wasall aruse, for Palpatine was more
than he appeared to be. Much more.

The disintegration of the Senate continued,
exhausting the entire Republic. Ontheconstitu-
ent worlds, civil unrest was now commonplace
and crime blossomed. Someworldsthreatened
secession. Others pledged their loyalty over the
hypermediawhile doingwhat they pleased. The
uncorrupt senators realized the danger to the
Republicand al it stood for. The corrupt sena-
tors could see the need for stability, if only to
preserveas much of the Republic aspossiblefor
future plundering. A void existed, and it de-
manded to be filled.

Senator Palpatine seized the moment.
Through fraud, clever promises, and astute
political maneuvering, Palpatine had himself
elected head of the Senatorial Council — Presi-
dent of the Republic.

Theloyaistswereencouraged that Pal patine
had not fallen in with the corrupt senators dur-
ing his tenure, while the fallen senators took
heart from Palpatine's apparent docility. Each
sidebelieved Palpatinewoul d servetheir needs.
Each side could not have been more wrong.

The New Order

The new President exceeded everyone's ex-
pectations. I nthemidst of chaos, thepreviously
underrated senator began thewheelsof govern-
ment turning again after too long a delay. He
proved to be an efficient leader, restoring many
of the policies which had lapsed during the
waning years. His power supplanted that of the
Senate — in these policies only. But as the
Senate turned agreater portion of its attention

to its internecine struggle, more and more gov-
ernment functionswere given over to Palpatine.

The senators of each faction found them-
selves establishing political debtsto Palpatine.
The President was the only being in the Repub-
lic who seemed capable of getting anything
done. Palpatine's power grew. An ever greater
number of worlds accepted the President asthe
voice of the Republic.

It was in this climate of trust that Palpatine
declared his New Order and named himself
Emperor. Skillfully evokingimages of theglories
of empires past, aswell as promisingto lead the
Republic to a height unparalleled in galactic
history, Palpatine gained ultimate power with-
out any real opposition. When the senators
realized what had transpired, they were too
weak from their own in-fighting to mount an
effective challenge. Those too vocal were -
lenced. Those considered dangerous were ren-
dered harmless by whatever means were con-
venient. Darkness and tyranny spread slowly
but continuously, entrenchingitself acrossmore
and more worlds before anyone realized the
danger.

The Empire was born.

Pal patine promised to eradicate the corrup-
tion and social injustice of the previous galactic
government. Instead, he gave the people apro-
gram thats main goal was to subjugate as many
planetary governmentsinthegalaxy aspossible
for the personal benefit and glory of the Em-
peror. Hereneged on his promisestothepeople
and instituted areign of terror and even greater
social injustice.

The Old Republic was consumed, and out of
that rotted body rose the New Order.

The Structure of the Empire

TheEmpireisstill growing. Policies of expan-
sion established by the Old Republic were never
rescinded, and exploration — and now con-
quest — continues. The Imperial Survey Corps,
scientists and scouts charged with exploring
the galaxy, has seen its funds cut sharply over
theyears. Still, anew systemisbeing catal ogued
for the Empireevery 207 minutes by the under-
staffed 1SC.

Most of the recently surveyed worlds have
remained untouched by Imperial colonization.
The Empire has little use for an expanding fron-
tier. Frontier settlements offer greater freedom
to Imperial citizens and stretch Imperial forces
evenfurther. That isnot in the best interests of
the Empire.

However, an 1SC team occasionally turns up
aninhabited world in the process of catal oging.
I nhabited worldsmean taxesand other val uable

Imperial Sourcebook
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Look a the stars. They have been out
there forever, hanging like diamonds upon
the ebony velvet of space.

Thestarsweretherewhen the Old Repub-
lic reached for glory. They waited, turning
their sparkling lights inward when the Re-
public reached too far and collapsed from its
own sanctimonious weight. They cheered
when the Senatepractically begged Pal patine
totakecontrol of the Council. Then the stars
watched admiringly as the President used
subterfuge, bribery and terror to name him-
self Emperor.

And | watched, too.

My nameis not important, asall that | am
is dwarfed by the bright darkness that isthe
Emperor. But | havealwaysbeen near him, a
servant, ahappy dave. Itissufficient enough
for meto be closeto his power, tofeel it reach
out to me.

Thatisal | askfor. Thatisal | amgranted.

Thestars. | starebeyondtheportholeand
view their glory. They are al his. More glori-
ous still, they are his by his own hand.

The Emperor.

It hasacertainringtoit, that majestic title.

\

By His Own Hand

Emperor! The weak Republic had crumbled,
but the Empire burns with a fire that will
never be quenched. Nothing can destroy the
Emperor's glory or his glorious reign.

The Emperor has taught me what others
refuse to believe: the dark forces are stron-
gest. Heknew it all along, even back inthose
dayswhen hewasalowly senator. And he has
shared that knowledge with me.

Have you seen ambitious officers betray
their superiors for inconsequential favors?
Have you heard the secrets of local govern-
ments and how to bypasstheir defenses from
the lips of weak-principled functionaries?
Have you known sadistic gangsters, power-
hungry politicians, greedy landlords? Then
you know the truth, too — everyone craves
the darkness.

The Emperor has simply recognized this
truth. And withrecognition comesutilization
for his own aggrandizement. For he is the
black center of the Empire.

Heisthe Emperor. Heisthe galaxy.

And |, like so many others, are content to
serve in the shadow of his dark fire.

v

resources for the Empire. These worlds are
initially offered a place in the New Order, pro-
vided they agreetofall in linewith thewill of the
Emperor. If aworld refuses or reneges on its
oath of alegiance, then the Empire resorts to
military conquest.

Usually the threat implied by the massive
Imperial war machine is enough to inspire un-
swerving fealty in even the most independent
worlds.

Citizenry and Laws

AH sapient inhabitants of the Empire — ex-
cept droids — are considered full citizens. Full
citizens are accorded certain rights under Impe-
rial law, namely, the right to follow the precepts
of the New Order fully and without question.
Other rightsincludecertainfreedomsthat in no
way interferewith Imperial doctrines and goals.

Where in the galaxy a citizen is determines
theamount of prohibitionsand restrictions gov-
erning his or her daily life. The least restrictive
areas in the galaxy tend to be in the Galactic
Core and in the Outer Rim Territories. Those
areas in between find themselves under the
greatest amount of scrutiny and, therefore, face
the brunt of Imperial authority.

AH citizens are subject to the laws of the

Imperial Sourcebook

Empire, and all must pay someform of tributeto
the New Order. Laws vary from system to sys-
tem, but the most uniform are the Imperial

Revenue Codes. Under theselaws, theburden of

proof is uponthecitizen to show that he has met
all of hisfiscal obligations to the Empire. Failure
to provide adequate proof is considered an

admission of guilt, penalties for which range
from confiscation of goods to the increasingly
common sentence to labor camps.

Planetary Governments

The Empire has not completely altered the
governments of hundreds of thousands of
worlds. Such atask would be impractical. The
Emperor has left it to his advisors to modify the
portions of a planetary government, be it gov-
ernment procedure or members of the ruling
body, to conform to the will of the Empire. Less
than one planet in 80 has been so modified.

The preferred option is to let a planet run
itself much asit hasfor years, but maintaining a
visiblemperial presencesothat therulersknow
who their ultimate master is. The Empire aso
encourages the constituent planets to reform
their own governments to conform to the Impe-
rial method. Inthisway, individual worldselimi-
nate laws and freedoms, replacing them with
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doctrines and statutes more in line with Impe-
rial edicts.

The Governors

Planetary governors are Imperial agentswho
represent the Empire's authority on a single
world. Usually that representation extends to
an entire system, giving him jurisdiction of all
theplanetsorbitingasinglestar. Agovernor has
command of al Imperial troops garrisoned on
his planets.

This command extends only nominally tothe
political and intelligence arms of the military,
which operate as if a governor's orders were
well-intentioned suggestions. Thelmperial Navy
is supposed to consult with a governor when-
ever they are on maneuvers or engaging hos-
tilesin hissystem, and to carefully consider the
advice the governor can provide. The Navy
routinely ignores this and most other forms of
protocol when dealing with planetary gover-
nors, unless the governor is well supported by
aMoff. The Navy considers governors to be too
concerned with the welfare of their planet to be
of much usein acrisis.

Governors are appointed by the Emperor's
advisors, although afew arejust holo-approvals
of candidates the Emperor has chosen. Gover-
nors are rarely native to the planet or system
which they govern. Rash appointmentswithout
regard for local sentiment can generate resent-
ment. Instead, an outsider is appointed to gov-
ern a world, thus bypassing local sentiment
completely.

Governors are expected to let a planetary
government run its own affairs unless the loca
course of action putsthe planet in conflict with
Imperial gods. Thegovernor isthen expectedto
step in and maneuver the policy back toward a
direction more acceptable to the Empire.

Imperial policy exists in two different forms
for a governor. There are the generally stated
policy goaswhich are distributed by the Diplo-
matic Service, and there are direct orders re-
ceived from the Moff. In case of a conflict, the
Moff's orders are to be followed, as a Moff
presumably has superior knowledge of the spe-
cific Imperial policy currently being employed
in aparticular sector.

Sectors and Regions

A sector isan economic and political division
which originated in the early days of the Old
Republic. Originally a cluster of star systems
with approximately 50 inhabited planets, the
definition of a sector became vague and the
average sector grew in size during the latter
days of the Republic. Now unimaginably large

sectors contain vast humbers of inhabited
worlds with no regard to limiting factors. Sec-
tors are governed by Moffs.

Sectors are grouped together into larger terri-
torial entitiescalled regions. TheEmpirehascount-
less regions, which can contain from as few as
three to upwards of thousands of sectors. The
establishment of aregion depends not only upon
gdactic geography, but dso upon wealth, influ-
ence, historic"sentimentalities,” economicdiver-
sty and theleve of direct control exerted by the
Empire. Regions are governed by Grand Moffs
(thetitle"regional governor" iscommonly used).
Some well known regions include the Outer Rim
Territories (avast expanse of space with many
frontier colonies), the Galactic Core (historic
"birthplace" of theRepublic,contai ningCoruscant,
the capital of the Empire, aswell asseverd other
vital systems), the Deep Core (arestricted areaof
space—essentialy agiant "preserve” intheheart
of the Empire), the Colonies, and the Inner Rim.

Under the New Order, the Galactic Empire
continues to grow and expand, and new sectors
and regions are being formed all the time.

TheEmpireaso maintainsanumber of "client
sates' — regions of space almost entirely con-
trolled by another economic or political entity,
yet ultimately loyal and subservient to the Em-
pire. The Corporate Sector, under the control of
the Corporate Sector Authority, isonesuch client
state, asistheinfamousareaof the gaaxy known
asHuttSpace.

The Moffs

A Moff isthe being in charge of an entire sector.
The planetary governors of asector areunder a
Moff's control, and a Moff reports to an advisor,
with duplicate reports being sent directly to the
Emperor. A Moff has command over a military
Sector Group, and isresponsible for the security
of the entire sector.

Being responsible for hundreds of systems,
Moffstake apersonal interest only in ahandful of
worlds. For the rest, they first rely upon commu-
nications with their subordinate governors, and
then upon reports from intelligence units within
their Sector Group.

It is not unusual for a Moff to also serve as a
governor of a particularly favored world within
hissector.

Grand Moffs

Thereareplanetsin every sectorintheEmpire
which cause more than their share of problems
for the Emperor. Controlling theseworlds is diffi-
cult, and the Moffs have found that the troubles
are infectious, spreading from system to system
from the source. The situation is made more
difficult by the fact that the infection of freedom

Imperial Sourcebook



has no respect for sector boundaries; coordinat-
ing efforts between sectors is often impossible to
accomplishintimeto stop the spread of unrest.
The Moffs havethe resources to handle crises on
adozen or moreworlds, but if thetrouble cannot
becontained to those planets, the Empire's grasp
on an entire sector may be weakened.

Taking the advice of one of his Moffs, Tarkin,
the Emperor formed priority sectors. A priority
sector isasector consisting of systems onwhich
signs of unrest have recently been detected, or
systems which are in regular contact with sys-
temsinwhich unrestischronic. A priority sector
often crosses theboundaries of standard sectors,
containing the worlds from a dozen or more
sectors. Thetitle of Grand Moff is also granted to
the being in charge of apriority sector.

Thetheory behind priority sectors, codified in
the Tarkin Doctrine, is that Grand Moffs will be
able to react quickly to problems when they are
small, eliminatingthem beforethey haveachance
to grow and spread. Grand Moffs are therefore
given complete freedom to act as they see fit,
without giving advance warning to the Moffs or
planetary governors of their actions.

The number of Grand Moffs is growing, and the
resources given to each Grand Moff is also in-
creasing. The Emperor personally appoints each
Grand Moff, and they report directly to him. Each
Grand Moff commands at | east two Sector Groups,
or the equivalent in other military resources.
Some Grand M offs are given even greater military
strengthif their priority sector isof crucial impor-
tance to the Empire.

Priority sectors are the first to receive experi-
mental equipment, and theirsarethefirst to have
losses replaced. Priority sectors are sometimes
given special missions in which the Emperor has

Imperial Sourcebook
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a personal interest. The Death Star
Project is an example of a priority
sector intowhichthe Empirepoured
resources enough to have formed
perhaps ascore of Sector Groups.

The Moffs and planetary gover-
norshavepolitely complained about
the favoritism shown Grand Moffs,
arguing that the Grand Moffs are of -
ten completely unfamiliar with the
systemsintheirjurisdictionandtake
actionswhich only work inthe short
run. The governors and the Moffs
claim that they are then stuck with
the problems caused by the Grand
Moffs, yet get fewer resources than
they ought to have to implement a
solution. The Moffs point specifically
tothesituation at Yavin asthe prime
example of a Grand Moffs failure.
The Emperor, however, will hear none of it.

Servants of the Emperor

Advisors

The Emperor acknowledges that he alone can-
not run the galaxy. He needs advisors. Securein
the knowledge that an Empire founded through
treachery cannot be run through trust, he has
surrounded himself with advisors who owe dl of
their political gainsto the Emperor. He has made
sure that each advisor has more enemies than
alies among the other advisors. Fear and greed
serveto bind each advisor to the Emperor. Pal pa-
tine finds this arrangement more satisfying than
mereloyalty, an emotion onwhich hewill depend
only in the case of lower subordinates.

Whilethere are hundreds of advisors, the Em-
peror rarely travels or consults with morethan a
few dozen a atime. He sends the others on
missions to gather information or spread
disinformation through appropriate channels.
These missions serve adual purpose; they pro-
vide the Emperor with useful information. They
also keep theadvisors isolated from each other, a
condition which assures their continued depen-
dence on the Emperor.

Advisors perform many administrative func-
tions for the Emperor. They usually appoint the
planetary governors, aswell as some of the Moffs,
and oversee the political machinery of the Em-
pire. Toensurethat no advisor buildstoolargean
enclave of political power, the Emperor has
devised a system of adversarial administration
foradvisors.

Anadvisor is granted oversight of theadmin-
istration of systems which are strongholds for
one of hisrivals. This makes possible dedls be-
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tween advisors moredifficult by ensuringthat no
powerful rivals have oversight of each other's
systems. Advisorswithweaker political basesare
granted a greater degree of oversight than are
strong advisors. This system of checks and bal-
ancesvirtually guaranteesthe Emperor'shold on
political power within the Empire, but the admin-
istration of the myriad worlds is not as efficient as
it was during the better days of the Old Republic.
Thisinefficiency is of no concernto the Emperor.

Advisors have taken to dressing in costumes
derived from the histories of their home systems,
drawn from the greatest empires of their pasts.
Unlike the Emperor, many of the advisors wear
lavish costumes as conspicuous badges of their
status. Palpatine subtly encourages this form of
rivalry, givinghisadvisorsasenseof individuality
and power which makethem aware of their differ-
ences from the other advisors.

These displays are muted when in the
Emperor's presence.

Imperial Royal Guard

The Imperial Roya Guard is a special detach-
ment of hand-picked |mperial stormtrooperswho
serve asthe Emperor's personal guards. Each of
thesesoldiersisspecially scrutinizedtofit select
size, strength, intelligence and loyalty require-
ments, and equipment and training is lavished
upon them.

No firm figures are available on the exact num-
ber of Roya Guards serving the Emperor, but
speculation ranges from fewer than 50 to the tens
of thousands. Whatever thecase, theRoyd Guard
has become aformidable military sub-unit which
is directly under the control of the Emperor.

The entire Roya Guard is never sent on com-
bat missions. A few small elementsof theguard
aresent into combat on arotating basisto keep
theminfightingtrim.Onsuchmissions,guard
members usually dispense with their cer-
emonial uniform and don the armor worn
by other stormtroopers in the operation.

In such instances, the guard membersare

always part of the same unit. They are
never dispersed amongtheordinary Army
units.

Rumorsaboundabout thisfiercefight-
ing force. The legend is that no Royal
Guard member has yet been killed in
combat. Stories tell of their invincible
fighting prowess — aways in the ser-
vice of the Emperor.

Roya Guards wear garb consisting
of flowing red robes, red battle armor,

and red helmets. Although ceremonial,
¥ thered armor doesnot hamper guards-

men in regards to movement or fight-

ing. This armor is derived from apair of smilar
designs, the uniforms of the Death Watch of the
Mandaore system and the Sun Guards of the
Thyrsus system. That thearmor resemblesthose
of units with such ferocious reputations is no
accident, and the red glint of the Imperial Royal
Guard armor inspires fear in the hardest of men.

e Imperial Royal Guard
Type Royal Guard
DEXTERITY 5D
Blaster 7D, blaster artillery 6D, brawling parry 6D, dodge
7D, melee combat 6D, melee combat: force pike 8D+2,
melee parry 5D
KNOWLEDGE 2D+1
Streetwise3D+1, survival 6D
MECHANICAL 2D+2
PERCEPTION 2D+2
Bargain 3D+2, command 5D+2, hide 6D+2, search 6D+2,
sneak 6D+2
STRENGTH 3D
Brawling 6D, climbing/jumping 6D, lifting 5D, stamina 6D
TECHNICAL 2D+1
Demolition 5D+1, first aid 3D, security 4D+1
Character Points: Varies, typicaly 1-5
Move: 10
Equipment: Heavy blaster pistol (5D), armor (+2D physi-
ca, +1D energy, -1D Dexterity), force pike (STR+3D)
Note: The above are "typical" game statistics for aRoyal
Guard member, but certain individual guard members
will have vastly improved skills.

The Emperor

The Emperor is asmall man, clothed in robes
intentionally reminiscent of harmlessasceticson
scores of worlds. He walks with the aid of a
gnarled walking stick. He appears old, fragile,
entirely incapable of running the mogt ruthless
Empirein the history of the galaxy. This appear-
ance is one of the Emperor's many masterful
deceptions.

The Emperor's genius and strength with the
Force give him unique insight into the governed
species. He knows that the Old Republic was as
much a symbol as a redlity to many, just as he
knows that the Jedi Knights were the remaining
untarnished incarnation of that symbol. Working
as hehad inthe Senate, he carefully cultivated the
destruction of the Jedi. With the Jedi gone, all
pretense for restoring the Republic was aban-
doned. The Emperor's true ambition has finally
been reveded—to besolemaster of morethana
thousand thousand worlds.

Under his guidance, the Empire continues to
grow in power, despite the momentary setback
suffered a the Battle of Yavin.

The Emperor

Type: Jedi Master

DEXTERITY 2D+1

Dodge 7D

KNOWLEDGE 4D+1

Alienspecies 10D, bureaucracy: Empire 12D, cultures9D,
intimidation 13D, languages8D, law enforcement: Empire
6D, military history 10D+2, planetary systemsTD.scholar:
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archaiclibrary systems8D, scholar: arcanetechnol ogies

7D, scholar: clone vat systems 7D+2, scholar: dark side

lore 11D, scholar: Jedi lore 12D+1, scholar: lightsaber

histories 12D, tactics: fleets 10D, tactics: ground assault

5D, willpower 12D+1

MECHANICAL 2D

PERCEPTION 4D+1

Bargain 10D, command 10D, command: Imperial forces

12D+1, con 8D, hide 5D+2, investigation 7D, persuasion

11D, persuasion: oration 13D+2, search 7D

STRENGTH 3D

Stamina6D

TECHNICAL 2D

Lightsaber repair 8D

Special Abilities:

Force Xills: Control 13D, sense 15D, alter 14D

Force Powers (these are the known powers Palpatine

possessed and it is believed that he had access to many

other powers):

Control: Absorb/dissipate energy, accelerate healing,

concentrate*, control pain, detoxify poison**, enhance

attribute**, hibernation trance, ragetT. reduce injury,

remain conscious, resist stun, short-term memory en-

hancement* *

Sense: Combat sense**, danger sense**, instinctive

astrogationf, life detection, life sense, magnify senses,

receptivetelepathy, sense Force

Alter: Injure/kill, telekinesis

Control and Sense: Farseeing* *, lightsaber combat, pro-

jectivetelepathy

Control and Alter: Accelerate another's healing, control

another's pain**, feed on dark sidet, Force lightning**,

inflict pain**, return another to consciousness, transfer

Force

Control, Sense and Alter: Affect mind, control mind**,

doppelgangerft, drain life essnce'!"!", enhanced coordi-

nation**, telekinetic kill**, transfer lifett

SenseandAlter: Dim other's senses

‘Described in the Sar Wars Movie Trilogy Sourcebook.

* *Described in the Dark Force Rising Sourcebook.

o("Described in Galaxy Guide 9: Fragments from the Rim.
Described in the Dark Empire Sourcebook,

This character is Force-senditive.

ForcePoints 35

Dark Side Points. 43

Character Points: 60

Move: 10

The Grasp of the Empire

The Empire has changed the ways systems
interact with one another. It has taken a greater
degree of control over information than the Old
Republic ever did, anditintervenesinthepolitics
of a single world with an arrogance new to the
governed peoples. These changes have created
resentment on someworlds, but the resentment
is rarely cause enough for significant support of
the Rebellion.

Control of Information

Therewas afree flow of information during the
timeof theOld Republic, anexchangeof ideasand
cultures which promoted rapid growth in ailmost
every facet of the Republic. This flow of informa-
tion aso helped to hasten the decline of the
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Republic, as the constituent worlds were con-
stantly and quickly updated on the state of the
conflict in the Senate.

The environment of uncertainty was sdf-pro-
moting. The Emperor and his advisors chooseto
avoid this consegquence and forego the benefits
the system had given the early Republic.

During thetime of the Old Republic, therewas
aHoloNet whichtransmitted inf ormati onthrough-
out the constituent worlds. The HoloNet was
extremely expensive to maintain, but it provided
the Republic with asophisticated, flexible means
of communi cati on. Consistingof hundredsof thou-
sands of non-mass transceivers connected
through avast matrix of coordinated hyperspace
S-threads (popularly known as Simu-Tunnéls), as
wd! asthe computing power to sort and decode
al of the information, the HoloNet was the only
method availablefor real-timehol ographictrans-
missions between worlds.

It was horrendously expensive to maintain,
costing many thousands of credits per full-chan-
nel transmission second per transceiver. The
HoloNet was used almost exclusively by the gov-
ernment and thelarger commercial houses of the
Old Republic. But it did connect the constituent
worlds, givingasenseof belongingto theaverage
citizen.

Smaller commercia concerns and individuals
never used the HoloNet directly; they relied on
the literally millions of traders who traveled the
commerce corridors of the Old Republic.

Soon after Palpatine assumed the throne he
dismantled the HoloNet, achieving two objec-
tives. First, hemadeit difficult for any foesnot in
the Senate to coordinate any resistance to his
designs. Any individual system, no matter how
wealthy or influential, could easily be crushed by
the Empire. Second, the constituent worldswere
used to absorbing the cost of the HoloNet, even
though most worlds received little benefit from
the system during the final days of the Republic's
collapse. This gave the Emperor an enormous
flow of credits with which to initiate the rapid
build up of Imperial forces, manning and outfitting
more troops in the first sx months of his reign
than the Republic had ever mobilized a any one
time.

Governor Tarkin urged the Emperor to reinsti-
tuteHoloNet technology onamuch smaller scale,
for use by the Imperial Navy only, and then only at
the level of the Sector Group. This proposal was
made in a transmission to the Emperor which
outlined a plan for ruling the Empire with an
economy of force. The Emperor approved of the
plan, awarding Tarkin Grand Moff status for his
efforts. The plan soon became known, unoffi-
cidly, as the Tarkin Doctrine.
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Imperial Communique #001044.92v

(Thisisthe secret communique that began thepolicies
adopted by the Empire and was later called the Tarkin
Doctrine. While the official stance ofthe Empire presents
itself as an enforcer of law and order, unofficially the
doctrine offear heldsway. Even though the realization of
this doctrine —the Death Sar—has been destroyed, the
policies are till in effect and are being modified in the
wake of the Rebellion’s apparent victory.)

To: His Imperial Majesty, Emperor Palpatine
From: Governor Tarkin, Seswenna Sector; Eriadu
Regarding: Increasing the Security of the Empire

Your Maesty:

It has recently cometo my attention that what had
previously beenthequiet grumbling of malcontentson
backwater worlds has become dissidence in more
civilized systems. Y our Mgesty will forgive me if | am
repeating foundless rumors, but | have heard thereis
even armed defiance is some sectors.

Coupled with increased resistance to your plans
from hot-headed young senators, this has given me
pause to think about our security arrangements. |
myself have beenfrustrated chasing piratebandsinmy
sector, only to havethemleap deep into another sector
where my forces cannot follow without running into
conflict with another Moff and the advisor who sup-
ports him. If the scattered armed resistance should
become organized, they will doubtless learn from the
exampl eof other criminal brethren. Grantingany rebels
the advantage of elusiveness is foolhardy.

| have also noticed that eventhe excellent pacewith
which Your Mgjesty is strengthening his fleets can
scarcely provide security for the Empire should a
significant number of planets begin to defy your will.
We are many years away from aforce vast enough to
secureevery system simultaneously.

| thereforewish that you would consider my recom-
mendations on the following points:

* To provide a swift, systematic response to rebellion
asit appears, rather thanwaiting until itis entrenched,
| suggest theformation of Oversectors— sectors con-
sisting of systemsinwhich rebellion is newly born, or
systems which maintain frequent contact with sys-
tems in chronic unrest. These Oversectors would be
formed without regard for the boundaries of standard
sectors. The forces of an Oversector would be able to
respond to threats quickly, whilethethreats are small.

Liquidating a dozen small threats is easier than
rooting out onewell established center of defiance. As
an Oversector is created only from problem worlds,
they should be given agreater quantity of forces than
an ordinary sector. | would think that three Sector
Groups should be the average.

» Give the command of an Oversector to a single
individual who reportsdirectly toyou. Thiswill bypass
any delays created by political opportunism in your

advisors.

» Cannibalize existing HoloNet transceivers, modify
themfor useand put them intheflagship of every Sector
Group in an Oversector command. Place similar facili-
ties within His Mgesty's command ship and within
Imperial City. Thiswill enableyour forces to respond to
threats in minutes rather than hours or days after the
fact. Imperial forces will be able to coordinate to a
degree impossible among an enemy, whose fastest
means of communication isarendezvous a acommon
system.

* Rule through the fear of force rather than force itself.
If weuseour strengthwisely, weshall cow thousandsof
worlds which might otherwise consider rebellion to
some degree. We can do thisthrough superior coordi-
nation and manipulation of information. For example,

Oversector groups could coordinateto makeaseries of

devastating attacks upon known planets of resistance,

taking careto eliminate any fleeing vessels capable of

making hyperspace. The operation would take severa

daysinorder tojumpto all suspect planetsinthe area
of operation.

After theoperation, we could report tothe mediathat
asingle Oversector group conducted asingleday opera
tion (without specifying the day) which was successful,
eliminatingresistanceon each of theworldsincludedin
the operation. Granting the citizens the impression of
an overwhelming force, one against which resistance
would befutile, would certainly reduce the chance of a
citizen fostering such resistance.

* Your Magjesty, it has long been my contention that the
average citizen has no grasp of numbers nor ahead for
calculation. | maintain that one of the ressonsfor the
effectiveness of the Star Destroyer is its size. When
citizens look at a Star Destroyer and then look at the
craft which might be made available to attack it, even
the best mind among them wishes to reject the notion
rather than approach the problem tactically.

| think this effect could be exploited to afar greater
degree. Theaveragecitizen dedsin symbols, not ratio-
nal analysis. If we present the citizen with aweapon so
powerful, 0 immense as to defy al conceivable attack
against it, a weapon invulnerable and invincible in
battle, that shall becomethesymbol forthe Empire. We
may need only a handful, perhaps only one of these
weapons, tosubj ugatethousandsof thousandsof worlds,
each containing millions upon millions of beings

This single weapon must have force great enough to
dispatch an entire system, and the fear it shall inspire
will be great enough for you to rule the galaxy unchal-
lenged. What do you need with the senatorial council
when you can give direct control of territories to the
regional governors? Sweep away the last remnants of
the Old Republic and let fear keep the local systemsin
line — fear of our ultimate weapon.
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The Structure of the Empire

The Emperor maintains power through a
bewildering array of crossed authorities. By
using this convoluted structure, Palpatine
insures that only he can speak with complete
authority, while al of the advisors, military
officialsand bureaucrats bel ow him must care-
fully guard their words and justify their ac-
tions.

The Emperor's advisors and COMPNOR
effectively control the massive Imperial bu-
reaucracy — and the advisors are allowed to
play their competing interests off each other,
often resulting in the bureaucracy's various
agencies working at cross-purposes.

Thelmperial bureaucracy runs each Impe-
rial agency, which has authority over a soe-
cific subject matter throughout the galaxy.
The Moffs have authority over their sectors,
and areresponsiblefor administeringthe sec-
tor-wide bureaucracy, which must answer
both to the loca Moff and the Imperial bu-
reaucracy. The Moffs are known to frequently
remold thelocal bureaucracies, includingthe
sector-wide government, planetary govern-

ments (through governors) and even more
localized governments, making them more
"agreeable" to the M offs personal objectives
while still adhering to Imperial standards.

M offs also have authority over themilitary
sector group in their sector, yet realize that
advisors, Imperia military high command,
and, of course, the Emperor, can seize con-
trol of sector group fleets at any time.

Thelocal system governors have only the
authority to run their own systems, and are
required to appeal to their sector Moff for
military assistance.

Imperial Intelligence reports directly to
the Emperor, as well as to sector Moffs.

In effect, dmost every individua within
the Empire has multiple agencies or individu-
as to answer to, keeping every petty and
ambitious bureaucrat and soldier off-balance.
The Emperor knows that no Empire seized
through deceit can be managed by trustin his
"supporters’ — he insures his continued
position by making sure that no one below
him truly knows their position within the
Imperial bureaucracy.

Imperial Sourcebook



Chapter Two: COMPNOR

Chapter Two

COMPNOR

16

(A report fromImperial Intelligence to an un-
named Grand Moff, prepared shortly after the
Battle of Yavin.)

COMPNOR, the Commission for the Preser-
vationof theNew Order, wasformedin Imperial
City months after Palpatine assumed power.
Initially COMPNOR was little more than a socid
gatheringforidealisticyoungbeingswhosawin
the New Order adeliverance from the chaos of
the dying days of the Old Republic.

One of the Emperor's advisors, one Crueya
Vandron, saw the potential worth of a populist
movement which could be molded into auseful
political tool. Overt encouragement and dis-
cretefundingwereprovided, givingCOMPNOR
the appearance of a spontaneous organization
enjoying phenomenal growth.

Crueya Vandron gave COMPNOR the re-
sourcesto grow, but the Emperor took ahand in
the shaping of the organization. His methods
were patient, defeating his opponents within
COMPNORnNotthroughviolenceorthreats, but
with ahidden, gentle, consistent pressurewhich
wore the opposition down. Those who opposed
the change in COMPNOR never even knew the
Emperor had done anything to ingtigate the
changes. Most could not even explain how the
nature of their organization differed fromwhat
they had envisioned.

Key members of the group were approved for
the Select Committee, that part of COMPNOR
that would oversee the rest of the organization,
withimplicit approval of the Emperor. Thenthe
changesbecamemoresweeping. TheEmperor's
peculiar genius was again demonstrated — he
had succeeded in having his enemies unknow-
ingly choose exactly the course of action he
desired them to choose.

COMPNOR is no longer an innocuous social
club. It has become apowerful tool for the New
Order. COM PNORactivelyattemptstobuildthe
ethic of the New Order into thelife of the aver-
agegalacticcitizen. COMPNORisa sorecruiting
young beings in huge numbers in order to as
sure that future citizens will consider the Old
Republic arelic of the past, committing their
lives totally to the New Order.

COMPNORs Role in the
Empire

COMPNORismorethan avoca and enthusi-
asticgroupcommittedtoraisingyounglmperial
citizens to be totally loyal to the Empire.
COMPNORhasmadegreat painstorecruitfrom
or insert members into the massive Imperial
bureaucracy. Intime, COMPNOR's influence
became so pervasive that the Imperial bureau-
cracy was under its complete control, and thus
absolutely dedicated to the whims of the Em-
peror. During that era, the bureaucracy an-
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swered to the Imperial Senate (in theory).
COMPNOR also took great pains to insert its
members into local bureaucracies, on the sec-
tor, system, planetary, and even city level.

After Palpatine dissolved the Senate ("for the
duration of the emergency"), COMPNOR's Se-
lect Committee was more than adequately pre-
pared to fill the void, directing virtually every
policy decision made by the bureaucracy. The
regional Moffs and governors had control over
their systems, but aso know that they will be
observed by countlessCOMPNORIoyalistsbelow
them. With COMPNOR at his command, thereis
no way to resist the will of the Emperor ...

Select Committee

The Sdlect Committee is the ruling body for
COMPNOR. The Select Committee has a vari-
able number of members, and the COMPNOR
charter provides for electoral and honorary
means of being named a member of the Select
Committee, but these are seldom invoked any
more. At its height, the Select Committee con-
tained over 25,000 members. The shadow of the
Emperor then fell across the Committee, and
membership declined precipitously.

No one knows exactly how many members
there are now. Thosein the lower echelons of
COMPNOR believetherearestill 15,000 or more
members. Thosewhoarehigher up quietly guess
that thereareperhapsonehundredththat num-
ber. The Sdlect Committeedeclinesto dispel the
confusion.

Sub-Adult Group (SAGroup)

SAGroupisacontractionfor Sub-Adult Group.
SAGroup is the largest branch of COMPNOR.
SAGroup has recently exceeded two trillion
members, and it isstill growing. SAGroup head-
guartersmostresemblestheoriginal COMPNOR,
an enthusiastic group who firmly believes the
New Order isthe best regime for the galaxy.

Other branches of COMPNOR often recruit
from SAGroup, but most other communication
with theother branchesis carefully screened by
the Internal Affairs division of the Imperia Secu-
rity Bureau (1SB). SAGroup isintentionally kept
ignorant of most of the darker aspects of the
Empire.

Those assigned to SAGroup headquarters
(SAGroupHQ) coordinate all of the communica-
tionsfor the divisions under them. They do the
job but not very efficiently. There is atradition
of mishandled communications which are
passed along as folklore to new members of
SAGroup.

SAGEducation (SAGEd)

Theprogramwhich gained COMPNOR aposi-
tive reputation on thousands of worlds,
SAGEducation succeeds in bringing learning to
billions of young beings who had fallen into the
cracks during the breakup of the Old Republic.
Itislargely unaffected by thechangesintherest
of the organi zation, and continuesto be popular
on almost every world served by SAGroups.

The personnel of SAGEducation are as dedi-
cated as those in SAGroupHQ, but they are
better organized. They believe in the future of
the New Order, and they believe in teaching
their charges to become as well educated as
they can in order to be better galactic citizens.
Many of the educators have been surprised that
thisattitude has caused theoccasional confron-
tationwiththelSB. The continued popul arity of
SAGEducation has moderated the | SB reaction,
but some of the educators are emboldened to
surreptitiously questiontheNew Order. Thel SB
will no doubt respond ...

SAGRecreation (SAGRec)

SAGRecreationwas created to providewhole-
some activities for member beings. Wegsphere
is their one real triumph, a competitive sport
which has caught on in thousands of systems.
Everything else suggested by SAGroupHQ is
often ignored by the SAGRec personnel.

Some branches of SAGRec have been filled
with future CompForce hopefuls. These SAGRecs
engagein harsh physical trai ningand wargames
as an introduction to military training. Some
have been reputed to hold exercises with blast-
ers, casually ignoring the removal of the
stunsafes which prevent lethal fire.

Motivation

Some of the SAGroup members fail to live up
totheideals of the New Order. If such behavior
is persistent, they are sent hereto learn how to
become useful citizens supportive of the New
Order. Thereported successrateof the motiva-
tion section at reforming recalcitrant
SAGroupers is nearly a five-fold exaggeration.
The Motivation section's reputation for making
surenotroublemakersarereleased beforetheir
compliancewiththe New Order isassuredly not
an exaggeration.

Recruitment

This group is gently wriggling from the con-
trol of SAGroupHQ), goaded by support fromthe
ISB. Their activitiesareat an all-timehigh, some-
times offering impressive incentives to parents
to have their offspring join SAGroup. The goas
over the next five standard years is to have
membership in SAGroup swell to 10 trillion.

Imperial Sourcebook



The Coalition for Progress

The Coalition for Progress is the central au-
thority and clearinghouse for the reports of all
of the Sector Monitors. COMPNOR members
inside and outside of the coalition simply refer
to it as "Progress.” Progress has grown from an
understaffed and underwhelming authority on
culture in the Empire to a large bureaucracy
with surprising efficiency at gathering and ana-
lyzing the information which pours in from the
Sector Monitors.

Recent events, however, have tied Progress
much closer to the Imperial Security Bureau.
They nowgatherlow-level intelligenceforthel SB,
sifting through literally millions of reports on the
chance of uncovering an as yet undiscovered
activity of the Rebdlion. Any pattern of activity
which strikes Progress as suspiciousis analyzed,
and the findings are passed on to the ISB.

Sector Monitor

A Sector Monitor is a collection of agencies
which theoretically report on the cultural
progress within a sector toward the perfection
of the New Order. The Sector Monitor does
roughsorting of data, largely by divisiontype. If
Progress considers data sensitive, they handle
the encoding of the reports and update the
COMPNOR members as to the security level of
their reports to the Sector Monitor.

Below the Sector Monitor are collections of
COMPNOR members dispersed throughout the
systems of the sector. These collections are
loosely grouped by thetypeof social activity on
which they are reporting.

Art

The Art group is easily the most despised
group within Progress by most of the citizens of
the Empire. The Art group reports on the suit-
ability of art forms within their sector, trying to
apply thesameausteretenets of the New Order
to every art form within the galaxy; sand-casting
of Tatooine,transnovel sof Cadomai ,participlays
of Besn, thedynami c hol oscul ptures of Ediorung
— all arejudged by the same inflexible criteria.

To the thousands of sophisticated species
who have developed their cultures over millen-
nia, the Art group has as much right to pass
judgment on art as an uneducated native has.
Most would accept the native's view as more
accurate.

When Art has something particularly scath-
ingto say about awork, they attach ahol opanel
near the site which continuously replays their
review. Theintensered of the wavelength given
thetext in these holopanel s has given the name
"scarlet" toany particularly unfavorablereview.
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"Drawing a scarlet” is now a guarantee of suc-
cesson scores of worlds.

Science

The Sciencegroupswereoriginally their own
group within COMPNOR. A political reshuffling
landed them under the wing of Progress. Sci-
ence does much more than report on the politi-
cal acceptability of scientific research within
their sector. They actively coordinate research
and development efforts geared toward enhanc-
ing scientific progress in the New Order. Many
of its members are scientists of firm conscience
who haveresisted COMPNOR'spressuretocon-
centrate on projects with direct military appli-
cations.

While the 1SB keeps a close watch on the
Science group, COMPNOR takes few reprisals
against those scientists who continue to do
basic research within their fields at the expense
of weapons programs.

Commerce

In the early days, COMPNOR used the Com-
merce agencies to work in conjunction with the
large commercial houses to design programs
for economic improvement on worlds within
the Empire. Successes included the Corporate
Sector System Development Programs, known
as D-Progs. D-Progs gave crucial and effective
adtofrontier worldswhich had been neglected
during the collapse of the Old Republic, making
them economically self-sufficient. In return, the
Corporate Sector Authority secured profitable
new markets.

Other programs were less worthwhile, in-
cluding the well-publicized disaster of the Na
tive Management and Industrialization Service

proclaiming the virtues of the New Order.

¢ Members of COMPNOR can be found all over the galaxy
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(NAMIS) on Gamorr.

Now Commerce is an organ for industrial
espionage against large commercial housesand
political strong-arming of those smaller com-
mercial interests which might have sympathies
for the Rebellion.

Commerce wants to make certain that the
Empire loses no more valuable technology to
the Rebels. Commerce does pass on break-
throughsproduced inthe Sciencegrouptothose
corporations which have served the Empire
well in the past.

Education

The Education agencies were given the man-
date to homogenize the level of education
throughout the Empire, to place emphasis on
the values cherished by the New Order. Unlike
SAGEducation, the Education agencies actually
do no teaching. Instead, they generate data
reports on how individual worlds should trans-
form their educational system in order to con-
form with the dictates of the New Order. The
Education agencies are now the subject of deri-
sioninagreat magjority of sectorsintheEmpire.

Conseguently, the Select Committee usesthe
Education agencies as dumping grounds for
incompetents who are politically useful to re-
tain somewhere in COMPNOR. With the excep-
tion of SAGroup, the rest of COMPNOR knows
this is the case. Being reassigned to an Educa-
tion agency is called being "sent to the idea
dusters."

Justice

The Senatorial struggle in the Old Republic
left a legal legacy full of complications, prob-
lems of precedence and reflexivity, and inequi-
ties under the law. Justice agencies were given
thejob to produce a uniform legal code which
would apply to the entire Empire. Unlike the
Education agencies, the members of Justice
realized that they would have to implement
their ideas as well as present legal theories to
the local systems. The legal system improved
greatly with the fervent efforts of the members
of Justice.

Recently, CrueyaVandron has been trying to
work the idea of "Imperial infallibility" into the
code. Hisefforts have been resisted almost to a
being within Justice. As a result, the ISB has
been harassing individual members, occasion-
aly trumping up charges against less promi-
nent members in order to intimidate the more
politically powerful. Progress has been assign-
ing new members to Justice who see things the
way the Emperor would like them seen.

The Coalition for
Improvements

Originally the Improvement Division of the
Commerceagencies, Improvementsbecameits
own group when the Select Committee began
reorganizing COMPNOR along the designs "sug-
gested" bytheEmperor. |mprovementsreceives
copies of Progress reports asforwarded by the
ISB. Progressreports cases of system deviance
from theideals of the New Order tothe ISB. The
Imperial Security Bureau assigns| mprovements
those cases which will require long term solu-
tions, especially when those solutions are best
not associated with the Empire.

Sector Development

Resources available to each Sector Devel op-
ment agency vary greatly. While the Emperor
personally approves of the methods of Sector
Development, there are other short term
projects which are given funding priority. Most
Sector Development agencies have adapted by
initiating low cost strategies, then pouring in
precious funds to whichever strategies demon-
strate the greatest promise.

Sector Development contains two depart-
ments, the Department of Modification and the
Department of Redesign.

Modification

Tothe public, Modification is an association
of technologists and system specialists who
help loca systems modify their technology to
Imperial standards. Whilethey do perform some
of that, their primary and secret purpose is to
slowly modify social conditionsand institutions
to cement a system's loyalty to the New Order.

Modification covertly promotes the careers
of beings whose politics match the Empire's
moreclosely thantheir rivals. They create small
perturbations which can interact to form social
problems of bewildering complexity, and then
help their chosen agents solve the problems.
Their methods take a great deal of time and
patience.

The Rebellion is, in the parlance of the mem-
bers of Modification, a"ste specific cause of
negative feedback." Modification sees the Re-
bellion as too specific to regions within the
Empire to ever have a lasting effect on the
Empire as a whole, especially given that the
Rebellion spends much of its time reacting to
the activities of the Imperial military. Modifica-
tion is content to wait the Rebellion out.

Redesign

Therearetimeswhen | mprovementsdecides
that alocal systemisvirtually unsalvageablein
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its current form — no degree of small modifica-
tionswill sufficeto move it securely intothefold
of the New Order. If aplanet is deemed to be of
marginal value, the problem is handed over to
the Imperial military. If aplanetisconsidered to
be of some value, Redesign will often augment
the military's actions.

Redesign describes its works with the murky
vocabulary of "state changes," "shock vectors'
and"bifurcationmanifolds." Theseneutral terms
mask some of the most evil actions taken on
behalf of the Empire. Redesign agencies rarely
have the resources to handle more than one
world in asector at atime— asmall mercy for
the citizens of the Empire.

CompForce

CompForceisthe military arm of COMPNOR.
They were created to give the Emperor large
forces other than stormtroopers on whose loy-
alty he could absolutely rely. They are carefully
selected volunteers from SAGroup. Assault vol-
unteers are given rigorous training, and then
put nominally under the command of a Sector
Group. Observation personnel are selected from
adifferent pool of beings than Assault person-
nel.

Regular Army and Navy personnel have no
love for CompForce. Regular troopers and
deckmen feel that CompForcers are given prior-
ity when it comes to new equipment or the
alocation of valuable resources, such as medi-

« CompForce troopers receive priority treatment in
the allocation of equipment, resources and medical
attention.
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cal attention. In sectorswhere COMPNOR hasa
particularly strong influence, thisistrue. Most
of the dislike stems from CompForcers rabid
adherence to the principles of the New Order.
While the average deckman or trooper believes
inthebasicsof theNew Order, they believethey
have better things to do with their spare time
than self-examinetheir livesin excruciating de-
tail to see how they might better serve the New
Order. CompForcersaretreated cooly through-
out the military.

Observation

Observation units are despised almost to a
being by the regular military. Observation units
are members of SAGroup selected for their po-
litical loyalty. In theory, they are then sent to
observe the Imperial military in action so they
might learn how the Imperial war machineworks.
In practice, they are spies who insure that the
officers and enlisted folk of the Imperial military
are acting with the proper respect for the New
Order.

Everyone serving knowsthey are spies (with
the possible exception of CompForce assault
teams, who are pretty blind to the shortcomings
of the New Order), and officers and enlisted
personnel alike detest having to pretend other-
wise. Acting in an insulting manner to an Obser-
vation officer is agood way to have a promising
career cut short, and Observation knows this
very well.

When their stint with Observation isup, most
volunteers forego joining the military but opt
forthelSB or another COMPNOR groupinstead.

Assault

There is no branch of service which takes
higher casualties in training than the Assault
arm of CompForce. SAGroup has such alarge
supply of primed volunteers that the Assault
arm can afford totrain by attrition —if you make
it through training you are combat ready. Of the
88 percent who fail to make it through training,
nearly one quarter of these are combat fatali-
ties. There is little exaggeration and a lot of
perverse pride in Assault's claim that "two die
for every onethat getsthrough.”

The ferocious training and indoctrination of
Assault arm does provide strong unit cohesion
for its troops, as well asinstill awillingness to
fight on despite heavy casualties. Training-by-
attrition does have a serious defect in that it
selects those who have been merely lucky, as
well as those who have natural combat skills,
and it processes so many volunteers through
training that it does amediocre job of teaching
vital combat skills to its soldiers.

In the field, this lack of training shows in
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higher than necessary casualties and failure to
succeed in objectives against well-trained
troops. Thisdeficiency isnot seen asimportant
for these reasons, the supply of volunteersis
not large, but it is certainly larger than the pool
for the Rebellion, and training an Assault arm
volunteer is cheaper than trai ning an equivalent
trooper in the regular Army.

Additionaly, theAssault armisarecent addi-
tionto COMPNOR. Some of the units are lasting
long enough to train themselves and pass on
skills to the volunteers who replace casualties.
Theseveteran unitsaregainingafearsomerepu-
tation which is deserved.

Imperial Security Bureau
(1SB)

Thel SBwascreatedtoincreasetheEmperor's
knowledge of political events, and as an inten-
tional rival to Imperia Intelligence. While the
ISB does not have the quality of intelligence
operatives that Imperia Intelligence does, it is
now the larger organization and is staffed solely
by those loyal to the New Order. The competi-
tion hasalso served to put alittlefire under both
organizations as they try to insure that their
intelligenceisasgood or better than therival's.

ThelSB Central Officeisamammoth complex
inlmperial City whichhandlesall of thecommu-
nications and coordination tasks for the whole
of the ISB.

Thel SB servesmoreof apolicefunctionthan
doestheUbiqtorateinIntelligence. Thel SB has
a more public presence. Its operatives, espe-
cialy in Surveillance, will often identify them-
s"vesasmembersof | SB, theintimidationvalue
being worth the loss of secrecy.

Commission of Operations

The Commission of Operations transmits
assignments through the Central Office directly
to the Sector Officer for the branch in question:
Surveillance, Invegtigations, Internal Affairs, In-
terrogation, Re-Education, or Enforcement. Any
coordinated actions between the different
branches within a sector, or between ISB re-
sources in separate sectors, is dictated by the
Commission and directed by the Central Office.
I ndependent coordination by sector resources
is strongly discouraged.

Surveillance

Surveillanceisthelargest branch of the ISB,
containing nearly 35 percent of all personnel.
The quality of recruit varies greatly within Sur-
veillance. The spectrum includes promising,
eager, but poorly trained candidates straight
from SAGroup, CompForce Observers with bet-

ter training, veteran officials from Progresss
Sector Monitors or Improvement's Sector De-
velopment, to local contactswith an interest in
subverting other local powers.

Surveillance's main purpose is to uncover
beings or activitieswhich might be helpful to the
Rebellion or otherwise obstruct the Empire's
plans. If Surveillance has enough suspicions,
they will turn the case over to Investigations so
more thorough action can be taken.

The second purpose of Surveillance is put-
ting the fear of the Empire into citizens who can
be scared out of helping the Rebellion.

This is the use to which the rawer recruits
and less skillful veterans are employed,

Investigations

Investigations draws its talent from proven
agents in Surveillance, also drawing asubstan-
tial number from the Modification operatives
who are looking to put their expertiseto usein
anew direction. Their professionalism and ex-
pertiseis considerably higher than that of Sur-
veillance.

I nvestigations agents have direct communi-
cation linksto military forcesin thearea. These
links are pre-approved by the Sdlect Committee
and the appropriate Moff or Grand Moff. Inves
tigations individuals or teams may therefore
cal on a considerable degree of firepower if
things become rough. This action was taken as
away of cutting down response times to legiti-
mate Rebel threats which are too large to be
handled even by ateam of competent agents.

It is worth noting that this tactic works on
both heavily devel oped and largely rural worlds,
abeit for different reasons. On urban planets,
ISB agents can operate unnoticed, and then call
inthemilitary to"swarm™ the unfortunate Rebel
base. On rural planets, the ISB agent cannot
expect to devise a convincing cover identity,
but 1SB's reputation aloneis normally enough to
gain the agent the cooperation of fearful locals.
In either scenario, Rebel operatives are flushed
out and eliminated.

Investigations has developed a grudging re-
spect for the Rebel Alliance and its agents. A
body of |loresurroundingthestory of thehunter
and hunted, and how quickly the distinction can
turn, has grown quickly. A few, such as Mar
Barezz's continuing struggle against the Rebd
spy Tiree, and Huorne and Parl's series of gam-
bits against the Rebel Mon Cd Ackbar, have
become legend.

Internal Affairs

Internal Affairswatchestherestof COMPNOR,
Closely. Their agents pay specid attention to
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Science, Commerce and Justice groups within
Progress, and Enforcementsinthel SB. Whether
or not Internal Affairs has the authority to moni-
tor the Select Committee is not clear; it is clear
that Internal Affairs does not consider the Select
Committee to be above suspicion.

COMPNOR rules and procedures have a-
way's been pretty sloppy onthe point of internal
policing of their members. Internal Affairstakes
advantage of every ambiguity and gray areato
expand their power.

The agents of Internal Affairs are isolated
from the rest of COMPNOR. They have devd-
oped their own jargon, their own interpretation
of the New Order, and have recently reorga-
nized the agency to give lone agents greater
authority to act on their own initiative. Other
branchesof COM PNOR havecomplained about
theunusual autonomy of Internal Affairs. Crueya
Vandron or the Emperor, perhaps both, must
support this mode of operation, for nothing has
been doneto stopit.

Internal Affairscallstheir field agents "keyns,"
after arenown tracking carnivore of the Gontzol
system, while members of the investigative staff
who go over all theinformationretrieved by the
keyns are called "dirtbugs,” aterm they con-
sider to be complimentary.

Internal Affairs has an amazing collection of
terms to differentiate between the ways they
conduct an investigation. To "audit" isto con-
duct an investigation in which the target and
everyonearound himknowstheinvestigationis
being conducted. "Finesse" is away of investi-
gating a person by asking their help in rooting
out other traitors in the hopes they will give
away incriminating evidencein their eagerness
tofinger others. "Scattering" is the technique of
grabbing someone against whom you have no
evidence, then watching the behavior of his
associatestoseeif any react i n suspiciousways.

"Crustbusting" is harassing asuspect in the
hopes he will do something criminal. "Cultiva-
tion" is allowing a suspect against whom you
have evidence of minor wrongdoing to proceed
unhindered so agents can catch the suspect and
any associates in a larger crime, while "irriga-
tion" is covertly staging events so a cultivated
suspect has a greater opportunity to commit a
larger crime.

To "Jabba' is to set asuspect up in ano-win
situation in which he must, at least technically,
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commit acrime. Internal Affairsthen promises
to forgive the crime if the suspect does a few
favors. Doingthesefavorsinevitably causesthe
suspect to commit some other crime, which will
beforgiven if the suspect doesthesefew other
favors. There are over ahundred termsfor the
fine shadings of operations which Internal Af-
fairs conducts.

Interrogation

Those beings caught by Investigations who
are suspected of knowing more than they have
beenwillingto divulgearesent to | nterrogation.
The information uncovered is sent back to In-
vestigations. No one really knows what then
Eappensto the suspects. No onereally wantsto

NOw.

Re-Education

When Internal Affairs convicts a COMPNOR
member of a crime, the member is sent to Re-
Education. Many of these people actually do
return to COMPNOR, although they are always
sent to apost of lower importance. Co-workers
report that it is eerie working with the return-
ees. The returnees react strangely to the other
workers, their conversation seems disjointed,
their emotions out of phase with the situation.
Officially, returneesare called " Graduates of Re-
Education" or "Re-educated." Most COMPNOR
members say the graduates have been "Re-
brained."

Enforcement

Enforcement providesspecialized musclefor
the ISB, occasionaly for Internal Affairs, but
most often they lend their expertise to Investi-
gations. Enforcement isthe only division within
all of COMPNOR which hiresbeingswho are not
COMPNOR members. Not only does this in-
crease the amount of available talent, but En-
forcement often has to take actions which the
Select Committee would rather not be done by
COMPNOR members.

Hiring outsiders causes Internal Affairs to
take a keen interest in Enforcement. Internal
Affairs considers the use of unindoctrinated
personnel to be a bad risk, especialy given the
delicate nature of many of their missions. En-
forcement tries to protect its operatives from
unwarranted interference from Internal Affairs.
The result has been atension within the ISB as
no one can avoid the conflict completely.
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ChapterThree
Imperial Intelligence

(A report fromthe Imperial Security Bureau to
the | SB Central Office, prepared shortly after the
Battle of Yavin.)

Imperia Intelligence is one of the few New
Order organi zationswhich hasremained largely
unchanged since the days of the Old Republic.
There were four organizations which gathered
and analyzed intelligence for the Senate and
other agenciesof theOld Republic—theRepub-
lican Security Organi zation, the Senate Bureau
of Intelligence, the Interstellar Consortium on
Technology, and the euphemistically labeled
Special Acquisitions Branch of the Library of
the Republic.

Asthe Old Republic began to rot from within,
the directors of the four agencies discovered
that they were routinely being used by unscru-
pulous Senators who bribed lower level func-
tionaries within the agencies to pass along mis-
information through agency channels, in order
toinfluencei mportantintelligencereportswhich
were presented to the Senate. The Senators
greed caught up with them; they often weretoo
cheap to bribe operatives of all four agencies,
relying ontheinnatedistrust of theintelligence
agencies toward each other to prevent them
from comparing scandocs.

A number of directors met during the last
days of the strugglefor the Senate. The negotia-
tions were unprecedented in their openness
and willingnessto compromise personal power
in order to maintain an effective intelligence
organization for the government. But which
government? Thedirectorsfelt the Republicto
be unsalvageable. In their opinion, the rot had
gonetoo far, and there weretoo many constitu-
ent worlds to install an effective new govern-
ment based on elected representation. A strong
central government was needed — exactly the
sort of government which Palpatine and his
New Order promised.

Next they agreed to quietly and unofficially
merge their four organizations. Information
would be shared and compared among the

branches of the organizations in order to de-
crease the odds that the information was "con-
taminated." To oversee this process and the
new intelligence organization, the Ubigtorate
was created. This was a governing body for all
parts of the organization.

Once Palpatine was in power and the Empire
wasformed, the Ubiqgtorate could operate with
the Emperor's blessing, and the pretense of four
distinct organizations was discarded. Imperial
Intelligence was born.

There are indications that the efficiency, pro-
fessionalism, and speed with which Imperial
Intelligencewasreorganizedfrightened someof
the Emperor's advisors, quite a few of whom
had used the Republican versions as they
wished. Imperial Intelligence believes the flaw-
lesstransition and expansion of capabilities are
the reasons the advisors — through Crueya
Vandron — created COMPNOR and theSB.

The Ubiqgtorate considers COMPNOR (espe-
ciallythelSB) to be, at best, amisuse of valuable
resources. At worst, COMPNOR is a case of
arming and authorizing talented but untested
amateursto defend the Empire, theentirebasis
of their strategies and tactics being afew holos
of political aphorismsonthe New Order. Impe-
rial Intelligence has cautiously presented evi-
dence to the Moffs and Grand Moffs to whom
they report, aswell asthe Emperor himself, that
COMPNOR has often incited as much rebellion
as COMPNOR has been able to squelch. The
Grand Moffs are the only ones who give this
information apositivereception, and eventhen
it is mild. Imperial Intelligence is therefore reso-
lutely determined to do the whole job them-
selves, even if it means cleaning up "the muck
left behind by COMPNOR."

Ubiqgtorate
On many worlds, "Ubigtorate" has come to
be the name for the whole of Imperial Intelli-
gence. The name came to light in severa
COMPNOR scandocs which were accidentally
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transmitted to a mediabeamcast in the Qeimat
system. Thescandocsthemselvesindicated that
theauthorswerenot awareof thereal roleof the
Ubigtorate, and Imperia Intelligence saw no
reasonto correct their error. Fromthe beamcast
the name caught on, as the Ubiqgtorate sounded
moremysterious, omnipresent and threatening
than "Imperial Intelligence."

TheUbiqgtorate oversees all of the activities
of Imperial Intelligence at the highest levels.
Details and tactical considerations are decided
by the appropriate bureau or branch of Imperial
Intelligence. The Ubiqgtorate never concernsit-
self with those. The Ubiqtorate formul ates strat-
egiesforthe bureaus of Imperial Intelligenceor,
as has recently become common, presents the
bureauswith aset of goalsand very broad grand
strategic considerations and asks them to plan
an effective strategy. With the exception of Ad-
justments, members of the Ubiqgtorate never
have any communication with personnel at the
sector or system level. They would certainly
never deal with an individual field agent.

The members of the Ubiqtorate are anony-
mous. They are unknown to their subordinates;
a member of the Ubiqtorate is likely to be ac-
quainted with theidentitiesof perhapsathird of
themembers, and to havepersonal contact with

 IntSec personnel provide security for Imperial
Intelligence.

only ahandful. When communicatingtothe rest
of Imperial Intelligence, the members of the
Ubiqgtorate identify the originator as
"Ubiqtorate," never anindividual. Thispractice
has been imitated by other organizations, most
notably the Select Committee of COMPNOR.

Created through a compromise, the
Ubiqtorate has become an organization of sur-
prising thoroughness and effectiveness. It con-
tinues to improve.

Adjustments

Adjustmentsisthe most elite branch of Impe-
rial Intelligence. It consists of agents who re-
ceive their orders directly and in person from
theUbiqtorate. Norecord of their ordersisever
kept, and no mission files exist within Sector
Plexus for these agents.

Whenever the Ubiqgtorate feels a critical situ-
ation has dipped from the control of Imperial
Intelligence, and that thesituationisbeyondthe
normal capabilities of the bureaus but not yet
completely hopeless, Adjustments is called in
to restore order. The Ubiqgtorate briefs the Ad-
justment agent or team on the problem and
what resources are available to solve it. Adjust-
ments then solves the problem.

Internal Organization
Bureau (IntOrg)

Called"IntOrg" by thosewithin Imperial Intel-
ligence, this bureau's mandate is to protect
Imperial Intelligence's security from outside
threats and those which might be generated
fromwithin. AsIntOrg must deal with therest of
Imperial Intelligence, its agents have cultivated
a highly civil manner and a strong sense of
political etiquette, and then combined those
with compl ete ruthlessness when the stakes are
high and the threat is redl.

IntOrg is committed to the security of Impe-
rial Intelligence, but rarely abuses its authority
or conducts political witch-hunts. As a result,
IntOrg enjoys a good reputation among the
agents of other bureaus.

Internal Security Branch (IntSec)

Internal Security Branch (IntSec) is respon-
siblefor the physical security of thepersonnel,
materiel and facilities of Imperial Intelligence.
Originally considered a branch for the unambi-
tious (especially by members of IntCon), IntSec
has upgraded its personnel and procedures in
response to bolder attacks by forces of the
Rebellion. Their abilities have improved faster
than their image; there is still a huge body of
IntSec jokes making the rounds of the bureaus
and branches.
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IntSec officers are the only Imperial Intelli-
gence personnel to obviously carry weapons
while within intelligence facilities. They have a
great many plainclothes agents who will oper-
ateoutsidethefacilities, tryingto spot and stop
potential trouble before it is realized.

Internal Counter-intelligence Bureau
(IntCon)

Internal CounterintelligenceBranch (IntCon)
looks for enemy agents or spy rings which may
havebeenimplanted in Imperial Intelligence by
the Rebellion or other forcesinimical tothe New
Order. Through Sector Plexus, they have an
extraordinary freedom to access any datathey
may consider useful, in many cases obtaining
theinformationmorereadily thanwould amem-
ber of the Ubigtorate. IntCon deals with all
levelsof Imperial Intelligence, but recently they
have begun to devote a greater proportion of
their resources to personnel at the bureau level
of Imperial Intelligence.

IntConamost resembles Imperial Intelligence
in miniature, with its own sectionsfor Analysis,
Operations and Intelligence. The boundaries
between these sections often blur, and IntOrg is
renown for itsloose structure and the informal
environment in which its agents work. Informa-
tion inside IntOrg is heavily secured against
access by parties outside IntOrg, but there is
literally no information security from other
members of IntOrg. Thisopennessis how IntOrg
monitors itself — every decision, action, or
piece of data generated by amember of IntOrg
is availableto any other member of IntOrg who
choosesto examineit. Thislack of secrecy, and
often privacy, makesit almost impossiblefor an
enemy spy to operate within IntCon.

Analysis Bureau

This bureau handl es gargantuan amounts of
datafromtensof millionsof sources. Inaddition
tolooking for enemy activity, itlooksfor patterns
or trends in socia datawhich might be useful to
the agents over in Intelligence. Analysis also
handles, examines and copies useful technolo-
gies, even developing afew of their own.

Media

Media branch pores over public scandocs,
newsdocs, holos, comlinks, beamcasts, every
form of media in the Empire, looking for pat-
terns or hidden meanings which might betray a
clue as to an enemy's plans and operations.
Media can, with substantial assistance from
Sector Plexus and the Imperial CompLink, give
at least acursory examination of al mediainthe
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Empire simultaneously. While they regularly
concentrateonasignificantly smaller portion of
the Empire, they do cast their net wide often
enough to make a professional judgment as to
whether or not a new media source should be
monitored on amore regular basis.

Signal

Signal has a saying: "Media examines every
mediamessage in the galaxy. We handl e every-
thing else so they can have the easy stuff." This
isprobably an exaggeration, butthejob done by
Signal is indeed enormous. While Media moni-
torstheintended message, Signal examinesthe
channel through which the information was
transmitted.

Signal samplesand checkscarrierwave codes
and CompL inkprotocols, scanratesonscandocs
and imagepacks on holos to see if any informa-
tion is being sgueezed into the space between
what a citizen would ordinarily sense. Signal
examines line noise to see if it might contain a
pattern rather than random error. Broadcasts
and beamcasts are examined to seeif the backup
information sent with the primary information
actually matches and, if not, how they differ.

The agents in Media sarcastically refer to
Signal as "a group of beings who sort through
the garbage in order to discover what a family
said to each other at breakfast." Signal does
occasional ly overreach itself, applying blindingly
sophisticated mathematical techniques to
sgueeze nonexistent meanings from chaotic

« Analysis Bureau checks sources from all over the Empire in its
search for enemy activity.
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data. However, it was Signal which discovered
that LeiaOrganahad the plansto the Death Star
through the analysis of un-shielded ELEL (Ex-
tremely Low Energy Level) transmissions from
her ship.

Cryptanalysis (Crypt)

When Mediaor Signal finds evidence of coded
communication, they giveit tothe Crypt. Those
who work in Cryptanalysis call themselves
"lignyots." Why they call themselves lignyots,
and if theword has any meaning independent of
Cryptanalysis, is not known by anyone in the
other branches. This is as intended.

Lignyots have gone out of their way to create
abizarre reputation for Crypt. They have sent
scandocs to other branches in simple codes,
which mutate into an unflattering holo if not
broken quickly enough. They try to break the
security of the communications between
branches, forging inflammatory messages on a
secure channel when they succeed.

They will often move the entrance to their
offices or relocate their facilities entirely, leav-
ing only a puzzling scandoc as to their new
location. All communications to the Sector
Plexus from the new branch office have invari-
ably been relayed through thousands of points
before reaching Sector Plexus, making success-
ful tracing almost impossible.

The bureaus have complained to the
Ubigtorate about the unprofessional behavior
of Crypt. Lignyots have always defended them-
selves by saying the relentless, time-critical
nature of their responsibilities entitles them to
be a bit crazy. The Ubiqtorate decided that
Crypt'sbehaviorwasan opportunity ratherthan
aproblem. Whenever a Crypt office does some-
thing off-beat, another branch is assigned to
deal withtheproblem asif it werean exampl e of
enemy-generated activity. The lignyots have

* Intelligence uses various interrogator droids to
gather information.

calmed down quite a bit since the time one of
their branch offices relocated, and within eight
days Assassination had found and liquidated it.

Tech

Tech has two jobs — to figure out how an
enemy's hardware works, and to provide Impe-
rial Intelligence with hardware which is supe-
rior to that. Tech has a lavish budget and a
number of highly skilled personnel whose mo-
ments of brilliant inspiration can translate into
innovative technology. Unfortunately, the ad-
ministration, chosen from scientists and tech-
nologists within the branch, is often lost when
having to decide upon the proper priorities for
projects which lie outside their area of exper-
tise.

Consequently, Tech doesabetter job analyz-
ing enemy gear than in producing its own. With
the hardware in front of them and orders to
figure out how it works, Tech scientists do the
job better than anyone else in the galaxy. It is
when they must set their own goals and criteria
{(plr project success that the process goes off

ilter.

Interrogation

When Rebels or other enemy agents are cap-
tured by Imperial Intelligence, they are usually
sent to Interrogation. Interrogation is not as
bloodthirsty as its counterpart in COMPNOR,
anditisslightly lesseffectiveincracking Rebels.
Interrogation often has alarger purpose, work-
ing on the assumption that the Rebellion will
work as hard as possible to render any divulged
information useless. Unless the Rebel is be-
lieved to hold vital information, interrogation
will be light.

However, a larger number of psychological
probes will be made of the prisoner, and direct
neuroprogramming of susceptibleprisonerswill
result. Theresults of their novel techniques are
undetectable by everything but the most ad-
vanced medical probes, of which therearevery
few and every one of which is under Imperial
control. Whileexpensive, reprogrammed Rebels
have a high reliability as double-agents, and
have provided Infiltration with some of their
best agents.

AstheRebellion isdowly becoming aware of
this tactic, Interrogation has modified its ap-
proach to stay one step ahead of the Rebels.
They now release more Rebels than they once
did, including somefairly valuable to the Rebel -
lion. They only reprogram afew. As suspicion
fals on dl of the released prisoners, the Rebd-
lion is torn whether or not to accept any, al or
none of the prisoners. The doubt and debate
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has been enough to significantly lower the mo-
rale at some Rebel bases.

The second modification is to use image sur-
geryonareprogrammed agent, havelnfiltration
brief him, and then have him join the Rebel
Alliance as an unknown recruit. While this
method takes considerable time, no agent who
has been infiltrated in this way has yet been
discovered.

Bureau of Operations

Of al the bureaus in Imperia Intelligence,
this is the one which is called the "Bureau"; no
onein Imperial Intelligencefor morethan afew
days would call it anything else. The Bureau
handles the covert operations which are be-
yond the scope or require greater resources
than those of the average system cell. The Bu-
reau may send in a team of specialists to a
sector, in effect creating an at-large system cell,
or they may send afew agents to augment an
existing system cell for a single mission.

Surveillance

A point of pride with Surveillance is their
small size, especidly in comparison with the
huge organization maintained by COMPNOR
through the 1SB. Imperial Intelligence has less
the one agent in Surveillance for every 70 so
dedicated in the ISB, yet Surveillance success-
fully keepswatch on more seriousthreatsto the
Empirethan doesthe ISB.

Intelligencegives Surveillance megascandocs
of material on potential enemies of the New
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Order; the genius of Surveillanceistheability to
sort through the information and unerringly
sect suspects who are currently involved in
anti-Imperial activity. Surveillance agents are
thoroughly briefed on everythingwhichisknown
about the suspect. Often morethan one agent is
selectedfor animportant case, and Surveillance
actively solicitsthe hel p of any availablesystem
cdls.

Surveillanceagentsarewell trainedinabroad
variety of skills, including combat skills. They
areexpected to handl e situations by themselves
in the field — there is not likely to be enough
timeto call in backups. Surveillance agents are
expected to make arrests if the suspects will get
away with acritical crime, and if arrest looks
untenable, stop the suspects in any way the
agent can.

Infiltration

"There are three ways to defeat your enemy.
The first, and most obvious, is to better himin a
trial offorce. The best way is to have him destroy
himself; few enemiesare so obliging. The middle
way is to destroy your enemy from within. Judi-
cious application of the middle way shall make
your blows moreeffectiveif you later taketheway
offorce. Fromthe middle way it is also possible to
push your enemy onto the path of self-destruc-
tion."

— Uueg Tching of Kitel Phard,
54th Emperor of Atrisia

When they join Infiltration, every agent is
told the legends of Uueg Tching. The ancient

,

From: Dr. Tobias, Analysis. Tech

To: Hyndis Kogler, Bureau: Infiltration

Subject: Superior Utilization of 3PO Human-
Cyborg Relations Droids

Confirmed: SEND; TRAN9/9; RECV

Context: 4E16; AOPT; ASY'S; ROPT;

Phasecycle: PSEG388393131;1CON;
02.00BMUT;01.00RMUT

Hyndis,

| am dismayed that you have not seenfitto
reply to my request of an evaluation of our
scheme for using 3PO Human-Cyborg Rela-
tionsDroidsforinfiltrationof enemy facilities.
In order to refresh your memory of my previ-
ous communication, | herein summarize my
important points:

1 3PO droids are nearly universal. They
could be inserted virtually unnoticed into any
Rebel camp, having unquestioned access to
most areas. The Rebels would never suspect

\
such alow-cost piece of hardwareas beingan

integral part of Imperial Intelligence.

2. Dr. Lucien guarantees me that only mi-
nor modifications are necessary to a 3PO's
already impressive array of sensorsin order
to make it afirst-class intelligence-gathering
droid,costingthousandslessthantheAkrayd
Viper Probe Droid.

3. A 3PO unit has built-in hardware, the
TranLang !l Communicationsmodule, which
allowsitto speak millionsof languages. Given
that the Rebellion recruits scum from any-
where they can find it, a facile ability with a
great many tongues could be a significant
advantage, allowing a few 3POs to replace
hundreds of less linguistically adept agents.
Just think of the savings to the New Order!

4. | can arrange for animpressive demon-
strationforyouif youwouldlike. | amsurethe
results would surprise you.
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emperor's success against the peoples and na-
tions of the newly-discovered continents on his
world was spectacular; of greater interest to
Infiltration isthe manner in which Uueg Tching
managed to subvert no fewer than 30 separate
rebellions against his tyrannical rule.

After indoctrination, Infiltration agents are
often reassigned to Intelligence, assigned as
assistants to a few sector branches, and then
assigned to Sedition (Intelligence Bureau). The
agents learn vast amounts during this period.
Many agents have to be released because of
overuse of the mnemiotic drugs given agentsto
enhancetheir learning. Thosewho survivewith
their minds intact know agreat deal.

Oncethey have finished their stint with Intel-

ligence, agents are then tested to see for what
sort of missionsthey are best suited — doubl e-
agents, moles, or "polwocz."

Double-agents are active operatives, taking
part in enemy actions against the Empire. Their
jobistogive Imperial Intelligence good enough
information to allow the Empire to do greater
damagetothe Rebellionthan the double-agent's
operations do to the Empire.

A moleisinserted behind the lines, to trans-
fer important intelligence about enemy activi-
ties when the opportunities arise.

A polwoczisatypeof creaturelocatedinthe
Spinward sector. Their spawnlay underground,
undetected for years or even decades. Once
hatched, the larvae initiate a feeding frenzy

N
From: Hyndis Kogler, Bureau: Infiltration mobile garbage compactor from Astromech or Cybot
To: Dr. Tobias, Analysis: Tech Galactica. | feel Infiltration is best staffed by beings
Subject: Y our Droid Scheme rather than droids; we are still more effective than
Confirmed: SEND; TRAN9/9; RECV any droid yet invented.

Context: 5E13; AOPT; DSYS; ROPT; ;
Phasecydle: PSEG 7519285763950326; LINE; i ;‘bﬁr' ', g;tgg?,? B sHE AR O T
00.06BMUT; 00.15RMUT Read this part carefully, Tobias. | am extremely
Dr.Tobias, angry over your demonstration. On Stensen's Colony
| have received dl of your communications on there are Ghothian slime pools which display a
theuseof 3PO droidsforinfiltration. Wehave given greater degree of intelligencethanyou didwhenyou
it agreat deal of consideration. | am responding in initiated this project.
sufficient detail to each of your points that you | was scanning by my terminal when the security
might understand our point of view. system notified me that a droid with an improperly
1.3POdroidsareindeed nearly universal through- coded 1D chip had entered the perimeter office a
out the galaxy, being one of the 20 most popular split second before. | notified IntSec personnel and
droid models of all time, with more still being pro- ~ then grabbed a few men from Infiltration to try and
duced. This meansthat if theRebelshaveanyneed ~ head it off before it reached any sensitive areas
for a3PO, they could have easily picked up what- within the office. As | rounded the corner | spotted a
ever quantity they need. We suspect their need is 3PO waddling casually toward asector office. It was
minimal. As for the ease of infiltration, the most then that | spotted Dr. Lucien's modification. Y our
difficult thing about infiltratingthe Rebelsisfinding ~ droid had timeto say, "Oh dear, theremust besome
some Rebelsto infiltrate. Our agents haveto bein ~ Mistake," beforeweblasteditslegsoff. Satisfiedthat
placefor months or years bef ore getting achanceto thedroidhad noweaponry, weinterrogatedit. | have
jointhe Rebel Alliance. We cannot just ship3POsto had nomorethan the standard course on interroga-
them. tion given by your bureau, but | had the 3PO spilling
Additionally, itiseasiertoscandroidsthanliving 1t chips before | had bolstered my blaster.
beings, as droids are still simpler constructs and Cuteidea, tryingtoinsertadPOintol nfiltration. It
they arefar moreuniformthanany singlespeciesin V@ @ stupid idea having the 3PO transmit its find-
the Empire. ingsdirectly toyour officefortwo reasons. First, any
5 ik ST unsecured transmissions in our office will be de-
2.1 have seen Dr. Lucien's mo_dlflcatlons. _The tected — not might be, will be. Second, for direct
dedicated energy receptor (DER) iscoveredwitha  trgngmissionyou had to givethedroid exact coordi-
translucent membrane which from certain angles nates to your office. If we hadn't known where your
gives the 3PO the appearance of athird eye, some-  office was, we would now.
thingwhichwill undoubtedly raise suspicionsamong So Tobias, it wasastupid ideato send those eight
observant Rebels. other 3POs out to find Rebel bases to infiltrate. The
3. | am sure the Ubiqtorate appreciates your Bureau has managed to recover seven of them, but
efforts to save the New Order a few credits by oneof themisstill out there. If wedon't find that last
replacing agents with droids. | certainly do not droid before the Rebels do, you may get a close up
appreciate the prospect of being replaced by some opportunity to see how Rebel equipment works.
\ -
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which is reputed to destroy entire cities. A
polwocz istherefore an agent who isto be used
just once, at acritical moment when his use can
be devastating to the enemy.

Renik

Renik isthe branch in charge of counterintel -
ligence, which is the art of identifying and dis-
mantling enemy spy operations. If a particular
spy operation is considered to be potentially
useful, Renik hands over dl information on the
enemy operation to Infiltration, which takes it
from there. If the enemy group is considered
insignificant or too dangerous to allow contin-
ued operations, Renik destroys it.

The branch has built a considerable myth
about where the name Renik came from. They
now claim an ancient species existed inthe Galac-
tic Core caled the Delorf. The Delorf were a
pastoral species, one which never aspired to
technological achievements. But many among
them had an innate sense which alowed them to
feel treachery and animosity in another being,
Deiorf or not. Upon sensing animosity in another,
the Deorf sengitives would gather and poal their
energiesinto aritual cdled "Renik." Renik would
cleanse the hostility and treachery from the tar-
get being, making him one of the Delorf inmind if
not in body.

It is far more likely that the term Renik is
derived from the last respected counterintelli-
gence officer in the Old Republic, Admiral Kiner.
Beingcounterintelligence, thenamewasreversed.

Diplomatic Services (DiploSer)

Diplomatic Servicesisthe catch-all branch of
the Bureau. It provides a sizable portion of the
personnel for trade and diplomatic missions
found in Imperial garrisons, as well as political
experts for planetary governments and Moffs.
Many of these personnel are well trained and
expected to perform only their overt duties,
with the exception of reporting their action to
Imperial Intelligence. Others are more clandes-
tine agents, some sent on specific anti-Rebel
missions, but most sent to establish and orga
nize system cells within their area of influence.

Destabilization (Destab)

Referred to as "the quiet branch,” no one
hears much about Destabilization. Part of the
reason is that Destab keeps its operations very
quiet. The rest of it is the fact that Destab
operations make a large number of Imperial
Intelligence agents queasy. Destab has been
known to move from what agents consider le-
gitimateintelligenceoperationsinto full-fledged
atrocities. Given the shadowy ethics of Imperial
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Intelligence, this says quite abit about Destab.

Officially, Destabilization isthe branchwhich
specializes in "taking the fabric which holds a
people, society or government together and
unraveling it." Agents from other branches sug-
gest Destab's methods more closely resemble
shredding.

Assassination

Unlike Destabilization, Assassination is a
branch which is wholeheartedly embraced by
the agents of other branches; assassination has
long been a legitimate means of removal of key
membersof theoppositionfor intelligenceagen-
cies. The ban on assassin droids has enhanced
the image of assassination being a fair contest
between the hunter and the hunted. While As-
sassination is careful not to unnecessarily di-
lute this image, its agents are trained to take
every advantage, to use every trick and subter-
fuge possible; in short, to weight the contest as
much in the favor of the assassin as possible.

Assassination has been careful to select only
thosetargetsforwhich missionsuccessisprob-
able. Itisatributetotheir highly trained agents
that the actual success ratio is higher than the
theoretical one. This has only served to en-
hance the mystique of Assassination within
Imperial Intelligence.

F

e
¥

« While technically illegal, assassin droids are still
used for certain choice assignments by Intelligence.
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Intelligence

When Analysis finishes sorting, cleaning, de-
coding, or otherwisemani pul ating thedatasent
to them, they pass it on to Intelligence. Intelli-
gence has culled experts from all over the Em-
pire. They haverecruited military experts, cul-
tural experts, experts in politics, economics,
scienceandtechnology, expertsina most every
possible field of endeavor, intelligence has
plucked experts from universities, corporations,
planetary governments, artistic movements,
religious movements, themedia, the underworld
—they havepulled in expertsfromnearly every
conceivable place or organization, including
some turncoats from the Rebellion.

I ntelligence combinesthe vast knowledge of
its agents with the most sophisticated com-
puter models in the galaxy to predict trends or
futureactions of the enemies of the New Order.
Thesepredictionsarerefinedintoreportstrans-
mitted to the Ubigtorate. From these reports,
the Ubiqtorate establishes priorities and sets
strategiesfor thewhole of Imperial Intelligence.

External Communications (ExComm)

Sector Plexus has the normal conduits for
information between the Bureaus and the sys-
tem cells. ExComm is a branch with its own
communications equipment. While much
smaller than Sector Plexus, ExComm isused for
emergency communication with system cells,
or for priority communicationswith the military
forces of the Empire. ExComm is used for those
rare times when the labyrinthine communica-
tion works of Sector Plexus are just not quick
enough.

Sedition

Sedition is a branch of Intelligence which
specializes in knowledge and predictions on
organized opposition to the Empire. Sedition
has been growing rapidly in the past few years,
keeping pace with the increased resentment to
the Emperor's rule.

Crisis

Crisis is not a permanent branch of Intelli-
gence. It is created as need arises, a Crisis
branch for each active hot spot within the Em-
pire. A Crisis branch isin constant contact with
the Ubiqgtorate, and ExComm facilities are a
their disposal for direct contacts with Grand
Moffs, and even the Emperor if the situation is
dire enough.

Sector Branches

The sector branches are the basic divisions
of Intelligence. Thereisasector branchfor each

sector in the Empire, and each sector branch
has scores or hundreds of experts within it.
Sedition and Crisis draw from the sector
branches as is appropriate for the situation
currently under consideration.

Sector Plexus

Sector Plexus is the heart of the information
system for Imperial Intelligence. While none of
the bureaus are completely centralized, Sector
Plexusisthe most dispersed. Equipped withthe
most advanced communi cation computers and
equipment inthegalaxy, Sector Plexus conduits
handl e better than 99.95 percent of all Imperial
Intelligence communications. The Plexus en-
codes, categorizes, transmits, stores, receives
and decodes more messages in a single stan-
dard day than most planetary communications
netswill transmit in over 800 standard years.

Sector Plexus assigns each agent or branch
officeits code number and sequence, and Plexus
computers compute and send agents the PSEGs
they are most likely to need (see "How to Read
an Imperial Intelligence Scandoc"). There are
typically half a dozen PSEGs for a field agent,
5,000 for atypical branch office agent, and bet-
ter than amillion for a high ranking official of a
bureau. Sector Plexus records and updates all
PSEGs accordingto acomplicated security ago-
rithm. If a transmitting agent's PSEG is suffi-
ciently out of date, even if the message is en-
coded properly, the computers will transfer the
messageto aPlexus officer who decideswhether
or not to authorize the sending of the message.
These officers will often route copies of mes-
sages which are the slightest bit suspicious to
IntCon, Renik and the Ubigtorate.

When amessageissent through the Plexus, it
is copied and transmitted to at least two differ-
ent conduits a each link along the way. Each
Sector Plexus station is a surprisingly small
affair, and while they are well hidden, their
security is far from guaranteed. If enemy forces
destroy a few Plexus conduits, parallel trans-
mission will allow the message to get through
despite the loss. Lower priority messages are
sent on less secure channels, and only two
copies of each message are transmitted from
each conduit. But there are five or more links
along the message path before transmission to
the final destination, and the message is trans-
mitted to additional conduits even after the
message has been received at the final destina-
tion. This meansthe message is routed to thou-
sands of places, only one of which is the actual
destination. Even if a message is intercepted,
enemy agents have aslim chance of discovering
thelocation of theinitial sender or therecipient;
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the chain is too long.

Sending messages over many linkstakestime,
S0 higher priority messages are sent over more
secure channels and fewer links, but three cop-
iesof each messageis sent from asingle conduit
to better protect against the destruction of
Plexus conduits.

When copies of a message are transmitted,
therecan bemany reasonsfor errors— power
fluctuations during transmission, signal degra-
dation over long range, interference from other
beamcasts or star activity. The message may
have been interrupted by a message of higher
priority. The computer may receive readings
which indicate enemy sensors are sweeping the
areafor evidence of transmissions, and quickly
stoptransmissions.

When the message reaches its final conduit,
the Plexus computer assembles and compares
all received versions of the message, synthesiz-
ing them into the message most likely to be an
exact copy of the original. The computer then
generatestheauthenticity codef orthemessage
— the more secure the channel and the fewer
thedeviations between copies of themessage,
the higher the authenticity code.

Plexus Droid Vessels (PDV)

Sector Plexus has access to portions of the
HoloNet, but most of theirinformationiscarried
from system to system on droid vessels. These
are small, extremely fast starships run strictly
by CNLinked droids and computers. The ship
has a nav computer, a storage/transceiving 12-
CG droid (based on Cybot Galactica's ED4
model), a"ship's captain” R2-M3 droid (based
on the R2 astromech droid), and an analysis/
encoding computer equipped with a TranLang
[l Communicationmodul e. Theseshipscontain
no accommodations or space for living beings,
nor do they have life support systems.

Essentially the PDV is a fuel source and en-
gine, with supporting electronics and droids
attached. It is built strictly to send and receive
Plexus conduit transmissions within a system
and thenjumptothenext systemonitsroute. A
combination of PDV speed, programmed skills
and efficient route algorithms guarantee that a
PDV never has ajump duration greater than one
standard day, except in extreme emergencies.

The PDV has the ability to avoid detection by
long range sensors. PDV's are often given minimal
camouflageto makethem look like mining probes
or scavenger droidsto casual observers.

e Plexus Droid Vessel
Craft: Imperial Intelligence Tech 4 PDV
Type: Unmanned Messenger Pod
Scale Starfighter
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Length: 9meters

Skill: Plexus droid vessdl piloting

Crew: 12-CG (storage/receiving), 12AM ("captain"/
astrgjgator), A/E Computer (analysis/encoding/transla-
tion

Codt: Not availablefor sale

Hyperdrive Multiplier: x1/2

Nav Computer: Yes

Maneuver ability: 5D

Space 15

Hull: 2D

Special Abilities:

DroidPackage: Plexus droid vessels havealinked droid/
computer system with the following skills: Languages
9D, planetary systems 5D, astrogation 3D, plexus droid
vessel piloting4D, search5D, sneak 7D, computer program-
ming/repair 7D, and plexus droid vessel repair 7D.

Imperial CompLink

When the New Order was declared, there
aroseanambiti ousgroup of scientistseager to
free research from the parochial power struggles
which typified thelatter days of the Old Repub-
lic. They proposed avast computer network
connected to the HoloNets, giving scientists on
any of millions of worldsinstant accessto infor-
mation vital to their research. These scientists
designed and wrote much of the software neces-
sary to support such asystem, presenting the
entire package to Pal patine and his advisors.

The idea was rejected, ostensibly for the
tremendous additional funds needed to upgrade
the HoloNet to handle the increased flow of
information. Thecostswerereal, and Pal patine
neededthetensof trillionsof creditsel sewhere,
but he dso feared a system which would alow
such an instantaneous and complete exchange
8f information between citizens of the New Or-

er.

Imperial Intelligence managed to retrieve al-
most all of the documentation and software, and
recruited a number of the scientists who pro-
posed the Imperial CompLink. Using the PDVs
and Plexus conduitsto link the computers, rather
than HoloNet technology, reduced the costs
more than ten thousandfold. The prospect of
having access to every computer bank in the
galaxy, with the nearly inconceivable wealth of
information such asystem would provide, was
too tempting to ignore.

With the help of system cells throughout the
galaxy, as well as a massive effort by virtually
every talented individual within Tech, the nec-
essary software was installed in computer net-
worksin hundreds of sectors. Still, lessthan six
percent of the planetary networks had been
tapped; many of therest had security which was
tpokdifficult to penetrate to make it worth the
risk.

The Ubiqgtorate considered cancelling the
project as too expensive for the benefits it ac-

33



Chapter Three: Imperial Intelligence

34

-

e

Imperial Intelligenceisfamousfor the secu-
rity of itsscandocs, aswell the structure (which
often baffles new recruits). To help test the
security of its communications, Imperial Intel-
ligence often sends sample communi cationsto
the Navy or to COMPNOR, challenging them to
break the security of the scandoc. No one has
yet broken acompletely encoded communica-
tion.

A fully secured scandoc will look like this
when decoded:

From: Pouquor Elegin, Intelligence: Sedition

To: Murtan Andes, Tatooine/3

Subject: Reallocation of Efforts

Confirmed: SEND; TRAN59/64; RECV

Context: 6E6; AMAN; IMMD; ROPT

Phasecyce PSEG144513567390290; |CON;
00.12BMUT;00.30RMUT

Murtan,

Now that the Rebels have fled their base on
Tatooine, we feel you should dismantle the
Tatooine/3 operation and take any essential
personnd withyoutotheAl'Nasrlsector. There
are strong indications that there is a nascent
Rebel movement in that sector.

Murtan, we must deny you permission to
continue your contacts with the underworld
lord, Jabbathe Hutt. The Bureau has had deal-
ings with him before, and despite Jabba's an-
tipathy toward certain Rebel Alliance person-
nel, hecanscarcay besaidtohaveany interest
intheNew Order other than asanew source of
revenue.

To explain

From: The sender is from the headquarters
of a certain branch of Imperia Intelligence
(Internal Organization, Analysis, Operations,
or Intelligence).

The sender's nameis aways apseudonym.
Each sender will have better than a dozen
personal code names, as well as severa hun-
dred "poal” nameswhich may be used by any
member of the sender's branch. Once a code
nameis used in aparticular transmission, Sec-
tor Plexuswill keepthe namesand degtinations
straight for future use.

Next isthe bureau of the sender, followed by
the sender's branch within the bureau. If the
sender is from a system cdll, the cdl designa-
tion is the only information given.

To: If therecipientisnotinasystem cell, the
recipient's name is aso a pseudonym. In a
stem cell, the recipient's name is often a

How to Read an Imperial Intelligence Scandoc

pseudonym, but Imperial Intelligence chooses
these names with particular care. A random
percentage of a system cell's agents are as
signed their own names. Theremaining agents
are given a pseudonym which is the name of
some poor citizen who is not connected with
Imperia Intelligence in any way.

Murtan is amember of the system cedll "Ta
tooine/3." If hehad been amember of abureau,
the designationwoul d behis bureau and branch
names.

Subject: When transmittingto system cells,
the subject isusually plaintext. Whentransmit-
ting to other branches, code phrases are often
substituted for plaintext, just in case. In such
cases, the mgjority of the message is embed-
dedinthesubject, and themain body of thetext
will make no sense without the necessary con-
text of the encoded subject.

Confirmed: This status line tells the recipi-
ent which send and receive codes were ac-
knowledged and matched without any error.

"SEND" indicates the send code was con-
firmed and matched.

"RECV" means the receive code was aso
confirmed. If either codeis not confirmed, the
message is aborted or altered.

"TRAN" indicates how many of the informa-
tion conduits in Sector Plexus have transmit-
tedthemessagewithall theappropriatecodes
and the content completely intact and error
free. Therearesevera reasonswhy thesenum-
bersrarely match (see" Sector Plexus’). Inthis
scandoc, 59 of 64 information conduits have
transmitted perfectly.

Context: The first item in this status line is
theauthenticity of themessage. "6E6" isstan-
dard notation for 6,000,000; the odds that the
message has been faked or tampered with are
6,000,000 to 1 against. 100,000 to 1, or E5 is
usuallythelowest acceptabl esecurity leve for
field agents. Levels of secrecy in Imperial Intel-
ligence directly correspond to the authenticity
level necessary to act upon the information.
Bureau-to-branch communications has a mini-
mum authenticity of E8, often rising to E18,
while branch-to-branch or bureau-to-bureau
communications haveaminimumauthenticity
of E25. Ubigtorate communications can have
an authenticity no lower than ESQ.

The next item is the action code:

"AOPT" tells the agent that the action de-
scribed in thetext is optional, and the sender
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expects the recipient to use his best judgment
in deciding whether or not to undertake the
task.

"AADV" saystheactionsare"advised," which
is an Imperia Intelligence euphemism; the
sender believes the action should be optional
but there is considerable political pressure
from above for this operation. An agent must
factor theserisks in addition to the risks inher-
ent in the mission.

"AMAN" meansthe actions described inthe
text are mandatory. In case of contradictions,
themorerecent mandatory action takes prece-
dence.

"AEXC" is an exclusive action. The agent is
expected to executethis actiontotheexclusion
of everything else.

The security item is next.

"PERS' indicatestheinformationisredtricted
to the recipient. He may inform no one of the
message.

"IMMD" security means the information is
restricted to the immediate peers of the agent
and necessary subordinates. This can mean
different things to different agents, depending
on how Imperial Intelligence is structured
around them.

"USYS' means the message may be relayed
by the agent to any of his superiorsin Imperia
Intelligence.

"DSYS' means he may inform any subordi-
nates.

"ASYS' tells an agent he may contact any
level of Imperial Intelligence which needs this
information.

The"SYS' levels are generally reserved for
bureau and branch level communications, as
field agents have little use for those classifica-
tions.

The response item lets the agent know if he
must acknowledge receiving the message.

"ROPT" indicates an optional response.

"RMAN" meansthe agent must acknowledge
receipt of the message as soon as possible.

Phasscycde: The messages which Imperial
Intelligence sends are dynamic, which means
softwarewhich modifiesthe scandoc is embed-
ded within the scandoc itself. The scandoc is
continually regenerating itself, receding itself
according to a deterministic sequence. This
coding will changeword order, sentence order,
paragraph structure, as well as individual ci-
phers for words or characters. This technique

N\

makes breaking the code of an Intelligence
scandoc nearly impossible.

The "PSEG" item is a contraction for "prod-
uctsegment.” WhenImperial Intelligencecodes
messages, it uses" prime product matching” in
which the coding sequence is related to the
product of two huge prime numbers (200 to
5,000 digits long), one assigned to the sender
and one to the recipient. The actual numbers
are kept in Sector Plexus and are unknown to
both the sending and receiving agent.

The recipient is given alist of PSEGs, digits
which come from some segment of the product
of the primes. PSEGs arefrom fiveto 25 digits in
length. If an agent's PSEG matches the PSEG of
the message, the agent knowsthat his security
and operationsfile (SOF) is current with Sector
Plexus. If thereisadiscrepancy, thenthe agent
isout of date. Thegreater thediscrepancy, the
more out of date his SOF. The agent must
contact Sector Plexus for an update.

Thenext item isthe message packet. "|CON"
meansthe small est message packet with which
the scandoc works is a single graphic icon or
text character. The other possible choices are
"WORD," "LINE" and "SCAN." The size of a
message packet relatesto the sensitivity of the
message as well asthe size of the main body of
the message; avery large, very sensitive mes-
sage will almost aways be set a SCAN.

Anlmperial Intelligencescandocisconstantly
regeneratingitself. Initially thisreproductionis
absolutely accurate. After atime, the message
will mutate, changing about one of every 1,000
of theindividual message packets. Whenthese
mutant packets are reproduced, some of the
message packets sequenced after them will
mutate as well. After a while the message is
atered to incomprehensible gibberish.

As the mutations are basically random and
there is no record of any intermediate scans,
thereisno hope of reconstructing the original
message fromsufficientlymutateddescendents.

The numbers before"BMUT" tellsthe agent
how long before the mutations begin, givenin
the form days, hours and minutes.

The number before "RMUT" tells the agent
approximately how often a mutation occurs,
giveninhoursandminutes. For every minuteof
RMUT, an agent has one hour of time beforethe
message degrades significantly; if a day has
passed for every two minutes of RMUT, the
agent can forget about retrieving any useful
information from the message.

»
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crued. It was then that a Plexus technician,
Geothray Camber, sent Dr. Lindu Sencker a
series of scandocs with preliminary specifica-
tions for a new eavesdropping device which
would circumvent the security systemsinvirtu-
ally every computer system in existence.
Sencker'steam conguered the formidabl etheo-
retical and technical problems poised by
Camber's plan. A prototype of the device was
built in time for an effective demonstration for
the Ubiqtorate — by stealing severa files from
the computers of the Imperial Security Bureau.

With this device, the Hyperspace Orbiting
Scanner (HOS), Imperial Intelligence has been
abletotap into the computer networks on more
than 470,000 worlds, and thenumber isincreas-
ingevery day.

Left in hyperspace orbit around a planet, the
HOS sensors do not pick up thesignalsfromthe
computer directly. They monitor the hyper-
space shadowsleft by streaking particlesinside
a computer.

Careful and systematic matching of the shad-
ows of known computer languagesto the shad-
ows produced by the target system have pro-
duced data which is better than 78 percent
reliable. Imperial science is not likely to pro-
duce an improvement over this phenomenal
performance any time in the near future.

An HOS is placed and serviced by modified
PDVs. PDVs enter hyperspace and then cycle
through various triangulations on possible po-
sitions of the HOS (whose hyperspace shadow
is lost against the shadow of the planet and
other, larger space vehicles) until the orbiter is
located. This process can take hours. It would
bevirtually impossible if the searching craft did
not already have an ideaof wherethe HOS was.
The PDV then links with the HOS in orbit.

Totransfer largeamountsof data, or to effect
any repairs on the HOS, the PDV must tempo-
rarily pull out of hyperspace. It is vulnerable
during this period, and so stays in realspace
only for the minimum possible time. Once re-
pairsare madeor theinformationistransferred,

the PDV and HOS return to hyperspace — the
HOS to its orbit and the PDV to its rendezvous
with the local Plexus conduit.

System Cell

Imperial Intelligence has placed millions of
system cells throughout the galaxy. They exist
on every inhabited world, and even on a few
uninhabited oneswhich proveto be convenient
jumpsitesor listeningposts. Whileasystem cell
can theoretically be of any size from a single
being to hundreds, they usually range from four
to 20 beings. Imperial Intelligence often recruits
agentsfrom theworlds on which they are going
to serve, training them off-world only if abso-
lutely necessary. Once acell has provenitself, it
may be given additional training and possible
placement on other systems.

A system cdl is the basic unit of Imperial
Intelligence. When the Ubiqgtorate plans strat-
egy, itthinksintermsof operationswhich could
be conducted independently by system cells,
with all coordination coming from the bureaus.
System cells are aware of the command struc-
ture immediately above them, but are allowed
to know very little else about Imperial Intelli-
gence. They are most emphatically not allowed
to know of the existence or operations of other
system cells.

Imperial Intelligence gives system cells rudi-
mentary logistic support. The only standard
piece of equipment is the RWStar A/P Trans-
ceiver, with expanded memory and processing
capabilities, which communicates with Plexus
droid vehicles or Plexus conduits. Other equip-
ment is to be obtained by the system cell itself,
or isprovided onamission bassonly. Thislack
of equipment occasionally hampers a cell, but
theingenuity of cell agentsusually makesupfor
the lack of sophisticated gear.

A cell canincreaseits status within Imperial
Intelligence by equipping itself from hostile
sources. This includes not only the Rebellion,
but often the underworld and sometimes even
COMPNOR.
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The Military

(Compiled from various sources, including
scandocs, datareports, and communiques.)

The might of the Empire has not arisen over-
night, although years of planning and prepara-
tion by the Emperor alowed the military to
expand at anearly inconceivablerate. From the
timeof the Old Republictotheopeningyearsof
the New Order wasaperiod of rapid change and
expansion for the Imperial forces. With the
Empire's loss at the Battle of Yavin, even more
changes have taken place — some not even yet
announced to the various branches.

The Navy

The Navy has grown enormously since the
decline of the Old Republic, but its mission has
largely stayed the same: to free the system
spaceof member worldsfrom hazardsto profit-
able commerce, to assure the safety of member
worlds from attack from outside forces, and to
bolster the planetary governments in times of
crisis. Thislastmissionhasgrownmoredifficult
since the rise of the New Order.

Under the Republic, the Navy could move in
and put down unrest in asystem, secure in the
knowledge that the majority of the governed
species welcomed their intervention. The New
Order has changed the attitudes on many of the
constituent worlds. While the vastly increased
firepower available to the Navy has so far been
more than adequate to compensate for any
increasein hostilities, the willingness of mem-
ber worlds to resist the New Order is expected
to be agreater problem in the future.

Changes in Civilian
Command Structure

Planetary governments had the right to call
upon the Navy of the Old Republic in emergen-
cies. They would simultaneoudy petition the
Senateif theforceswereto beengaged for more
than seven standard days (most actions could
beconcludedwithinthattime). Theonly lengthy
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campaigns were againgt the pirates located on
thefringeworlds, and thesewerethe concerted
efforts of several hundred worlds who at one
time or another had found themselves prey for
pirates.

Sincethe disbanding of the Senate, the Navy
is no longer required to respond to requests
fromplanetarygovernments,includingtheplan-
etary governors appointed by the Empire. Un-
der new doctrine, individual planets are too
insignificant to allow them direct control over
an asset asimportant asthe I mperial Navy, even
for short periods of time.

Civilian orders are now transmitted at the
level of the Sector Group, from regional Moffs,
Grand Moffs, or the Emperor himself. Smaller
units are to receive their orders only from offic-
ers in the proper chain of command. Thisis a
definitechangefromtheRepublicanNavy,when
Senators or other politically powerful beings
could directly commandeer naval vessds —
sometimes entire squadrons — for missions
without having the order come down through
the chain of command.

This change has greatly boosted the morale
of naval personnel. Theofficersnow know that
the strategy is being set at alevel of authority
which is best suited for seeing the whole pic-
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ture. Naval commandershavetheauthority and
responsibility to execute their orders in the
best manner possible, and they know they shall
be free from political interference while doing
Q.

Naval Command Structure

The Navy has responded to its rapid growth
by changing its command structure, introduc-
ing intermediate levels of command which did
not exist in the Republican Navy. Mogt of the
junior level officers were promoted to these
intermediate levels, while the senior officers
kept their ranks but had the scope of their
command enlarged. An admiral in the Imperial
Navy commandsforcesover 10timesasgreat as
an admiral did during the Old Republic.

Naval Personnel

All vesdsservinginthelmperial fleetshave
varying numbers of the following personnel. It
must be noted that all game statistics are for
"typical" individual sinthat category—specific
skill levels may vary dramatically from indi-
vidual to individual or ship to ship, depending
upon training level, mission profile and count-
less other factors.

Pilots

From the men who fly the
capital ships to the men who
leap into the cockpits of the 4
TIE fighters, Imperial pilots g
are the mainstay of the Im- ¢
perid Navy. They are the
necessary element in the
military branch charged
with protecting the
space lanes from pi-
rates, smugglers, alien
invaders, and Rebels.

Thetop pilotsinthe
galaxy are found in the
Imperial Navy. These
pilots, following the
glorious and time-hon-
ored allure established
during the Republic, at-
tendthepremier academies
throughout the Empire. |~
Within these fine institu- >
tions, the Empire teaches 3
these men duty and pro-
motes the idea of maintain-
ing order, as opposed to
defending against aggres-
sion.

TIEpilotsformanelite

corpswithinthe lmperial Navy. Each candidate
for admission into the rigorous TIE training
program must undergo a strenuous screening
and testing process. After all, they are being
prepared to fly the best starfightersthe Empire
has to offer.

e Typical Imperial Pilot
Type Imperial Pilot
DEXTERITY 2D+1
Blaster 3D+1, dodge 3D+1
KNOWLEDGE 1D+1
Planetary systems 2D+1, survival 2D+1, value 2D+1
MECHANICAL 3D
Astrogation 4D, capital ship gunnery 4D, capital ship
piloting 5D, capital ship shields 4D, communications
3D+1, sensors 3D+1, space transports 4D
PERCEPTION 2D
Hide 3D, investigation 3D, sneak 3D
STRENGTH 2D
Climbing/jumping 3D, stamina3D+1
TECHNICAL 1D+1
Capital ship repair 3D+1, capital ship weapon repair
2D+1, computer programming/repair 2D+1
Character Points. Varies, typically 0-3
Move: 10
Equipment: Blaster pistol (4D), flight suit, navigational
computer linkup helmet (internal comlink, +1D to sen-
sors), survival gear

» Typical TIE Fighter Pilot
Type TIEPilot
DEXTERITY 3D+1
Blaster 4D+1, dodge 4D+1
KNOWLEDGE 2D
Planetary sysems3D
MECHANICAL 4D
Sensors 4D+2, starfighter piloting 6D, starship gunnery
5D
PERCEPTION 3D
Command4D, search4D
STRENGTH 3D
Stamina4D
TECHNICAL 2D
Computer programming/repair 3D+1, starfighter repair
5D

Character Points. Varies, typically 0-3

Move 10

Equipment: Navigational computer linkup helmet (in-
ternal comlink, + 1D tosensors), high gravity stressflight
suit with life support equipment, one week emergency
rations, blaster pistol (4D), survival gear

Gunners

Gunners areaspecial sub-unit of the Imperial
pilot corp. Any Imperial military vessd larger
than a one-man TIE starfighter makes use of
these trained weapons masters to handle the
high-tech arms employed by the Empire.

Most gunners are either pilots in training or
pilots who failed to make the grade in al the
skills necessary to fly avessel. Nonetheless, a
gunner must have akeen eye, superior reflexes,
and a rapport with the specialized equipment.

Gunners are trained to handle everything
from asingle light laser cannon up to turbolaser
battery emplacements and even the now-de-
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stroyed superlaser that was
the main weapon of the
Death Star battle station. S
Inadditiontotheirhands-
on training, gunnerslearn :
to work with specialized
computer helmets that not
only offer protection but are
equipped with macro- |
binocular viewplates and
sensor arrays to assist
with targeting fast-mov-
ing fighter craft. .

e Typical Imperial

Gunner

Type Imperial Gunner
DEXTERITY 2D+2 Y
Blaster 3D+2, blaster artlllery
4D+2, dodge3D+2, thrownweap
ons 3D+2, vehicle blasters 4D+2
KNOWLEDGE 1D+1

Value 2D+1

MECHANICAL 3D

Capital ship gunnery 5D, capital

ship shields 4D, communications

4D, sensors 4D, starship gunnery -
4D, starship shields 3D+2 -
PERCEPTION 1D+1
Bargain 2D+1, con 2D+2
STRENGTH 1D+1
Climbing/jumping 2D+1, lifting 3D+1, stamina
2D+1

TECHNICAL 2D+1

Capital starship weapon repair 4D+1, computer pro-
gramming/repair 3D+1, starshipweaponrepair4D+1
Character Points. Varies, typically 0-2

Move: 10

Equipment: Blaster pistol (4D), computerized gunnery
helmet (+ 1D to capital ship gunnery or starship gunnery;
tongue operated comlink, +1D to sensors), protective
armor (+2 physical and energy)

Note: Some gunners receive more specialized training,
accounting for varying skill levels. Gunners aboard the
Death Star utilized a more expensive and sophisticated
helmet tracking system for better fire control assitance.

Naval Troopers

To protect its vast number of capital ships
without relying on the help of the Army, the
Navy has created a corps of troopers to act as
soldiers. Thesemen, trained intraditional com-
bat skills, aso learn skills needed to survive
aboard the mighty vesselsthat patrol the galaxy
in the name of the Emperor.

These troopers wear the distinctive uniform
and helmet once only the province of the Death
Star troopers. Thesesoldiersdressedinall black
are deadly warriors, but they al serve other
functions aboard Imperial ships. They act as
security, handle hangar traffic control, monitor
sensor arrays, and other dutieswhen their com-
bat skills aren't required.

Imperial Sourcebook

Chapter Four: The Military

e Typical Imperial Naval Trooper
Type Imperial Navy Trooper
DEXTERITY 2D+1
Blaster 3D+1, blaster: blaster rifle 4D+2, brawling parry
3D+1,dodge3D+1,grenade3D+1, meleecombat 3D+1,
meleeparry 3D+1, running 3D+2
KNOWLEDGE 1D+1
Intimidation 2D+1, streetwise 2D+1
MECHANICAL 1D+2
Repulsorlift operation 2D+2, capital ship shields
2D+2
PERCEPTION 3D
Command4D, search4D
STRENGTH 2D+2
Brawling 4D+2, stamina 3D+2
TECHNICAL 1D
Security 2 D
Character Points. Varies, typically 0-3
Move: 10
Equipment: Blast helmet (+1D physical,
+1 energy), blaster pistol (4D), comlink

Equipment

Equipment designs proliferated &wrd J
under the Old Republicto the extent \ | 1
that the odds of a cadet training on i
equipment and serving with units
which used anything which bore a\ =
passing resemblanceto said equi pment
was often remote. '

With the New Order, and especially
since the massive build-up orders is-
sued after the Battle of Yavin, the Navy
has received top-of-the-line equipment
throughout the upper ranks of the Impe-
rial fleet. Only in the lower, system-level
units does the older, less-standardized »
equipment appear in large quantities.

The Army -

If the Navy was rejuvenated since therise of
the New Order, the Army was revived from the
dead. During the days of the Old Republic the
Army degenerated into a poorly trained police
forcewith fancy uniforms. They performed gar-
rison duty on member worlds, often asabarrier
between squabbling locals. The Navy was re-
sponsiblefor getting the Army to its destination
and for picking up what was left. There was lip
service paid to the concept of orbital support,
but the Navy was stretched too thinly to afford
sitting in stationary orbit for the duration of a
surface campaign. The Navy jealously guarded
its starfighters, so the Army was denied any
effective means of maintaining an orbit free of
enemy spacecraft once the Navy departed.
Morale was often low and the quality of Army
personnel bordered on non-existent.

With the New Order, the Army was com-
pletely overhauled. Rigorous training and re-
cruitment programs were re-established, and

/
w
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the missions of the Army were expanded. Drop
missionsinto hostileterritory were considered
to be routine for normal troopers rather than
the province of a few elite units. Training for
complex assaults was the norm, and Imperial
doctrine specified the Navy's mission to be
support for surfaceforces duringcritical phases
of an operation.

Doctrine further specified that permanent
garrisons or units expecting surface campaigns
of significant duration would have significant
Naval assets, such as TIE fighters, attached to
the Army units for the whole of the mission.
These assets were determined well in advance
of the mission and soon standardized s0 an
Army officer could know what he had to work
with for aparticular type of mission.

Changes in the Civilian
Command Structure

The Army used to be ailmost exclusively un-
der the command of the planetary governments
of the worlds on which they served. This was
due to necessity more than anything else; most
worlds had an arrangement whereby they paid
half the expenses and provided half the materiel
of any Army unit engaged in operations on their
world, unlike the Navy whose expenses were
paid for by the Republic as a whole. This one
difference was perhaps the major cause for the
decline of the Army. The worlds which needed
help from the Republic and were not among the
wealthiest continually complained about the
cost of surfaceforces deployed ontheir planets.
The average amount spent on the Army plum-

b,

During This Time of Crisis ...

(A holomessage to the citizens of the Galactic Empire
from Ars Dangor, advisor to the Emperor.)

Loya subjects,

Thesearedangeroustimes. Our grand Empireof united
star systems now faces athreat that could destroy us if
action is not taken quickly.

As always, we shall act quickly.

The rebellion against the Emperor's fair and just rule
has flared into a flame greater than we anticipate'd. It
threatens to become a civil war, and as such we have
declared it an emergency situation.

To better protect our citizens and our member worlds,
the Emperor has superseded and suspended the Imperial
Senate for the duration of this emergency. The Moffs and
Grand Moffswill now have direct control of their systems
until such time as the danger has passed.

We are sureyou shall all do everythinginyour power
to assist us during thistime of crisis.

Y our servant,

Ars Dangor, Imperial Advisor

meted while the Navy's expenditures remained
constant.

With the New Order, and especially sincethe
abolishment of the Senate, the Army has be-
come the physical manifestation of the Empire
throughout the galaxy. Whether black-clad Im-
perial soldiersorwhite-armored stormtroopers,
the Imperial Army has grown into the mailed fist
that pounds the thousand-thousand worlds of
the Galactic Empire into submission.

The Army Command Structure

The Army took adifferent tack from the Navy
when it experienced its phenomenal growth,
Thearmy kept itsranksthe same, but increased
the number of subordinate officers for each
rank above. This decreased the ratio of officers

4 B
Admiral Jerjerrod's Testimony

(From the days of the Old Republic, a
holorecording of Senate Security Hearings,
Naval Subcommittee, Procurement Panel:
Document #RS.SS. 225863a.NS. 1771.PP.24)

Senator Gopple: Admiral Jerjerrod, you
have indicated to this panel that you have
certai n misgivingsconcerningthe procure-
ment procedure of our fair Republic. Could
you explain why you insist on undermin-
ing the Republic's confidence in her Navy
with your public statements, rather than
going through the chain of command asis
proper for a military officer?

Admiral Jerjerrod: The Senator from
Erigorm has not scanned my reportsvery
thoroughly. | have reported to the proper
people above me and to my peers within
theNaval Command. My public statements,
as you choose to call them Senator, were
taken from those reports | so filed. | had
nothing to do with their dissemination.

Senator V'troren: Butif youdidnotleak
these reportsto the media, who did?Who
else would have had the motivation to
promulgate your particular point of view?

Admiral Jerjerrod: Senator V'troren,
every being serving knows that the weap-
ons he uses, the ships onwhich he serves,
the droids and computers on which his life
depends—every pieceof equipment which
he will expect to use — was designed as a
result of a Senate compromise to keep
each constituent commercial interest
happy. Upon entering combat with such
equipment a crewman's sole consolation
is a grim satisfaction that our enemies

L probably stole their equipment from us.
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totroopsand gavethelmperial Army avery lean
fighting force.

Theestablishment of the New Order gavethe
Army the opportunity to clear out its deadwood
as well as remove those officers who might be
ideologically opposed to the new regime. Over
three-quartersof the Army'sofficerswereweeded
out during the first days of the New Order.

Snce the Battle of Y avin, the two forces have
been moved closer together as regular Army
detachments have been assigned to Navy vessdls
to create more complete combat units.

Army Personnel

The personnel that make up the Imperial Army
includemanyspecialized soldiers. However, most
of these men can beclassified under thefollowing

types.

Army Troopers

Army troopers make up avast number of the
Empire's planet-bound fighting forces. These
soldiers wear similar uniforms to the Naval
trooper, complete with helmet. But the Army
wears agray-colored uniform and partial armor
for protection.

These soldiers are trained only to fight, and
they do it very well. They are taught all manner
of combat techniques. Hand-to-hand, blaster
pistol, grenade, and heavy weaponstraining are
just some of the areas these soldiers are ex-
pected to excel in.

e Typical Imperial Army Trooper
Type: Imperial Army Trooper
DEXTERITY 3D
Blaster 4D+1, dodge4D+1, grenade3D+2,, vehicleblast-
es3D* 2
KNOWLEDGE 1D+l
Survival 2D+l
MECHANICAL 1D+1
Repulsorliftoperation2D+1
PERCEPTION 2D
STRENGTH 3D+1
Brawling4D+1
TECHNICAL ID
Character Points: Varies, typically 0-3
Move: 10
Equipment: Blaster rifle (5D), field armor and helmet
(+1D physical, +2 energy), grenades (5D), helmet com-
link, survival gear, utility belt with supplies

* (Veteran Imperial Army Trooper)
Blaster: heavy blaster pistol 5D+1, blaster artillery 3D+2,
brawling parry 3D+1, melee combat 4D, melee parry
3D+2, missile weapons 4D
Intimidation 2D+1, law enforcement 2D+1, |aw enforce-
ment: Imperial law 3D+2, streetwise 2D+1
Groundvehicleoperation2D+1, hovervehicleoperation
2D+1
Command 3D, hide 2D+2, search 3D, sneek 2D+2
Stamina4D+1
Blaster repair 2D, first aid 2D
Equipment: Blaster rifle (5D), blaster pistol (4D), field
armor and helmet (+1D physical, +2 energy), grenades
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(5D), helmet comlink, survival gear, utility belt with
supplies

Army Assault Crews

The Imperial Army uses surface attack ve-
hiclessuch asAT-AT and AT-ST walkersto equal
the fury of their assault troopers. These ve-
hicles are al heavily armed and armored to
provide maximum fire power and protection to
the units they are assigned to.

The crews that service these war machines
are soldiers with training in the operation of a
variety of ground assault vehicles. Most of these
machines are crewed by apilot, agunner, and a
combat coordinator (or commander). Depend-
ing on the sizeand type of vehicle, theremay be
additional crew members or fewer crew han-
dling multiple roles.

Like the normal Army trooper, assault crew-
men wear gray uniforms and partial body armor.
They receive al the combat training given the
trooper, as well as thetraining needed to operate
the ground assault vehicles. They aso learn how
to best apply the Imperial mindset of rule by fear
through the use of their war machines.

e Imperial Army Assault Trooper
Type Imperial Assault Trooper
DEXTERITY 2D+2
Blaster 4D+2, blaster artillery 3D+2, vehicle blasters
5D+2

-

Loyal subjects,

Imperial Senate.

lic have now been swept away.

No Longer of Any Concern ...

(A holomessage to the Grand Moffs of the Galactic
Empire from Ars Dangor, advisor to the Emperor.)

We understand that you have been concerned of late
aboutthis"growing" rebellion. | haveevenheard concern
about the support this rebellion has been gaining in the

Listen well. Thelmperial Senatewill no longer be of any
concern to us. The Emperor has permanently dissolved
that misguided body. Thelast remnantsof the Old Repub-

Senatorial representation has not been formally abol-
ished, you must understand. It has merely been super-
seded "for the duration of the emergency.” If that dura-
tion remains a permanent fixture, so be it. You, the
Emperor's regiona governors, will now have direct con-
trol and afree hand in administeringyour territories. This
means that the Imperial presence can at last be brought
to bear properly on the vacillating worlds of the Empire.

From now on, fear will keep potentially traitorous local
governments in line. Fear of the Imperial fleet— and fear
of the new Death Star battle station.

Have | made mysdf clear?

For the Emperor,

Imperial Advisor Ars Dangor
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KNOWLEDGE 1D
Survival 2D
MECHANICAL 3D+2
Ground vehicle operation 5D+2
PERCEPTION 2D+1
Search 3D+1
STRENGTH 1D+1
Brawling3D
TECHNICAL 1D
Ground vehiclerepair 2D
Character Points Varies, typically 05
Move: 10
Equipment: Blaster pistol (4D+2), helmet comlink, shock
suitand helmet (+1D physical, +1 energy), survival gear,
utility belt with supplies
* (Veteran Imperial Army Assault

Trooper)

Blaster 5D+2, blaster: blaster rifle 7D+1, blaster: repeat-
ing blaster 6D+2, blaster artillery 4D+2, brawling parry
3D+2, dodge 4D+2, grenade 4D+2, melee combat 3D+2,
melee parry 3D+2, running 3D+2

Intimidation 3D, streetwise 2D, survival 3D
Communications 4D+2, hover vehicle operation 4D+2,
repulsorlift operation 4D+2
Command3D+1,hide3D+1,sneak3D+1

Brawling 3D+1, climbing/jumping 2D+1, stamina 3D+1
Armor repair 2D, blaster repair 2D, first aid 2D+2, hover
vehiclerepair 2D, repul sorlift repair 2D

Equipment: Blaster rifle (5D), helmet comlink, shock
suit and helmet (+1D physical ,+1 energy), survival gear,
utility belt with supplies

Equipment

While the Army suffered financially under the
OldRepublic, onebenefittolessmoney wasless
of asquabbleinthe Senateover procurement of
equipment; the contracts were less lucrative
and therefore subject to fewer predations by
greedy commercial interests. This is particu-
larly true of the personal weapons and equip-
ment of the average trooper, which was built to
last with a minimum of maintenance. The bud-
getary wrangle over more expensive pieces of
equipment, such as surface war vehicles, was
sufficientto ensurethat the Army suffered prob-
lems similar to those of the Navy, only on a
smaller scale.

Since the disbanding of the Senate and the
Battle of Yavin, no expense has been too great
for the Empire. The Emperor has ordered the
pace of military build up — already staggering
since the start of the New Order — increased
even more. He does not want his forces found
lacking when the next battle takes place.

Stormtroopers

Encasedin protectivearmor and wieldingthe
most powerful personal weaponsavailable, Im-
perial Stormtroopers form the Empire's elite
shock troops and are feared throughout the
galaxy. Stormtroopers support thetwo arms of
the military — assisting the ground forces and

the Imperial fleets — but remain apart and
separate from these organizations.

Imperial command assigns Stormtroopers
wherever they are needed to crush resistance
and neutralize opposition to the will of the
Emperor. They are totally loyal and cannot be
bribed, seduced or blackmailed into betraying
the New Order. They livein atotally disciplined
militaristicworldwhereobedienceisparamount
and the will of the Empire is unquestioned.

Where the men who wear the armor of the
Stormtroopers are recruited from is unknown,
just another part of the mystery that addsto the
aura of fear and secrecy that surrounds these
soldiers.

Some say the Stormtroopers were created to
provide the Emperor with an obedient force
that was loyal to no one save him. Othersnote
that these specialized warriors were designed
to provide adequate protection to the varied
worlds of the Galactic Empire with little prepa-
ration time. Whether one or both of these are
true, it remains that the Stormtroopers fit the
doctrine of rule through fear very well indeed.

In addition to the core stormtrooper forces
(whichsomereportsindicateisgreater thanthe
number of regular Army and Naval forces com-
bined), a number of elite divisions have been
established to move into a specialized environ-
ment at a moment's notice. These units are
equipped with particularly designed armor,
weapons, and gear created for use in specific
environments.

e Standard Stormtrooper
Type Stormtrooper
DEXTERITY 2D
Blaster 4D, brawling parry 4D, dodge 4D
KNOWLEDGE 2D
MECHANICAL 2D
PERCEPTION 2D
STRENGTH 2D
Brawling3D
TECHNICAL 2D
Character Points: Varies, typically 0-5
Move: 10
Equipment: Stormtrooper armor (+2D physical, +1D
energy, -1D to Dexterity and related skills), blaster rifle
(5D), blaster pistal (4D)

Cold Assault Stormtroopers

The polar regions of most worlds remain
frozen, inaccessible wastelands — the perfect
hiding placefor rebel outposts, smuggler ports
and pirate coves. In response, the Empire has
established a special corps of elite
Stormtrooperstrai ned and equi pped to operate
in these environs. These are the cold assault
Stormtroopers, or "'snowtroopers.”

Snowtroopers work in tandem with AT-AT
walkers. These vehicles are idedlly suited for
theextremetemperaturesandicy terrainwhere
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snowtroopers are deployed.

There is no stealth involved in snowtrooper
combat tactics. They hit planets fast and hard,
crushing oppostloréagwckly and completely.
Efficient, fast and deadly, snowtroopers are one
of the most feared combat units in the Imperial

military.

» Cold Assault Stormtrooper
Type: Snowtrooper
DEXTERITY 2D
Blaster 5D, blaster artillery 4D, brawling parry 4D, dodge
3D
KNOWLEDGE 2D
Survival: arctic4D
MECHANICAL 2D
PERCEPTION2D
Search 3D+1
STRENGTH3D
Brawling 4D
TECHNICAL 2D
Character Points. Varies, typically 0-3
Move: 10
Equipment: Blaster pistol (4D), blaster rifle (5D), con-
cussion grenades (5D/4D/3D/2D), food and water packs,
ion flares, snowtrooper armor (+ 1D physical and energy;
-ID Dexterity and related skills), terrain grip boots (+1D
to climbing), survival kit

Aquatic Assault Stormtroopers

Another ;shecial unit of Stormtroopers has
been established to handle another prominent
environment throughout the Empire. Aquatic
assault Stormtroopers — or "seatroopers’ —
aretrained and equipﬁed to operate below the
seas of thethousand-thousand worlds. _
Seatroopers can be deployed quickly via
dropships, but are most often assigned to aquatic
arrisons wherethey enjoy the support of afully
oaded base, specia water craft (including modi-
fied TIE fighters), and powerful AT-AT swim-
mers.

° Aquatlc Assault Stormtrooper
Type Seatrooper
DEXTERITY 2D
Blaster 4D, brawling parry 4D
KNOWLEDGE 2D
MECHANICAL 3D
Waveskimmer operation 3D+2
PERCEPTION 2D
STRENGTH2D+2
Brawling 3D+2, swimming 4D+2
TECHNICAL 2D
Character Points Varies, typically 0-3
Move: 10 (walking)/12 (swimming)
Equipment: Blaster speargun (Blaster: 5D, 0-10/50/100
(air), 0-5/25/35 (underwater), speargun: 4D, 0-5/15/25
(underwater)), concussion grenades (5D/4D/3D/2D),
seatrooper armor (+1D physical and energy, increases
swimming skill by +2D)

Zero-G Assault Stormtroopers

~ Whileall Stormtrooper armor provides lim-
ited protection against hard vacuum, one elite
division hasbeentrained to operateexclusively

Imperial Sourcebook

Chapter Four: The Military

The Empire Strikes Back

%A holomessage to the military hierarchy and Grand
l\[;lo soft)he Galactic Empirefromthe Emperor'sadvisor, Ars
angor.

Loyd subjects,

~ The recent setback at the Battle of Yavin has resulted
in afew changes to Imperial doctrine. Asyou are aware,

we have lost both the Death Star and its commander,
Grand Moff Tarkin. But the doctrine of fear has not been

rescinded because of this minor victory for theinsignifi-
cant rebellion.

Instead, the doctrine of fear must be broadened and
upgraded. It istimeto let that fear spread, time for the
Empire to strike back at its enemies and destroy them
onceand for al. That iswhy the Emperor has placed his
servant, Lord Darth Vader, in command of a special
Imperial fleet. This fleet, led by Lord Vader's new Super-
class Star Destroyer Executor, has been charged with the
mission to hunt down the rebel command base and those
rebels that escaped us a Yavin.

You areto bow to Lord Vader's wishes as though they
were the Emperor's own, extending him every possible
assstance he may requirein the completion of histask.
Soon, nothing will remain to threaten the Emperor's rule.

For the Emperor,

Imperial Advisor Ars Dangor

\

inouter space. Zero-G Assault Stormtroopers—
or "spacetroopers’ — are deadly commandos
of the highest order, second only to the Imperial
Roya Guard intraining, loyalty, and destructive
capability. When it is necessary to capture a
freighter, space station, or other spacefaring
vehicle, spacetroopers are deployed to handle
the job.

A spacetrooper platoon uses arefitted and
heavily armored assault shuttle to stage its
operations from. A five-man command crew
pilots the shuttle. All communication devices
are patched through the platoon commander's
station so that the commander can monitor the
entire team's activities. He issues orders from
on board the shuttle, directing his troopers
from within the flying fortress.

The assault shuttle is a formidable attack
vehicleinitsownright, but the40 spacetroopers
it carries are walking arsenals. Each trooper
wears a standard Stormtrooper shell, but then
Pl ugs into afull body armor encasing that per-

orms as a personal spacecraft and attack ve-
hicle. Spacetroopers are limited by the amount
of power their armor can store, but they are
trained to employ their armament effectively
and complete thelr specified mission within a
limited period of time. If unable to complete
their missonwithinthetimelimit, spacetroopers
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have standing orders to return to their shuttle
for recharging.

Because of their fearsome yet bulky outfits,
spacetroopers perform best in no-gravity envi-
ronments such as degp gpace and non-atmo-
sphere worlds.

o Zero-G Assault Stormtrooper

Type: Spacetrooper

DEF))(ETE ITY3D P

Blaster 4D, brawling parry 5D, dodge 4D, grenade 5D,
missile weapons 5D

KNOWLEDGE 2D

Survival5D+1

MECHANICAL 3D

Astrogation 4D+2, powersuit operation: spacetrooper
armor 6D, repulsorlift operation 5D+2, spacetransports
5D+2, starship gunnery 4D, starship gunnery: proton
torpedo launcher 5D+2

PERCEPTION 2D+2

Search 5D+2

STRENGTH 2D

Brawling 3D, stamina4D

TECHNICAL 2D

Demolitions 3D+1, security 4D+1, powersuit repair 4D+1
Character Points: Varies, typically 0-3

Move: 11

Equipment: Spacetrooper armor (see below)

* Spacetrooper Armor
Modd: Imperail Zero-G Assault Stormtrooper Armor
Mark |
Type Personal battlesuit
Scale Character
Skill: Powersuit operation: spacetrooper armor
Cod: Not availablefor sale
Availability: X
Game Notes:
Basic Suit: Provides +4D physical, +3D energy to resist
damage, but reduces Dexterity and all related skills by -
1D. Hasfour hours of power and 10 hours of oxygen. Has
a Space Move of 1; in normal gravity, Move is only 8.
Magnetic couplers allow spacetroopers to attach them-
selves to any metal surface.
Grenade Launcher Uses missile weapons skill, ranges: 5-
50/100/200 (in space: 0/1/2).
Concussion Grenades: Ammo: 30, 5D/4D/3D/2D, blast ra-
dius: 0-2/4/6/10.
Gas/Stun Grenades: Ammo; 30,5D/4D/3D/2D (stun), blast
radius: 0-2/4/6/8.
Mini-Proton Torpedo Launcher: Uses starshipgunnery skill,
6D damage, ammo: 6, ranges: 25-100/300/700 (1/3/7 in

space). )

Blaster Cannon: 6D damage, usesblaster skill, ranges 10-
50/100/150.

Laser Cutters: 0.3 meter range, 3D damage (starfighter
scae).

Stormtrooper Scouts

Stormtrooper scouts are assigned to garri-
son posts. At atypical garrison, scout speeder
bike squadrons perform reconnaissance and
patrol missionsin cooperation with AT-ST walk-
ers. Imperial doctrine dictates that garrisons
remain active and aggressive, performing con-
tinuouspatrol sto establish atangibl e presence,
even on "pacified" worlds.

Scouts use the explosively fast Aratech 74-Z
speeder bike to perform their missions. Be-
cause speeder bikesrequiresensitive handling,
Imperial scouts wear highly specialized light-
weight armor. This armor includes macro-
binocular viewplates and full sensor array, as
well as a built-in computer to analyze incoming
data quickly. Without such aid, even the best
scoutswould behard pressed to operate speeder
bikes at full speed.

e Stormtrooper Scout
Type: Stormtrooper Scout
DEXTERITY 2D
Blaster 4D, brawling parry 4D, dodge4D
KNOWLEDGE 2D
MECHANICAL 3D
Repulsorlift operation: speeder bike 3D+2
PERCEPTION 2D
STRENGTH 2D
Brawling 3D
TECHNICAL 2D
Character Paints. Varies, typically 0-3
Move: 10
Equipment: Hold-out blaster (3D+2), scout armor (+2
physical and energy), blaster pistol (4D)r blaster rifle
(5D), concussion grenades (5D/4D/3D/2D), survival gear

The Effect of Stormtroopers

When Stormtroopers were first assigned to
Army and Navy units everyone questioned who
they were and where they had come from.
Stormtroopers stayed to themselves and d-
ways referred to themselves by number or rank
rather than by name.

The early successes of the Stormtroopers,
combined with their fearsome appearance, soon
made the Stormtrooper a symbol of the New
Order. Their fearless dedication set an example
which was enthusiastically followed by many
troops and junior officers eager to move up in
the Army and Navy. The elite attitude of the
Stormtroopers has now firmly entrenched itself
throughout the Imperial forces.
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Five

Capital Ships

(From a report by the Imperial Navy to the
Emperor's advisors on budgetary affairs.)

While starfighterstook apremier rolein the
recent Battle of Yavin, capital shipsremain the
heart of the Imperial Navy. Capital ships con-
duct battles on a grand scale. They do not
engagein common dogfights—that isthe prov-
ince of small one- and two-man starfighters.
When capital ships meet, they engage in awar
between spacefaring cities and the outcome
could result in thousands of desths.

These combat starships measure over 100
meters, require large crews to operate, use
massive power cells and generators, and are
heavily armed and armored. Under the New
Order, many of these vessels have been com-
missioned. But since the emphasis of Imperial
doctrine has again turned toward the use of the
Imperial fleet, even more of these ships of the
line are needed.

Examine the following reports. You will find a
variety of vesds currently in at least limited
use. Any or al of them can be put into mass
production with asimple word from your office.
Remember, we will not crush this rebellion by
tying our hands in bureaucratic datatape. We
need resources made available to increase our
galactic might a thousandfold. With such re-
sources, nothingwill bebeyond thereach of our
Emperor.

Assault Shuttle

Not technicaly a capita ship, Imperia as-
sault shuttles regularly engage capital shipsin
combat or are used to ferry Zero G stormtroop-
ers (or "spacetroopers') aboard an engaged
vessal. These heavily-armored vehicles come
completewith tractor beam generators, full sen-
sor suites, power harpoon guns, concussion
missile launchers, and automatic blaster can-
nons.

Assault shuttles are divided into three sec-
tions. The first section contains the command
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crew cockpit. Herethefive-man crew canmoni-
tor the actions of the spacetroopers as well as
handle the operation of the shuttle and all its
systems. The second section of the craft isthe
main body. In this section, 40 spacetrooper
armor shells are stored until the troopers plug
into them. The armor is constantly being re-
charged and powered up whileinits placein the
shuttle. This compartment is lined with fold-
away launch doors that swing open to disgorge
the spacetroopers. The rear portion of the craft
houses the engines and power generators.

In a standard operation, an assault shuttle
will hold agiventargetinatractor beam or with
magnetic harpoons. Sometimes it will also
cripplethetarget with afew well-placed blaster
cannon shots. Then it will open up and let its
spacetrooper platoon loose.

Assault shuttles are among the most-heavily
shieldedvesselsinthel mperial fleet. Most com-
bat starships funnel approximately 25 percent
of their total power through the shield genera-
tors. An assault shuttle uses up to 62 percent
power on shields, and over half of that power is
channeled into the front arc. This alows the
shuttle to withstand even the most concen-
trated barrage of fire for at least a short time.

These craft are both atmospheric and space
capable, and have limited capacity for hyper-
gpacetravel (their onboard nav computerscan
hold up to three jumps). Most Imperial-class
Star Destroyers carry an assault shuttle, along
with thenecessary spacetrooper platoon. Other
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ships are supplied with these units as needed
and available.

* Assault Shuttle
Craft: Telgorn Corp Assault Shuttle
Type Comma-class assault shuttle
Scale: Capital (dueto power output)
Length: 30 meters
Skill: Capital ship piloting: Gamma-class assault shuttle
Crew: 2, gunners: 3, skeleton: 1/+10
Crew SKill: Capital shipgunnery 3D+2, capital ship pilot-
ing 5D, capital ship shields4D
Passengers 40 (spacetroopers)
Cargo Capacity: 5 metric tons
Consumables 1 week
Codt: Not availablefor sale
Hyperdrive Multiplier: x2
Hyperdrive Backup: x!8
Nav Computer: Limited to 3 jumps
Maneuver ability: 2D
Soace 8
Hull: 3D+2
Shields:4D+2
Senors
Passive: 40/ID
5can;80/ID+2
Search: 130/2D
rocus;4/3D
Weapons.
4 Laser Cannons
Fire Arc: Turret
Crew: Two guns are handled by "gunner 1" two
guns are handled by "gunner 2"
ll: Capital ship gunnery
Fire Control: 3D
Space Range: 1-3/12/25
Atmosphere Range: 100-300/1.2/2.5 km
Damage: 2D
Tractor Beam Projector
Fire Arc: Front
Crew: 1 (Gunner 3)
ll: Capital ship gunnery
Fire Control: 4D
Space Range: 1-5/15/30
Atmosphere Range: 100-500/1.5/3 km
Damage: 5D+2
Concusson Missiles
fireArc: Front
Crew: 1 (Gunner 3)
Skill: Capital ship gunnery
Fire Control: 2D+1
Space Range: 1-2/8/15
Atmosphere Range: 100-200/800/1.5 km
Damage: 4D

Skipray Blastboats

Blastboats fill the gap between speedy, ma-
neuverable starfighter designs and the slower,
moreheavily-armed capital ships. They are swift
enough to overhaul most system intruders, and
strong enoughto deliver—and survive—blows
from powerful weapons. They operate equally
well inatmosphere, on patrol inthefar reaches
of astar system, or performing fleet point duties
with or without starfighter support.

Sienar'sGAT Blastboat seriesisthe Empire's
standard gunshipfor demanding point missions

and patrol assignments. Totakeadvantageof its
exceptional armament, it isdeployed introuble
spots where conflict is likely and the combat
risk is high. The GAT is the smallest Imperial

Naval vessd to be equipped with hyperdrive
engines. Although thesecraft are usually planet-
or space station-based, they routinely patrol

entire sectors.

Different configurations have been employed
as ground support or missile launch platforms,
but the most popular version is the GAT-12h
"Skipray," a power-boosted refinement over
slower, less combat oriented models. As with
the assault shuttle, blastboats are lumped in
with capital ships because of the missionsthey
undertake and the firepower they are able to
deliver. In addition to patrol duties, the Skipray
is commonly used for planetary defense and
interdictive actions.

The aerodynamic Skipray performs excep-
tionally well in atmospheric flight, easily execut-
ing maneuvers normally possible only by high-
performanceairspeeders. | n space combat, the
GAT-12h is not especially maneuverable. It re-
lies instead on its speed to approach with sur-
prise and get in adevastating first attack. When
engaged in extended combat, the Skipray coor-
dinates its attack with TIE fighters whenever
possible, or uses wingman tactics if there are
more blastboats in the area.

» Skipray Blastboat
Craft: Sienar Fleet SystemsGAT-12h
Type Defense and patrol blastboat
Scale Capital (due to power output)
Length: 25 meters
SKill: Starfighter piloting: Skipray Blastboat
Crew: 2 (1 can coordinate), gunners: 2, skeleton: 1/+5
Crew Skill: Astrogation 4D, capital ship gunnery 5D,
Starfighter piloting4D, starship gunnery 5D+1, starship
shields 4D+1
Cargo Capacity: 20 metric tons
Consumables 1 month
Cost: 285,000 (new), 150,000 (used)
Hyperdrive Multiplier: x2
Nav Computer: Limited to four jumps
Maneuver ability: 1D+2 (2D+2 in atmosphere)
Space: S
Atmosphere: 415; 1,200kmh
Hull: 2D+
Shidds 2D

Imperial Sourcebook



Sensors:

Passive: 35/1D

5can:60/ID+2

Search: 100/2D

Focus. 3/2D+2

Weapons:

3 Medium lon Cannons (fire-linked)
Fire Arc: Front
Crew: 1
ill: Capital ship gunnery
Fire Control: 3D
Space Range.1-3/12/25
Atmosphere Range: 100-300/1.2/2.5 km
Damage: 4D

Proton Torpedo Launcher
Fire Arc: Front
Crew: 1 (same gunner asion cannon)
ill: Starship gunnery
Scale: Starfighter
Fire Control: 2D
Sace Range: 1/3/7
Atmosphere Range: 50-100/300/700
Damage: 9D

2 Laser Cannons (fire-linked)
Fire Arc: Turret
Crew: |
Skill: Starship gunnery
Scale.Starfighter
Fire Control: ID
Space Range. 1-312/25
Atmosphere Range: 100-300/1.2/2.5 km
Damage. 5D

Concussion Missile Launcher
Fire Arc: Front
Crew: 1 (same gunner as ion cannon)
ill: Starship gunnery
Scale: Starfighter
Fire Control: ID
Soace Range: 1/3/7
Atmosphere Range: 1-50/100/250
Damage: 6D

System Patrol Craft

System patrol craft are any of a number of
capital ship designs that fall between the 100
meter minimum and 250 meters, although some
larger ships are relegated to this duty due to
lack of available vessds. System patrol craft
follow the primary directiveto apprehend smug-
gling vessels, but they aso serve as a star
system's first line of defense against pirates,
rebels, and hostile aliens as well.

Most of the vesselsthat fall into this class are .

either designed or modified for speed and fire
power. Built to engage in "pre-jump” combat,
patrol craft make maximum use of speed and
maneuverability to catch fleeing vessels before
they can escape to hyperspace. System patrol
craft typically contain no hyperdrive engines,
instead relying on powerful sublight enginesto
make their way within a system.

Often, the crew of asystem patrol craft spends
long periods off-world intheir vesseal, patrolling
the borders of their star system. They arecalled
upon to respond quickly to any shipsleaving the
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system with stolen or smuggled goods, so the
crews must be constantly on watch for threats
from within their system as well as those from
beyond.

e System Patrol Craft
Craft: Sienar Fleet Systems PV 1
Type Inter-system patrol/customs craft
Scale: Capital
Length: 120 meters
Skill: Capital shippiloting: IPV 1
Crew: 4, gunners: 8, skeleton: 3/+5
Crew SKill: Capital shipgunnery 4D, capital ship piloting
5D, capital ship shields4D, sensors 3D
Passengers: 10 (troops)
Cargo Capacity: 200 metric tons
Consumables: 3 months
Cod: Not availablefor sale
Maneuver ability: 2D+1
Space: 7
Atmosphere: 350; 1,000 kmh
Hull: 3D+1
Shields: 3D
Senors
Passive.40/1D
Scan;80/ID+2
Search: 130/2D
Focus 4/3D
Weapons.
4 Turbolaser Cannons
fireArc: Turret
Crew: 2
ill: Capital ship gunnery
Fire Control: 2D
Foace Range. 3-15/35/75
Atmosphere Range: 300-1.5/3.5/7.5 km
Damage: 4D

Strike Cruisers

L oronar'sstrike-class cruiser has been called
the fleet's best kept secret. While every smug-
gler and Rebel knows to avoid Star Destroyers,
thefighting capacity of the strike cruiser comes
as quite a surprise to many.

Loronar has designed a vessd that can be
mass produced in alimited amount of time, due
to the prefabricated nature of its component
sections. Not only does this procedure reduce
construction time, it also dramatically lowers
the cost of each vessdl.

Each strike cruiser can carry a company of
troops, two AT-STs, and one AT-AT walker for
ground assault missions. Its small but func-
tional hangar bay houses one squadron of TIE
fighters.

Becauseof itsmodular design, astrikecruiser
can be easly modified for specific missons.
Those specialized vessels currently in service
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include prefab garrison deployers, troop trans-
ports, TIE launch platforms, heavy vehicle re-
covery, and planet assault vesselsthat cancarry
up to five walkers.

While the benefits of its design are obvious,
the strike cruiser has some glaring weaknesses.
The modular design means that entire systems
or weapons batteries can be knocked out by a
single, well-placed hit.

» Strike Cruiser
Craft: Loronar Strike Cruiser
Type Strike-class medium cruiser
Scae Capital
Length: 450meters
Skill: Capital ship piloting: Strike-class cruiser
Crew: 1,972, gunners: 140, skeleton: 800/+10
Crew SKill: Capital shipgunnery 4D+2, capital ship pilot-
ing 5D, capital ship shields 3D+2
Passengers 340 (troops)
Cargo Capacity: 6.000 metric tons
Consumables: 1.5years
Cogt: Not availablefor sale
Hyperdrive Multiplier x2
Hyperdrlve Backup: x12
Nav Computer: Yes
Maneuver ability: 2D
Foace 6
Hull:6D
Shidds: 2D+2
Sensors:
Passive: 30/0D
Sow; 50/1D
Search: 100/2D
Focus: 4/3D
Weapons.
20 Turbolasers
FireArc: 5 front, 5 left, 5 right, 5 back
Crew: 2
ll: Capital ship gunnery
Fire Control: 2D
Foace Range: 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 5D
10 Turbolaser Batteries
Fire Arc: 4 front, 3 left, 3right
Crew: 4
Skill: Capital ship gunnery
Fire Control: 1D
Fpace Range: 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 7D
10 Tractor Beam Projectors
FireArc: 2 front, 3 left, 3 right, 2 back
Crew: 3
ill: Capital ship gunnery
Fire Control: 2D
Space Range: 1-5/15/30
Atmosphere Range: 1-5/15/30 km
Damage: 4D
101on Cannons
Fire Arc: 4 front, 3 left, 3 right

Crew: 3

ll: Capital ship gunnery

Fire Control: 4D

Face Range: 1-5/15/30
Atmosphere Range: 2-10/30/60 km
Damage: 4D

Escort Carrier

The need for a TIE escort carrier became
apparent after the Battle of Ton-Fak. In that
battle, two Imperial frigates and a Dreadnaught
were logt dueto, as Naval Command reported,
"inadequate TIE support.” Sothe Navy commis-
sioned Kuat Drive Yards to construct a vessel
that would serve the specific function of carry-
ing TIE fightersinto battle.

The main duties of escort carriers are to
augment the starfighter strength of the fleet
they are attached to, and to transport non-
hyperspace support shuttles from system to
system. Box-like and inelegant in appearance,
KDY's escort carrier performs these missions
admirably.

Each carrier bases an entire TIE wing in its
cavernous bays. Imperial policy mandates that
a least one squadron of TIE Interceptors be
included in the mix. Additional bays can carry
up to six shuttles.

While carriers are equipped with protective
weaponry, they are not considered combat ves-
sds. They do not engage enemy targetsand try
to stay as far from the actual battle as possible.

Other missions that carriers regularly per-
form include augmenting the power of Imperial
garrison bases. While the garrison quells plan-
etary problems, the carrier assumes a station-
ary position in orbit over the planet. From this
position, the carrier's TIEs can blanket theworld
to provide support from above.

« Escort Carrier
Craft: Kuat Drive Yards Escort Carrier
Type Heavy starfighter/shuttlecarrier
Scale: Capital
L ength: 500 meters
Skill: Capital shippiloting: KDY Escort Carrier
Crew: 3485, gunners:. 20, skeleton: 1.500/+10
Crew SKill: Astrogation 3D+2, capital ship gunnery 4D,
capital ship piloting 4D+1, capital ship shields 3D+2,
sensors 3D+2
Passengers: 800 (troops)
Cargo Capacity: 500 metrictons
Consumables: 9 months
Cogt: Notavailableforsae
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Hyperdrive Multiplier xI
Hyperdrive Backup: x12
NavComputer: Yes
Maneuver ability: 1D
Space 4

Hull: 7D+1

Shields: 2D

Sensors:

Passive: 30/0D

Scan:50/1D

Search: 100/2D

Focus: 4/3D

Weapons:

10 Twin Laser Cannons
FireArc: 2 front, 3 left, 3 right, 2 back
Crew: 2
Skill: Capital ship gunnery
Fire Contral: 3D
FoaceKange.1-3/12/25
Atmosphere Range: 2-6/25/50 km
Damage. 3D

Lancer-Class Frigates

Following the Battle of Yavin, Naval Com-
mand experienced an exaggerated but under-
standable case of phobia concerning Rebel
starfighters. One group of senior admirals, led
by the vocal Admiral Drez, argued that the
Death Star's destruction was due to the lack of
anti-starfighter screening vessels. Drez stated
that "until ananti-starfighter screeningvessdl is
brought into service, every capital ship in the
fleet is in imminent danger." Naval Command
authorized the construction of Kuat DriveY ard's
Lancer-classfrigate—but only alimited number
to serve as test vessels.

Gun for gun, Lancers are the best anti-
starfighter ships currently in service— at least
according to their initial tests. The main and
only armament the ship carriesis 20 quad-firing
laser cannons. Each cannon is equipped with a
targeting mechanism adapted from the one used
in Sienar Fleet Systems' TIE bomber craft. This
produces multi-fire cover with superb fire con-
trol. Inaddition, eachgunismounted onitsown
tower to provide an increased fire arc.

For al its fire power, the Lancer-class frigate
could be shaping up as afailure. The Lancer is
comparable in price to a cruiser, without the
added benefits of the larger vessdl. Also, the
predicted starfighter attacks on capital ships
never materialized — at least not at the level
feared. Admiral Drez and others claim that this
is due to the appearance of the Lancer, but
others point out that there are not enough Lanc-
ersin service to make so bold an assumption.

ThoseLancerscurrentlyinusehavenotlived
up to expectations. While they perform excep-
tionally when engaging starfighters, Lancers
have done very poorly in the few fleet engage-
mentsthey have participated in. Tofunction as
screening vessals, Lancers must be placed on
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the outer perimeter of the fleet, but without

turbolasers these ships are easy prey for Rebel
cruisers. Inaddition, themodifiedtargetingsys-
temsstill need work, resultinginlessthan half of

each Lancer's weapons operating perfectly on
any given day.

Intended as stationary screening ships, Lanc-
ers cannot match starfighters for speed or ma-
neuverability. But when their weapons are op-
erational, they are morethan amatch for Rebel
starfighters.

* Lancer Frigate
Craft: KDY's lancer-class Frigate
Type: Anti-starfighter screeningvessl
Scale: Capital
L ength: 250 meters
SKill: Capital ship piloting: Lancer
Crew: 810, gunners: 40, skeleton: 375/+10
Crew XKill: Astrogation 3D+2, capital ship piloting 3D+2,
capital ship shields4D, starship gunnery 4D
Passengers: 40 (troops)
Cargo Capacity: 300 metrictons
Consumables: 1 week
Codt: Not availablefor sale
Hyperdrive Multiplier: x2
Hyperdrive Backup: x15
Nav Computer: Yes
Maneuver ability: 1D
Soace 4
Hull:4D
Shields: 2D+2
Sensors
Passive: 35/1D
Scan:60/ID
Search: 100/2D
Focus: 3/2D+1
Weapons.
20 Quad Laser Cannons
FireArc: 5front, 5 left, 5right, 5 back
Crew: | (5), 2 (10), 3 (5
Scale: Starfighter
ill: Starship gunnery
Fire Control: 4D
Sace Range: 1-3/12/25
Atmosphere Range: 100-300/1.2/2.5 km
Damage: 4D

Interdictor Cruisers

When the Empire developed aworking grav-
ity well projector, it was determined that a
specia vessd would need to be constructed to
provide the necessary power output the device
required. So the Interdictor-class heavy cruiser
was designed by Sienar Fleet Systems.

The gravity well generator works on asimple
principle. When focused, it sends out waves of
energy that disrupt masslinesin space, thereby
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simulating the presence of alarge stellar body
such as an asteroid or planetoid. The presence
of so much mass prevents shipsin theareafrom
engaging their hyperdrives, and it aso drops
shipsalready in hyperspaceback into real space.

The Interdictor cruiser serves as an escape
cut-off, strategically stationed out of direct com-
bat but in a position that provides a maximum
fire arc. It projects fields of gravity throughout
abattle zone, rendering all hyperdrivesinoper-
able. This greatly reduces the chances of Rebel
ships, which normally survive by using quick
hit-and-run tactics and then escape into
lightspeed.

These heavy cruisers also perform as am-
bush vessels, hiding along aknown hyperspace
lane and projecting gravity fields that produce
mass shadows. Any ships traveling along the
hyper route must slip back into realspace when
confronted with gravity projections. Once in
realspace, other Imperial vessels can engage
them in direct combat or board them for cus-
toms inspection.

* Interdictor Cruiser
Craft: Sienar Fleet Systems' Immobilizer 418
Type: Interdictor-c\ass heavy cruiser
Scale: Capital
L ength: 600 meters
SKill: Capital ship piloting: Interdictor cruiser
Crew: 2,783, gunners: 24, skeleton 1.500/+10
Crew SKill: Astrogation 5D, capital ship gunnery 5D,
capital ship piloting 5D, capital ship shields 4D
Passengers 80 (troops)
Cargo Capecity: 5,500 metric tons
Consumables: 1.2years
Codgt: Not availablefor sale
Hyperdrive Multiplier: x2
Hyperdrive Backup: x8
Nav Computer: Yes
Maneuver ability: 1D
Space 6
Hull:5D
Shields: 3D
Sensors.
Passive: 30/1D
Scan: 75/2D
Search: 150/3D
Focus: 5/4D
Weapons.
20 Quad Laser Cannons
FireArc: 10front, 5 left, 5 right
Crew: 1
ill: Capital ship gunnery
Fire Control: 2D
Foace Range: 1-3/12/25
Atmosphere Range: 2-6/24/50 km
Damage: 4D

4 Gravity Well Projectors
Fire Arc: Turret
Crew: 1

Skill: Capital ship gunnery

Fire Control: 6D

Face Range: 1-5/75/150

Damage: Blocks hyperspace travel

Imperial Star Galleon

As more and more cargo freighters suffer
capture and destruction at the hands of pirates
and rebels, the Empire decided to experiment
withanew class of capital ship. Thisnew vessel
contains enough storage capacity to make it
function as a transport ship, but also has the
added benefit of sophisticated weaponry and
shielding. In essence, this vessal can serve as
both transport and escort — simultaneously.

The Sar Galleon-class frigate takes the place
of two ships, thus saving the Empire credits.
Previous Imperial transports were unarmed or
lightly armed cargo ships that could not com-
pete against starfighters or powerful capital
ships. They needed the protection of escort
frigates or some other type of combat craft.

However, the new Star Galleons can carry
equivalent amounts of goods while protecting
themselvesfrom the ravagers of the space lanes.
A combination of concussion missiles and
turbolasers creates a decent fire perimeter. In
addition, the vessels are designed to repel in-
vadersintent on capturingtheir store of goods.

Up to 300 troopers are stationed aboard a
Star Galleon. Theinterior of these ships bristle
with anti-intruder defenses. The troopers, for
example, can make use of fortress-like emplace-
mentsthat linethe inner hallways and corridors
from which to defend their ship. Individual sec-
tions can be sealed and held by the defenders,
creating pockets within a Star Galleon.

One of the moreinteresting features of aStar
Galleon is the cargo hold. Placed in the very
center of the craft, the hold is actually a sepa-
rate vessel that can detach and be jettisoned
into hyperspace for collection at alater time. A
built-in homing deviceallows Imperial agentsto
track the hold as it randomly jumps across the
hyperlanes.

\

e Imperial Star Galleon
Craft: Kuat Drive Yards' Star Galleon
Type Cargo/escort frigate
Scale: Capital
Length: 300 meters
Skill: Capital ship piloting: Star Galleon
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Skill: Capital ship piloting: Star Galleon

Crew: 130, gunners: 20, skeleton 50/+10

Crew SKill: Astrogation 3D, capital ship gunnery 4D,
capital ship piloting 5D, capital ship shields5D, sensors
3D

Passengers: 300 (troops)
Cargo Capacity: 100,000 metric tons
Consumables. 6 months
Cog: Not availablefor sale
HyperdriveMultiplier:x2
Hyperdrive Backup: x15
Nav Computer: Yes
Maneuver ability: 1D
Space: 3
Hnll:5D+2
Shields:2D
Sensors
Passive: 15/1D
Snw?:45/ID+
Search: 90/2D
Focus- 3/2D+1
Weapons:
10Turbolasers
Fire Arc: 5left, 5 right
Crew: 1 (6),2(2),3(2
Skill: Capital ship gunnery
Fire Control: 3D
Face Range: 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 4D
Concusson Missile Launcher
Fire Arc: Front
Crew: 4
ill: Capital shipgunnery
fireControl: 5D
Space ffange. 2-12/30/60
Atmosphere Range: 200-1.2/3/6 km
Damage: 5D

Dreadnaughts

Introduced to the galaxy before the Clone
Wars, the Dreadnaught-class heavy cruiser was
the largest vessel of its time. In fact, these are
among the oldest ships still seeing active ser-
vice in some parts of the Empire.

Originally, the Navy had planned to phase
out the Dreadnaught. Critics pointed out such
flaws as slow speeds, weak shielding, inefficient
power generators, low fire power, and high
crew needs. Economics haswon out though, so
far, as the Navy has found it more cost-effective
to refit these ships than to build totally new
vessals.

Because of their slower speeds, these ships
were originally equipped with an enormous
amount of cargo space for food and supplies
during long missions. Astechnology improved,
faster hyperdrive engines made most of this
spaceunnecessary. Now theseareashavebeen
converted into TIE hangar bays. Dreadnaughts
typically carry afull squadron of TIE starfighters.

Dreadnaughts perform a number of duties
within the Empire. They are used to maintain an
Imperial presenceinthe Outer Rim Territories,
asconvoy escort vessals, and inthepacification
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of low technology worlds.

The biggest drawback for this class of heavy
cruiser is its reliance on manual technology.
While the newer vessels have minimal crews
supported by a heavy concentration of droid
technology, eventherefitted Dreadnaughtsneed
more actual crewmen than any other vessel
currently in Imperial service.

» Dreadnaught Cruiser
Craft: Rendili StarDrive's Dreadnaught
Type: Heavy cruiser
Scale Capital
Length: 600 meters
Skill: Capital ship piloting: Dreadnaught
Crew: 16,113, gunners: 97, skeleton: 9.000/+15
CrewSkill: Astrogation4D+1, capital shipgunnery4D+2,
capital ship piloting 4D+2, capital ship shields 4D+2,
sensors4D
Passengers 3,000 (troops)
Cargo Capacity: 9,000 metric tons
Consumables 2years
Cost: Notavailableforsae
Hyperdrive Multiplier: x2
Hyperdrive Backup: x18
Nav Computer Yes
Maneuver ability: 1D
Space 4

Hull:5D+2
Shields: 2D+l
Sensors

Passive: 30/0D

Scan:50/I1D

Search: 100/2D

Focus: 4/3D

Weapons:

10 Turbolaser Cannons
FireArc: 5 left, 5 right
Crew: 1 (5), 2 (5
ll: Capital ship gunnery
Fire Control: 3D
Space Range: 3-15/35/75
Damage: 2D

20 Quad Turbolaser Cannons
FireArc: 6 from, 7 left, 7 right
Crew: 3
ill: Capital ship gunner
Fire Cor?teol: 2D Pg y
Foace Range: 3-20/40/80
Damage: 4D

10 Turbolaser Batteries
FireArc: 5front, 5 back
Crew: 1 (2), 2 (4), 3 (4
ll: Capital ship gunner
FireCor?teol: 1D Po y
SpaceRange: 3-10/30/60
Damage: 7D

Carrack-Class Light Cruiser

An oldyet reliable ship in the Imperial fleet is
the Damorian Manufacturing Corporation's
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Carrack-class light cruiser. This vessd's 10
turbolaser batteries allow the Carrack to en-
gagelarger opponentswith areasonablechance
of success. Backing up the heavy guns are a
number of smaller laser cannons for point de-
fense againgt starfighters and missiles. Refitted
vessals have also been equipped with tractor
beam projectors.

Layered bulkheads and compartmentaliza-
tion, combined with a unique modular life sup-
port system, assuresmaximumcrew survival in
case of hull breachings. On numerous occa
sions, Imperial salvage craft have retrieved
Carrack debrisand found live crew members on
board. These bulkheads aso lend strength to
thehull, allowingaCarrack tosurviveanattack
that would destroy asimilarly-sized vessal.

Compartmentalizationdoeshaveonemajor
drawback, though. Suchadefensesystemtakes
up an inordinate amount of space. As aresult,
theCarrack-classisoneof thelargest light cruis-
ers not equipped with internal hangar bays.
Instead, each Carrack carries four TIE recon
starfighters docked on an external rack. These
small ships are used for courier missions and
scouting duty.

To compensate for the lack of starfighter
support, Carrack cruisers are equipped with
powerful engines that make them among the
fastest of the Empire's capital ships.

Current doctrine teams these cruisers with
smaller vessdls and assignsthem to patrol duty
in pacified or semi-pacified sectors. They also
serveaspersonal transportsforimportant plan-
etary governors and Moffs.

e Carrack Light Cruiser
Craft: Damorlan Manufacturing's Corrack-class light
cruiser
Type Light cruiser
Scde Capital
Length: 350 meters
Skill: Capital shippiloting: Carrack
Crew: 1,007, gunners: 85, skeleton: 500/+10
Crew SKill: Astrogation3D+2, capital shipgunnery4D+2,
capital ship piloting4D+1, capital ship shields4D, sen-
sors 4D+1
Passengers 142 (troops)
Cargo Capacity: 3,500 metric tons
Consumables 1year
Cod: Not availablefor sde
Hyperdrive Multiplier xI
Hyperdrive Backup: x12
NavComputer: Yes
Maneuver ability: 2D
Space:8

Hull:5D
Shidds 2D+2
Sensors
Passive: 30/0D
5con:50/ID
Search: 100/2D
Focus: 4/3D
Weapons.
10 Heavy Turbolasers
FireArc: 2 front, 3 right, 3 left, 3 back
Crew: 3
qill: Capital ship gunnery
Fire Control: ID
Space Range: 3153575
AtmosphereRange: 3-15/35/75km
Damage: 7D
20 Laser Cannons
FireArc: 4 front, 4 |eft, 4 right, 4 back
Crew: 2

kill: Capita ship gunnery
Fire Contral: 3D
Face Range: 1-3/12/25
AtmosphereRange: 100-300/1.2/2.5km
Damage: 2D

5 Tractor Beam Projectors
FireArc: 1 front, 21eft, 2right
Crew: 3
qill: Capital shipgunnery
Fire Control: 2D
Soace Range: 1-5/15/30
AtmosphereRange: 1-5/15/30 km
Damage: 4D

Torpedo Spheres

The Torpedo Sphere, adedicated siege plat-
form, is designed to accomplish one mission —
toknockout aplanet'sshields. Planetary shields,
whether full or partial, protect a world from
orbital bombardment. Ittakesalot of troopsto
assault aplanet. It is easier and far less expen-
siveto simply pound aplanet into submission
with the weapons of aStar Destroyer. But plan-
etary shields prevent this.

The Torpedo Sphere is a miniature Death
Star, covered with thousands of dedicated en-
ergyreceptors(DERs) designedtoanal yzeshield
emissions. Planetary shieldsarenever uniformly
even. They experience power anomalies and
energy fluctuations just like other mechanical
devices. The Torpedo Sphere parks in orbit
around a planet and trains its DERs upon the
world to search for weak pointsintheshielding.
Theseweak pointsrarely exceed morethan a20
percent power drop, but thisis enough for the
Torpedo Sphereto bring down the shields.

TheSpherecontains500 protontorpedotubes
arranged in an inverted conical formation. Sur-
rounding these tubes are 10 heavy turbolaser
batteries. The actual destruction of a planet's
shields is simple. The Torpedo Sphere arrives
and analyzes the shields. It finds both the weak
points and the location of the planet-bound
shieldgenerators. TheSpherethenfiresasalvo
of torpedoes that knock a holein the shield (at
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a weak point), followed by blasts from the
turbolasersto destroy the generators. Thenthe
bombardment of the planet can begin.

That is the quick version. In redlity, it takes
amost a hundred heavy weapons technicians
tocoordinatethetubelaunches. Thetargetarea
rarely exceeds asix meter square. The holethis
produces is actually a power surge that only
lasts a few microseconds. If the turbolasers
have not made their shots in this time, the
process must start all over again.

The most difficult part of the entire processis
determining exactly where the shield genera-
torslie. Sensors cannot penetratefull planetary
shields, s0 the crew of the Sphere must study
the power waves within the shield to determine
where theinitial power is coming from.

Thereareonly six Torpedo Spherescurrently
in service. They perform only one function, but
it is an important one in these times of open
rebellion.

e Torpedo Sphere
Craft: Loronar'sTorpedoSphere
Type: Dedicatedsiegeplatform
Scde Capital
Length: 1,900 meters
SKill: Capital ship piloting: Torpedo Sphere
Crew: 61,245, gunners:. 2,030, skeleton: 20.415/+15
Crew SKill: Astrogation3D+2, capital shipgunnery4D+2,
capita ship piloting 3D+2, capital ship shields 4D, sen-
sors4D+1
Passengers 8,540 (troops)
Cargo Capacity: 38 million metric tons
Consumables: 4years
Cogt: Not availablefor sale
Hyperdrive Multiplier. x3
Hyperdrive Backup: xI8
Nav Computer Yes
Speed: 2
Hull: 9D+2
Shidds 2D
Sensors
Passive.50/1D
Scan: 75/3D
Search: 150/4D
Focus.5/4D+2
Weapons:
10 Turbolaser Batteries
FireArc: Front
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Crew: 3
ill: Capital ship gunnery
Fire Control: 0D
SpaceRange: 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 9D
500 Proton Torpedo Tubes
Fire Arc: Front
Crew: 4
ill: Capital ship gunnery
Fire Contral: 2D
Space Range: 2-12/30/60
Atmosphere Range: 4-24/60/120 km
Damage: 9D (Specidly calibrated to affect par
etary shields; do only 4D damage to other vessels)

Victory-Class Destroyers

Technological advancement is a byproduc
of war. The battle-marred era marked by thi
Clone Wars saw the creation of bigger, faster
more heavily armed and armored combat ves
sets. The best of this bumper crop was thi
Victory-class Star Destroyer.

Designed by Republicengineer Walex Blissex
the Victory was commissioned into service &
thewarsweredrawingtoaclose. Consequently
though these ships saw little action during the
wars, they formed the bul k of the Republic Navy
for yearsfollowing. For atimeit seemed these
vessels would be replaced by the larger, never
Imperial-class Destroyers, but since the Rebd-
lionmoved intofull swingtheVictory has served
in the defense of the Empire.

TheVictory Star Destroyer carries out thrare
standard missiontypes:. planetary defense, plar+
etary assault and troop support, and ship-to-
ship combat. It is much better at the first two
than at the latter. One of this vessd's mod
powerful advantages is its ability to enter the
upper levels of aplanet's atmosphere— some-
thing the newer Star Destroyers cannot do. This
permits precision ground attacks and the pur-
suit of smaller craft hoping to escape by divinig
toward planet.

The Victory-class vessel's main deficiency is
its slow sublight speed. However, it does have
rapid hyperspace capabilities and can meke
jumps quickly. To augment its slow speed, the
Victory carriestwo TIE fighter squadrons.

* Victory-class Star Destroyer
Craft: Rendili Star Drive'sVictory |
Type Wctory-class Star Destroyer
Scale Capital
Length: 900 meters
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Skill: Capital ship piloting: Star Destroyer
Crew: 4,798, gunners. 402, skeleton: 1785/+15
Crew Skill: Astrogation3D+2, capital ship gunnery 4D+2,
capital ship piloting 5D, capital ship shields4D, sensors
3D+2
Passengers: 2,040 (troops)
Cargo Capacity: 8,100 metric tons
Consumables 4 years
Cogst: Notavailableforsae
Hyperdrive Multiplier: xI
Hyperdrive Backup: x15
NavComputer Yes
Maneuverability: 1D
Space 4
Atmosphere: 280; 800kmh
Hull: 4D
Shields: 3D+1
Sensors:
Passive: 40/1D
Scan. 70/2D
Search: 150/3D
Focus: 4/3D+2
Weapons
10 Quad Turbolaser Batteries
Fire Arc. 5 left, 5right
Crew; 5
ill: Capital ship gunnery
Fire Control: 4D
Foace Range. 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 5D
40 Double Turbolaser Batteries
Fire Arc.10 front, 15 left, 15 right
Crew: 3
Sill: Capital ship gunnery
Fire Control: 3D
Space Range.3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 2D+2
80 Concusson Missile Tube Launchers
FireArc: 20 front, 20 left, 20 right, 20 rear
Crew: 2
ill: Capital ship gunnery
Fire Control: 2D
SpaceKange: 2-12/30/60
Atmosphere Range: 4-24/60/120 km
Damage: 9D
10 Tractor Beam Projectors
Fire Arc. 6 front, 2 left, 2 right
Crew: 2 (2), 4 (2, 10(6)
Sill: Capital ship gunnery
Fire Control:4D
SpaceRange: 1-5/15/30
Atmosphere Range: 2-10/30/60 km
Damage: 5D

Victory |

It did not come off the production line until
after the Clone Wars had ended, and conse-
guently only ahandful ever saw completion. Y et
Rendili StarDrive'sVictory Il Star Destroyer has
made an impact in this age of Imperial- and
Super-class Star Destroyers. While the Victory |
is primarily aplanetary assault vessel, the Vic-
tory 11 was designed with space combat in mind.

TheVictory Il isfitted with powerful Hoersch-
Kessal engines that add significantly to the
Destroyer's sublight speed and maneuverabil -

ity. In addition to its normal armament, the
Victory 11 is equipped with ion cannons and
enhanced tractor beam projectors. |n combina:
tion, these weapons regularly disrupt the usual
performanceof an enemy ship, leavingitvulner-
able to the Victory II's destructive weaponry.

Victory |l Destroyers are designed with han-
gar bayslargeenough for two squadronsof TIE
fighters. A recent shortage and high demand for
the starfighters has seen the mothballing of
severa hangars, or the use of non-combat craft
as battle platforms.

The main duty of the small number of these
Star Destroyersissector patrol. In pairs, or with
other ships, Victory lisregularly moveinto sus-
pected hot spots and areas of Rebel or pirate
activity with orders to pacify the sector.

*Victory Il Star Dedtroyer
Craft: Rendili StarDrive'sVictory Il
Type: Victory-class Star Destroyer
Scde Capital
Length: 900 meters
Skill: Capital ship piloting: Star Destroyer
Crew; 5,881, gunners: 226, skeleton: 2,100/+10
Crew Skill: Astrogation3D+2, capital shipgunnery4D+2,
capital shippiloting 5D, capital ship shields4D, sensors
3D+2
Passengers: 1,600 (troops)
Cargo Capacity: 8,100 metric tons
Consumables 4 years
Cod: Not availablefor sale
Hyperdrive Multiplier x|
Hyperdrive Backup: x15
Nav Computer Yes
Maneuver ability: 1D
Space 6
Hull:4D+2
Shidds 3D
Sensors:
Passive:40/ID
Scan: 70/2D
Search.150/3D
Focus: 4/3D+2
Weapons.
20 Turbolaser Batteries
FireArc: 10 front, 5 left, 5 right
Crew: 3
ill: Capital ship gunnery
Fire Control: ID
Sace Range: 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 7D
20 Double Turbolaser Cannons
Fire Arc: 5front, 5 left, 5 right, 5 back
Crew:3
ill: Capital ship gunnery
Fire Control: 2D
Face Range: 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 5D
101on Cannons
Fire Arc: 2 front, 3 left, 3right, 2 back
Crew.-2 (2), 3 (2, 4 (6)
Sill: Capital ship gunnery
Fire Control. 4D
Foace Range: 1-10/25/50
Atmosphere Range; 2-20/50/100 km
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Damage: 4D

10 Tractor Beam Projectors
FireArc: 6 front, 2 left, 2 right
Crew: 2(2), 4(2), 10(6)
ill: Capital ship gunnery
Fire Control: 2D
Sace Range: 1-5/15/30
Atmosphere Range. 2-10/30/60 km
Damage: 6D

Imperial Star Destroyers

Designed by Lira Wessex, daughter of the
man who designed the Victory-class Star De-
stroyer, the Imperial-class Star Destroyer was
an engineering and budget-planning nightmare.
But the Navy pushed for it and the Emperor
demanded it, s0 the standard Star Destroyer
was built.

The Imperial Star Destroyer has enough fire-
power to reduce acivilized world to slag or take
on afleet of lesser enemy vessels. Each carries
afull stormtrooper division, complete with as-
sault craft and ablative heat shields for orbital
drops, 20AT-AT and 30AT-ST walkersforground
assault, and six TIEfighter squadronsfor escort
and patrol.

There are whole star systems whose gross
domestic product islessthanthe cost of asingle
Imperial Star Destroyer. There are whole na
tionswhich, throughout their entire history, do
not use as much energy as an Imperial expends
to make a single hyperspace jump.

To carry out the Emperor's mandate of rule
through fear and the swift destruction of oppo-
sition, the Imperial-class Star Destroyer is the
weapon of choice. By deployingaStar Destroyer
and support ships to a system, the Empire can
destroy virtually any foe.

It is impossible to garrison every world in
every system in the Empire, but the Imperial
Star Destroyers give the Emperor the ability to
project hispower anywhere hewishesinashort
period of time. These vessds are more than
weapons platforms. They also act as space sta-
tions, repair docks, and

heavy transports for
smaller craft.

An Imperial-class

vessel usually car-
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ries combat craft, shuttles, repair and recovery
vehicles, landing barges, drop ships, ground
assault vehicles, and pre-fabricated garrison
bases for immedi ate deployment.

Since its introduction, an improved version
of the Star Destroyer has begun to see action.
The Imperial 11 is an upgraded model featuring
increased hull shielding and heavier firepower.

e Imperial Star Destroyer
Craft: Kuat Drive Yards Imperial | Star Destroyer
Type Star Destroyer
Scale: Capital
Length: 1,600 meters
Skill: Capital ship piloting: Star Destroyer
Crew: 36,810, gunners: 275, skeleton: 5,000/+20
Crew SKill: Astrogation 4D, capital ship gunnery 4D+2,
capital ship piloting 5D+1, capital ship shields 4D+1,
sensors4D
Passengers: 9,700 (troops)
Cargo Capacity: 36,000 metric tons
Consumables 6years
Cod: Not availablefor sale
Hyperdrive Multiplier: x2
Hyperdrive Backup: x8
Nav Computer Yes
Maneuver ability: 1D
Space 6
Hull: 7D
Shidds 3D
Sensors
Passive: 50/1D
5can: 100/3D
Search.200/4D
Focus. 6/4D+2
Weapons.
60 Turbolaser Batteries
FireArc: 20 front, 20 left, 20 right
Crew: 1 (20), 2 (40)
ll: Capital ship gunnery
Fire Control: 4D
Space Range: 3-15/36/75
Atmosphere Range: 6-30/72/150 km
Damage: 5D
60 Ion Cannons
Fire Arc: 20 front, 15 left, 15 right, 10 back
Crew: 1(15), 2(45)
Sill: Capital ship gunnery
Fire Control: 2D+2
Space Range: 1-10/25/50
Atmosphere Range: 2-20/50/100 km
Damage: 3D
10 Tractor Beam Projectors
FireArc: 6front, 2 left, 2 right
Crew: 1 (2), 4 (2), 10(6)
Sill: Capital ship gunnery
Fire Control: 4D
Space Range: 1-5/15/30
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Atmosphere Range: 2-10/30/60 km
Damage: 6D

e Imperial Il Star Destroyer
Craft: Kuat Drive Yards' Imperial Il Star Destroyer
Type: Star Destroyer
Scae Capital
Length: 1,600 meters
SKill: Capital ship piloting: Star Destroyer
Crew: 36,755, gunners. 330, skeleton 5.000/+10
Crew SKill: Astrogation 4D, capital ship gunnery 4D+2,
capital ship piloting 5D+1, capital ship shields 4D+1,
sensors4D
Passengers. 9,700 (troops)
Cargo Capacity: 36,000 metric tons
Consumables. 6years
Cogt: Not availablefor sale
Hyperdrive Multiplier: xI
Hyperdrive Backup: x8
Nav Computer: Yes
M aneuver ability: 1D
Space: 6

Hull: 7D+l
Shidds 2D+2

Sensors:

Pasiv: D

5con:100/3D

Search: 200/4D

Focus: 6/4D+2

Weapons.

50 Heavy Turbolaser Batteries
Fire Arc: 20 front, 15 left, 15 right
Crew:\ (20), 2 (30)
ill: Capital ship gunnery
Fire Control: 0D
Space Range. 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 10D

50 Heavy Turbolaser Cannons
Fire Arc: 20 front, 10 left, 10 right, 10 back
Crew: 3
ill: Capital ship gunnery
Fire Control: 1D
Foace Range: 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 7D

20 1on Cannons
Fire Arc: 10 front, 5 left, 5 right
Creuj;1(10),2(10)
Skill: Capital ship gunnery
Fire Control: 4D
Fpace Range: 1-10/25/50
Atmosphere Range: 2-20/50/100 km
Damage: 4D

10 Tractor Beam Projectors
Fire Arc: 6 front, 2 left, 2 right
Crew;: 1(2), 4 (2), 10(6)
ll: Capital ship gunnery
Fire Control: 4D
Space Range: 1-5/15/30
Atmosphere Range: 2-10/30/60 km
Damage: 6D

Super Star Degtroyers

Except for the Death Star battle station, the
Super-class Star Destroyer is the largest war-
ship ever constructed. Five times the length of
an Imperial Star Destroyer, each carries more
than aquarter million troops and crew.

Over 1,000turbol aser batteries, ion cannons,
and tractor beam emplacements dot the eight
kilometer long ship. These vessels are like a
fleet unto themselves. Twelve squadrons of TIE
fighters await within the huge confines of the
massiveship, includingtwo squadrons madeup
of thenew TIE I nterceptor model. Other carried
vessals bring the total aboard the Super Star
Destroyer to over 200 ships.

Even moreweapons of destruction arewithin
the Super Star Destroyer, including afull corp of
stormtroopers and other soldiers, 25 AT-AT
walkers, 50 AT-STs, and various other ground
assault vehicles. In addition, the ship carries
three pre-fabricated garrison basesforimmedi-
ate deployment.

The Super-class Star Destroyer isthe dream
of the Emperor and the epitome of hisnew navy.
It represents the best and newest vessel avail-
ablein the Imperial inventory. It isacommand
ship, a spacegoing headquarters from which to
guide planetary invasions, space battles, and
the like.

Four of these massive vessels are now in
service. The first, Executor, was presented to
Lord Darth Vader by the Emperor to serveashis
persona flagship from which to lead the fleet
charged with the eradication of the Rebd Alli-
ance.

» Super Star Destroyer
Craft: Kuat Drive Yards' Super Star Destroyer
Type Super-class Star Destroyer
ScaeCepita
Length: 8,000 meters
Skill: Capital ship piloting: Super Star Destroyer
Crew: 279,144, gunners. 1,590, skeleton: 50,000/+10
Crew SKill: Astrogation 4D, capital ship gunnery 6D,
capital ship piloting 6D+2, capital ship shields 5D+2,
sensors5D
Passengers 38,000 (troops)
Cargo Capacity: 250,000 metric tons
Consumables 6 years
Codt: Notavailablefor sale
Hyperdrive Multiplier: x2
Hyperdrive Backup: xIO
NavComputer Yes
Space 4
Hull: 10D
Shields: 8D
Sensors
Passive. 75/1D+2
Scan: 150/3D+2
Search: 300/5D
Focus: 8/6D+2
Weapons
250 Turbolaser Batteries
Fire Arc: 100 front, 75 left, 75 right
Crew: | (100), 2(150)
Skill: Capitd ship gunnery
Fire Control: ID
Soace Range: 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 7D
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Damage: 9D

Fire Arc: 100 front, 50 left, 50 right, 50 back 250 lon Cannons
Fire Arc: 100 front, 50 left, 50 right, 50 back

250 Heavy Turbolaser Batteries

Crew: 2
Skill: Capital ship gunnery Crew: | (100), 2(150)
Space Range: 5-20/40/60 Skill: Capital ship gunnery
Atmosphere Range: 10-20/80/120 km Fire Control: 4D
Damage: 10D Space Range: 1-10/25/50
250 Concussion Missile Tubes Atmosphere Range: 2-20/50/100 km
FireArc: 50 front, 75 left, 75 right, 50 back Damage: 4D
Crew: 1 40 Tractor Beam Projectors

Fire Arc: 20 front, 10 left, 10 right
Crew: 1

ll: Capital ship gunnery

Fire Control: 4D

Space Range: 1-5/15/30
Atmosphere Range: 2-10/30/60 km

Damage: 9D

Sill: Capital ship gunnery

Fire Control: 2D

Space Range: 2-12/30/60
Atmosphere Range: 4-24/60/120 km
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Chapter Six

Custom Ordnance

(The following report was presented to the
Emperor'sAdvisory Committee on Military Affairs
bythesenior officer softheDepartmentof Military
Research.)

Somemilitary missionsrequirespecial weap-
ons. Thefollowing report outlines some of the
newest innovationsto come out of the Depart-
ment of Military Research (DMR). Many of these
customordnancearestill intheplanningstages,
but these few are the closest to operational
deployment.

Cloaking Fields

A fully-operational cloaking device has a-
ways been the ultimate dream of Naval com-
manders since before the most primitive sen-
sors were developed. The idea of cloaking or
hiding a vessal from either visual or sensor
pickup hasbeen agod of everyonewhodesigns
space vehicles. Unfortunately, as newer and
more sophisticated sensor systems were devel-
oped, true"cloaking" becamemoredifficult.

Recently, the Empire's highly funded and
very controversial research into sensor cloak-
ingpaid off. A multi-talented team of scientists
and engineerswere collected to begin final con-
struction onaworking cloaking device.

Many rumors have been circulated concern-
ing cloaking fields and their existence. Some
have come from the Empire in an attempt to
frighten and confuse those who would test its
abilities. Othershave comefromthosesofright-
ened, permittingthe disinformation to expand.
Infact, it wasdetermined that asingular break-
through in cloaking technology was highly un-
likely, and the Empire has pursued acombined
approach ever since.

Thecurrenttest model isadevice comprised
of anumber of inter-related systems and tech-
nologies, specifically designed to providetotal
protection. The "cape," asthe complete system
Is referred to, is a double-blind device. This
demeans the protection from sensor transmis-
sions works both ways.

The cloaking field obscures all types of elec-
tromagnetic sensors by absorbing the beams
instead of reflecting them. Since most sensor
radiation never returnstotheoriginatingsource
but usually disappears into the void of space,
the protected vessdl is effectively cloaked. The
field protects against highly limited EPRs
(electrophoto receptors), insensitive FSTs (full-
spectrumtransceivers), and computerized LFls
(lifeform indicators).

A cloakedvessd isvirtuallyimmuneto DER
(dedicated energy receptor) scanning by all but
themost powerful systemsmanned by the most
expert technicians. DERs can only locate dosked
vessals by picking upion engine heat. The Em-
pire has developed a method for successfully
baffling this heat via another phase of this
project, and this phase is currently being stud-
ied for other military applications.

Cloaking fields, as they are developing now,
cannot protect against CGTs (crystal gravita-
tional traps) since the mass of the protected
vessd is not affected by the field. As most of
these expensive sensors are Imperial property,
the need for mass baffling seems unnecessary.

The main drawback to the cloaking field
project is that the cloak works both ways. A
cloaked vessdl cannot use its sensors either, as
the field absorbs the beams before they can
register any information. These shipswould be
blind in space, aswell asinvisible.

Withtheseproblemsin mind, DMR decided
to narrow the cloaking project's gods. Under
the new scheme, avessel with aspecific search-
and-destroy or deep-space patrol mission would
beequipped withthenewtechnology. Thisship
would use visua navigation in reaspace and
mi nimum sensorswhen in hyperspace. As com-
bat would remain alow priority of this type of
mission, the need for extensive computerized
weapons systems which rely on sensor feed-
back would be eliminated.

Asmoredetailsandreportsareforthcoming,
they will be passed along to the Advisory Com-
mittee.
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Hyperspace Pulsemass Generators

Certain leaders within the DMR have aten-
dency to overlabel everything. The hyperspace
pulsemass generator is an example of this, as
theordnanceis simply ahuge' pebbl espreader”
in space. The generator produces tiny spheres
of hyperenergy that are shot out into an areaof
space. When ships traveling through hyper-
space cross the equivalent area of real space,
they come in contact with the hyperenergy
spheres. These spheres overwhelm the block-
ing capacity of the ship's shields and shred the
craft.

These hyperenergy spheres do not affect
shipsin realspace, but if aship entersafield of
spheres and then jumpsto lightspeed it comes
in contact with the deadly pulses. A region
mined with hyperenergy spheres is dangerous
for only a few minutes, for then the energy
dissipates.

Thisweapon can bedevastatingto largefleets,
but the luck involved in successfully employing
the pulsemassgenerator isenormous. Y ouliter-
aly have to catch your opponent napping to
minearegion of gpaceand havehimhyperspace
through it before the energy spheres fade.

Now in experimental and limited use, the
Empire is working to make this form of attack
more profitable and more exacting. If it does
succeed in improving the versatility of the hy-
perspace pulsemass generator, then fleets of
enemy ships quickly escaping into hyperspaee
will become athreat of the past.

Magnetic Bombards

High tech worlds wherethe new magnepul se
custom ordnance have been tested showed an
immediate cessation of hostile and rebellious
activity. A magnetic bombard delivered above
cities or technological installations can send a
civilization literally back into its dark ages.

Theseweaponstaketwo forms, both deliver-
ing amagnetic pulsethat shorts out most tech-
nological equipment, computers, communica
tion units, and droids. Thefirst method ddivers
the pulseviaacannon blast delivered by aship
of medium cruiser level or above. This blast,
however, can be reflected back on the firer,
causing the attacking vessdl to "blink out" and
becomeadesolate, powerless hulk. The second
method delivers its pulse via a cluster bomb,
but these bombs can be destroyed before they
reach detonation.

Now being designed to include shields and
evasve computers, the magnepulse bomb is
gaining acceptance within the Empire. It is a
cleanweapon that simply prevents aworld from
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retaliating with modern weaponry. The bombs
can becarried by any vessdl capabl e of support-
ing TIE bays, as these weapons are approxi-
mately the size of a fighter when the thrusters,
evasvecomputers, shield generator, and power
cellsarein place.

The sophisticated technology that goes into
creating a magnepulse bomb, and its one-shot
delivery, make this ordnance very mission ex-
pensive. For now, DM R haschosento spendthe
extracreditsto obtain maximum flexibility. But
new technologies, like interchangeable cannon-
mounted weapons, might seethis changein the
near future.

Remember, theseweaponsdonothingagainst
planets without a level of technology that in-
cludescomputersand el ectromagnetic commu-
nications. But asmostworldsthe Empirewishes
to pacify fall into this category, the use of
magnepul se ordnance may increase as the civil
war rages on.

Orbital Nightcloaks and
Visual Electromagnetic
Intensifiers

The experimental orbital nightcloak and vi-
sual electromagneticintensifier aresimply huge
nets of linked satellites which intercept energy
traveling to or from a planetary body.

The orbital nightcloak satellites prevent vis-
ible light from reaching a pianet, immersing
sections of the world in utter night. The visual
electromagnetic intensifier net enhances and
focusvisiblelight onto aplanet, effectively cook-
ing theworld.

Obviously, time is a drawback when using
these ordnances. Timeis needed to deploy and
st up the satellite network, and because of the
large amount of satellites needed to blanket a
world nothing smaller than aStar Destroyer can
be used to deliver them. As the network is
susceptibleto linkage detachment, aprolonged
sege with these weapons can be cut short by
fighter craft or anti-orbital defenses.

To combat some of these failings, techni-
cians areworking to introduce "dummy" satel-
lites into the net that can be removed without
halting the rest of the process. They are also
working to design modular nets that can con-
tinue to work even though a section has been
destroyed.

Two-Wave Gravshock Devices

Housed within the shell of aTorpedo Sphere,
thetwo-wave gravshock—or planetbuster —is
designed to do terrible damage on a near-plan-
etary scale.
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By localizingaplanet'sgravity, thegravshock
waves can simulate earthquakes, floods, and
other natural disasters. Unfortunately, timeand
power makethisweapon somewhat impractical
on the everyday scade. The SQuper-class Star
Destroyer, for example, is the only ship with
engines powerful enough to pump the massive
amounts of energy necessary for afull planetary
disruption, but it has no need of such aweapon
considering the armaments it packs.

The localization effect of the gravwave is not
without problems either. As aplanet's gravita-
tional field is altered, any vessels navigating in
near-space (including the attacker) are subject
to rapid and unpredictable orbital shifts.

However, successful testsmakethi sordnance

worth exploring. Crushing cities in upon them-
selves, shaking them to pieces, redirecting wa-
terways to make the most of their destructive
power, the gravshock device is worthy of Impe-
rial thinking and use.

One new concept for the gravshock technol-
ogy involves asteroid mining and surveying.
Imperial engineerstheorizethat by studyingthe
effects of a weak gravwave attack on a small
body, like a moon or asteroid, they can learn
informationabout itsinterior. Thus, theweapon
can be used to find important ores and metals
for making even more weapons.

«| If deemed necessary to enforce galactic law and order, the Empire can use custom ordnance including
magnetic bombards, gravshocks, orbital nightcloaks and visual electomagnetic intensifies to bring planets in

line with the New Order.
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Chapter Seven
Land Vehicles

(VariousreportsfromArmyCommandtoGrand
MoffSelitin response to the Grand Moff's request
for suggestions on dealing with rebellious ele-
ments entrenched upon worlds in his sector of
influence.)

The Empire consists of land, an incalculable
amount of rock and soil and varied terrain. The
space lanes are merely the paths between the
land. The Navy hasthe massive Imperial fleetto
control the space lanes, but the Army has a fleet
of itsown to control the land — afleet of ground
assault vehicles.

The Imperial fleet has been called "the
Empire'slongarm,” but the Army and its assault
vehicles are its crushing fist. Here are those
members of the GAV (ground assault vehicle)
fleet best suited to the subjugation of rebellious
worlds. These craft, along with the mighty AT-
AT and AT-ST walkers, make up some of the
most powerful GAVs currently availableto the
Empire.

Juggernaut

While newer, sleeker GAVs can be found in
service throughout the Galactic Core, older,
lessthan perfect vehidesstill sseactionthrough-
out the Outer Rim Territories. The Juggernaut,
caled "rolling dabs" by troopers the gaaxy
over, isahulking, cumbersomeassault vehicle
that nevertheless inspires fear in its opponents.

Dangerous and powerful looking, the Jugger-
naut has some design problems that make It less
than perfect. But it is available and does serve
an adequate function. Moving across terrain on
massive wheels, these huge vehicles can be
awkward to operate. Thewheels on both ends of
the Juggernaut turn independently to navigate
unusual terrain, and either end may serve asthe
front. The coordination between the pilots in
both cockpits must be precise in order to keep
thewheels from taking contradictory angles. If
this occurs, the vehicle can "lock up" and be-
comeimmobile. This has been knownto happen
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during the confusion of battle.

The reason for the dual steering stems from
the amount of time needed to turn the huge
vehicle around. The Juggernaut can reach re-
spectable speeds when moving in a straight
line, butitisextremely dowtoturn. Althougha
bit faster than the newer AT-AT walker (which
drew some design elements from the earlier
Juggernaut), the Juggernaut has little of the
walker's flexibility. Its huge bump flexors pro-
vide adequate shock support for thewheels, but
alack of traction and independent drive units
leave the Juggernaut without maneuverability
or momentum enough to managecertainterrain
types.

The most unenviable assignment aboard a
Juggernaut is the lookout post. A trooper must
stand atop the huge machine in a scanning
tower, operating the sensor array that needs
the added height to be effective. While highly
important to the pilots within the main body,
the scanning tower is the most vul nerable spot
on the "rolling dlab." Without the information
relayed from the tower, the Juggernaut must
rely ononly theinformationand scanningit can
perform from .ground level, leaving it suscep-
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e The Juggernaut heavy assault vehicle.
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tibleto air strikesand forces hidden behind hilts
and other terrain obstacles.

A Juggernaut's armor is its strongest point,
along with theweaponsthat jut from its surface.
It has firepower equivalent to a walker, and
armor nearly as impenetrable.

While this vehicle is the predecessor to the
AT-AT, it was not commissioned by the Empire.
These ground craft were originally purchased
by planetary governments and crimelords dur-
ing the waning days of the Republic to provide
the protectionthat waslacking at thetime. They
have since been commandeered by the Empire
for useinthe Outer Rim Territories.

e Juggernaut
Craft: Kuat Drive Yards' HAVw A5 Juggernaut
Type Heavy assault vehicle
Scde Walker
Length: 21.8 meters
Skill: Ground vehicle operation: Juggernaut
Crew: 2, gunners: 6
Crew Skill: Ground vehicleoperation4D+2, missileweap-
ons4D, vehicleblasters4D+1
Passengers: 50 (troops)
Cargo Capacity: 1 metricton
Cover: Full
Cod: Notavailablefor sae
Maneuverability: OD
Move: 70; 200 kmh, dowsto 8; 25 kmh when turning
Body Strength: 5D
Weapons.
3 Heavy Lasr Cannons
FireArc: 1turret*, 1 left, 1 right
Crew: 2
ill: Vehicle blasters
Fire Control: 2D
Range: 50-500/1/2 km
Damage: 6D
1 Medium Blaster Cannon
Fire Arc: Turret
Crew: 1
ill: Vehicle blasters
Fire Control. 1D
Range: 50-250/750/1.5 km
Damage: 4D
2 Concussion Grenade Launchers
FireArc: Turret
Crew:1
Skitt: Missile weapons
Fire Control: 1D
Range: 50-100/250/500
Damage: 8D+1
*Note: The Juggernaut's heavy laser cannon turret can
turn to face the left, front and right fire arcs only. It may
move the turret one fire arc per turn (from left to front,
right to front, front to right or front to left).

Compact Assault Vehicle

The compact assault vehicle, or CAV, trans-
forms asingletrooper into aformidabl e assault
force. This valuable piece of equipment ad-
dresses the problem of spreading the Empire's
forces too thin throughout the vast expanse of
thegaaxy. Withit, asingletrooper can generate
the firepower of an entire squad.

There are worlds scattered throughout the
galaxy that aretoo remotetowarrant afull-scale
occupational force, and yet demand a substan-
tial Imperial presence because of their valueto
the Empire. The CAV was created for precisely
thissituation. Asmall force, equipped with CAVs,
can hold and control an impressive amount of
territory — provided the opposition does not
have extensive firepower of its own to call on.

Controlled entirely by one trooper, a CAV
combines sophisticated transportation, com-
munications, and combat equipment into one
compact unit. Fast, well armored, and equipped
with sensorsthat allow the CAV todriveitself so
that the trooper can concentrate on combat,
thisvehiclealsohassurprisingly powerful weap-
ons for such a small machine.

The primary rulefor CAV operatorsis never,
under any circumstances, get out of the vehicle.
The CAV istheir weapon, their fort. If separated
from the unit, the solitary trooper is probably
doomed.

Opponents have discovered that the intricate
computertechnol ogythatassiststheCAV soldier
can be jammed. This causes a breakdown in
sensory input, confusing the pilot and rendering
the CAV assistance programs inoperable. This
makesthe CAV lessuseful againgt high-tech foes,
but more than adequate for dealing with the
primitive worlds throughout the Empire.

¢ Single trooper compact assault vehicle (CAV).

» Compact Assault Vehicle
Craft: Nen-Carvon CAVw PX-10
Type: Compact assault vehicle
Scale Speeder
Length: 51 meters
Skill: Ground vehicle operation: CAVw PX-10
Crew:1
Crew SKill: Groundvehicleoperation4D+2, vehicleblast-
ers 4D+1
Cargo Capacity: 100 kilograms
Cover:Full
Cod: Notavailablefor sde
Maneuver ability: | D
Move: 90; 260kmh
Body Strength: 3D+2
Weapons
Medium Blaster Cannon
FireArc: Turret
Sill: Vehicle blasters
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¢ Nen-Carvon PX-4 Mobile Command Base.

Fire Control: 2D
Range: 50-250/750/1.5 km
Damage: 5D

Mobile Command Base

The PX-4 Mobile Command Base provides
field combat commanders with transportation,
protection, and amobile headquarters that can
move astheir troops do. Theheavily armed and
armored vehicle permits saf e passage to hostile
battle sites for on the spot observation — a
condition where commanders were once not
permitted to enter.

These vehicles are also used by some plan-
etary prefects and governors upon openly hos-
tileworlds. Someof these |leaders have cometo
rely so heavily upon the PX-4 that they rarely
travel without it. There are even afew who live
inside these vehicles, never leaving the protec-
tion offered by the armored confines.

Designedfor protection, thePX-4 M obileCom-
mand Base is built within a protective metallic
shell amost ahalf ameter thick. The command
pod a the center of the vehicle is encased
withinashell of itsown, addingtothe protective
thickness. Reflective shielding coversthe outer
hull, givingafinal touch to this security cocoon.

Sophisticated sensors and computers moni-
tor and analyze an entire battle as it progresses,
giving the commander and his advisors up-to-
the-minute data and suggestions. The sensors
also monitor enemy communications, and in-
coming Imperial communications.

One heavy laser cannon provides offensive
punch for the command vehicle, but in normal
operation it does not engage in actual battle. It
is an observer and command post, designed to
provide security to important individuals. It is
not, inthestrictest sense, aweapon of war, but
wars are fought more effectively because of
their presence.
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* Mobile Command Base
Craft: Nen-Carvon PX-4 Mobile Command Base
Type: Mobile command base
Scale: Speeder
Length: 21.8 meters
Skill: Ground vehicle operation: PX-4
Crew: 2, gunners: 1
Crew SKill: Ground vehicleoperation4D+2, vehicleblast-
ers 5D
Passengers 7
Cargo Capacity: 1 metricton
Coven Full

Cod: Not availablefor sale
Maneuver ability: 0D
Move:35; |OOkmh
Body Strength: 7D
Weapons.
Heavy Lasar Cannon

FireArc: Turret*

Crew:

Skill: Vehicle blasters

Fire Control: 2D

Range: 50-500/2/2 km

Damage: 4D+2
*Note: The PX-4 Mobile Command Base's heavy laser
cannon turret can turn to face the left, front and right fire
arcs only. It may move the turret one fire arc per turn
(from left to front, right to front, front to right or front to
left)

Repulsorlift Sled

The swoop gangs of the Outer Rim Territo-
ries have long been trouble for the Empire.
Planetary governmentshave petitioned f or pro-
tectionfromtheserovingpirates. Initialy, Impe-
rial scout trooperswere deployed, but the more
powerful swoops easily outmatched the scouts'
speeder bikes.

Frustrated by these outlaws and angered by
their increasing boldness, Army Command com-
missioned a new vehicle to deal with the men-
ace. The Swift 3 Repulsor Sed isfadt, light, and
is capable of out-racing anything short of an
airspeeder when it comesto sheer surface speed.

But catching the outlaws is only thefirst step.
Stopping them is another matter. To accom-
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 Aratech's Swift 3 Repulsorlift Sled.

plish this, the repulsor ded is equipped with
tangle nets that drop from bottom compart-
ments. Thesenets, inadditiontotanglingaround
a swoop, give off short pulses that disrupt the
repulsor fields that carry the craft. Once in
place, the net draws of f thefield and causes the
craft to plummet toward the surface.

Other features include a clamping hook
launcher, afront-mounted blaster cannon, and
the newest scanning and communicationsjam-
ming equipment. A modular design allows engi-
neers to refit a repulsor ded according to a
mission or particular situation.

Thebasic "enginewith aseat” approach that
goes into the swoop is employed for this craft.
But updated engineering has eliminated the
need for protruding directional vanesthat mark
the older swoops. Handlebar and foot pedal
controls are still required, but with more com-
fortable body positioning.

As the success rate of the repulsor ded in-
creases, these vehicles will see more and more
service. They have already begun to appear in
tandem with speeder bike and AT-ST teams,
rounding out effective ground assault units.

* Repulsorlift Sled
Craft: Aratech 64-Y Swift 3 Repulsorlift Sled
Type Repulsorliftsed
Scde Speeder
Length: 4.1 meters
Skill: Repulsorlift operation: speeder bike
Crew: 1
CrewSKill: Repulsorliftoperation4D+1, vehicleblasters
4D+2
Cargo Capacity: 4 kilograms
Cover: 1/4
Altitude Range: Ground-25 meters
Codt: Not availablefor sale
Maneuver ability: 1D+2
Move: 280; 800 kmh
Body Strength: 1D+2
Weapons:
Medium Blaster Cannon
Fire Arc: Front

Sill: Vehicle blasters
Fire Control: 2D
Range: 50-100/250/500
Damage: 3D
Drop Net
Fire Arc: Front
ll: Missile weapons
Fire Contral: 1D
Range: 0-1/3/5 (horizontal), 0-10/20/30 (vertical)
Damage: 6D (ionization)

Floating Fortress

The scourgeof any Imperial occupation force,
the Floating Fortress repulsorlift vehicle has a
reputation for being mercilessly thorough. Pri-
marily used to extinguish uprisingsin occupied
urban areas, the Floating Fortress addresses
some of the logistic problems faced by the
cumbersomeAT-ATwalker. Thisvehicleiscom-
pact enough to glide easily between the build-
ings of acrowded inner-core city, yet it gener-
ates as much fear and terror as its four-legged
counterpart.

TheFloating Fortressisroughly cylindrical in
shape, with adistinctivetwin-turret blaster can-
non resting atop its well-armored body. These
formidable guns move independently of each
other, swinging in a slow and determined arc,
until finally "lockingin" on anintended target. In
the dark of night, the cannon follows the path of
two piercing search beams, targeting whatever
the beams focus upon.

The armored shell of the Floating Fortress
allows the vehicle to go through obstacles as
opposedtoaroundthem, obliteratingall intheir
path with a casual effortlessness. Whole cities
have been leveled by Floating Fortresses in
search of Rebel sor other enemiesof theEmpire.

Many of the psychological weapons of war
necessary for urban suppression are also em-
ployed by the Floating Fortress. Chief among
these is ahighly sophisticated audio-visual sur-
veillance system. Projecting out in a 30 meter
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e Ubrikkian's HAVr A9 Floating Fortress.

bubble around the vehicle, this system com-
bines a sensitive listening device with a heat
sensing probe to create an intensive "Target
Identification Network," or TIN. This systemis
model ed after a sensor package once employed
by assassin droids.

The TIN system is not used exclusively to
locate enemies, however. Often a mission will
cal for asimple display of power with a mini-
mum of actual destruction. Inthese cases, the
TIN system can be used to pinpoint an exact
target without causing undo havoc.

A crew for the Floating Fortress consists of a
pilot, two gunners, and a sensor coordinator
who monitor the TIN. Therepulsorlift craft also
carries asmall number of troopsif deployment
isneeded. A rivalry of sorts exists between the
crews of thesevehicles and the AT-AT walkers.
While Army command prefers the walker, occu-
pational commanders constantly demand Float-
ing Fortresses when garrisoning aworld.

* Floating Fortress
Craft: Ubrikkian HAVr A9 Floating Fortress
Type Floating fortress
Scde Walker
Length: 17.4 meters
Skill: Repulsorlift operation: Floating Fortress
Crew: 2, gunners: 2
Crew SKill: Repulsorlift operation4D+2, vehicleblasters
5D
Passengers 10 (troops)
Cargo Capacity: 1 metricton
Cover: Full
Altitude Range: Ground—2 meters
Cost: Not availablefor sale
Maneuver ability: OD
Move: 70; 200kmh
Body Strength: 5D
Weapons.
2 Heavy Blagter Cannons

Fire Arc: Turret

Crew:\

ill: Vehicle blasters

Fire Control. 2D
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Range: 50-500/1/2 km
Damage: 5D

Command Speeder

The Chariot light assault vehicleis amodified
military landspeeder used by Imperial command
personnel during routine occupations and as-
signments where proximity to actual combat is
not athreat. It ismoreheavily armored than the
usual military landspeeder, but it is dower and
more lightly armed. This reflects the need to
protect important supervising command per-
sonnel rather than to lead attacking forces.

The command speeder has only one forward-
mounted laser cannon that can fire only in the
direction thevehicleisfacing. Asthese craft are
rsﬂrely unescorted, the cannon rarely fires a

ot.

Like the Mobile Command Base, the com-
mand speeder possesses superior on-board
computer battle-assistance programs, as well
as complete up-link communications facilities.
These critical units are shielded and back up
systems exist in case of failure.

A little-known feature of this speeder is the
self-destruct timer, activated by throwing a
switch beneath thecommand chair. It can be set
to destruct as long as 10 minutes from the time
itisthrown. Thisprovidesalast-ditchfail-safeif
acommand team is captured or in risk of immi-
nent capture. The computer monitors that
record and analyze battles are not to fal into
Rebel hands.

The vessdl is outfitted for three men: the
commander, his driver, and a guard who aso
serves as aide to the senior officer.

e« Command Speeder

Craft: Uulshos LAVr QH-7 Chariot
Type: Command speeder
Scde Speeder
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¢ Uulshos LAVr QH-7 Chariot Command Speeder.

Length: 11.8 meters
Skill: Repulsorlift operation: LAVr QH-7 Chariot
Crew: 3
Crew SKill: Repulsorlift operation 5D, vehicle blasters
4D+1
Cargo Capacity: 10 kilograms
Cover: Full
Altitude Range Ground-8 meters
Codt: Not availablefor sale
Maneuver ability: 1D+1
Move: 35; 100 kmh
Body Strength: 4D
Weapons:
1 Laser Cannon

Fire Arc: Front

Crew: 1 (co-pilot)

ll: Vehicle blasters

Fire Control: 1D

Range: 3-50/100/200

Damage: 3D

H over scout

The Mekuun Hoverscout has proven itself on
anumber of worldsinavariety of ground forces
and combat conditions. Intended for useinsmall
unit reconnaissance and offensive point opera-
tions, the craft works well independently or
with infantry or armor support. It is often de-
ployed with several other hoverscouts in raids
or rearguard actions.

Although its speed and maneuverability can-
not competewith those of repul sor-driven scout
craft, there are many points in favor of the
Mekuun design. It boasts a maintenance and
failurerate better than most competitivefloater
scouts. It is easier and cheaper to maintain.
Hovercraft requirelesstrainingto operatethan
do repulsorlift vehicles. Finally, there are some
worlds and terrain type that make repul sorlifts
behave erratically. On these planets the
hoverscout is the vehicle of choice.

Thehoverscout usesaGurian S87 "perpetual
charge" power plant dynamo. A power capaci-
tor initiates blower rotation, then back-blast
impellers recycle energy from the vehicle's air
cushion to supplement power generation. This
efficient use of energy gives, the hoverscout a
longer range than most vehicles of its size and
type.

The standard hovercraft ground effects de-
sign has been modified to meet the demands of
military usein rigorousterrain. Thevehicle'sair
cushion is generated by four three-cycle Kasmin
turbopumps, the most refined heavy-duty
blower unit of its type. The Kasmin pump per-
mits extra elevation and float when needed,
easily surmounting minor blocking terrain.

Several military specificationsweredesigned
into the hoverscout. It is armored enough to
withstand adirect hit, but isnot so heavy that its
maneuverability isimpaired. Sealed doors and
weapon ports support aclosed and recycleable
environment.

A minimumcrew of oneisrequired tooperate
the hoverscout. The ceraglass windscreens,
made from a ceramic aloy that is transparent
and tough as armor, offer an exceptionally wide
field of vision. With an optimal crew of four, all
of the weapons systems can be operated while
the vehicle is moving.

A variety of sensors and communications
packages can be installed as custom-ordered
devices, particular to agiven mission. Standard
equipment consists of weapon-linked EPR sen-
sorsat each crew position, and long-range com-
munications.

e Hoverscout
Craft: Mekuun Hoverscout
Type Hoverscout
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Scale: Speeder
Length: 159 meters
Skill: Hover vehicle operation: Hoverscout
Crew: 1, gunners: 3
Crew SKill: Hover vehicleoperation4D+1, missileweap-
ons 4D+2, vehicle blasters 4D+2
Passengers 6
Cargo Capacity: 50 kilograms
Cover: Full
Cost: Not availabletor sale
Maneuver ability: 1D
Move: 70; 200 kmh
Body Strength: 3D
Weapons.
1 Heavy Blaster Cannon

Fire Arc: Turret

Crew: 1

ill: Vehicle blasters

Fire Control: ID
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Range: 50-250/750/1.5 km
Damage: 6D
1 Laser Cannon

Fire Arc: Turret*

Crew:1

ll: Vehicle blasters

Fire Control: 1D

Range: 50-100/200/500

Damage: 2D

Concusson Missile Launcher

FreArc: Turret

Crew: 1

5ft///: Missile weapons

Fire Control: 2D

onge: 50-500/1.5/3km

Damage: 4D
* Note: The Hoverscout's laser cannon turret canturnto
face the left, front and right fire arcs only. It may move
the turret one fire arc per turn (from left to front, right to
front, front to right or front to left).

Imperial Sourcebook

* Mekuun's Hoverscout is designed for reconnaissance missions and offensive point operations.
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Chapter Eight: Sector Group Organization

Chapter Eight
Sector Group
Organization

The Empire's military might is organized at
the sector level, and thus is called a Sector
Group: al of the military forces assigned to a
given sector of space. A Sector Group is a huge
gathering of Imperial military might. It is aflex-
ible organization, one which is readily rein-
forced to many timesitsoriginal strength while
retaining essentially the same command struc-
ture at all times. This flexibility is an integral
part of the Emperor's plan to fully arm the
Empire.

Whilethe organization and Order of Battle of
a Sector Group has been outlined according to
the numbers in these reports, these numbers
can at best be considered averages. And inthe
wake of the Emperor'scommand to mobilizethe
Imperial war machine, they may even be consid-
ered minimum levels of force. Also, the forces
deployed in agiven sector will depend upon the
importance, size, and location of that sector.

The Roles of the Army and
Navy within a Sector Group

One of the Emperor's first actions was to
refurbish the structure and personnel of the
Army, establishing it as a branch equal to the
Navy. This equality is still part theory, as the
Navy is reluctant to give up its position of pre-
eminence. Oldlineofficersfoughtbitterlyagainst
designing Star Destroyers to carry and deploy
drop-qualified combat elements under the com-
mand of the Army. The officers correctly saw
thisasasign of an increasein support activities
for the Navy — they incorrectly believed naval
prestige could slow thewill of the Emperor. The
military was transformed according to the
Emperor's wishes.

Oneof theresultsof thistransformationwas
the creation of the Sector Group, an organiza-
tion with greater flexibility and accountability
than the military of the Old Republic. Theroles
of theArmy and Navy were meshed moreclosely.
No longer is the Navy able to ignore the Army
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because it is "groundstuck ... and proud of it,"
and the Army is no longer able to neglect events
in nearby systems as "the Navy's problem.”
Each branch is expected to pooal its resourcesin
order to achieve a common goal, maintaining
Imperial rulewithin a sector.

The Role of the Army

The Army's mandate is to eliminate military
threats to the established Imperial political or-
der on the planetary surface (or other inhabited
complex). If the planet is not under Imperial
control, the Army is to engage and defeat any
local military force capable of resistance in
order tofacilitatethetransition of control of the
planet to the Empire.

When engaged in operations, the Army can
expect support from the Navy during the initial
drop phase. During this phase, the Navy will
provide suppressing fire against particularly
hard and/or well armed targets, and "force re-
duction attacks"' to destroy enemy assets ca
pable of interfering with reorganization after
the drop. The Army is aso alowed to pre-plan
for from-orbit fire on specific targets during
later stages of the operation. If the operation is
important enough, naval units may be dedi-
cated to certain ground elements to provide fire
support whenever they are called upon.

When on garrisonduty, theArmy'smissionis
essentially unchanged, except they are expected
to provide firepower and backup to COMPNOR
and Intelligence operatives when such actions
have been cleared with the garrison commander.

When aboard a naval vessd, their primary
duty isto stay clear of naval personnel who are
doing their duty, and to see that their equip-
mentisproperly maintained. However, theArmy
is responsible for the defense of the vesd
should enemy unitsattempt to board her. Inthis
event, Army officers have authority to coordi-
nate the crew of the vessal with their own men
in order to defeat the enemy. With anincreasing
number of daringrai dsby Rebel elements, Army
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unitsare now moreactivein maintaining day-to-
day security. This causes friction between the
crew of thevessd and army troops.

The Role of the Navy

TheNavy'smandateisto secureorbital space
around inhabited planets, to investigate any
vesselswhich intheopinion of thecommanding
officer appear capable of disrupting the secu-
rity of orbital space, and to engage hostile ves-
sels, destroying or seizing them as deemed nec-
essary. In addition, the Navy is to establish
patrolswithin asector to locate known enemies
or for the early detection of patterns of space
activity which could indicate a hostile pres-
ence. Space superiority is clearly the Navy's
most important mission, and the one which
generates the most enthusiasm from crew and
officers.

A mission which has been de-emphasized is
the protection of scientific missons, as well as
acting as the official clearinghouse for informa-
tion on new worlds. As the Empire has practi-
cally ceased to sponsor exploration, this mis-
sion has atrophied to the point that many of the

newer commanders are not even aware that
such missions are part of the Navy doctrine.

If the Army isto be deployed onthe surface of
aworld, the Navy is to provide combat support
assoon astheorbital spaceissecured. Support
for Army operationsisto take precedence over
establishing patrols until such time as the com-
mander of surface operations indicates he has
the situation under control, although such sup-
port operations are not expected to be exclu-
sive of patrol activities.

If Army commanders deem the surface situa-
tion to be beyond hope of victory, or if the
proper political authorities directly command
it, the Navy is to execute a series of punitive
attacks upon the target. The attacks are given
code names which vary according to the mis-
sionand changefrequently. Theonly codename
which has not yet changed is "Base DeltaZero,"
thecodefor completedestruction of all "assets
of production,” includingfactories, arable land,
mines, fisheries, and all sentient beings and
droids. The code name has not yet changed so
there can be no possibility of confusion when a
Base Delta Zero is ordered.

Organization of
the Army

Therewas aclear-cut distinction in the army
of theOld Republic between troops (thosewho
could be expected to see combat) and support
personnel and command elements, who usually
stayed as far away from the action as they could
and still stand areasonable chance of perform-
ingtheir duty. Inthetwilight of the Old Republic,
the probability of anyone over the rank of lieu-
tenant landing in a blasterblaze was virtually
zero. This distinction still remains in the New
Order, eventhough support personnel aremore
closely integrated with their units, are given
combat training, and are expected to (and do)
fight when confronted with the enemy.

Even though it is no longer unusual for cap-
tains and other ranking officers to participate
directly in combat, they are still considered
command elementsrather thantroopers. When
atypical Imperial sourcelistsanumber of troops,
they are countingtraditional combat personnel
only and not including the support or command
elements.

Information on all the elementsinthe Army's
order of battleisincluded below.

Squad

The eight-man line squad is the basic unit of
thelmperial Army. Thelmperial squad issmaller
than the old 10- and 12-man squads common in
the Old Republic, but superior training and
more thorough use of coordinated small-unit
tactics have resulted in no reduction in squad
firepower. Additionally, alarge number of new
squads were created from the available man-
power. The Empirehasbeen experimentingwith
still smaller squads, particularly with elite or
stormtrooper units, but these are still rare. The
eight-man squad remains the backbone of the
Imperial Army.

A sguad is commanded by a sergeant. The
sergeant makes recommendations to his supe-
riors for a brevet list — a list of the order of
succession of chain of command. The first man
on the list (once approved) is automatically
given the rank of corporal. While the other
troopers are not given ranks, each man knows
what his number intheline of command succes-
sionis. While not areally accurate indicator of
aman'svalueto hissquad, succession numbers
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Stormtroopers and the Order of
Battle

Stormtroopers technically do fit into
the Order of Battle. But these elite troops
continueto be a source of mystery to the
regular Army, even at the level of their
organization. The major difference seems
to be the complete lack of support person-
nel. It isknown that the Stormtroopers do
siphon off some supplies from the normal
chain of logistics, but not nearly enoughto
support aforce as large as the Stormtroop-
ers appear to be. Whether they can some-
how "live off the land,” have a shadow
network which resuppliestheminorder to
enhance their mystery, or really not bein
need of resupply is simply not known.

The end result is that a stormtrooper
unit is a pure combat unit.

A stormtrooper battalion has 820 men,
just like any other battalion. But every
single individual is either combat com-
mand or atrooper — there is even acom-
plete absence of staff officers.

Other differences, although minor, do

appear. Stormtrooper squadsvary innum-
ber of men to agreater degreethan in the
regular Army. The level of organization
corresponding to abattlegroupis called a
legion. While there is no larger unit of
stormtrooper organization thanthe legion,
legions have been known to appear from
other sectors to join in a major offensive
with legions which belong to the Sector
Group.
\. 1
are often taken as a measure of a trooper's
worth. This belief has led to the expressions
"Lower than the eight-man" and "Certain as the
one-man's mind."

TheEmpirespendsagreat deal of timeselect-
ing and training its sergeants. The sergeant is
the man who has to train, evaluate, and com-
mand the recruits. The sergeants build the
squads, and the squad iswhat the Army is built
upon. The common wisdom is that it is more
difficult to makeit to sergeant than to lieutenant
or even captain.

Recent setbacks against the Rebellion have
prompted the Empire to see how they might
increase the firepower of abasic squad as cost
effectively as possible. A leading effort isto give
each squad alight repeatingblaster. Therepeat-
ing blaster is carried and operated by one man.
Light repeating blasters have been added to
squadsin amost every sector, but therearming
effort has been sporadic everywhere but in
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Army Organization in Brief

To get a quick understanding of the
organization of the Army, use the follow-
ing reference.

Squad. Has eight combat soldiers, in
additionto and commanded by asergeant;
corporal is second-in-command, chosen
from the regular soldiers. The basic com-
bat unit in the Imperial Army.

Platoon. A platoon is composed of four
squads. Commanded by lieutenant (pla-
toon commander) and sergeant major (sec-
ond-in-command).

Company. Composed of four platoons.
Commanded by a captain.

Battalion. A battalion is composed of
four companies, commanded by a major.
Thisisthe normally the minimum size unit
for surface operations.

Regiment. A regimentisgenerally made
up of four battalions, commanded by a
lieutenant colonel.

Battlegroup. A battlegroup isgenerally
composed of four regiments, commanded
by ahigh colonel. A battlegroup isused for
major offensives against known concen-
trations of resistance.

Corps. Corps are generally composed
of four battlegroups, commanded by a
major general. This organization often cov-
ersall troopsinaplanetary invasionforce.

Army. Generally composed of four
corps, this organization covers multiple
corps engaged in multiple actions, and is
commanded by a general.

Sysems Army. Generally composed of
one army, but sometimes containing up to
three armies. Commanded by a high gen-
eral. This organization is more of a book-
keeping unit, and the systems army head-
quarters is responsbile for keeping track
of all military forces in the system.

Sector Army. Generally composed of
two to four systems armies, commanded
by a surface marshall. This organization
coversall troopsin agiven sector.

L J

three sectors where better than half of the line
squads have been re-equipped: Shwuy, Harron
and Nembus. On heavily populated worlds in
those sectors, such as Uviuy Exen in Shwuy and
Trammen in Harron, every singleline squad has
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When viewing the Order of Battle, it is
important to realize that this represents a
baseline, astarting point for Imperial military
ambitions. Only eight percent of Army units
arebelowtheir OB strengthfor reasonsother
than combat attrition, while nearly 15 per-
cent are above the baseline as given by the
OB.

The OB is built upon the assumption of
continued explosive growth in the military.
Every unit from a platoon up is expected to
undergo an "upgrade” to itsfull strength. The
exception to this rule are the scouts, which
aredifficult to man with qualified troops even
a current levels.

Thisbuildupwill filter up through theranks
— larger platoons joining larger companies
which are a part of larger battalions. The
processisexponential.

For example, a baseline armored
battlegroup has 10,090 troopers out of aunit
strength of 16,346, with 1,132 repul sorlift ve-
hicles and 318 tanks. If every unit were aug-
mented in accordance with the planned
growth of the OB, afull strength battlegroup
would have 318,062 troops in a unit total
324,318, as many support droids as troops,
36,084 repul sorcraft and 14,480 heavy tanks.

The limiting factor is not a lack of re-
| sourcesintheArmy, but limited expansion of

The Order of Battle and Future Growth of the Army

the Navy. The Army cannot expand faster
than the fleetswhich are designed to carry it,
and the fleets cannot be built any faster than
they are now. For the present, expansion will
be limited to those sectors with heavy recur-
rent fighting where the need for alarge land-
based force, regardless of naval support or
transport, isevident. Such forces can be built,
but are then bound to the planet.

Another point to be made is that the OB
representstheideal organization of the Army.
Mistakesandinaccuraciesin upper level HQs
can result in a skewed organization of the
actual unit in thefield. As the war against the
Rebellion heats up, asubstantial part of the
organization is improvised by field command-
erswho aretrying to combat afoe who gains
strength with each encounter. Old line com-
manders and COMPNOR officials do not ap-
prove of such initiative on the parts of local
commanders, and these officers are often
punished even if the results prove success-
ful. Itisnot unknown for acommander to be
summarily executed for hisviolation of Sur-
face Operations Training Doctrine, and then
havehismethods eval uated and subsequently
adopted as new doctrine.

Such pioneersare obviously ararity inthe
Empire.

w

been completely armed with light repeating
blasters.

Sharpshooter squads are indeed filled with
trooperswhoseaccuracywith blastersisgreater
thanthestandardtrooper. Sharpshooter squads
also differ in that the brevet list is largely dis
carded. While every elite trooper is given a
least the basics of demolitions, each man is
trained in severa different skills, and before
each mission the sergeant appointsthe trooper
with the most pertinent skills as brevet corpo-
ral. Each trooper is briefed as to what is ex-
pected of him during the mission, and these
soldiers are expected to be good enough to
decide how best to improvise should the ser-
geant and corporal be eliminated from the mis-
sion profile.

While not officially on the order of battle,
light repeating blasters have found their way
into just about every sharpshooter squad. The
troopers belief that these weapons greatly in-
crease the effectiveness of their unitsisaprime
factor in issuing the weapons to line squads.

Engineeringsgquadsscontai nspecialistsinnon-
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combat skills who have some combat training,
mixed with combat expertswho havebeen given
intensive training in other useful skills.

Engineering squads are designed to get into,
go through, go around, or go over just about
anything. They are also expected to be able to
operate, repair or dismantle any piece of equip-
ment they come across. Each squad contains a
demolitionsexpert who hasprovenhisability in
thefield with sharpshooter squads. His mixture
of skills often makes him the most dangerous
man in the engineering squad.

There is no such thing as standard equip-
ment for an engineering squad. They usually
have an ample supply of explosivesand thermal
detonators, aswell as medpacsand anvariety of
SAPs (Sensor Array, Portable units). Intermsof
weaponry, an engineering squad has standard-
issue blasters and as much interesting hard-
wareasthey have been abletobuild, requisition
or ged inthefield and still carry.

Standard repul sorliftsquads have eight troop-
ers, asergeant, and two light transport vehicles.
Each vehicle has a four-man crew, including a
trooper mechanic, a driver, a tech/sensor of-
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ficer, and acommander, who usually doubles as
the gunner. Most sergeants vehicles have a
dedicated energy receptor (DER) built into the
transport compartment, where a second tech/
sensor officer sits. Thisofficer looksfor signs of
hostile communications in an attempt to gain a
jump of the enemy.

Heavy weapons repulsorlift squads are those
which have additional armaments built into
their vehicles, most often dismount weapons
such as aheavy repeating blaster, aMerr-Sonn
4.4 grenade launcher or even alight laser can-
non, which may be dismounted by infantry and
used when really heavy firepower is needed.

Scout trooper squads are organized differently.
This is due to two factors; the difficulty of train-
ingthescoutsagainst their highrateof loss, and
their heritage. Most scout troopers come from
systems which have a strong tradition of
mounted warriors, cavalry or knights of some
kind. The Empire culled what was useful from
the varied doctrines, and left as much of the
traditions intact as possible in order to foster
esprit de corps. One of the useful parts of this
tradition is caring for ones own mount; scout
troopers are trained to maintain and repair
their ownvehicles, greatly reducingthe support
personnel necessary to run such amobile unit.
Fierce unit pride and high standards have fil-
tered through to manufacturers, and Aratech
and Mobquet military bikes are the most reli-
able repulsor craft built.

A scout trooper squad is called alance. Each
lance contains five scouts (including the ser-
geant) and their vehicles. Most scout lances use
speeder bikes with one scout per bike, although
afew use a speeder bike and a pair of two-man
vehicles.

Heavy weapons squads are essentially infan-
try squads that are equipped with two- or three-
man medi um or three-man heavy repeating blast-
ers.

Artillery sections are made up of one eight-
man heavy or medium artillery piece or two
four-man light artillery pieces. Artillery pieces
range from laser and ion cannons to indirect fire
projectile weapons.

Armor sections are almost never deployed,
but areincluded as part of the Order of Battlefor
armor platoons. An armor section has either
two three-man medium or light repulsortanks
(or their equivalent) or one heavy four- or five-
man repulsor tank (or its equivalent). A light
armor section has only six men, while a heavy
armor section has four or five men.
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Augmenting Squads

Line squads are not often augmented, but
when they are up to a second full squad is
assigned to the sguad to be augmented. The
sergeant of the first squad is given abrevet rank
of "lead sergeant," while command of his squad
isdirected by the corporal in his absence. More
commonly, squads are augmented by the addi-
tion of a heavy weapons detail, usually athree-
man detail with a medium repeating blaster.

Platoon

There are four sguads in a line platoon, a
lieutenant in command and a sergeant major as
platoon adjutant, for atotal of 38 troops in a
basic platoon. A platoon is the smallest unit
which can request fire support from other units.
Fire requests are made of the battalion head-
quarters, which then assigns an appropriate
unit to respond or screens and relays appropri-
ate requests to a higher command if it lacks
support resources within the battalion.

If Imperial commandershavetimeto develop
a plan of attack, they often assign an artillery
section to a platoon. Troopers refer to this
practiceas"grafting.” Sometimes battalion com-
manderswill graft alarge number of platoonsto
asingle artillery or armor company, letting the
company captain alocate fire support requests
as the battlefield situation dictates.

Before entering acombat situation, alieuten-
ant usually sends his sergeant major to the
squad which he believes will come under the
most pressure. If possible the lieutenant does
not stay with any one squad but tries to go
where heis most needed on the battlefield. This
tends to give lieutenants avery short life span.
Those lieutenants who survive their first en-
counter are one of two types.

The first type is a pragmatic individual who
realizesthelimitation of thedoctrine and sticks
with one squad when the blaster bolts get thick.
They maintain command control through the
headcomm connection to their sergeant major,
waving of hands, and occasionally screaming at
the top of their lungs.

The second type is one tough trooper.

An assault platoon (also called a heavy weap-
ons platoon) contains two line squads and two
heavy weapons squads. The heavy weapons
sguads are usually armed with heavy repeating
blasters. Additional heavy weapons details are
often assigned, usually one three-man medium
repeating blaster detail, but sometimes up to
three medium repeating blaster details or two
heavy repeating blaster details. The standard
assault platoon can have from 38 to 47 men, 41
being the most common.
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Anartilleryplatooniscalled aline, and contains
four artillery sections, with the standard comple-
ment of 38 men. An artillery line has either four
heavy or medium artillery tubes, or eight light
artillery pieces.

A repulsorlift platoon contains 56 men in four
repulsorlift squads (heavy weapons repulsorlift
squads if the platoon is a heavy weapons
repulsorlift platoon) and a command element.
Thecommand element containstwo light trans-
port vehicles modified with heavier armor and
greater repul sor power to compensate. |n com-
bat, the lieutenant's command vehicle usually
operates from a point where he can effectively
direct theactionsof hisentireplatoon, whilehis
sergeant major is assigned to one of the squads,
most often the lead squad. There is also a sup-
port vehicle, with a crew of four (who double as
mechanics) and eight technicians. The support
vehicle also carries alimited number of spare
parts for repairing damaged or otherwise dis-
abled repul sorcraft.

A standard armor platoon has from 34 to 42
men, with either four heavy vehicles, each with
four- or five-man crews, or eight medium or light
vehicles with three-man crews. The heavy-ve-
hicle platoons are the more common. Armor
platoons also have afifth vehicle, the command
vehicle, whichisusually amedium vehicle(modi-
fied to carry an extra man in a secondary gun
cupola mounting a heavy repeating blaster)
with superior visibility to that of the heavy
vehicles. The lieutenant is always in the com-
mand vehicle in combat, while the sergeant

‘
Staying in Touch

The need for reliable, lightweight communications
gear to keep platoon commanders in touch with other
units provides work for a number of companies' R&D
sections. SoroSuub's initial success with the DH77
headcomm led to i ssuing hundreds of thousands of sets
before a serious flaw was discovered: the sets are easily
jammed by high energy particle emissions. Such emis-
sions could result from normal battlefield conditions;
near missesfromartillery could create dead zonesthrough
which DH77 transmissions were lost. The ionic contrail
from a single TIE fighter attack run could temporarily
knock out DH77s up to three kilometers away!

The Herzfall Corporation, alittle known company from
the Senex sector, developed the DH107, which rectified
this mistake and was less susceptible to signal intercep-
tion. DH107s have been issued to every platoon formed
since the Battle of Yavin, and most platoons have been
retrofitted. Still, thousands of platoons are using the old
DH77s, asituation which does not look likely to change as
the Empire finds more crucial usesfor its resources.

—
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major can be assigned to another vehicle or
even the support element if defense of that
element isin question.

These vehicles are usually repulsorlift tanks
ortheirequivalent. Additionally,armor platoons
can be made up of walkers or other heavily
armored combat vehicles.

Armor platoons are accompanied by two
heavy transport vehicles (HTVs), which carry
the necessary spare parts and resupply compo-
nentsfor theunit. These HTV havethree crew-
men each, doubling as general mechanics for
the armored vehicles, and four additional tech-
nicians. Every technician is familiar with all the
operating systems of atank, but each special-
izes in one of four areas. weapons systems,
armor maintenance, control circuits, or engine/
power transmission.

Secial missions platoons have the standard
3B men, but that isthe only thing standard about
them. They have four squads: two sharpshooter
squads, aheavy weapons squad, and asquad of
engineers. These squads cross-attach, often
breaking up into about threemoreequal groups
each contai ning engineersand/or aheavy weap-
ons detail.

The platoon isthe basic unit of operation for
special missions. When the Imperial military
thinks of special missions, it thinksin terms of
the number of platoons needed to accomplish
the mission. Asthis indicates, special missions
are those operations which afew elite men can
accomplish, rather than standard military ma-
neuvers.

Special missions forces have been pressed
into "political gain operations' (PGOs) with in-
creasing frequency. Special mission troopers
call them "straw man" operations. PGOs are
terrorist missions held on worlds where native
sympathies vacillate between the Empire and
theRebellion. In atypical PGO, the special mis-
sions troops stage severa terrorist attacks, ex-
ecuted in a manner which would suggest that
political factions nativeto theworld could have
produced the attacks.

Eventually some political faction will appeal
to the planetary governor for help. The gover-
nor will declaremartial law, askingfor helpfrom
the fleet. The help arrives in the form of hun-
dreds or thousands of additional troops. These
troopsoperate on "new intelligence,” rounding
up scores of suspected or known Rebel sympa-
thizers for imprisonment or execution. Once
the Rebelsare out of the way the attacks cease,
reinforcing the impression that the Rebellion
indeed sponsored the attacks. The special mis-
sions force then moves on to another world.
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A scout platoon has 29 men with two line
squads commanded by a sergeant major and a
scout squadron commanded by a lieutenant.

A scout squadron consists of two lances of
five scouts each, alieutenant replacing the ser-
geant in the command lance. While the lieuten-
ant is officially in charge of the entire platoon,
tradition leavesthe "grunts' almost exclusively
to the sergeant major, while the lieutenant
handles the squadron.

Augmenting Platoons

Platoons are the most flexible units in the
Army. This is not true in doctrine, but it is
certainly true in practice. The organizational
chart tells commanders that platoons may be
augmented by adding complete squads, and
this is done whenever possible.

But commanders of infantry platoons also
swap equi pment and personnel with heavy weap-
ons platoons, repulsorcraft platoons, even ar-
mor platoons. Equipment isover-ordered at the
company level; many platoons are walking
around with an extralight repeating blaster or
even a medium repeating blaster. Reinforce-
ments occasionally are assigned to the wrong
units, who decide to keep the extra men and
materiel. The platoon is the least standardized
of al the Army units, occasionally packing as
much firepower as a line company.

Company

A line company is the smallest unit which is
capable of extended operations on its own. It
has four platoonsfor 152 troops, with command
elements and support personnel raising the
total to 180 men. A company is commanded by
a captain who is served by four staff officers, all
of whom are the equivalent of a lieutenant in
rank. SC1listhecompanylieutenant,thecaptain's
second-in-command. SC2 isthe logistics officer,
SC3isthe medical officer, and SC4 is the techni-
ca officer. In addition, there are 23 support
personnel; eightinlogistics, 11 intechnical, and
fourin medical. Each support personisaided by
two(inmedical)to 11 (inlogistics) droids, foran
average of 118 droids per company.

If the mission isto be of alonger than usual
duration, or if the company is to be completely
isolated from all other support, the support
personnel will be augmented with additional
droids. Droids are aimost never accounted for
inImperial scandocson organi zation and equip-
ment, forming an almost invisible support net-
work within the military.

A drop company is essentially aline company
with expanded support. As such, itislisted in
the Order of Battle as a line company. A drop
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company can beorbit-loaded for missionsof upto
six weeks duration, although two weeks is the
Imperial standard. Support staff are trained for
survival in avariety of environments, and they in
turninstructindividual platoonsonwhat they can
expect when they reach the surface— what the
atmosphere is like, what the environment can be
expected to do to the troopers equipment, what
biological hazards they face, what they might be
ableto eat if rations get low, and so forth.

Ideally a support staff can keep a company
functioning independently until al of the blaster
packs have given out. Redlistically asupport staff
hasdonewell if they have kept every unwounded
trooper and piece of equipment not damaged by
enemy fire fit for combat after a month on the
surface.

Artillery companies, known as batteries, have
152 troops, 23 support personnel and either 16
heavy or medium artillery tubes, or 32 light artil-
lery pieces. They have fewer droids than other
companies, about 70 droids with the support
personnel. :

Assault companies (dso known as heavy weap-
ons companies) have two assault platoons, two
line platoons and the usual command and sup-
port elementsfor atotal of from 152 to 170 troop-
ers, depending on the configuration of the assault
platoons, giving the company from 180 to 198
men. In the standard assault platoon, the line
platoons equip their squads with light repeating
blasters. Recent upgrades in many companies
have substituted a medium repeating blaster for
a light repeater in each platoon, giving assault
companies an extremely flexible mix of firepower.

An attack armor company has either 200 men
(for a heavy tank company) or 232 men (for a
company with light tanks). There are four pla
toons, three tank platoons and a heavy weapons
repulsorlift platoon, as well as the command and
support element, containing 16 tanks if a heavy
tank company or 28 light tanks if a light tank
company, and nine heavy weapons repul sorlifts.
The captain commands from a modified heavy
tank. Thistank is noticeable because of the large
number of heat extractors necessary to deal with
the waste heat from al of the extra power the
command tank consumes. Unlike the medium
command tank, a heavy command tank is ex-
pected to perform al functions simultaneously,
and uses power accordingly.

A breakthrough armor company (also known
as a heavy aarmor company) isthe leanest of the
armor companies. Its support element is at-
tached to battalion headquarters and does not
travel with the company. A breakthrough com-
pany is nothing but four tank platoons and a
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command tank, atotal of 21 or 37 tanks depend-
ing on tank types. Breakthrough armor compa-
nies are designed to bust through enemy lines
and to wreak havoc. Their missions are to de-
stroy enemy assets or seize lightly contested
assets and holding them until more balanced
forcesarrive. Thelack of asupport element puts
agreat deal of pressure on the company.
These units are equipped for short combat
operations. But "short combat operations” are
atraining document fiction. Supplies are never
used up at average rates and parts neglect to
break down in average ways; after 72 hours a
breakthrough company usually has developed
some problem which hampers its combat effec-
tiveness. Commanders know this, and conse-
quently breakthrough operations are rarely
planned to be more the 72 hoursin duration.

A repulsorlift company has 188 troops, 220
men total including the command element and
support personnel. There are a total of 31
repul sorlift vehiclesin the company, eight dedi-
cated to the support element and the command
vehicle, in addition to 22 combat vehicles di-
vided into two platoons. Each repulsorlift pla
toon carries a line platoon for deployment in
combat.

Foecial missions companies consist of three
special missions platoons and an augmented
scout platoon, plus the command and support
element— 136troopersout of atotal of 164 men.
If the mission is to be of short duration the
support element isomitted. An augmented scout
platoon is actually smaller than a normal scout
platoon, having 22 men. However al of themare
speeder bike scouts, having four lances, a lieu-
tenant and asergeant major. The 22 scout bikes
are often modified to carry additional spare
partsand munitions asspecial missionscompa:
nies often operate in "zones of increased hostil -
ity density." They areinvolved in far more com-
bats than a scout platoon is designed to be;
gpecial missions scouts greatly enjoy the in-
creased action.

When operating on a planet considered hos-
tile to the Empire (including hundreds of plan-
ets nominally part of the Empire), special mis-
sions companies are drop-supplied directly from
naval vessels. A force of at least line size flashes
in from hyperspace, launching scores of con-
tainers varying in size from a probe droid to a
life pod. Thesetake erratic pathsto the surface,
impacting all over the planet. No more than five
of theseare genuineresupply pods; therest are
decoys to dilute the effectiveness of enemy
trackir;? measures. Frequently, the appearance
of naval vessalsis enough to occupy the atten-

tion of the enemy. Once the resupply effort is
complete, the starships jump into hyperspace
unless they have been ordered on a surface
support mission for ground forces. Nava sup-
port missions for special missions companies
are rare as such elite units are expected to do
without them.

Scout companies are called troops. They con-
tain four scout platoons and the command and
support el ements— atotal of 116troopersand
40 speeder bikes. The command element trav-
elsin ahigh powered command speeder rather
than a speeder bike, and the support element is
mobile as well. Scout companies are assigned
far fewer droids than usual units because the
platoonsareexpectedto operateindependently
from the support element, and because of the
scout doctrine of "fast and lean," but largely due
to the lack of room in the support vehicles.

Augmenting Companies and Larger Units

Any unit from company size on up is aimost
always augmented in the manner dictated by
doctrine; adding whole subordinateunitstothe
base unit, usually in the order outlined by the
Order of Battle (OB). For example, if a line
company were to be augmented, the first unit
added would ordinarily be a heavy weapons
platoon, the next unit added would be another
heavy weapons platoon, and thethird and fourth
units which could be added would be line pla-
toons. Unitswhich augment abase company or
larger unit are to be commanded by the unit's
second in command. This rule is violated by
particularly strong-willed commanders, or com-
manders of above average ability. The Empire
seemsto overlook theseviolations.

There are afew times when alarge unit may
be augmented inways other than as dictated by
the Order of Battle (OB). The most common is
when a commander forms groups from the sur-
vivors of a battle, attaching these units to his
own. These units rarely conform to anything
resembling the OB.

Thesecond iswhen Imperial troops arework-
ing with auxiliaries local to the planet of opera-
tion. The Imperial commander is expected to
alow the native units to operate in unit sizes
most closely matchingthe Imperial Army equiva-
lent, but not completely force the Imperial
method of operation upon alies. Asfewer plan-
ets are currently providing auxiliaries, this
method is rapidly decreasing in importance.

A third method is when a unit commander
decides special augmentation is crucial to an
operation. If he succeeds, his superiorswill try
to quietly cover up the violation. If he fails, he
faces the harsh justice of the Imperial military.
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Battalion

Onthebattalion level, theorgani zation makes
alarge change at the level of the command and
support elements, which are now pooled to-
gether into the battalion headquarters (HQs).
Unlike company command elements, which are
expected to be close to and often involved with
the combat actions, battalion HQs are expected
to berelatively secure.

Battalion HQ is headed by a major, with five
staff officers whose ranks are the equivalents of
captains. SB1 is the battalion captain. In addi-
tionto duties asthesecond incommand, SB1 is
responsiblefor gathering and assimilating intel-
ligence for the unit. SB2 is the logistics officer,
SB3 the medical officer, and SB4 is thetechnical
officer. A staff officer without a counterpart at
the company leve is SB5, the headquarters
officer, responsible for the coordination of all
the support elements, headquarters security,
and to alesser extent order within the battalion.

Thenumber of support personnel is47 (which
includes the SB5). There is an additional secu-
rity platoon of 38 men commanded by the SB5
under normal circumstances, and by the major
intheevent of an attack uponthe headquarters.
A security platoon is listed as a support unit
even though it consists of troopers. This is
because security platoons are not considered
combat units; they maintain order within their
unit. Ranking Imperial commanders have been
ableto pull themselves out of sometricky situ-
ations by creating combat units from the secu-
rity platoons available to them. This is not a
common enough practi cethat security platoons
are considered troopers in the OB count.

The standard complement of droidsis 145,
over two thirds of them MSE-6 droids. The rest
vary from sector to sector, depending on which
droids arelocally popular. The standard battal -
ion HQ therefore has 90 men and 145 droids.

Line battalions have four companies includ-
ing an assault company (heavy weapons com-
pany) andan HQ, for atotal of 608troopersout

© ~N

"For every problem a solution must be
found. It is the commander's duty to see that
the objectives of the mission are obtained
He ispersonally responsible should the mis-
sionfail. Ifthe objective is ofimportance, he
isto succeed regardlessof (hemethod needed
to obtain success. It is the commander's duty
to see that successis obtained in accordance
with the directives of the New Order."

— First axiom from Surface Operation

Training Document 89, Officers' Section.
\ J

of 810 men. A fully equipped assault company
raises these totals to 626 and 828. Line battal-
ions are committed to more ground combats
than any other type of unit in the galaxy, as a
battalion is the usual minimum Imperial com-
manders will consider dropping for a surface
operation, and line battalions are more com-
mon than any other type.

Assault battalions consist of one line com-
pany, two assault (heavy weapons) companies,
arepulsorlift company and the HQ. One of the
assault companies is always fully equipped,
giving the average assault battalion 662 troop-
ers of 868 men, and 31 repulsorlift vehicles. The
repul sorlift company isoccasionally reorganized
so that it carries units from the fully equipped
heavy weapons company. Assault battalions
are most often used in urban areas or for attack-
ing a single enemy stronghold. Assault battal-
ionsaregiven priority over line battalionswhen
requesting fire support from artillery or naval
units. Assault battalions are the most common
battalion to bust dirt first as the vanguard bat-
talion for large surface operations.

Repulsorlift battalions are made up of three
repul sorlift companies, one scout company and
the HQ. Repulsorlift HQ has 18 repulsorlifts to
moveeveryonein HQ, oneof whichiscrewed by
the major and staff officers, another by the
battalion captain and staff officers plus a ser-
geant driver. The rest have three-man crews
which add to the size of HQ. A repulsorlift
battalion has 680 troopers from atotal strength
of 952 men, with 115 repul sorcraft and 40 speeder
bikes. Repulsorlift battalionsaremost commonly
usedto gather information ontheenemy'smove-
ments, cut off enemy retreats, disrupt supply
lines, harass enemy movement, and takelightly
defended resources away from the main theater
of operations. They are committed to a frontal
assault only if thel mperial commander needsto
use every single trooper he has, a piece of
doctrine which makes repulsorlift battalions a
popular assignment.

Artillery battalions have three batteries plus a
normal assault (heavy weapons) company to pro-
vide protection, giving the artillery an opportu-
nity to retreat and set up elsewhere if necessary.
Artillery battalions have 603 troopers out of 810
men, and either 48 heavy or medium artillery
tubes, or 96 light tubes, plus the attendant ve-
hicles necessary to movethe artillery.

Consisting of a breakthrough company, two
attack armor companies, and arepul sorlift com-
pany, an armor battalion represents a near opti-
mum combi nation of combined arms firepower
and mobility. What they lack is staying power—
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they have too few troops to set up adequate
defensive positions. Armor battalions are used
primarily for attacks or mobile defenses.

The HQ has 23 additional support personnel
to help maintain al of the equipment, and the
HQ is mobhilized to travel in 24 HTVS, one of
which is crewed by the major and staff officers,
another by the battalion captain and staff offic-
ers plus a sergeant driver; the rest have three-
man crewswhich are part of HQ. Thetotal HQ
size for an armor battalion is 180 men plus
droids. An armor battalion of heavy tanks has
601 troopersout of 1,000 men, 53 tanks, and 55
repul sorlift vehicles.

An armor battalion of light tanks has 695
troops out of atotal of 1,096 men, 93 light tanks
and 55 repulsorlift vehicles. Light tank battal-
ionsareideal for situationswherethe opponent
is not heavily armed, nor has time to construct
fortified defenses — situations which the Em-
pire often confronts when fighting the Rebel-
lion. The Empire designed light armor battal-
ionsasaresponseto Rebel actionson dozens of
backwater planets. But light armor battalions
have a drawback — the entire unit does not fit
into an Imperial landing barge.

Secial missions battalions are the largest
special missions unitsrecognized in the OB of
the Imperial Army. They consist of four specia
missions companiesand an HQ element, atotal
of 544 troops out of 746 men, and atotal of 83
speeder bikes, more than in many Army corps!
Specia missions HQ is an exception to therule
— they are expected to be directly involved
with the combat operation. I n place of the stan-
dard support personnel are engineers who
doubl e as support when things calm down; the
security platoon is made of the absol utely finest
troopers the Army can find, and the major and
his staff are hardened combat veterans.

A special missionsHQ isusedtoaction. This
approach leads to high moral e amongtroopers,
knowing that they are not being asked to do
something which the major isn't actually doing
himself. It also leads to ample opportunity for
promotion into the HQ unit as attrition wears
the HQ down.

Regiment

Regiments are commanded by a lieutenant
colonel whorunsanHQ identical instructureto
that of abattalion with the exception of alarger
compliment of droids, usually upwards of 200.
Regimental HQ is where the most extensive
repairsareperformed, and someHQseven have
a capacity to machine or nanomanufacture pre-
cise spare parts from very basic components.
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Regimental HQs often stay aboard the mother
vessel, asorbital command control isasgood in
most instances as control on the ground. If
orbital command is disrupted, the HQ can be
quickly dropped (there is a record of at least
one conflict where the regimenta HQ was
dropped in life pods as landing barges were
unavailable). If regimental HQ is dropped with
the attacking forces, it is an indication that the
Empireexpectsto maintain aground forcefor at
least a month and that the naval presence will
be not be continual.

A line regiment contains two line battalions,
oneassault (heavy weapons) battalion, and one
repulsorlift battalion. The unit contains 2,558
troopersin atotal force size of 3,530 men, with
130repul sorliftvehicles. A lineregimentismost
commonly deployed on worlds with low level
resistance. A lineregiment is capabl e of massing
troops (usually by combining the repulsorlift
and assault battalions) for a major battle with-
out having to commit the entire unit to the
conflict.

Assaultregiments (heavy weaponsregiments)
are deployed when intelligence sources can
define areas of limited size on the surface that
areunder the control of Rebels or Rebel sympa-
thizers. The assault regiment is dropped to
retake those areas. Assault regiments are not
usually deployed for any length of time. Once
Rebel strongholds have been cleared, a line
regiment replaces the assault regiment. The
assault regiment is then dropped into another
hot zone. An assault regiment comprises 2,545
troopers in a force of 3,546 men, with 121
repulsorlift vehicles and 53 heavy tanks.

Repul sorlift regiments are put down on worlds
where Rebel activity is light but spread out
across avast area. Therepulsorlift regimental
HQ is dropped more frequently with the regi-
ment than other regimental HQs. Thisisnot for
any command control reason, but for a bit of
psychologica warfare. By droppingthe HQ, the
Army provides the Rebels with a tempting tar-
get — destroy the HQ and the unit fails to
function effectively, if a al. But the HQ is mo-
bile, and competent Imperial commanders can
lay traps with the regiment, engaging and de-
stroying Rebel units which attempt to strike at
the HQ.

Anartilleryregimentis an anomaly. The Impe-
rial military has been dow to recognize that
artillery still has a useful role to play on the
battlefield, and the doctrine and support given
to the artillery arm has been lacking. The gen-
eral buildupof Imperial might haslargely passed
theartillery arm by. A hasty attempt to revital-
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ize this arm is now being made after belated
recognition that artillery has been an effective
tool for the Rebellion.

Artillery regiments are being formed as
quickly as possible and then attached to
battlegroups which use them as a single unit.
Junior officers are making official complaints
about this policy despite the risks of those
complaints. The response has been lukewarm,
and some Sector Groups are assigning smaller
artillery units a the regimental or battalion
level. There are unofficial reports, nowhere re-
flected in the official OB, of assigning batteries
to line battalions. The most frequent deploy-
ment of artillery remains a massed regiment
containing either 144 or 283 artillery tubes, with
attendant vehicles for a minimum of 199
repul sorlift vehiclesand 53tanks. Theregiment
has 2,425 troopers out of a regimental total of
3,520.

Armor regimentsare not to be deployed alone.
They are to be deployed only as part of a
battlegroup. Thelmperia military considersan
armor regiment to have too much firepower for
thenormal regimental engagement. They do not
have enough infantry to hold any ground they
might take which would justify using an armor
regiment. There are no official records of the
deployment of a lone armor regiment. A line
armor regiment contains 2,562 troopers out of a
total of 3,994 men, with 304 repulsorlift vehicles
and 106 heavy tanks.

A vanguard armor regiment has 2,483 troop-
ers out of 4,042 men, with 262 repulsorlift ve-
hicles.

A COMPNOR Regiment (CompForce) has a
structure like aline regiment with the exception
of thelack of security platoons. COMPNOR vol-
unteers are fanatical, and their loyalty is
unshakeable under every condition yet faced.
CompForce commanders have dispensed with
the security platoons as unnecessary to a well
run unit, a notion which does not endear them
to commanders in the regular army. Very little
about CompForce endears itself to the regular
army.

Battlegroup

Battlegroups are a recent addition to the
Army, replacing divisions, which werecommon
in the Old Republic. The change was made
because divisionswere commonly commanded
by planetary governorsor used as honor guards
for ambitious senators. Divisions were associ-
ated with a particular planet or being, a detri-
mental attribute that was hard to shake. Army
plannersreorganized the OB and eliminated the

division, replacing it with the battlegroup. As
usua, the Empire kept a few dite divisons
where unit identification was strong and useful,
both from a military and a propaganda stand-
point.

Battlegroups are commanded by a high colo-
nel, five staff officers (SG1 through SG5), four
substaff officers with the rank of major who
servethe SG5 (SG51 to SG54), 188 support per-
sonnel, and 76troopersintwosecurity platoons
foratotal of 274meninHQ.

Battlegroups are committed to major
offensives against known concentrations of re-
sistance. TheEmpiredoesn't drop abattlegroup
on a world just to take a look around — a
battlegroup drops when the Empire knows it
has a tough fight on its hands.

Line battlegroups have 10,219 troopers in a
force of 14,410, with 511 repulsorlift vehicles
and 53 heavy tanks. Line battlegroups are now
considered to be underpowered given the in-
crease in Rebel strength. The military is debat-
ing trying to upgrade all line battlegroups to
reinforced battlegroups, but the required re-
sourcesand thereorganizational difficultieshave
prevented the idea from taking hold.

A reinforced battlegroup (or assault
battlegroup) has 10,210 troopers from a tota
strength of 14,890, with 676 repul sorlift vehicles
and 212 heavy tanks. They are considered the
most versatile battlegroup, with a good mix of
firepower and staying power.

Armored battlegroups are dropped into mis-
sions where the enemy has several concentra-
tionsof strengthinanareaof moderatesize. The
armored battlegroup is designed to quickly hit
these concentrationsin succession, one or two
enemy strongholds at a time. An armored
battlegroup has 10,090 troopers out of a unit
strength of 16,346, with 1,132 repulsorlift ve-
hicles and 318 tanks.

Mobile battlegroups are deployed on worlds
where there are Rebd held or sympathetic ar-
eas adjacent to areas|oyal totheEmpire. Mobile
battlegroups are used to shift quickly in re-
sponse to Rebel incursions, and to make light-
ning strikes into enemy territory.

1,342 repulsorlift vehicles make sure the
battlegroup get where it is going quickly, while
265 heavy tanks give it some punch. 10,248
troopers form the fighting force for the unit of
16,106 men.

Auxiliary battlegroupsare not at all traditional
battlegroups. They have no commander, and
never operateasabattlegroup. They are merely
an organizational convenience for grouping re-
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Commodore Bevven and High Colonel
Drost wereviewing the progress of the battle
on Picutorion, engaged in astrained discus-
sion about whether to deploy TIE fightersin
support of thesurfaceaction. Elementsof the
armor battalion of Tensiger's 6th regiment
had penetrated the perimeter of a tracking
station, but the Rebelswerestill giving heated
resistance, and nearly every Y-wing flying
was attacking in support of the tracking sta-
tion.

Bewen, fearing that the Y-wings might
decide to attack the fleet, wanted to send the
TIEs in waves which would engage afew Y-
wings quickly and then return, holding the
majority of the TIEs in reserve. Drost knew
that picking off just afew Y-wings at atime
would doom thetroopers making the assaullt,
probably causing the failure of the attack.

Bewen turned away from Drogt, facing his
lead controller squarely. "Lieutenant, order
all sguadrons to attack along the parabola
programmed in. They are to stay in tight
formation during the initial attack, and to
return to the fleet as soon we have pulled
within four arc seconds of the return path.
Release on my mark."

"Yes gr!"

"May | interrupt for a moment, Commo-
dore?' Bewen turned to face the man who
had beenwatchinghimonthebridge. Bewen
could not remember his name. Barezz, per-
haps? The one from ISB.

"If you must," said the Commodore.

"Thisisfor your earsdso, Colond," sad
the man. "We have been monitoring the
progress of the offensive and have noted the
elements which have actually penetrated the
tracking station include two tagged as sensi-

.

( Picutorion Viewed From the Top

tive."

Colonel Drost moved closer, stepping
withinapolitedistance. Heeyed thel SB man
cautiously.

"The two, a Captain Ganig and a Sergeant
Stecker, are both inside the station.
COMPNOR madeeach famousafter theBattle
of Sagma, but since then their casual obser-
vation of doctrine has cometo light. If they
takethis station, COMPNOR will again make
them heroes."

"What is your point, Barezz?' asked the
colonel. The ISB man snapped his eyes to-
ward him. The colonel met the gaze.

"My point, colonel, isthat for propaganda
purposes, dead heroes are nearly as good
live ones. And dead heroes cannot defect to
the Rebellion."

"Do your sources indicate that they are
thinking of defecting?"

"No," admitted Barezz, "but weare certain
that atrooper named LindsisaRebel sympa
thizer. Hehasbeenin contactwith each man.
| do not know if wecantakesuch arisk. Delay
the starfighter support until the Rebels have
killed Ganig and Stecker. Then send in the
support needed to dispose of the Y -wings."

Bewenlooked at Drost. TheywerehisTIE
fighters, but they were Drost's men. The
colonel nodded curtly.

"How long could your men hold out in
their present position, colonel?' Bewen

"Normally | would say lessthanthreemin-
utes. They are good. | would guess seven,”
said Drost.

"Controller,widentheparabolafor 10min-
utesto target. On my mark."

"Yes grl"

v,

sources available to a corps commander. An
auxiliary battlegroup hasthree Comporce regi-
ments, and a ground support wing of TIE fight-

ers. Inthecontinuing struggle betweentheArmy '

and the Navy, the ground support wing is one of

the casualties. The Navy wanted to retain con-
trol of the TIEs, but the Army insisted upon its
own starfighters so they could primarily be
dedicated to ground support missions. The re-
sulting wing has 40 TIE fighters rather than the
72 asis standard in the Navy.

Imperial Sourcebook

The ground support wing has 40 TIE fighters
organized into 10 flights. Three flights are orga-
nized into a TIE bomber squadron, six flights
into two squadrons of TIE/In, and one flight of
TIE/fc for use as spotters. A ground support
wing has 40 pilots, 25 sensor techs, 25 control-
lers, and 60 ground crew personnel for atotal of
110 men. An auxiliary battlegroup has atotal of
7,674 troopers from atotal of 10,130. There are
also 390 repulsorlift attached to the unit.
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Corps

Thecorpsisoneof thefew instances of real
cooperation between the Army and the Navy.
Imperial military planners from each branch
designed the transport ship to hold al corps
types, buildinginthe possibility for expansion
into both thestarshipandtheunit. Thefact that
the corps transport ships are among the newer
model of shipsinthefleetisperhapsasignthat
the two branches are ready to cooperate more
closely so that the New Order may expand.

When the Empire deploys a corps onto a
world, itisretakingthatworld, regardliessof the
propagandabeamcasts. The military considers
acorpsto be asufficient forceto retake aworld
which has only recently slipped from the grasp
of the Empire. Such aworld would still contain
asignificant number of loyalists, and the Rebels
would not have had time to build up an orga-
nized defense. This does not mean that the
corps outnumbers its opponents; usually the
opposite is true by a factor of at least four to
one. What is true is that the opposition is not
organized enough to coordinate all of the mili-
tary power available to it. Moving quickly, the
Empirecan destroy each opposition elementin
turn.

A corpsisled by amajor general who has five
staff officers (SP1 through SPS), each staff of-
ficer having two staff officers of their own (SP11
through SP52). Thereisacompany of 152 troop-
erstoprovidesecurity fortheHQ, andthereare
six perimeter platoons which are under direct
command of the genera or his SP1. Fifty ISB
agents are assigned to a corps, to help with
intelligence and to assure loyalty. There are
also 388 support personnel and 114 CompForce
support personnel organized into three pla-
toonswhosejobitisto supportthe CompForce
regimentsassignedtotheauxiliary battlegroup.
The CompForcesupport isusually inadequate.

There is dso a single officer from Imperial
Intelligence (the Ubigtorate, not the 1SB) who
provides supplementary aid to that provided
by the ISB. Typically this officer provides 15 to
20 percent of theintel ligenceused by the corps.

Corps HQ is often augmented with a huge
number of MSE-6, 12F-5 and 12F-73 industrial
droids — as many as 2,000 in some instances.
These droids serve as amobile processing and
manufacturing plant, particularly with the in-
troductionof repul sorlift-enabledmodel sof the
I2F-73 which acts as transport for most of the
other droids. Such acomplex can manufacture
everything from glow rods to blaster packs to
repulsorlift engines upon demand, using the
crudest and most impure raw materials. If the
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corps can keep the complex producing, it can
operate without Imperial resupply indefinitely.

Line corps have 48,541 troopers in a unit of
69,199 men. It comes equipped with 2,599
repulsorlift vehicles and at least 371 heavy
repul sortanks.

Atrisian corps (essentially assault corps) have
48,403 troops; with 3,385 repul sorlifts and 795
heavy tanks.

Mobile corps have 48,508 troops from 71,615
men, with 5548 repul sorlift vehicles and 1,113
heavy tanks.

Armor corps have 48,192 troops from 74,794
men, 5,128 repul sorliftsand 1,219 heavy tanks.
The distinction is important in Surface Opera-
tions Training Documents, and maobile corps
are organized for maneuver operations better
than armor corps. However, the average Rebel
is not going to care what sort of corps just
overran his position.

fi N
Major Generals Are Everywhere

Therearefar morecorpsHQsthanthere
are corps. This represents an abundance
of more than pleasant jobs for less than
brilliant offers—the corpsHQ isthe basis
for theImperial garrison. TheEmpirewants
garrisonsto be organizing pointsfor rapid
mobilization. Realizingthatinacrisisunits
may have to be sent from many parts of
sector, the Army wanted HQs in place
which couldtakecommand of all theparts.

As Imperial doctrine currently holds
that a corps is a sufficient force to retake
any planet, corps HQs are set up as the
basis of Imperial garrisons. As the garri-
sonsalso havediplomatic, tradeand medi-
ca functions, additional tech, medical,
science and diplomatic service personnel
areassigned. Thesearenominally outside
of the major generals' command, but real-
ity often puts the general in charge.

The typical military contingent is at the
battalion level, most often four battalions
mixed in away which is optimum for the
world onwhich the baseissituated rather
than following the OB and construction a
regiment. A battalion of stormtroopers,
one of AT-STs, and two battalions of AT-
ATsisapopularconfiguration. Inaddition,
the ground support wing of the auxiliary
battlegroup isalmost always present. TIE
fighters are a rare enough resource that
any wise commander will take all he is
entitled to as soon as he can get them.
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Army

Anarmyiscommanded by agenera. Anarmy
HQ islarger than two full battalions, containing
five staff officers (SA1 through SA5) and their 10
subordinate officers (SA1l through SA52), a
security company of 152 troops, six perimeter
patrol platoons of 228 troops who report di-
rectly to the general or the SB 1, 2001 SB agents,
784 support personnel, three COMPNOR ob-
server companies of 152 plus a command ele-
ment of five (captain and staff) each for atotal of
471 men.

Four Ubiqgtorate agents are available to pro-
videadditional intelligencetothegeneral, should
he so desire. Thetotal number of peoplein HQ
is 1,855. There areat least twiceas many droids.

An army consists of one each of the four
different corps: line, atrisian, armor and mobile.
Thisgivesan army 193,644 troops, 293,686 total
personnel, 16,660 repulsorlift vehicles and at
least 3,498 heavy tanks. An army is built to be
transported by a naval troop squadron.

Armies rarely see action in the field as a
coordinated unit. Increased success by the Re-
bellion has led to arevival and redevelopment
of doctrine concerningthe use of an entirearmy
in the field.
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Systems Army

The systems army is more of abookkeeping
level of organization rather than aunit that ever
sees action inthefield. The HQ isthe same size
as that of the army. It is commanded by a high
general. The primary function of the HQ is to
make surethat all of the subordinate command-
ers know where al of the other military re-
sources in the sector are — if amajor general
needs naval support for his unit greater than
what isavailablein hisdrop line, system HQ will
try to find the nearest naval support units and
relay the information to the major general.

Sector Army

A surfacemarshal commandsthe sector army,
although more often than not this is merely an
additional title bestowed onto the Moff or Grand
Moff who commands the Sector Group. The
sector army includes every single army trooper
in an assault fleet. Thisis 774, 576 troops and
1,180,309 personnel intotal . 66,640 repul sorcraft
are in service with the sector army, as well as
13,992 heavy tanks.
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Organization of

the Navy

Theshipisthe building block of Navy organi-
zation, much as the squad is for the Army. The
problems each branch has in organizing these
building blocksis quite different. The Army has
millions upon tens of millions of squads, and its
chief difficulty isin organizing these parts into
an effectivewhole. The Navy has far fewer ships
than the Army has squads, but the difference
between ships is enormous. There is a greater
difference in overal effectiveness between a
Star Destroyer and a system patrol craft than
there is between asquad and aregiment.

Organize 300 squads with acommand and a
support element and you havearegiment. Orga-
nize 300 system patrol craft and you still do not
have the equal of a Star Destroyer. In some
instances the 300 system patrol craft might be
better than asingle Star Destroyer. Usually they
would not be.

Compoundingthe problem isthe plethora of
ship types, the variations by model within a
single type, and the customization or modifica-
tionsof individual shipsthroughout astandard
year. Againincomparison, asquad iscomposed
largely of young adults who have been trained
%0 as to become more uniform, while a naval
squadron may be composed of shipstwoyears,
60years, and 210yearsold.

“
Military Folklore

There is abit of military folklore about the difference
between the structure of the Army and the Navy. An
admiral had just finished listening to ageneral explainthe
OB for aSector Group, includingvirtually every conceiv-
able configuration by mission type. This general con-
cluded proudly by calling up numerics which showed
that every unit deviated less than two percent from the
projected strength on the OB.

The admiral took the podium and holoviewed the
naval plan for a Sector Group. After abrief explanation of
thetheory, the admiral then used his Sector Group as an
example of how the naval theory was modified in prac-
tice. The general became increasingly impatient as the
admiral listed exception after exception. Finally the gen-
eral interrupted the admiral.

"You don't have an organization, admiral! What you
have is nothing like the Army!"

"Yes, general, the Army has its organization. Wein the
Navy must content ourselves with the control of all
known space.”
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The key organizational problem for the Navy
then is to create units which are consistent
enough from fleet to fleet that genera tactica
theories can be applied, while recognizing the
greatdifferenceinshiptypeandquality through-
out the Empire.

The Mission Detall

The heart of Navy doctrine is the mission
detail. Thecommander at every level can create
temporary organizationscalled "mission details"
which violate the standard OB.

The concept behind the mission detail is
simple for acommander to carry through:

1 Evaluate the mission.

2. Assign adetail which would best accomplish
the mission.

3. Retain sufficient ship strength to meet other
expected obligations.

There is a saying among Navy staff officers
and commanders: "The first step leads to work,
the second to promotion, the third to court
martial." While extensivetraining docs exist to
teach commanders how to performthesethree
steps, thethird step remains as much aproduct
of instinct as training. With increased Rebel
activity, those officers who act in strict
accordance with doctrine often fal short of
expectations. Naval discipline is such that
officers rarely repeat their mistakes.

Ship Command

Attainingtherank of ship'scaptainisconsid-
ered the culmination of anaval career. When a
person earns command of a ship, he has at-
tained aposition of honor, regardless of thesize
of the ship. There is a certain amount of chau-
vinism on the basis of ship size and power, but
being the captain of aKDY Lancer often carries
more prestige than being a staff officer of any
rank. For this reason the Navy often under-
stands if a ship's captain will turn down a pro-
motion to a staff position, or even turn down a
transfer to the command of a more modern or
more capable ship.

TheNavy honorsthese men rather than view-
ing them with suspicion. It benefits the Navy to
have men who intimately understand their ship
and crew in order to gain the greatest possible
performance from them.
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To get aquick understanding of the organi-
zation of the Navy, use the following refer-
ence. Navy organization is completely differ-
ent than the Army's method — while the
Imperial Army hasa"baseline" Order of Battle
(OB), with carefully classified exceptions to
this OB, Navy command simply assigns the
most appropriate forceto the most appropri-
ate mission. Therefore, while the listings be-
low are "theory," Naval mission assignments
in practice often bear little resemblence to
the OB.

Command. A single ship command, com-
manded by a captain.

Line. Theoretically a unit of four ships,
commanded by a captain of theline. In prac-
tice, lines vary from as few as one ship to as
many as 20. A line is normally the smallest
unit used in space battles.

Navy Organization in Brief

Squadron. Normally has 14 to 60 ships,
commanded by an admiral. Normally thelarg-
est force of ships assigned to asingle system.

SysemsForce. Strength varies by mission
profile: force superiority units have three
battle squadronsand alight squadron, for up
to 90 ships. Commanded by a systems admi-
ral (also known asacommodore). A systems
forceisresponsible for several systems.

Fleet. The force deployed to an entire
sector. These dsovary immensely: asuperi-
ority fleet has four system forces, two force
superiority units and two force escort units,
with six Star Destroyers and 390 other com-
bat starships. Commanded by afleet admiral.

Sector Group. Thetotal of Naval strength
in a sector. Commanded by a high admiral.
Can contain at least 2,400 ships (of which,
1,600 are combat starships, including 24 Star
Destroyers).

>,

Line

Commanded by a captain of the line, the line
is the most amorphous leve of organization in
theNavy. Intheory alineshould havefour ships,
but the percentage of lines which actually have
four ships is about seven percent. Lines vary
from as few as one ship to 20 or even more if
circumstances warrant.

An attack line has from three to six ships;
fewer shipsif theline consists of heavy cruisers
or larger ships, six if the line consists of light
cruisers or frigates. An attack line's purposeis
to engage enemy combat starships of equiva-
lent size. If Star Destroyers or other top capital
shipsare present, the attack lineisto engagethe
enemy within range of the Star Destroyer, mak-
ing sure that the Star Destroyer is out of effec-
tiverange of theenemy ships. If aStar Destroyer
doesnot haveto concentrateonitsown defense
it can make short work of virtually any enemy
starship.

A heavy attack line has from four to eight
ships, nonesmaller than alight cruiser. A heavy
attack line is designed to come out even against
any like number of enemy combat starships.
The heavy attack lineisanindependent element
of maneuver, onewhich anImperial commander
would be unafraid to commit to aconflict which
was out of range of his sensors.

A purstit line has four to 10 ships, usually
light cruisers or occasionally lighter ships such
as corvettes. Their mission is to maintain con-
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tact with aretreating enemy. Asvirtually every
combat starship has hyperdrive, pursuit lines
are most often employed against starfighters
which are not hyperspace capable, or to follow
escaping craft long enough to calculate their
jump coordinates.

Pursuit lines are also commonly used on
missions which the crews call "beambaiting."
Pursuit lines track Rebel starships to a base or
a planet known to house well-organized Rebel
sympathizers. They engage the starships and
see if any Rebel units come to their aid. Then
they employ afighting retreat to a point where
a heavier element of the fleet can jump in from
hyperspace. The Empireenhancesthistactic by
sending pursuit lines on such missions without
any backup, so the Rebels can never be sure
whether or not the line is part of atrap.

Recon lines contain two to four ships, operat-
inginpairsorindividually. Reconnaissanceships
are usually light cruisers modified for even
greater sublight speed, trading in about half of
their laser cannons for a full complement of
sensors with greater range and sensitivity than
the Imperial average. Recon lines are to find the
enemy, retreat without engagingin combat, and
returnto report on thedisposition of the enemy.

Recon lines are more common now as the
Empire equips more of its large capital ships
with improved hyperwave signal interceptors
(HSls) capable of detecting flux shift. This tech-
nology alows the Imperial Navy to actually
project a ship's destination once it jumps to
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hyperspace with greater accuracy than the old

method. Enemy ships can no longer just jump
out of trouble; the odds that the fleet will follow
are getting better. So enemy ships oftentrytolie
quietly inthesensor penumbraof an asteroid or

similar body in order to avoid detection. Recon
linesare sent into the dark places of asystemto
see what they can find.

Sirmish lines contain four to 20 small com-
bat starships, corvettes being the most com-
mon sort of ship. Skirmish lines are meant to
harass larger starships or €l'se engage in acoor-
dinated action against enemy starfighters. The
emergence and prevalence of TIE fighterstem-
porarily diminished the role of skirmish lines,
but they have regained favor as the Rebellion
has become better armed. TIE fighters often use
available skirmish lines as mobile cover, and
skirmish lines try to provide cover fire for the
TIEs.

Torpedo lines usually have two torpedo
spheres. Thecumbersomenatureof thespheres
makes them useful only for their primary mis-
sion of planet bombardment. The dream of a
more mobile platform with even greater fire-
power hastantalized Imperial plannersforyears,
but the torpedo line remains a staple of the
Navy.

A troop line consists of two Evakmar-KDY
transport vessels and two escort vessels —
frequently two strike cruisers. Asatroop line's
functionisintimately connected with that of the
Army, troops lines vary less than other lines.
The Army considers consistency a virtue. A
single transport is designed to carry a corps,
but often carrieslessthan afull corps as subor-
dinateelementsareassigned to other vessels. It
is not unusual for aranking admiral to oversee
an important surface operation, as captains of
theline are accused by Army officers of being far
too concerned with just the safety of their line

A Salvager's Run
Servo Circuit surfaces, OP configuration ... they just

\

Kanda Farral watched through the viewscreen as
the last of the Imperial warships made thejump to
lightspeed. Captain Sreethyn had The Lucky Find's
engines at full asthe ship pulled away from Jerijador.
K andaabsent-mindedly checked afew of the sensor
banks. She glanced again when she saw indicator
pul sons approximating thelocations of better thana
dozen ships, all on roughly the same vector as The
Lucky Find. All were making like the last bolt from a
busted blaster toward the Imperial jump point.

"Suit upwoman! | didn't hireyoutolook at colored
lights all day," growled Sreethyn, "and it looks like
some of the left-goods are larger than usual. Adjust
the programming on the retrieval droids."

Kanda deftly reprogrammed each of the four
droids, but had more difficulty than shewould have
liked getting into her suit. She checked to see if
Sreethyn had noticed. His forced grin and slightly
shaking head said he had. Okay, now he knew for
certain that she had lied about her zero-G experi-
ence. The droids were going to do most of thework,
so taking care of them was more important.

"Remember to lock in beforeyou lock out." Kanda
found herself nodding, a clumsy motion inside of a
work suit, in response to the thin-sounding voice
over her comlink. She stepped into the airlock, mak-
ing sure the frequency of the T-beam actuator and
her tractor beaconswerethe same. She then by-the-
booked the depressurization sequence, and vacced
with thedroids. Kandawas pleased to seethe droids
scan and maneuver immediately in an optimum
search pattern. She began inspecting the refuse from
the Imperial fleet.

"There is a Treson cluster, a third full, of KDY

jettisoned them!™

"That's the kind of stuff we're after Farral."
Sreethyn'svoicecarried excitement over her comlink.
Kanda began to tag containers and activate the bea-
cons. Immediately thecontainerslurchedtowardthe
hull of The Lucky Find.

"Why would they just throw the good out with the
bad?' Kanda asked as she slowburst to avoid acom-
pacted piece of trash.

"Becausethey'retheEmpire. They got moremoney
than ships, see? So whenit comestoallocating cargo
space before a jump, they fill themselves to the
gunnels. If they rush they just replace half-empty
containers with full ones."

"But you can't sell alot of this stuff on the market,
Sreethyn. It'sillegal tech ..." Kandastopped herself,
realizing that Sreethyn could very well sell that sort
of hardware as long as no one knew about it. And
Sreethyn was inside the ship, Kanda outside.
Sreethyn's |augh was unreadabl ethrough the comlink.

"I'mno smuggler, Farral. I'm alicensed salvager. |
pick the stuff up, sell what's legal on the open market,
and sell the rest back to the Navy."

"The Navy buys back its garbage?"'

"If 1 package all the partials into standard units
they do. They pay full price. | like to think of it as
getting some of my taxes back."

Kanda tagged another container. She laughed as
she watched two of the droids struggle with a WD
condenser pod, as the entire unit and the droids
slowly tumbled toward The Lucky Find. This was
absurd, but it paid well. She could cometo likethis.
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rather than with the success of the mission.
There are other types of transports, most of
them left over from the days of the Old Republic.
Some, such as the Delta-class troop transport,
have been converted from true transports to
glorified attack shuttles, but many remain in
service as intersystem transports as the Army
grows.

A Star Destroyer is considered alinein itself.
A naval staff study concluded that a Star De-
stroyer wastheequivalent of at least the squad-
rons of the time, and would be more properly
categorized as such. The Admiralty agreed with
the analysis, but disagreed with the conclusion.
The Admiralty felt that as there were more lines
than squadrons, designating the Star Destroyer
as aline unit would get them more Star Destroy-
ers. The Admiralty's thinking prevailed.

Squadron

An admiral runs asguadron, which has from
14 to 60 ships on average, depending upon the
composition of the lines in the squadron. The
admiral is served by an adjutant who holds the
rank of captain of the line. The adjutant acts as
ligison with the other staff officers and is the
admiral's second-in-command. A squadron is
the largest concentration of ships which is nor-
mally assigned to asinglesystem. A direct order
from a Moff, Grand Moff or the Emperor is
necessary to gather more ships in asingle sys-
tem.

A measure of the extent of Imperial military
growth is the squadron. Under the Old Repub-
lic, units of identical configuration were called
fleets, and were sometimes thetotal Naval pres-
ence in asector. The usage "fleet" is still com-
mon among senior officers for ship groups of
squadron size and up. Recent recruitsand jun-
ior officers are more likely to use the terms
listed inthe OB.

A full troop or battle squadron packs enough
firepower to subjugate any system not pro-
tected by a equivalent fleet; no ground defense
yet devised is sufficient to hold off adetermined
attack from these elements of the Navy.

The average sizes below assumethe average
size for the lines which make up the squadron.
Larger than normal lines or more lines than
normal can easily doublethe size of asquadron.

Light squadrons consist of at least two attack
lines, askirmish line and arecon line, averaging
20to 30 vessals of all types. A second common
configuration of a light squadron is two recon
lines, askirmish line and a pursuit line, averag-
ing 25to 35 vessels. Both aredeployed in areas
where it is believed there are no enemy capital
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ships. With the first squadron configuration the
Navy isplaying it safe; such alight squadron can
survive more punishment should the intelli-
gence estimates prove to be wrong.

Heavy squadrons are made up of at least two
heavy lines, an attack line, and arecon linefor an
average of 18 to 24 ships. Alternate configura-
tions include a least three heavy lines and a
skirmish line for an average of 28 to 36 ships.
The first type of heavy squadron is employed
when the enemy isknown to be in asystem, but
his exact location and force composition is un-
known. The second is employed when enemy
ships are in a system defending an asset, so a
fight is expected rather than Rebel flight. It is
common to assign Victory-class Star Destroyers
to the latter type of heavy squadron.

Battlesquadronscontainan Imperial-class Star
Destroyer. There are other ships, but they mat-
ter little in the configuration. In addition to the
Star Destroyer thereare at least threelines, two
attack and one pursuit line, for an average of 18
ships. If thereissomesystem intheEmpirethat
must be repressed, some force which must be
run down, a battle squadron is the force of
choice. Sending a battle squadron on amission
is the Navy's way of showing that thejob is of
utmost importance.

Troop sguadrons have two troop lines, an
attack line, and askirmish linefor an average of
2510 30 vessels. A troop squadronis most often
used as atransfer point for Army units, reinforc-
ing or reorganizing the Army complement of
other squadrons. These transfers are usually
conducted in deep space where there is little
chancedfinterference. If atroopsguadronshows
upwithinasystem, thereiscertainly something
big happening.

Bombard sguadrons havetwo torpedolines, a
skirmish line, and a pursuit line, for an average
of 20 to 28 vessdls. Bombard squadrons are
assigned to worlds which have rebelled suc-
cessfully and have organized a large surface
military which would takefar too long to defeat.
Imperial commanders, pressed on so many plan-
ets, often deploy bombard squadrons in less
severecircumstances.

Thevesselswhich escort thebombard squad-
ron are considered sufficient to deal with any
starships which might resist. Any force larger
than what a bombard squadron can handle
would draw the attention of the Imperial Navy,
who would deal with it prior to the appearance
of the bombard squadron.
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Systems Force

A systems force is commanded by asystems
admiral, also known as a commodore. A sys
tems force is responsible for severa systems,
the admiral being in charge of organizing and
coordinatingall of hisshipsthroughoutasphere
of command spanning hundreds of light years
and dozens of worlds, the normal method of
communications being no faster than the ships
themselves. It requires extensive planning and
preparation. It often goes wrong.

Itis atributetothe staff officersthat things do
not go wrong more often. The commodore is | eft
to manage by exception, to handle those situa-
tions which have gonewrong or which havethe
greatest potential for going wrong.

Asystemsforceisorganized along force pools,
availableresources categorized by general mis-
sion type. Whilethey have aset organization on
the OB, acommodoreis expected to reform the
constituent elements of a pool to tailor the
detail to the mission.

Force superiority contains ships expected to
perform space superiority missions, which the
Navy still considersto be its primary objective.
Space superiority is defined as "the complete
absence of hostile craft within the orbital space
of controlled worlds, and no chronic enemy
ship activity within the entire system.” The
Navy has striven for that goa ever since the
inception of theEmpire. Thegoa isevenfarther
away now than it was at the beginning, but the
giganticincreasein Naval resourcesis expected
to reverse the trend. Force superiority, at a
minimum, has three battle squadrons and afull-
strength light squadron, withtotal ship strength
around 90 (three of which are Imperial Star
Destroyers). A commodore will make some at-
tempt to use force superiority in squadron in-
crements as these missions assume stiff resis-
tance or urgent importance.

Force escort always has a least two heavy
squadrons and two light squadrons, for an aver-
age of 108 ships. Force escort has the job of
protectingcommerciallyvaluableorbital spaces
or installations, aswell astracking down pirates
or small bands of renegades. The Navy consid-
ers force escort to be a malleable organization,
and the admiral and his staff create mission
detailswhichfit the known mission as precisely
aspossible. Forcesuperiorityisgiventhemaxim
"adwayssend enough." Forceescort isgiventhe
maxim "never send too much."

Transport force contains two troop sguad-
rons, aheavy and alight squadron, for an aver-
age of 80 ships. Troops and ships are assigned
to mission details as needed, the troop squad-

rons being used as acommand center for coor-
dinating ongoing surface operations.

System bombard contains an average of 100
ships divided between three bombard squad-
rons and a light squadron. If an admiral feels
that force superiority has donelessthan athor-
ough job of removing hostile craft from the
system, a system bombard squadron will be
augmented with ships from the light squadron.
The new unit will still be caled a bombard
squadron to avoid the need to consult with a
Moff or higher authority. Such actions are not
approved of when they are discovered.

Force technical services (FTS) contains tech-
nical and mechanical specialists who are orga-
nized by single ships. FTS has eight vessels
(often Evakmar-KDY transports) devoted to
getting the techs where they are needed the
most. Two escort frigates accompany each FTS
ship. WhileNaval vesselshavealargenumber of
competent specialistsaboard, thesearetrained
and equipped to maintain existing ships sys
tems. If a system needs to be completely re-
placed, or asignificant modification needsto be
done, FTSiscaledin.

FTS cannot repair hulks which are dead in
space, but they areequipped with tractor beams
to return such vesselsto deepdockswherethey
canberepaired. If thetechsbelievethevessel to
be a complete wreck, FTS has salvaging equip-
ment on most vessels.

Each force support has over 100 vessels of all
sizes, and maintains depots on a handful of
worlds. Munitions, consumables, spare parts
and equipment for FTS, medical ships, anddroid
servicesareall handled by force support. Unlike
FTS, force support has no escort vessels dedi-
catedtoit. If thevessd istravelingintoacombat
zone it is given an escort, otherwise it usually
must go it alone. As the Rebels have gotten
bolder, the Navy has gone to elaborate rancor-
and-sath games in which force support vessels
are the bait.

Fleet

"Fleet admirals have it made. They only have
to worry about the success of their subordinates,
their Moff, and guys whose name begins with
Lord."

— Captain Seledrood (deceased)

A fleet is designated as a "sector resource,”
which means it should be available for action
anywhere within the sector. A fleet is the small-
est unit transferred between sectors. All fleets
have aforcetechnical serviceand force support
under their command.
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Superiority fleets comprise as least four sys
tem forces, two force superiority and two force
escort. With six Star Destroyers and an average
of 390 other combat starships, a superiority
fleet is presumed to be a sufficient force to
maintain space superiority in calm sectors
(those with four or fewer worlds confirmed
hostile to the New Order, with no morethan 16
additional worlds with confirmed significant
hostile elements).

Assault fleets comprise at least two transport
forces and two force escorts, an average of 376
ships. Assault fleets are built to sustain what is
calledthe™ 1/4/16/64 Plan." Thefleet is expected
to be coordinating and sustaining four types of
efforts: one corps-level continuous missionon a
surface, four continuous operations a the
battlegroup level (occasionally shifting troops
from other theaters to temporarily reinforce
onemission to corpslevel), 16 continuous mis-
sions of regimental level (with potential for
shifting troops to temporarily reinforce one
areato abattlegroup), and 64 missionsof irregu-
lar duration at the battalion level or lower. The
ability to sustain these missions is predicated
upon absol ute space superiority. I f superiority
is contested in many systemswithin the sector,
the number of missions for which an assault
fleet isresponsibleis reduced in direct propor-
tion to the percentage of contested systems.

Bombard fleets contain an average of 416
ships, allocated between two system bombards
and two force escorts. Bombard fleets are as-
signed to sectors where the Empire has deter-
mined the probability of repressing the Rebel-
lion in the sector to be less than even. System
bombards are used when the Empire would
rather completely destroy a world rather than
see it fall into Rebel hands.

Deepdock fleet has a average of 280 support
vessels, plus a force escort to protect the
deepdock assets. Deepdock contains two
deepdock complexes, the engineering corps,
plus two force technical services.

Deepdock complexes are huge structures,
and the ones planned are becoming larger all
thetime. Deepdocks are fl oating shipyards, able
to make extensive repairs and modifications.
When not repairing vessels they are building
new onestojoin thefleet. The smallest deepdock
complex still in service hasthreework bays, the
largest of which can hold a Victory Star De-
stroyer with the other two able to accommo-
date any ship smaller than a carrier. Such
deepdocks have huge tractor beam generators
which put up to eight damaged ships on hold
while waiting for awork bay to open.
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Thelargest degpdock now in operationisthe
Rendili R/M Facility Number Four, currently in
the M ahrushasector. It has 125work bays, each
of which islarge enough to hold astrikecruiser.
These work bays are modular, each segment
joinedtotheother by attraction-variable Akinetic
fields produced by Voorson generators larger
than the drives on most combat starships.

This allows thework bays to be combined to
form larger work bays; four work bays can be
joined to repair or manufacture a Victory-class
Star Destroyer, 15 can be combined to work on
an Imperial Star Destroyer, and 18 can be
reconfiguredto produce atorpedo sphere. Work
bays are being added as quickly as Rendili can
manufacturethem.

Deepdock facilities, while not as efficient as
the shipyards of the major starship manufactur-
ers, have the advantage of being hyperspace
capable. This not only shortens the time re-
quired to get damaged combat starships re-
paired, but makes deepdocks moredifficult tar-
gets for Rebel attacks.

Engineering corpsis the research and devel-
opment arm of the fleet, as well as the branch
containing the most esoteric technical special-
ists. Engineeringworksonconstructionprojects
involving unproven technology, develops and
refines new manufacturing processes (such as
deepdocks), and works feverishly to keep Impe-
rial starship technology on par with or ahead of
that of the Rebellion.

Support fleet has at least 500 vessels, a quar-
ter of which are corvette class or smaller, while
a quarter of them are the huge Loronar FSCV's
(Field Secured Container Vessels). FSCVs al-
waystravel ispairs, their mainionenginesfaced
inoppositedirections. Onthesideoppositethe
ion engines are gargantuan Prexton doubl efield
generators; these create force fields which are
then surrounded by a hyperspace field when
the ships make the jump to lightspeed. Each
force field sphere is about 800 meters in diam-
eter for over 250 million cubic meters of cargo
space. Cargo containersare held in place by the
force fields. The force fields may be
bubblechained if enough power is available,
and 20 or morefiel d spheres are not uncommon.

As the vast mgjority of an FSCVs power is
going through the Prexton, it is no surprisethat
the ion engines are underpowered. FSCV's at full
throttle can take 35 hours and over 600,000,000
kilometers to come to a stop from normal
sublight speed, and alike time to accelerate the
ships again. FSCVs aretherefore flown on paths
tangent to the orbits of planets whose depots
are being resupplied. Smaller ships unload and
reload the cargo as the FSCV flies by, never
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Captain Oweg marched smartly tothe head
of thebridge. A few of thepit crew smirked as
hewent by, noticing the captain's distinctive
walk. Oweg'sgait meant hehad good newsfor
which he personally wished to take credit.
Moff Vensell, standing a the viewport, was
looking at nothing in particular. He acknow!-
edged Oweg's crisp salute with a desultory
nod, continuing to look at nothing in particu-
lar.

"We have an update from astrogation,"
said the captain. "Hypersignal sensor data
andrecal culationindicatesthat all shipsshall
emerge from hyperspace in formation. Only
the strike cruiser Shador is anticipated to
have deviated morethan an arc second since
we left Jerijador,”

The captain waited, standing at attention.
Vensell did not dismiss him. Oweg began to
look uncomfortable. The pit crew looked up,
aware of the silence. Oweg glanced at the pit
crew. Vensell made a slow quarter turn, ex-
amining the comp centers. Oweg stiffened to
full attention again as he inferred Vensdll's
meaning.

" Astrogation assured methat the datahas
lessthan afourth factor expected delta," the
captain called out. Vensell nodded as Oweg
snapped another salute. He made another
leight change in facing as the captain grate-

( The Full Might of the Empire

fully withdrew.

The pit crew, alert to the Moff's posture,
began runningtest chargesthroughall of the
Valiant'sweapons systems. Asthe gaze of the
Moff meandered over parts of the bridge the
crew leapt to life. The comm-pit began pre-
programming fire command messages to the
other shipsfor all of the exigenciesforwhich
they had planned. Controllers began the
launch drill with the TIE pilots. Sensor crews
began zero basingtheir instruments, finetun-
ing them to squelch any noise. Shield loads
weretested, compared with standard energy
draws on the engines. The helm worked
through all of the emergency simulations
with techs in the engine room. All sections
reported to the staff lieutenant. When the
row went green, the lieutenant looked up at
the Moff.

"We are set to exit in 45. We shall proceed
on the attack vectors unless you alter the
plan, sir." Vensell nodded, turned and faced
the helm.

"Lieutenant ..."

Pit Lieutenant Hast saluted faster than he
ever had at the Academy when he heard
Vensell's voice.

"Yes, sir?

"Let us show these Rebels what we mean

when we say 'the full might of the Empire'.

losing more than athird of their sublight veloc-
ity.

Fleet ordnance is responsible for equipping
al Navy and Army units with needed weapons
and ammunition. Ordnance will use a ship as
dangerously insecure asthe FSCV only if ahuge
operation has been ordered suddenly by High
Command, not giving ordnance sufficient time
toresupply shipsand depots. Ordnance usually
conducts resupply operations by using avail-
able cargo space on more secure vessals, and
has priority of the use of such space.

Biological section does medical research for
the Navy and Army. Maintaining a presence on
tens of thousands of different ecosystems ex-
posestroops and crewsto millions of microbes
to which their bodies are not accustomed. Bio-
logical tries to assess the danger, prevent the
transmission, cure or remedy the symptoms of
al of these. In addition they experiment with
new methods of wound treatment and rehabili-
tation. They are directly responsible for the
health of stormtrooper units.

Every starship in the fleet has navigational

computers which plot coordinates for a safe
jumptolightspeed. Astrogation'sjobisto coor-

dinatethesejumpsin as advantageous away as
possible, plotting arrival times in myriad sys
tems for strategic advantage, and even plotting
the arrival of mission details for tactical advan-

tage. Astrogation does as closeto aflawlessjob
as possible with fleets so large.

Sector Group

A Sector Group is the sum total of Naval
strength which the Empire expectsto commit to
anormal sector. A Sector Group is commanded
by ahigh admiral, usually atitle granted to the
Moff who heads the sector. If the sector is
involved in constant and severe naval actions,
the high admiral is a man distinct from the Moff,
so the Moff does not have devote al of histime
to the naval conflict.

A Sector Group HQ aways has a squadron
under the personal command of the Moff. If the
Moff is particularly competent or politically well
connected, they can have many more squad-
rons at their disposal. Men such as Grand Moff
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This droid was introduced as a low cost
commercial model with a 400-sector promo-
tional support campaign with 85 percent
media saturation. Trillions were sold. Hun-
dreds of billionswere returned. While being
extremely versatile, the MSE-6 had motile
and audiocast patterns which reminded doz-
ens of separate sentient species of some na-
tive pest; and it was certainly nothing to look
at.

To stave off bankruptcy, Rebaxan turned
to the military, offering agreat deal on afew
hundred billion slightly used droids. The
military purchased them asatemporary stop-
gap to accommodate the huge increased need
for droids occasioned by the spectacular
growth of the Army and Navy.

.

Rebaxan Colmuni MSE-6 General Purpose Droid

Inthemilitary the droidswere as detested
asthey had beenin civilianlife. But they were
effective, reliable, and cheap. Nicknamed
"mouse droids," they became a fixture in
Imperial installations from the most make-
shift company camp to the most secret
project.

Mouse droids are class three droids with
modular knowledge C-matrices. Each matrix
holds one skill, and each droid can only hold
one matrix. But the matrices are cheap and
very compact, and are easily emplaced and
removed from the droid. Imperial technical
officersno longer emplacethe matrices them-
selves; they issue orders to mouse droids
with the droid programming matrix, and the
droids then make all the necessary changes.

o

Tarkin and Moff Carlinson could easily have 15
additional sgquadrons attached to their Sector
Group HQ.

A Sector Group can be expected to contain at
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least 2,400 ships, 24 of which are Star Destroy-
ers, and another 1,600 combat starships. Thou-
sands of Sector Groups are a the Emperor's
command as he seeks to bring the galaxy firmly
under his control.
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Chapter Nine
Combat Artillery

To survive on the modern battlefield, artillery
must either bevery mobile, or have heavy enough
FPR (FirePosition Relative) shieldingtoprotectit
against orbital bombardment and fighter attack.
Hence, because of this vulnerability problem,
actual useof artillery formationsintheEmpireis
on the decline. Most modern guns are now
mounted on vehicles of one sort or another and
areclassifiedasarmoredfightingvehicles(AFV).

The artillery units currently in service prima-
rilywork in conjunctionwith fixed defensive points,
ortoprotect stati cstrategic points. A profusionof
artillery rankings exists within the Imperial mili-
tary, asituation resultingfromthedeemphasisof
thisarmwithintheinner circlesof Imperial strat-
egists. Thethreemost commonways of categoriz-
ing artillery are by FD, v-, and Df. Below are brief
descriptions what these systems represent.

1. FD number. TheFD (Fire/Disable) numberisa
ratio of the amount of time during which an
artillery tubefiresover theamount of timeatube
is disabled for cooling and recharging. A more
powerful weapon usually hasalower FD. The FD
number systemroseto prominenceintheArtisian

system and is used by both Atgar Corp. and
CoMar Combat Systems.

2.v-."v-" isameasureof deliverableenergy ina
singleartillerytubecharge, anapproximationof
asingle shot. The units are obscure, developed
by Republic Sienar Systems (now Sienar Fleet
Systems) based on the amount of energy re-
quired to excite a double-packed particle emis-
sion of approximately 10024 g2-ions in a coher-
ent beam from a 400 cm. by 85 cm. rod of
vacierite (standard purity).

3.Df."Df" istherange, inkilometers, overwhich
a single tube-charge loses eight percent of its
energy. At eight timesthis range the charge has
lost about half its punch. The eight-base mea-
sure was developed by the Sumrias of the Lol
system; members of the Sumrian thought-caste
have four digits on each hand.

All three of these systems areinwide usage at
thistime, and transl ation betweenthem isliter-
ally impossible. Each measures the relative
strength of an artillery piecein its own manner.
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Artillery is designed to function against
targets at a particular range. To represent
this in Star Wars: The Roleplaying Game, all
artillery unitshavethreerangeslisted: short,
medium, and long. Aswithall combat, hitting
atarget at short range requires an Easy skill
roll, medium isaModerate skill roll, and long
is Difficult. Characters add the weapon's fire
control to their skill roll.

Skill codes for Imperial artillery gunners
range from 4D to 7D for the pertinent skill,
normally blaster artillery.

All guns have afirerate. If thelisting is a
number, the weapon may firethat many times
inasingleround. If thelistingisafraction, the
weapon may only fire once for the number of
rounds listed as the second half of the frac-
tion. For example, the 1.4 PD P-Tower has a
fire rate of 1/2. This translates to one shot
every two combat rounds.

Using Artillery in the Roleplaying Game

A few artillery units can fire more than
once per round. Aswith al actions, for each
shot above the first, subtract a die from the
firing crew's roll.

Each gun has a crew number listed. This
number is the number of people needed to
fully man the gun. When firing a fully-manned
gun, designate one of the crew as chief gun-
ner. Use the chief gunner's skills when firing
the gun.

Some weapons have a skeleton crew list-
ing: the first number is the minimum number
of individuals necessary to operate the gun,
while the second number is a penalty modi-
fier if firing the wegpon with less than the full
crew. When firing agun with lessthan thefull
crew, but equal to or more than the skeleton
crew, add the modifier listed to the gunner's
difficulty. An artillery piece cannot be fired
with a crew smaller than the skeleton listing.

v

Light Anti-Vehicle Laser
Cannon

The Atgar 1.4 FD P-Tower, a light laser can-
non, was first introduced in the Clone Wars as
an anti-vehicle weapon. Primarily used by the
Rebellion now, a few ancient Atgar 1.4 FD P-
Towers still see service on the Empire's lower-
tech Outer Rimworlds. The main problem with
theAtgar 14 isitslow firerate. Thisisdueto the
weapon's power system.

TheAtgar 1.4 usesan energy dishwith micro-
power routers spaced evenly along the dish's
outer edge. When firing, energy isfed directly to
al 16 power-routers. These hold their charge
until the computer registers that the ECP (En-
ergy Conversion Point) has been reached. At
that instant, thefiring computer simultaneously
channelsthe energy fromall 16 routersinto the
main power converter in the center of the dish.
This fires the laser cannon.

This system has a number of drawbacks be-
sidesthelow firerate. First, the main converter
has very precise energy needs. If even asingle
power router malfunctions the entire system
goes down. Second, the high-profile 2.8 meter
energy dish provides attackers with an easy
target. Third, the battery which feeds the power
routers is fairly bulky and must be replaced
after just eight shots. Even with these draw-
backs, though, the Atgar 14 is considered a
viable (if not preferable) weapon by the military
establishment.

Atgar 14s pack a punch equal to many stan-
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dard artillery units, and on occasion have taken
down vehicles as large as AT-ST wakers. In
addition, these are true all-terrain weapons,
capable of functioning in temperatures from
minus 100 degrees Standard to plus 120 degrees
Standard. Finally, and most importantly, the
Atgar 14 isinexpensive by any standards, cost-
ing less than half as much as similar powered
weapons. Hence, even though the Atgar 1.4 has
al but vanished from standard issue, its contin-
ued use by mere units and Rebel units is as-
sured. For this reason, Army Command is re-
viewing this weapon for inclusion on the up-
dated standard issue list.

» Anti-Vehicle Laser Cannon
Model: Atgar 1.4 FD P-Tower
Type: Light anti-vehicle laser cannon
Scde Speeder
Skill: Blaster artillery: anti-vehicle
Crew: 4, skeleton2/+10
Codt: 10,000 (new), 2,000 (used)
Availability: 2, Ror X
Body:2D
Fire Rate: 1/2
FireControl: 1D
Range: 10-500/2,000/10,000
Damage 2D+2

CoMar Tri-Tracker

Military crafts designed for atmospheric at-
tacksare swift and deadly, capable of bypassing
common air defense systems. To meet the anti-
atmospheric needs of today's mperial military,
CoMar has combined their most innovative
tracking system with proven Star Destroyer
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e Atgar 1.4 FD P-Tower.

weapons technology. The result is the CoMar
Tri-Tracker, one of the most accurate surface-
to-air defense systems used in the Empire.

The Tri-Tracker's advanced Target Acquisi-
tion and Tracking (TAT) system uses atriple-
array sensor and computing package to accom-
plish three essential tasks.

First, the Tri-Tracker acquires a signature
lock on targets registering in the operator-des-
ignated vector of interest. The weapons com-
puter or the operator then selects a primary
target of interest, while the signature library of
suitable alternate targets continues to be up-
dated.

A second sensor system records and tracks
relative position and physical evasive maneu-
vers of the target. It feeds this data to the
Countermeasures Compensation Computer (C3)
unit, the heart of the Tri-Tracker.

The C3 unit isaunique sensor/brain combina-
tion. The C3 unit analyses and tracks target coun-
termeasures — such asjamming, dropping chaff,
or flying with drones, as well as evasive flight
maneuvers — extrapolates and predicts the
target's continuing true flight path, and compen-
sates for this when the Tri-Tracker isfired.

TheTri-Tracker continues to extrapolate the
position of receding targets even at long range.
Thefire control operator can shoot a a depart-

ing target even when a extreme ranges with
exceptional accuracy. Thislong-distance "part-
ing shot" has accounted for many downed craft
whose pilots thought they were safely out of
range.

Firing accuracy is improved by the use of a
tri-beam burst which brackets the target's pre-
dicted location. The C3 unit handles minor ad-
justmentsin beam angle up to the microsecond
before firing. The destructive power delivered
by theTri-Tracker iscomparabletothat of many
turbolasers.

Specially programmed droids are capabl e of
operating a Tri-Tracker in lieu of a qualified
crewmember.

Because of the complexity of the Tri-Tracker
system, the weapon's rate of fire is relatively
slow. The weapon needs three times longer to
reset than it doesto fire. With thisin mind, it is
especially easy for aconcentrated air attack to
overwhelmisolated Tri-Trackers. Therefore, the
Tri-Tracker iscommonly used as an interlinked
seriesof air defenseemplacements. Anoptional
network fire control unit is available to coordi-
nate TAT activities for optimum target cover-
age.

A two-man crew is needed for the most accu-
rateweapon performance. Onefirestheweapon,
while the other selects priorities among TAT
functions. When one man operates the Tri-
Tracker, its target acquisition process is 40
percent less accurate.

Due to design limitations, the complex and
very accurate Tri-Tracker sensors also have a
relatively short rangeof operation. Unlikeother
sensor-assisted artillery, the sensor range falls
short of the effective firing range of the weapon.
This is compensated for by the Tri-Tracker's
ability to extrapolate a flight path beyond sen-
sor limits.

The Tri-Tracker runs with land-line power, a
generator or abattery reserve option. The bat-
tery option looks appealing for portabl e opera-
tions, but it is seldom employed since it is
inadequatefor theimmense power requirements
of a turbolaser weapons system. Land-based
power lines and high-demand generators are
more popular.

TheTri-Tracker isdesigned for usein perma-
nent emplacements, or for mobile deployment
with a heavy-duty repulsor sled. However, a
long set-up and calibration time is needed to
ready the Tri-Tracker for operation when it is
newly installed. For this reason, it is not very
popular as a portable air defense system. It is
used on mobile platforms and field emplace-
ments only when these occupy long-term defen-
sive positions.

Imperial Sourcebook



e CoMar Tri-Tracker
Mode: CoMar G-003 Tri-Tracker
Type Medium surface-to-air defense, anti-atmospheric

un
gralez Starfighter
Skill: Blaster artillery: Comar G-003
Crew: 2, skeleton: 1/+10
Cover: Full
Ammo: 40 (battery)
Cost: 50,000 (new), 25,000 (used)
Availability: 3,X
Body: ID
FireRate 1/3
FireControl: 4D
Range: 20-600/3/16 km
Blast Radius: 10 meters
Damage: 5D

Speizoc "Grandfather Gun"

When shield technol ogy was lessrefined than
it is today, sege warfare and bombardment
remained effective strategies to use against cit-
ies. At that time, Speizoc Arms created the
"ultimate answer" in sege warfare: the C-136,
perhapsthe largest land-based ion cannon ever
built. Popularly caled the "Grandfather Gun," it
was arefinement of ion cannon technology built
to penetrate the primitive urban shields of the
time.

Massiveand unwieldy, theC-136 was designed
for line-of-sight attack against large scale tar-
gets. It was used predominantly against cities,
but has also been applied creatively to bridges,
dams, other engineered structures, and station-
ary low-orbit targets. With its extremely long
range, it can be deployed well behind friendly
lines, whereit ddlivers devastating blowstothe
target seemingly out of nowhere.

"Grandfather Guns" quickly became obso-
letewithimprovementsin shield and | aser weap-
onssystems. However, the C-136 remainsin use
on former frontier worlds and less advanced
planets where ground-based bombardment re-
mains a practical tactic. It is most popular be-
cause of the psychological appeal of pin-point
long-rangedestruction. Thisisespecially trueof
worlds where atmospherics, gravity, or other
circumstances limit the use of air-borne or or-
bital bombardment systems.

The C-136 is difficult to transport and takes
six to 12 hours to set up or disassemble. A
forward observer is required for accurate me-
dium- and long-range fire. The weapon is no
longer in production, so spareand replacement
parts are increasingly difficult to locate or pro-
duce. Its power drain is enormous, and a reli-
able power supply is always a critical issue
when a"Grandfather Gun" is used. The energy
blast from the cannon is of such magnitude that
unusual atmospheric effects are commonly re-
ported all along the path of energy discharge,
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and sometimes create ionization hazards for
friendly troops.

e Speizoc "Grandfather Gun"
Model: Speizoc C-136
Type Heavy surface-to-surface bombardment cannon
Scale: Capital
Skill: Blaster artillery: surface-to-surface
Crew: 7
Cover: Full
Ammo: 40 (power generator)
Cogt: 100,000 (used only)
Availability: 4,X
Body: 3D
Fire Rate 1/10
FireControl: 3D
Range: 50-600/5/25 km
Blast Radius: 100 meters
Damage: 9D (ionization damage)

Anti-Orbital lon Cannon

First proposed by Can Lar, a Gathi working
for CoMar Weapons, the v-150 planet defender
was initially rejected by CoMar as "militarily
uselessand an engineering impossibility." Not to
be deterred, Can Lar quit CoMar and took his
designto Kuat DriveY ards. Therehefound amore
receptive audience.

Thev-150isamassiveindependently powered
ion cannon, specifically designed for use against
orbital and super-orbital space craft. V-150s are
strictly fixed-placement guns, typically mounted
on a rotating base covered by a semi-circular,
reinforced permacite shell. These emplacements
are modular, designed to be installed within a
matter of hours. Each gun comes with its own
reactor, which is then buried 40 meters beneath
theactual emplacement. Between thereactor and
the gun are three leves of crew quarters and
storage space. A v-150 emplacement holdsabout
three months of supplies.

e KDY v-150 Planet Defender.
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V-150s are often used in conjunction with
planetary shields. These shields are extremely
expensiveto maintain, sosystemstypically leave
them down until hostiles arrive. To further com-
plicate matters, most large shields take several
minutes to reach full power. It is during these
critical minutes, between an attacker coming
out of hyperspace and the shields reaching full
strength, that the v-150 is expected to perform.

Shield generators are always the first target
of orbital bombardments. V-150s are designed
to disrupt attackers until the shields reach full
strength. The v-150 is well designed for this
mission. Superb fire control alows the v-150 to
hit orbital ships almost a will, and a single ion
bolt from the gun can disrupt even Imperial Star
Destroyersfor short periods.

The biggest draw back to the v-150 is its
extremely high price, nearly one-quarter the
price of afull planet shield. Still, many Imperial
planets have elected to buy 150s as an alterna-
tive to keeping shields on full power.

e Heavy lon Cannon
Model: KDY v-150 Planet Defender
Type Heavy ion surface-to-space cannon
Scale Capital
Skill: Blaster artillery: surf ace-to-space
Crew: 27, skeleton: 12/+10
Cover: Full
Ammo: Unlimited (power generator)
Cost: 500,000 (new), 100,000 (used)
Availability: 3,X
Body:5D
FireRate: 1
FireControl: 5D
Range: Atmosphere/Low Orbit (I*)/HIgh Orbit (3*)
Damage: 12D (ionization)
* Thisrefers to the number of "units" from the planet if
conducting a space battle.

Anti-Infantry Battery

Originally designed for the suppression of
native popul ationson low-techworlds, theColon
DF .9 (dso called the SP .9, designating self-
propelled units) is standard issue to Imperial
garrison units. A commonvariantisthe Twin DF
.9, which has a smaller blast radius, but also
features a much higher rate. Based on the suc-
cessful SoroSuub Corporation heavy repeating
blaster, thetwin guns on the Twin DF .9 weapon
can fire extremely fast and, when turret-
mounted, has a 180 degree arc of fire. The self-
propelled version of the Twin DF .9 is the Twin
SP.9.

Powering the guns is a specially designed
light ion unit, which also feeds energy to the
repul sorlift chassisthe gunsare mounted upon.
Surrounding the entire unit is a 2.5 centimeter
thick hull.

The main role of the SP .9 is long range anti-

¢ Golan Arms C/AF.9

personnel support, although it also performs
very well against medium and even heavy fight-
ingvehicles. Therapid fire capability gives SP .9
a considerable edge on the battlefield, and its
internal engine can supply its guns with virtu-
aly unlimited power. Critics of the SP.9 point to
its vulnerability in close combat (the SP .9 has
an open-top gun turret), and its awkward me-
chanics (to do engine repairs the entire gun
turret must be removed). Proponents argue
that the SP .9 was never intended for close
combat against modern opponents, and that
thegun hasthelowest mechanical failurerateof
any self-propelled gun in service.

A fixed-installation version, called the DF .9/
B, isdsoinproduction. Mounted atop aheavily
armored four-meter tower, ,9/B features a full
360 degree firing arc, and comes equipped with
a closed canopy. The fixed version only re-
quires two crew to operate, both of whom are
encased in the four-meter tower. The ,9/B is
rapidly gaining in popularity with Imperial gov-
ernors, particularly for defenseagainst dissatis-
fied (and unarmed) civilian populations.

The DF.9's forerunner, the C/AF.9, can still be
found in planetary militias as well as Imperial
Army units that must rely on older equipment.

e Anti-Infantry Battery
Mode: Golan Arms DF .9
Type: Medium anti-infantry battery
Scae Speeder
Skill: Blaster artillery: anti-infantry
Crew:3
Cover: Full
Ammo: Unlimited (power generator)
Codt: 15,000 (new), 9,500 (used)
Availability: 2, Ror X
Body: 3D
FireRate: 2
FireControl: 2D
Range: 20-600/3/16 km
Blast Radius: 8 meters
Damage: 4D
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Note The Twin DF .9 isidentical except for afire rate of
6, ablast radius of five metersand abody of 4D. Thecost
is 18,000 credits, and itis"officially" only availabletothe
Empireor Imperial allied military forces. SP .9 units have
afirerateof 6, ablast radius of five meters, abody of 3D,
with aMoveof 21; 60 kmh. They cost 20,000 credits, and
are likewiserestricted. The C/AF.9 hasafirerateof 1, fire
control on 2D, range of 20-600/3/6 km, blast radius of 5
meters, damage of 3D and a cost of only 7,500 credits
(because the weapon is so out of date).

Field Missile Launcher

The Leveler | self-propelled concussion mis-
silelauncher was devel oped by Brynand Gweith,
asubdivision of CoMar, as a hardened fortifica-
tion and long range siege weapon. Each Leveler
| carries 28 concussion missile tubes mounted
atop a heavy-track chassis in a four tube by
seven tube formation. These tubes can befired
individually, insalvosof seven, or all 28 at once
for maximum effect.

Reloading time is two combat rounds per
tube, during which no firing can be conducted.
Leveler Iscarry no additional ammothemsel ves,
and are instead usually accompanied by a
repulsorlift ammo wagon. These vehicles are
strictly designed for artillery support, being
equipped with only the lightest shielding and no
defensive weapons.

For spotting over-the-horizon targets, Level-
ers are equipped with DER (dedicated energy
receptors). These receptors feed target infor-
mation to the gunner's holo-display who then
programs what salvo pattern to fire — narrow,
medium, or wide.

Presently, the Leveler 1 is standard issue to
Imperial assault forces, although there have
been somecomplaintsabout their tracked chas-
sis inability to deal with weather extremes.

 Field Missile Launcher
Mode: Bryn & Gweigth Leveler |
Type: Medium concussion missile launcher
Scale: Speeder
Skill: Missile weapons: concussion missile launcher
Crew: 6
Cover: 1/4
Ammo: 28
Codgt: 55,000 (new), 25,000 (used)
Availability: 2, Ror X
Body: 2D
Fire Rate Upto 28
Fire Control: 2D
Range: 20-600/3/16 km
Blast Radius: 20 meters
Damage: 7D

Heavy Anti-Vehicle Weapon

The Speizoc v-188 Penetrator, a heavy anti-
vehicle weapon, was first introduced during the
Clone Wars. These are among the heaviest en-
ergy cannons ever to see field combat. Due to
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the massive size and excessve energy require-
ments, most of theseweapons are placed inside
fixed fortifications. There, hooked directly into
apower converter, asinglegun can dominatean
entire battlefield.

Ontoday'sbattl efield, thesegunsaremounted
atop Aratech's440 Super-Heavy Armored Chas-
sis. Thesechassis givethev-188 some mobility
and offer alimited amount of protection against
enemy fire. For power, mounted guns either
carry their own energy cell, which gives them
six shots before recharging, or tow along an
energy trailer. Guns towing atrailer can fire as
many as 50 times before stopping to recharge.

The biggest drawback to the v-183 is its low
DF ratio. Shots from a Penetrator disintegrate
rapidly, falling below 50 percent power at long
range. Still, even with the rapid energy dis
persal, few vehicles can withstand the punish-
ing power of the Penetrator.

The arrival of the longer ranged turbolasers
may doom the Penetrator to extinction. But for
the time being, these monstrous weapons are
still used by Imperial ground assault forces.

Rumors persist that some Rebel units are
equipped with v-188s mounted atop modern
repulsorlift vehicles. If true, these guns could
pose a serious threat to even the heaviest of
Imperial vehicles, including AT-AT walkers.

¢ Heavy Anti-Vehicle Gun
Model: Speizoc v-188 Penetrator
Type: Heavy anti-vehiclegun
Scde Speeder
Skill: Blaster artillery: anti-vehicle gun
Crew: 8
Cover: Full
Ammo: 6 (energy cells), 50 (power trailer), unlimited
(power generator)
Cogt: 120,000 (new), 60,000 (used)
Availability: 3,X
Body:3D.l
Fire Rate: 1/3
FireContral: 1D
Range: 50-600/5/25 km
Blast Radius: 20 meters
Damage: 7D (short range), 5D+2 (medium range), 3D+2
(long range)

Turbolaser Emplacements

Turbolasers are the queen of the modern
battlefield, with more range, more firepower,
and better fire control than any other gun in
service. Turbolasers are typically classified as
either medium or heavy. The Turbolaser Sys
tem | is actually a single heavy turbolaser with
independent range gear and fire control.

Ground installed System Is are usually en-
cased in pure permacite and powered by a
boron fission reactor. Each reactor is capabl e of
powering a number of guns, so a single reactor
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is usually connected to multiple turbolaser
emplacements. These multiple emplacements,
called "hives," often share an underground sys-
tem of living quarters or a thevery least have a
tunnel network leading back to the main base or
city they are protecting.

The biggest drawback to the System | is its
tendency to overheat. Poor coolant restrictor
circuits allow gunners to fire up to 20 rapid
shots using sustained fire. However, at this rate
most gun batteries experience emergency shut-
down after just five or six shots. Green gunners,
in battle for the first time, often lose sight of
their thermal monitors with predictable but
often tragic results. A gun which experiences
emergency shutdown can be out of servicein-
definitely, depending on the external weather
conditions.

e Turbolaser Battery
Modd: Loronar Turbolaser System |
Type Heavy fixed turbolaser emplacement
Scale Starfighter
Skill: Blaster artillery
Crew: 5
Cover: Full
Ammo: Unlimited (power generator)
Codt: 250,000 (new), 125,000 (used)
Availability: 3,X
Body: 4D
Fire Rate: 2
FireControl: 1D
Range: 50-600/5/25km
Blast Radius 10 meters
Damage: 6D
Note: If the gun is fired for more than five rounds con-
secutively, thereisachanceit may overheat. At theend
of five rounds of consecutive fire, roll 1D each round; if
theroll is3 or higher, the gun overheats and shuts down.
Attheend of ninerounds, if theroll is 2 or higher, thegun
overheatsand shutsdown. At theend of 15 rounds, the
weapon automatically overheats. When the gun over-
heats, roll ID; if theroll is 1-3, the gun simply needs
repairs; a Difficulty/aster repair and one hour of work is
needed to repair adamaged System |. If theroll is4-6, the
gun is damaged beyond repair and must be completely
replaced.
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Chapter Ten

Infantry

Support

Weapons

In addition to blaster rifles and pistols, thou-
sands of other infantry weapons exist. Some of
these, such asrepeating blasters, arecommon
and carried by the majority of Imperial trooper
and stormtrooper formations. Others are only
issued to specially trained trooper units. All of
these weapons, classified as Infantry Support
Weapons (ISW), are designed to be carried,
emplaced, and fired by four or fewer men.

Threecompanies,Merr-SonnMunition,Inc.,
BlasTechlndustriesand SoroSuub Corporation,
supply the vast majority ISWsfor the Imperial
military. The competition between these three
has led to an expensive game of one-upmanship
and aproliferation of exotic weaponry. Severa
other corporate manufacturers also produce
ISWs. However their marketisgenerally limited
toterritorial militiaforces, independent merce-
nary formations, and, rumor has it, the Rebel-
lion.

Shoulder-Launched lon
Cannons

While the modern Imperial trooper is the
best equipped soldier the galaxy has ever seen,
he still needs hel p when facing enemy armored
fightingvehicles(AFVs), particularly thosethat
are shield equipped. To immobilize shielded
opponents, SoroSuub created the shoulder-
launched Equalizer.

This disposable weapon system, designed to
be carried by an individual soldier, holds four
ion bolts, each in its own two-meter tube. To-
gether, the entire system (four bolts in four
tubes) weighs just 12 kilograms. When firing,
the Equalizer is held on the shoulder and the
targeting gear, located onitsside, isaligned on
thetarget vehicle. The Equalizer's sensors then
compute the target's range, speed and angle of
deflection, and feed this datainto a microcom-
puter which adjusts each bolt's flight angle ac-
cordingly.

Each ion balt is launched individually. Once
al four tubes have fired the empty casing is
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discarded. Vehicles struck by the Equalizer's
highly chargedion boltsexperience power short-
ages (particularly totheir shield power convert-
ers), leaving them vul nerabl eto attack by more
standard weapons, like blasters. Smaller ve-
hicles may have their entire electronic system
fused by asingle Equalizer bolt.
Whiletheprimary missionof theEqualizeris
anti-vehicle duty, it aso proves to be highly
effective against low-flying ground assault craft.
More than one Rebel fighter has crashed after
havingitsflight controls shorted.
UseoftheEqualizeriswidespread,especially
among garrison forces. Garrison soldiers are
often more concerned with repelling attackers
thaninlaunching massiveoffensives.

» Shoulder-Launched lon Cannon
Model: SoroSuub Equalizer
Type Personal, disposable ion cannon
Scale: Speeder
Skill: Blaster artillery: Equalizer
Ammo: 4
Cod: 5,000
Availability: 2, X
Range: 3-50/120/300
Damage: 3D (ionization damage)

Portable Missile Launcher

The PLX-2, or "Plex," combination missile
and rocket launcher is the newest standard-
issueweaponforrapid, high-poweredprojectile
response. It is used against vehicles, fortifica-
tions, atmosphericcraftandother projectiles. It
is especially suitable as an anti-repulsorcraft
weapon.

The launcher is an over-the-shoulder device
operated by one person. It fires " dumb" rockets
in aline-of-sight attack, or can program and fire
the smart Gravity-Activated M ode (GAM) guided
missile designed for usewith thisweapon. The
Plex chambers one projectile and holds a sec-
ondinreserve.

Guided missile tracking modes are selected
with the push of afiring stud on the launcher
housing. Twodifferent modesare supported. In
EPR mode, the GAM homesonintenseinfrared
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Comments by Imperial Trooper Kosk

"The Plex is lightweight, a nice change from other
systems. But it can't take rough handling or the targeting
system falls apart. Oh, you can fix it al right with regular
maintenance tools, but that takes about an hour. And
there's no timefor that if you're in the middle of action.

"You can override a broken targeting system and fireit
anyway, but there's no guarantee you'll hit anything. If

youfirearocket, you'reall right —that'sline of sight. But
ifit'saGAM, oneortheother of thetrackingsystemskicks

in and there's no telling which.
"A small problem for careless troopers is the firing
stud. Y ou haveto tap it twice— onceto set the guidance

system and a second time to fire. I've seen troopersin a

hurry press it only once, then wonder why the missile
didn't fire.

"Aside from thosethings, a Plex-fired GAM isthe best
seek-and-destroy weapon I've seen for use against

repulsorcraft. It's fast, and amost impossible to shake

once it locks onto a target. | admit the GAM's visual
tracking system can beconfused by other imagesinthesky.

Good evasive maneuvers can losethemissile, too. But once

it's caught a repulsor signature, that craft is gone."

v
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sources, such asvehicleor missleexhaust. Inthe
Gravity-Activated Mode for which the missile is
named, its onboard computer first records the
target'ssilhouette. It pursuesthat image until it
is close enough to lock onto the gravity-wave
anomalies that are the signature of repulsorlift
propulsion. The GAM missile can pursue atar-
get for 40 kilometers before its fuel expires.

» Portable Missile Launcher
Model: Merr-Sonn PLX2 "Plex"
Type Portable anti-vehicle missile launcher
Scale: Character
Skill: Missile weapons. Plex
Ammo: 2
Cost: 4,000
Availability: 2.X
Range: 25-100/300/500 ("dumb" rocketmode; GAM mode
givesthe missile a"target" lock range of 25-500/1/2 km;
if roll to hit the target fails but is within five of the
difficulty number, the missile has achieved a "target
lock" onthetarget. The missilehasa"tracking" ability of
4D, moves 550 meters per move and may roll once per
round to hit the target, with a maximum range of 40
kilometers. If trackingrollsmissthedifficulty number by
atotal of 10 or more, the missile has lost its target)
Damage: 60

Merr-Sonn DEMP Gun

Sometimesiit is desirable to neutralize droids
without permanently damaging or destroying
them. These constructs are vulnerable to the
effects of an electromagnetic pulse, a burst of
energy which destroys critical electromagnetic
pathways in mechanical and computerized de-
vices.

Internal components are hardened against
EMPeffectsasamatter of coursein manufactur-
ing, to enable devicestowithstand therigors of
space and unpredictable alien environments.
However, a modified-frequency pulse effect de-
veloped by Merr-Sonn weapons is capable of
penetrating shielding and hardened circuitry.
The DEMP gun incorporates this technology. It
is aweapon capable of "stunning" adroid asan
alternative to damaging it.

The DEMP gun is available in a handgun or
carbine configuration with adjustable power
settings. Setting one does one-half the normal
stun damage of a blaster pistol. Setting two
inflictsthestun damageindicated intheweapon
specifications. Setting three inflicts physical
damage to internal components. A droid dam-
aged with setting three cannot be repaired, but
must haveitscomponents compl etely replaced.

( Comments on the DEMP Gun
from Imperial Trooper Dokus

"We were on Tatooine during a routine
shakedown. In one place out in the desert,
some moisture farmer's work droids
wouldn't let usinto search hisevaporation
station. Our senior officer didn't take that
toowell. Thedroidswouldn't moveaside, so
he turned to me — I'm the DEMP gunner —
and told meto juice 'em.

"The first setting ionizes a droid's sys
tems. It sparks a bit, but the droid can
operate normally in a moment. We never
usethat setting. If you needto stopadroid,
that doesn't put him out of the action. It
only makes him pause for abit.

"The second setting's more useful. It
stuns a droid, like a blaster set on stun
doesto aHuman. Knocks 'em out for quite
some time — long enough to do whatever
we camefor.

"Thethirdsettingisthefunone. It blows
‘em completely. Not only does it short
their power plant, but it getsthe motivator
and usually burns the memory too. It's
supposed to be used to stun heavily-ar-
mored droids, and stop onesthat are obvi-
ously threatening.

"Well, | felt so threatened by those work
droids | set the DEMP on 'fry' and let them
have it. It stopped them, all right, and
something burned out so badly in one it
actually caught fire.

"I'd never seen that happen before. A
burningdroidispretty spectacular, | found

kout." r

Imperial Sourcebook



r Standard Canister Effects k.
L

oad Effects Damage
Dye Marks terrain,
10-meter radius —

Smoke  Marksterrain,
obscures vision —

T-238 Nausea, incapacity 1D
CryoBan Freeze damage,

incapacity 2D
Plank Gas Corrosive,
incapacity 3D

Spore/B Bothan stun spores,
unconsciousness 4D (stun)
Fex-M3  Nerve gas, death 5D

.

e« DEMP Gun
Model: Merr-Sonn DEMP Gun
Type: Personal anti-droide ectr omagnetic pul sewesgpon
Scale: Char acter
SKill: Blaster
Ammo: 10
Cogt: 500 (handgun), 750 (car bine)
Availability: 2,R
Range: 3-10/30/120 (handgun), 3-25/60/250 (car bine)
Damage: 2D/setting 1, 3D/setting 2, 4D/setting 3 (hand-
gun), 3D/setting 1, 4D/setting 2, 50/setting 3 (carbine)

Projectile Launcher

The CSPL ("Caspd") Projectile Launcher fires
canister projectiles contai ning smoke, gas, and
chemical agents as needed in tactical combat
situations. Canisters containing the desired
agent are mounted in the projectile launcher or
stored in the weapon's four-cani ster magazine.
Anadapter for launchinggrenades, the PL/1G, is
available as optional equipment.

Canigter effects vary depending on the load
fired. When undisturbed by wind, gas clouds
affect dl within a 30-meter radius after impact.

e Projectile Launcher
Model: BlasTech CSPL-12 "Caspel"
Type: Personal disposable projectile launcher
Scale Character
Skill: Missileweapons: CSPL
Ammo: 4 (magazine)
Cost: 3,000
Availability: 2,X
Range: 5-50/100/250
Damage Variable, see " Standard Canister Effects’

Thermal Detonators

Thermal detonators are small grenade-sized
explosives; the Empire'scombat engineers uses
ones manufactured by Merr-Sonn Munitions.
These bombs produce an extremely powerful
but tightly contained expl osion capabl e of blast-
ing through two meters of pure permacite. Op-
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eration of one of these thermal detonators is
fairly simple; slide the thumb guard out of the
way and activatethedetonator. Fromthat point,
there are six secondsto either clear the areaor
switch the detonator of f.

Thermal detonators are packed with
baradium, a powerful but unstable synthetic
element. Oncedetonated, baradium generatesa
particle field which contains the "exploding"
baradium inside it. As the baradium reaction
continues, internal pressure causesthe particle
field to rapidly expand until the energy being
consumed by the field surpasses the energy
within the sphere. At that point the sphere
collapses in upon itself, consuming the last of
the baradium. The end result is that anything
outside the sphere is undamaged, anything in-
side is exposed to a concentrated baradium
explosion (consisting mainly of heat).

Generally, thermal detonators carry enough
baradium to create a five-meter sphere. One
disadvantageto thermal detonatorsistheinsta-
bility of baradium. Detonators have been known

' B
Comments on the CSPL from Lt.
Harburjk

"The Caspel has a bad reputation in cer-
taincircles, but only among troopsthat don't
keep their weapons clean. They claimthat it
jams and ignites the canister whileit'sin the
launcher.

True, that's happened once or twice. The
most notorious time was the accident that
killed Imperial General Azarin on Lafra. But
the investigation proved it was a trooper's
negligence, not hisweapon, that was & fault.

"No, theCaspel isn't such asensitivepiece
of equipment. Just watch out for dirt caught
around the canister priming pin, and make
sureit'skept clean. That'swhat can causethe
launcher to jam. Then, sure, the canister's
been primed and it'll go off if it'sjarred.

"Basically, though, the weapon is simple
andreliable. It's not asflashy as ablaster, but
itfillsabigneedinsmall unittactics. And the
Caspd doesn't have as many quirks as other
projectilelaunchers|'ve seen. It seemslikeit
takesforever to affix the grenade adapter, but
it always feels that way when you need gre-
nade fire quick. Of course, when afire team
takes aCaspel on amission, you haveto plan
smoke or chemical support ahead of time. It
takes only the special canisters designed for
it, and standard-issue grenades — nothing
dse Soif youdidn't bring the CSPL load you
need, you can't substitute ammo from other
LWeapons."
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Comments on the E-Web by
Imperial Trooper Reydon

"The E-Web's a good gun, but it's not
built to be fired by one man. Oh, you can do
it. But you'll wish you could do it better.

"That happened to me when we were at
Keskin. We fell back after our last firefight
and took up a position outside of town.
Ohvan and | set up the E-Web and settled
in for the night. We were waiting for our
scouts to report back, until a nightfire
went off and lit us up. Ohvan was hit and
fell against the Eksoan. | dived for the
power unit to keep it from tumbling down
thehill. That power pack is heavy, and if it
goes, itripsthe power couplersoutwithit.

"A few shots winged the E-Web, but
couldn't knock it out. The Rebels ran past

/and saw me down over the power pack.
They thought | washit, and kept going. The
other E-Web, somewhere off to my right,
exploded a minute later. It's real danger-
ous when the cryocooler gets hit. Rebels
were pouring out of the jungle by the time
| got the power couplings straightened out
and opened fire.

"Without asecond man it'svery hard to
shoot an E-Web. There's no fire control,
you can't nurseyour power supply orwatch
the cooler, and the gun is awkward to aim.
My shooting accuracy was cut in half, and
| barely took out enough Rebels to chase
‘em under cover.

"l never want to try to fire an E-Web by
myself again if | can help it. Especially not
in a firefight."

" 7
to explode after being dropped or, occasionally,
for no reason at all. Thermal detonators rarely
function as grenades or projectiles, since the
harsh motion could activate the baradium. In-
stead, Imperial engineers use thermal detona-
tors to destroy fixed targets, attaching a bomb
with magnetic couplers and then detonating it
viaremote control or with the six second delay.

Distribution of thermal detonators is ex-
tremely limited, although some stolen detona-
tors are available on the black market. Illegal
possession of athermal detonator is a capital
offense in many systems.

Thermal Detonator

Model: Merr-Sonn Thermal Detonator
Type: Personal concentrated heat explosive
Scde Character

Kill: Grenade (for throwing)

Cost: 2,000

Availability: X

Range: 3-4/7/12

Blast Radius: 0-2/8/12/20
Damage: 10D/8D/5D/2D

Heavy Repeating Blaster

The "E-Web" heavy repeating blaster takes
its name from "Emplacement Weapon, Heavy
Blaster." As indicated by its name, the E-Web
was designed for use in small- and medium-
sized unit gun emplacements. Heavy enough to
provide devastating fire, the EWHB-10 can also
becarried on maneuvers by itstwo-man crew. It
can be set-up as needed in temporary emplace-
ments by an experienced crew in 15 minutes. |f
necessary, it can be moved already assembled
onitstripod mount, although thisis not recom-
mended procedure.

The weapon comes with ahigh-demand por-
table Eksoan power unit and is fitted with the
Gk3 Cryocooler for continuous fire capability.
The limited fire control system includes
Starvision and IR sensing for night targeting and
unusual environments. A built-in com unit en-
ables the crew to coordinate fire with other E-
Web emplacements if command communica-
tion channels should become disabled.

The original E-Web was a joint venture by
Bias-Tech and Merr-Sonn and both companies'
versions of the weapon received wide distribu-
tion throughout the Imperial military, aswell as
less "official" military groups. Both companies
are beginning to develop variants on this popu-
lar weapon.

» Heavy Repeating Blaster
Moded: Merr-Sonn EWHB-10 "E-Web"
Type: Two-man heavy repeating blaster
Scale: Character
Skill: Blaster: repeating blaster
Ammo: Power generator only
Cost: 5,000
Availability: 2,X
Range: 3-75/200/500
Damage: 8D

Force Pikes

Force pikes are two-meter long pol es topped
with power tips and made of very strong spun
graphitewhich bends, rather than breaks, when
put under pressure. A two-setting power-output
panel is located on the base of each pike. The
settings available are "stun" and "lethal."

First introduced during the Begali Uprising,
force pikes are primarily used by planetary
patrols and local military units to stun oppo-
nents or disperse crowds. However, they are
also used by Imperial troopsto eliminate oppo-
nentsin situationswhereblaster fireis inappro-
priate or unavailable. Personal bodyguards to
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high officials also carry force pikes, although
these pikes are primarily ceremonial (exceptin
the case of the Royal Guard, in whose hands a
pikeis more dangerousthan anyonewould care
to find out).

» Force Pike
Model: SoroSuub Controller FP
Type: Personal force pike
Scale Character
SKill: Melee combat: force pike
Cogt: 500
Availability: 2,R
Difficulty: Moderate
Damage: STR+2D

Proton Mines

The main purpose of a proton mine is to
establish a defensive perimeter. To do this ef-
fectively, a mine must be deadly against both
enemy soldiers and vehicles. Such aweapon is
Merr-Sonn Munition's LX-4 Proton Mine.

Typically buried about half-a-meter beneath
thesurface, the LX-4 isactually arefitted proton
torpedo warhead attached to two sensors. The
first, agravity-sensitive sensor, scans for mag-
netic disturbances (such as those created by a
large vehicle). The second, a thermal sensor,
searches for body heat. Both sensors are pro-
grammed to detonatethe LX-4 if they detect an
intruder within five meters.

The biggest drawback tothe LX-4 isit cannot
be disarmed. Onceimplanted, an LX-4 can only
be removed via detonation. The reasoning be-
hind this traces back to the old LX-2 comlink
mines. Originally thought of as impregnable, a
spot inspection on Calonica found that fewer
than 10 percent of the 50,000 L X-2 mines, buried
around the Imperial capital, contained explo-
sivecharges. A follow-upinvestigation revealed
that Rebel spies had somehow discovered the
mine's secret com code, and were using it to
deactivate the mines. Once deactivated, the
Rebels dug them up, stole their charges, and
then buried the mines back in the ground.
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e Proton Mine
Modd: Merr-SonnLX-4
Type Self-detonating perimeter mine
Scale: Character
Skill: Demolition
Cost: 750
Availability: 2,X
Blast Radius. (M/8/12/20
Damage: 6D/5D/4D/3D

Sharpshooter's Blaster

BlasTech's Sharpshooter V isactually amodi-
fied blaster carbine fitted with a multi-spectrum
targeting sight for increased accuracy. Thissight,
equipped with infrared enhancers for night
battles, magnifies the target image while its
micro-computer clearsthe scene of any haze or
smoke. The Sharpshooter V fires a smaller,
tighter energy bolt than other blasters, which
dissipates less rapidly, giving the Sharpshooter
V arange advantage over most other light weap-
ons. But this sacrifices some of the power.

Imperial orders for the Sharpshooter V are
kept at a modest level because of the weapon's
high pricetag. Instead of being standard equip-
ment, these blasters are issued to special com-
mando units. They are assighed to regular for-
mations sparingly.

Surprisingly, the military establishment al-
lows BlasTech to manufacture a weaker (and
less expensive) civilian model for commercial
distribution, called the Hunter V. Marketed as a
sporting blaster, thisweapon iswidely used by
urban security forceswho often need the higher
accuracy for inner-city fighting.

e Sharpshooter V
Mode: BlasTech Sharpshooter V
Type: Blaster carbine
Scale: Character
SKill: Blaster: blaster carbine
Ammo: 100
Codt: 1,200
Availability: 2, X
Range: 3-30/80/350
Damage: 4D+1
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The Empire employs a number of specia
military units throughout the various branches
that perform specialized tasks. Stormtroopers
fall into this category by their very nature, asdo
others. Thefollowing reports describewhat has
been documented concerning some of these
units.

Standard Stormtrooper Unit

Stormtroopers are the elite of the Empire's
military machine. Trained in awide variety of
roles, Stormtroopers carry out any task quickly
and effectively. They provide support for the
twoarmsof theEmpire'smilitary establishment
— the ground forces and the Imperial Fleet.

Stormtroopers are highly trained and highly
motivated. Knowing no fear, they surrender
only when faced with impossible odds, and then
only once they have secured their primary ob-
jective. If orderedtohold at all costs, Stormtroop-
erswill willingly give their lives rather than fail
in their task. And yet they are not suicidal,
because they know that to die without due
cause is to betray the Empire. A dead
Stormtrooper is of no use to the Empire, unless
he diesin furthering the Emperor's wishes.

While members of the Imperial Army and
Navy have been known to accept bribes, or even
defect to the Rebel Alliance, no Stormtrooper
has ever done 0. They live only to serve, and
nothing can ever causethem to do otherwise. It
is no wonder that the Emperor trusts his
Stormtroopers implicitly, and that they look
only to their superiors for direction. To die for
the Empire is the highest honor they seek, and
they do so without hesitation.

Thewhite and black armored forms of Impe-
rial Stormtroopers strike fear into al who face
them. Stormtroopers lie at the core of the
Emperor's aggressive policies. Without his le-
gions of Stormtroopers, the Emperor would not
be ableto maintain hisfirm grip on the Empire.
While Stormtroopers continue to do his bid-
ding, no decree passed by the Emperor will ever

fail to be implemented. Contingents of
Stormtroopers aboard Imperial Navy vessels
ensure that no Navy captain or admiral will
actively disobey the Emperor's wishes.

Deployment

Stormtroopers are the Empire's calling card.
Wherever the Empire goes, Stormtroopers will
be found, acting as ship's troops aboard Star
Destroyers, accompanying visiting dignitaries
to outlying worlds, and maintaining garrisons
ontrouble-tornworlds. Workinginconjunction
withthelmperial fleets, Stormtroopersenforce
the Emperor's will in an effective and brutal
manner.

Unlike the Imperial Army, which is entirely
geared toward ground operations, Stormtroop-
ers function equally well in space and on the
ground. Trained to quickly seize ground instal-
lations during planetary assaults and to act as
security troops on starships and battle stations,
Stormtroopersarefar moreflexiblethanregular
army units.

Asassaulttroopsworkinginconjunctionwith
Imperial Navyandl mperial Armyarmoredunits,
Stormtroopers are second to none. Their ability
to rapidly overwhelm and capture enemy posi-
tions makes them the first choice for leading
assaultsonimportantworlds. Often Stormtroop-
ers are used to clear away the enemy'sfirst line
of defense and establish aground base to allow
the unopposed landing of transports carrying
regular Army units. The Army, in these situa-
tions, is used to mop up resistanceand maintain
an Imperial presence.

Except in systemswhere prolonged struggles
threaten to disrupt the Empire's industrial ca
pacity or weaken its strategic positions,
Stormtrooperswill bewithdrawn oncethey have
secured alanding zone. The compl ete subjuga-
tion of a world is left to the Imperial Army.
Where a quick victory is essential, large num-
bers of Stormtrooperswill be deployed to crush
the opposition as quickly as possible. Onworlds
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where the Empire has established important
military basesor research establishments, units
of stormtroopers are used to stiffen regular
Army units.

Stormtroopers can be transported and de-
ployed far morerapidly thanregular Army units,
whorely on largetransport shipsor the Navy for
interplanetary travel. Huge Imperial Star De-
stroyers can carry battle ready stormtroopers
into even the most heavily defended planetary
system. Thesheer sizeand firepower of the Star
Destroyers allows them to brave planetary de-
fense fires and land stormtroopers from orbit in
amatter of minutes.

Every Star Destroyer carries afull division of
combat-ready stormtroopers. On arriving in a
system, stormtroopers and their vehicles are
carried to aworld's surface in heavily armed
and armored assault craft. Stormtroopers hit
hard and fast, and the presence of an orbiting
Star Destroyer and its TIE fighters protects the
landing stormtroopers from attacks by enemy
starships. Onceonaplanet, stormtroopers move
rapidly into the attack.

In situations where Imperial Command ex-
pects heavy opposition, task forcesof three Star
Destroyers, accompanied by huge transports
carrying extra stormtrooper divisions, are dis-
patched. Thisis, of course, on worldsthe Em-
pirewishesto preserve either asforward bases,
for their natural resources, or for their indus-
trial capacity. On worlds of no strategic impor-
tance to the Empire, stormtroopers are rarely
landed. Imperial command will instead land
Army units, or even resort to reducing the plan-
ets to piles of smoking rubble using the devas-
tating power of the Star Destroyers.

In addition to being used as ground assault
and garrison forces, stormtroopers are used by
the Imperial Navy to enter and secure starships
which have been captured by an Imperial ship's
tractor beams. Even when pulled into the expan-
sve landing bays of a Star Destroyer, many
Rebel and pirate crews refuse to surrender.

Stormtroopers use high energy blasters to
cut through acaptured vessel's airlocks or hull,
and then storm the interior of the vessel. Mov-
ing quickly and laying down devastating fields
of fire, stormtroopers move steadily into the
interior of aship.

Caringlittlefor their own losses, stormtroop-
ers advance relentlessly through enemy ships.
Stepping over fallen comrades, stormtroopers
cut down the defenders and drive them back to
the inner reaches of the vessel. No matter how
many stormtroopers the defenders kill, there
arealways moreready to step in and taketheir
place. Stormtroopers are well drilled in this
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style of combat and, unless instructed other-
wise, they are likely to kill any who do not
surrender immediately.

Unitsof stormtroopersarea so used ashonor
guards to protect influential Imperial person-
ages. Nolmperial Ambassador, Grand Moff, Moff,
Admiral or Governor General goes anywherein
public without an honor guard of at least 10
stormtroopers. While Rebels, bellicose natives,
smugglers, pirates and assorted lowlifes may
have no respect for Imperial officials, itishard
not to show some respect for the armed and
armored formswhich constantly surround them.
It is aways wise to be polite when you are
looking down the muzzle of a stormtrooper's
blaster rifle.

Stormtroopers are deployed in areasvital to
the Imperial war machine. Industrial plants and
mining facilities, which have been identified as
high risk attack points by Rebels or pirates, are
constantly manned and patrolled by stormtroop-
ers. Their very presence often acts as sufficient
deterrent to all but the most motivated of sabo-
teurs and aggressors.

Elite Armor Unit:
Hell's Hammers

Formed duringthecl osing stagesof theClone
Wars from armor units of the Old Republic,
Hell's Hammers have served the Empire in a
large number of actionsin the Outer Rim Terri-
tories. Used initially to crush opposition to the
New Order, Hell's Hammers are now engaged in
eradicating Rebel outposts, subjugating planets
with Rebel sympathies, and in forcibly bringing
reluctant worlds into the Empire.

Originally created as aregiment, losses suf-
fered in countless campaigns have reduced the
unit's strength to little more than a battalion.
Even so, Hell'sHammers continuesto strikefear
into al who oppose the Emperor's will.

Often working in tandem with stormtrooper
strike teams, the Hammers are frequently de-
ployed to crack open the outer defenses of
Rebel outposts. They clear apath into abase by
brushing aside Rebel ground troops, eradicat-
ing gun emplacements, and shooting down en-
emy airspeeders and low flying starfighters.
Stormtroopers or regular Army troops are then
ableto enter the confines of abasedirectly from
their transports.

The Hammers have aso seen actionin more
traditional armor engagements, wherethey are
used to spearhead assaults into enemy-held
territory. Equipped with the most powerful
repulsortanks in the Empire, the Hammers are
capable of destroying or overpowering most of
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Death of a Rebel Base

Thearmored compartment swayed rhythmically
from side to side as the AT-AT walker crashed
through the bushes and scrub surrounding the
Rebel base. Inside, thestormtroopersclutchedtheir
blaster rifles and calmly waited for the walker to
reach its position. Outside, blaster fire filled the air.
Occasionally, abolt found its mark, sending echoes
through the giant mechanical beast before bounc-
ing heavily off itsarmored sides.

The giant walker shuddered, the rhythm of its
stride momentarily broken as its huge leg crashed
through a low lying building. Abandoning their
medium repeating blaster, agroup of Rebel defend-
ers desperately flung themselves out of the way as
the walker continued its advance. Most didn't get
very far as the walker's head spat brilliant orange
and yellow death onto them.

From the cockpit of the Imperial walker, Com-
mander Hayvlin surveyed the fleeing Rebels and
thumbed open the comlink. "Commence ground
assault.”

Slowly thewalker cameto ahalt, its head turning
from sideto side as it continued to fire at the Rebel
troops. With agrating of gears, it lurched slightly as
itslegsbent, loweringitshuge body ontotheground.
Its rear hatch shot open and a ramp sped down to
the ground. ]

Armored feet clattered against the metal ramp as
stormtroopers rushed out of the walker.

Rebel blaster fire lifted the first three stormtroop-
ersinto the air and flung them against the sides of
thewalker. But it did nothingto dow the stormtroop-
ers behind them. They charged down the ramp,
their blaster fire scattering the Rebels before more
shots could be exchanged. One Rebel attempted to
toss agrenade into the advancing armored figures.
Before he could throw it, his body lay smoking on
the ground.

Thestormtroopersspread out. Groupsmoved to
the front of the walker to form a perimeter with
other stormtroopers dismounting from nearby walk-
ers. Other groups moved toward the entranceto the
underground base. Using destroyed blaster can-
nons, rocksand brush for cover, the stormtroopers
advanced, driving the Rebels before them.

Before long, no Rebels remained alive above the
ground. Onlywhiteand black armored figures moved
next to the base's metal doors. "They've closed the
blast doors. Send in a cutting team," ordered the
assault commander.

Inside the base, Rebels crouched nervously in
the corridor, their blasters held ready tofire. Lights

blazed over thearmored doorsasthestormtroop-
erscut their way in. A loud clang echoed through

the corridor as the blast doors fell inward. Si-
lence, and then searing beams of light sped down

the corridor.

Chunks of rock and metal shot through the air
as blaster bolts hit walls and machinery. Six
stormtroopers were cut down as they rushed
through thefreshly-sliced opening. But their bod-
ieswere crushed underfoot as more stormtroop-
ers poured into the base. They began to inexora-
bly move down the corridor. Rebel blaster bolts
found their marks, scattering stormtroopers right
and left, but the Rebel defenders were not escap-
ing unscathed.

Even though their dead were beginning to pile
high in the corridors, the stormtroopers rapidly
pushed the defenders back. The Rebels moved
deeper into the base's tunnels, heading for their
only hope of escape— aconcealed hangar exit at
therear of the base.

The stormtroopers followed, spreading quickly
through the base, taking no prisoners. The Em-
pire was involved in a punitive strike, and the
stormtroopers had their orders: reach the shield
generator and destroy it, then form a perimeter
around the areato contain Rebel troopswhilethe
Star Destroyer Avenger obliterates the base from
the face of the planet.

A heavy repeating blaster fired down the corri-
dor, pinning the crouching stormtroopers and
buying the Rebel technicians time to maneuver
theremainingairspeedersinto position. Theblast
doors opened as the Rebel s abandoned the heavy
blaster and ran for the rising speeders. The first
airspeeder shot out of the base, only to instantly
explode. The other airspeeders were already on
theirway out. Unableto stopintheconfinesof the
exit, they ran right into the combined firepower of
the four AT-ATs and their stormtrooper contin-
gentswaitingoutside. Asthelast speeder erupted
into flame, the stormtroopers rushed into the
base and joined with those inside.

High above the planet, the Star Destroyer
Avenger was turning the Rebel base into dag
metal. Blasts of high powered laser energy leapt
from the vessel to the planet's surface. As the
bombardment subsided, a gray-uniformed figure
strodeconfidently onto Avenger'sbridge. Captain
Ferdas looked up from his instruments and ac-
knowledgedthenewcomer'spresence."Y ouhave
done well, Commander Hayvlin. Lord Vader will
be pleasad. )
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the ground-based opposition they encounter.

Being able to travel fast, the Hammers are a
hard-hitting assault force with a reputation for
getting results at any cost — a reputation that
they well deserve, for their long history is not
free from the taste of defeat.

On more than one occasion the Hammers
have been thrown against superior forces with-
out effective backup. In all of these cases the
Hammers achieved their initial objective, but
the lack of adequate infantry support made it
impossible for them to maintain their position.

The action on Turak 1V, while being marked
as the Hammers' worst defeat, is also a great
source of prideto the unit. Here, two battalions
of the Hammers' tanks swept across the lava
plains to capture the Rebel Army's forward
positions. But, becauseof theincompetence of
Genera Maltaz, commander of the Imperial Army
on Turak IV, they were cut off by Rebel forces
counter-attacking from hidden bases high in the
volcanic Hitak Mountains.

General Maltaz ordered the Hammersto hold
their position, and attempted to halt the Rebel
advance with the remainder of his command.
Heavily outnumbered and subject to concen-
trated attacks by armored Rebel speeders
starfighters and ground forces, the Hammers
suffered heavy losses. Even though their tanks
were soon burning fiercely in the hot sulphur-
ous air, the Hammersrefused to giveground. By
thetimetheorder cametowithdraw, therewere
few Hammerslefttoreceiveit. All that remained
were three tanks. The rest of the once-mighty
force had been turned into smoldering hulks.
The two battalions had almost ceased to exist.

Even though two battalions were effectively
destroyed, their tank crews did not die in vain.
TIE fighter patrols, which flew over the areain
the closing stages of the campaign, reported
largenumbersof Rebel vehiclesand starfighters
lying strewn across the plains in front of the
Hammers' position. The Hammers had paid a
high price, but the cost to the Rebel Alliancewas
even higher. The Hammers had indeed lived up
to their motto of "Strike To Kill."

Since that fateful day, the Hammers have
operated under-strength, with only one battal -
ion abletotakethefield. Whilethis hasreduced
thefighting ability of the unit, it has aso served
toincreaseits morale. Theremainingtroops of
the unit have an uncanny knack for surviving
engagement after engagement.. Always bearing
the brunt of the assaults, the Hammers have
surprised Imperial command with their ability
to keep on going in the face of overwhelming
odds.

Once considered an expendable force, the
Hammersarenow viewed as an essential part of
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Imperial command's strategy in the Outer Rim
Territories. This position has been attained at a
high price, asthe blood of the unit'stankers has
often been spilt unnecessarily by incompetent
Imperial officers.

The unit's commander, Colonel "Rancor"
Johans, is using the growing prominence of the
Hammersto further increase hisstandingin the
Imperial Army. Colonel Johans's proventactical
ability, and the compl ete devotion of histroops,
has enabled him to persuade Imperial com-
mand that the Hammers should bealowed more
freedom when it comes to campaigns.

Following the successful subjugation of the
Yatir, a humanoid species indigenous to Absit
and sympathetic to the Rebd Alliance, Johans
has been able to convince Imperial command
that the Hammers would be of far more useto
the Empire if they were again restored to regi-
mental strength. Tothisend, intensivetraining
of recruits is now taking place on Brintooin to
build the Hammers back up to regimental
strength.

Hell's Hammers are destined to play a major
role in the Empire's war against the Rebel Alli-
ance.

Organization

Hell's Hammers form an elite force within the
Imperial Army. When at full strength, the regi-
ment consists of threebattalionsand aregimen-
tal command group. Two battalions are used to
spearhead assaults, with the third battalion
being held in reserve to reinforce the front line
units as required, or be deployed as the situa
tion warrants.

As the unit is currently under strength, it
operates without areserve, relying on the abili-
tiesof itstroopersto gain its objectives quickly
and effectively. This self-reliance and the grow-
ing autonomy of the unit within the Imperial
command structure has helped maintain the
unit'saready high morale. Thetrooperslook to
each other and to Colonel "Rancor” Johans,
rather than to other Imperial units, for support
in times of need.

Theexperience onTurak 1V hasledthe unitto
act independently whenever possible, prefer-
ring to plan its own actions rather than catering
to thelogistical concerns of Imperial command.
If the Hammers were not so successful, this
attitude would not be tolerated. But Johans
inspired leadership has led the unit to victory
after victory, a state of affairs which Imperial
command is only too happy to accept.

Battalion Organization

The battalion consists of the battalion com-
mand and three armor troops, backed up by a

133



Chapter Eleven: Special Military Forces

reconnaissance troop. The three armor troops
are employed to break through and capture
enemy positions, relying on the mighty
repulsorlift tanks to achieve their objectives.
The reconnai ssancetroop servesadual role: to
probe enemy positions, andto protect theflanks
of the armor troops during advances.

Each armor troop is led by a captain and
consists of four squadrons. A squadron con-
tains four repulsortanks led by alieutenant and
isthe smallest unit employed by the Hammers.
Depending on the situation, squadrons may
operate independently of their troops or be
massed together with other troops to literally
"hammer" through enemy defenses.

Thetanksarecrewed by highly-trained troop-
ersled by asergeant. Thecrew is equipped with
helmets contai ning wide-spectrum viewfinders,
passive infrared sensors, and computer-linked
firecontrol targeting sensors. Although thetank
crews are not expected to fight outside of their
tanks, they are equipped with blaster carbines
and pistols for defense in the event of a break-
down or being knocked out by enemy fire.

The reconnaissance troop comprises three
squadronsof heavily armored airspeeders, and
one squadron of fast moving but lightly ar-
mored speeder bikes. The reconnaissance
squadronsoperateindependently of each other,
allowing them to cover a wider area. The
repulsorlift bikes are equipped with a single

laser cannon for defense purposes. Their riders
are expected to retreat in the face of enemy fire.

Before the armor advances, the reconnais-
sance troop exploresthe areaahead, reporting
on thedifficulty of theterrain to betraversed by
the tanks, probing enemy positions, and noting
the strengths and weaknesses of the enemy.
The reconnaissance units are not designed to
capture and hold ground. In the event of con-
certed opposition they are instructed to report
on enemy positions and return to the main unit.

When the armor advances, the reconnais-
sanceunit ispositioned ontheflanksand slightly
to the rear of the attack force. In this formation
the reconnai ssance squadrons are able to keep
thearmored attack force informed of any enemy
troop movements which threaten to cut off the
unit or otherwise endanger its advance. In the
event of an enemy attack on the flanks, the
reconnaissance troop's airspeeder squadrons
fight to protect the exposed tanks, but fall back
as soon as the armor is able to bring its heavy
weapons to bear.

Until the unit is returned to full regimental
strength, "Rancor" Johanspersonally commands
the battalion. His command group is therefore
larger than would be normally found in a tank
battalion. It consistsof his personal tank squad-
ron of four vehicles, a communications wagon,
and agun battery.

Thegun battery containsfour Colon Arms DF
9 MobileEmplacement Guns,

and two Colon Arms DF .1
Spray Blasters. The battery
provides fire support and air
defense fire for the battalion.
The mobile repulsorlift-
mounted guns can be rapidly
moved into position to pro-
tect the battalion during en-
emy counterattacks, or to
add their firepower to the
battalion's tanks during ad-
vances. Thegun battery isa
recent addition to the unit,
and is indicative of the more
independent rolethat theunit
has gained under Johans'
leadership.

In addition to the combat
troops, thebattalion contains
40 support personnel respon-
siblefor supplyingtheunitin
the field and for maintaining
its equipment. Thirty techni-
cians work on the unit's ve-
hicles, keeping them func-

* A heavy recovery vehicle attached to Hell's Hammers
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The mighty repulsortank slid down the
ramp of the landing barge, sending dust
plumes high into the air.

Gortz peered through his viewport and
cursed. "Another dirt-ball world. Hey, sarge!
How come we get all the good jobs?"

Sergeant Arbmab flicked a few switches
on the command console and leaned over
the turret to speak to his driver. "We're ex-
pendable, that'swhy. Y ou don't think they'd
send in the white armor boys while they've
got us do ya? Besides, it'll be a push over,
Rancor's leading us himself. Okay, let'sroll,
we've got ajob to do."

The huge metal tank thrummed as Gortz
cut in the repulsorlift drives. The tank hung
there, momentarily suspended above the flat
landscape before shooting forward in forma-
tion with the other tanks in the squadron.
"Keep your eyes peeled, this place is crawl-
ing with Rebel scum."

Sergeant Arbmab powered up the main
blaster cannon and kicked his panic bar,
dropping him into the body of the tank.
Around him holo screens flickered to life,
providing aview of the surrounding terrain.

The comlink crackled as the calm, com-
manding voice of Colonel Johans came on
theair. "Welcometo SpumaFlats. | trust you
enjoyed theride. The Rebel forcesareat grid
reference 678/446. You al know what you
have to do. Good luck and good hunting."

The battalion raced across the flat, dusty
plain. Ahead, heavy blaster bolts began tofill
the air as the Rebel defenders opened up
from their hidden positions. "Left 12 degrees,
Gortz, full speed.” Sergeant Arbmab barked
out his orders and spun the blaster cannon
onto anow visible Rebel guntower. Spraying
the area, he watched with satisfaction asthe
tower erupted into searing, blue flames.

The command comlink again cameto life.
"Rebel airspeeders approaching in attack
formation. Squad three, peel off and inter-
cept."

As one, four huge tanks spun round and
headed toward the Rebel speeders. Blaster
bolts impacted on the lead tanks, causing
Arbmab's vehicle to lurch sickeningly to the
|eft.

The Assault on Protazk

Clutching onto the gun's controls, Arbmab
demanded a damage report. Gortz glanced
briefly a the monitor on his left and flicked a
switch. "Sight damage to the port repul sorlift
units. Nothing | can't compensate for."

"Okay, hold us steady." Arbmab studied the
sky through his targeting computer and rap-
idly traversed theturret. A blip on the screen
indicated the speeder was in his sights. He
thumbed the firing switch and blue blaster
bolts shot out from the tank to explode against
the lead speeder. It lifted into the air and then
hurtled toward the ground. Around it, other
speeders were suffering the same fate as the
rest of the squadron's guns found their marks.

The remaining two speeders attempted to
fly over the tanks' positions, but were cut
down by concentrated fire from the tanks
rapidly traversing turrets.

"Squad three, rejoin main attack formation.
Recon 1, resume flanking patrol."

"Y ou heard the man, Gortz. Takeusin."

The repulsortanks rapidly approached the
Rebels main positions. Heavy repeat blaster
fire spattered against the hull as Gortz zoomed
up on the first trench. Sergeant Arbmab fired
blast after blast at the Rebel defenders. Within
seconds the trench was clear. As the heavy
armored vehicles crossed the trench one of
the tanks erupted in flame as a laser tower
scored adirect hit.

As one, the three remaining tanks of the
squadron turned their weapons on the offend-
ing tower, blowing it and its crew across the
dusty plain.

As the Rebels fled in disorder, armored
Imperial transports brought up infantry who
poured into the trenches to begin mopping up
hidden Rebels.

Sergeant Arbmab removed hishelmet, wiped
the sweat from his brow and opened up the
comlink to base. "This is Hammer 3:2. We
require a tech team up here as quickly as
possible. Nothing major, but our port repul sors
need looking at." He acknowledged the re-
sponse and turned to Gortz. "You can rely on
Rancor. Those Rebel scum didn't even know
what hit 'em. They'll be looking forward to
facing stormtroopers after thigl"
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( Datamemo B
From: Commander, Scimitar Wing
To: Squadron Commanders
Re: New TIE bomber pilots

Heavy losses sustained i n theongoing assault of U'Dray
have put us understrength. We are receiving a replace-
ment complement of new TIE pilots from the training
squadron of the Victorious.

These pilotswill completetheir bomber training exclu-
sively on actual combat mission. Since they will not have
time to undergo standard wing indoctrination, it is im-
perativeto brief them on the requirements of servicewith
the Scimitar assault wing. Include these points:

» Mission timing is always critical; some are planned

down to the second. Each element, flight and squadron is

relied upon by others to be in its designated place a a

precisetime.

» Mission success and personal survival hinge on each

member of thewing doing as expected when it is expected

of him. Failure to do so through negligence, poor timing,

or exercise of personal initiativeis inexcusable.

» Missionsare carried out exactly as planned. Individual s

who deviate consistently from mission assignments will

\ be demoted to drop-ships. 3

damage. Agroup of 10 engineers, equippedwith
heavy repulsorlift barges, recover disabled and
damaged tanks and carry out any field fortifica-
tions required.

Theunit relies on Imperial starshipsto carry
it from world to world. On arriving in asystem,
the unit is transported to the planet's surfacein
armored and shielded landing barges. After land-
ing, the unit quickly moves out to begin its
attacks. Usually one of the first units in, the
Hammers are also one of the first units to be
withdrawn oncevictory has been assured. This
unit, however, gets little rest as it is soon en
route to its next assignment.

Scimitar Assault Wing

The Scimitar assault wing, "White Death," is
the best-known wing of the Qeimet fleet. Its
battle namerefersto thelight-colored bodies of
their TIE bombers, difficult to spot by ground
observers until death and devastation strike the
target.

The Qeimet fleet, led by the flagship Victori-
ous, is based near the Hook Nebula, astrategic
rimward sector. In spite of its distance from
more famous areas of rebellion, the region is
vital for the resource worlds located there. Al-
ready Rebel factions have gained control of
manufacturingcentersand haveresuppliedtheir
forces through these means.
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The Qeimet fleet is tasked not only with elimi-
nating the Rebel presence in the Hook Nebula,
but with punishing the resource worlds that
allowed them free reign there. The Scimitar
assault wing, aboard the Star Destroyer Retribu-
tion, plays avital role in this mission. Before a
military presence moves in on the ground to
reassert Imperia control, the "White Death"
wing subjects worlds to extensive bombard-
ment and retaliatory measures—takingcare, of
course, not to harm manufacturing facilities
that will be of use to the Empire.

Scimitar and other assault wings have seen
plenty of action in the Hook, but only Scimitar
Basthe record of excellencewhich otherstry to

eat.

Scimitar History

The Scimitar assault wing was formed when
TIE bomberswereinitially released to the Impe-
rial Navy. Captain Tomax Bren was placed in
charge of this, the first bomber-assault wing in
the Qeimet fleet. Bren set the unit on its ear with
radical alterations in tactics, deployment, and
assault priorities.

Unpopular among the older pilots, the
commander's changes first proved their effec-
tivenessatthesiegeof NulanV|1, whereScimitar's
deep-atmospheric precision bombing forced the
capitulation of the rebellious capital . His tacti-
cal innovation has continued ever since. Most
recently, Scimitar's new "vertical swoop" tac-
ticsproved especially useful intheassault of the
Aturi Cluster, where Rebels had st up powerful
anti-atmospheric defenses.

Since the wing's inception, "White Death"
bombers have continually set the fleet standard
for performance in planetary assaults and or-
bital support. Though much of this success is
owed totheir commander'sbrilliance, the Scimi-
tar wing has becomethe shock unit of choicefor
difficult assaults by the Qeimet fleet. Not only
aretheir tactics and performance superior, but
the officers of the wing, following Bren's lead,
seem more politically trustworthy as a whole.
"White Death" officers are more dedicated to
the higher ideals of the New Order than most of
their peers.

A high degree of disciplineis demanded from
"White Death" pilots. Precisely-coordinated
maneuvers and split-second timing are essen-
tial for successful bombing runs. Workingunder
unpredictableatmospheric conditionsincreases
the difficulty of this considerably, yet "White
Death" pilots do so often, and are constantly
striving to better their already outstanding per-
formance.

The Scimitar wing consists of three squad-
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ronsof TIEbombers, andtwo squadronsof TIE
starfighters for escort and interception duties.
The sixth squadron is a speciaty unit, com-
prised of recon vesselsand drop-ships. Pilotsin
each squadron complete 50 combat missions,
and then are rotated to training duties, mission
planning staff, and other critical support posi-
tions. Officers freed from support duties by this
rotation return to combat.

The primary mission of the "White Death"
wing is planetary assault and low-level atmo-
sphere bombing strikes. Although bombard-
ment is often done in support of ground troops,
the Scimitar wingisaso capabledf independent
assault bombardment. Such attacks enforce
psychological intimidation and neutralize stra-
tegictargets. The TIE's precision bombing capa-
bilities are used in pin-point strikes to achieve
tactical or strategic effects. bombing a single
house where Rebel |eaders are believed to re-
side, or destroying arecal citrant governing body
asthey conveneintheir regular place of govern-
ment business.

Such extensive work in atmosphere requires
techniquesdifferent fromthoseutilized in space.
Bomber pilots in an assault wing like "White
Death" become more skilled in atmospheric
flight than any other type of TIE pilot.

The Scimitar assault wing routinely sends
one or more squadronsto lay down strategic or
tactica bombing, either from orbit or atmo-
sphere, in support of ground operations. Single
bomber elements and flights tackle smaller tar-
gets of importance in the battle zone itself.
When not needed as bomber escorts, TIE fight-
ers are deployed for ground strafing in an effort
to harass convoys or enemy troops.

Recon Hight

One flight in the Specia Unit squadron con-
sistsof equal numbersof TIEfighter escortsand
TIE/rc reconnaissance craft. The recon ships
contain specialized equipment packages with
extra-sensitive sensors and long-range commu-
nication gear. They gather intelligence for the
fleet, going where ship-board sensor arrays can-
not go.

Not all recon vessdls need escort protection
onevery mission, but thosethat do usually need
it badly. The starfighters in this flight protect
the slower recon TIES as necessary, and some-
times perform detached duty with one of the
escort squadrons.
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Drop-Ship Hights

The Specia Unit squadron includestwo flights
of MT/191 drop-ships. The ships are used for
rapid transport of ground troops from ship to
planet during combined assaults. They serve
double duty as cargo vessels and shuttlecraft
when not in service as transports for assault
troops.

Because drop-ships participate directly in
assault support under combat conditions, they
are part of the Scimitar wing's combat squad-
rons, and are not counted among shuttles,
launches and other utility craft in the wing.

Although the MT/191 can approach a planet
normally, it is designed to drop in a rapid
powerdive to a planet's surface, landing in a
controlled manner at the end of the fall. Before
drop, theshipiscovered withVACX, an ablative
coating which raises the hull's temperature re-
sistance rating. By planetfall, the VACX has
burned off.

The laser cannon is located directly above
the cockpit. It isfunctional only when extruded
from the ship's body. The cannon is intended
only to be a mild deterrent if needed during
shuttle runs in combat zones, and is never in a
ready position during drops.

» Drop-Ship
Craft: Meller & Dax MT/191 Drop-Ship
Type Specia-purpose shuttle and troop transport
Scale Starfighter
Length: 52.5 meters
Skill: Spacetransports: 191 Drop-Ship
Crew: 1
Crew Kkill: Sensors3D+2, spacetransports4D+2, starship
gunnery 4D+1, starship shields3D+2
Passengers. 160 (troops)
Cargo Capacity: 200 metrictons
Consumables: 1day
Cogt: Not availablefor sale
Space: 10 (during drop); 2 (on return flight)
Atmosphere: 415; 1,200kmh(duringdrop); 225; 650kmh
(on return flight)
Hull:4D
Shidds 1D
Sengors
Passive: WIQD
Scan: 20/'1D
Search: 30/10*2
Focus: 1/2D+2
Weapons
Light Laser Cannon
Fire Arc: Front
ill: Starship gunnery
Fire Control: 1D
Soace Range: 1-5/10/17
Atmosphere Range: 100-500/1/1.7 km
Damage: 1D
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Chapter Twelve
Recruitment, Training
and Indoctrination

To: Ail Sector Commanders
From: General Nasda, | SB
Subject: Imperid Recruitment

Following the defection of the Imperial Army
infantry units of Wazta (see Imperial Communi-
que#2734.19g), an unspecified number of Impe-
rial Navy vessds and their crews have deserted.
This spate of defections to the Rebellion must
stop. We cannot continue to alow Rebd sympa
thizersto enter Imperial servicefor the sole pur-
poseof underminingmorale.

At the sametime, unexpected losses suffered
by Imperial forces engaged against Rebelsin the
Yavin system have highlighted the need to in-
creasetherate of Imperial recruitment. Y ou will
personally ensurethat your recruitment andtrain-
Ing procedures are brought into line with the
following directives.

Recruiting: Recruitsforany sectionofthelmpe-
rial services must have ahigh level of loyalty to
theEmpire. Inlight of recent desertions, wecanno
longer rely on troops or officers whose loyalty is
in any way questionable.

Y ou will therefore cease to recruit on worlds
which have been subject to Imperial bombard-
ment or planetary assault in the last 10 standard
years. Worlds which have a history of liberal or
independent traditions are aso to be avoided as
these worlds are known to be breeding grounds
fortheRebellion.

Recruiting drives shall be directed on worlds
known to be loyal to our glorious Emperor. The
worldsformingthel mperial Corestill providethe
best and most ablerecruits. These shall continue
to form the majority of our officer pool, their
beliefsingeneticsuperiority makingthemideally
suited for command.

Thenext recruiting areais those worldswhich
border the Imperial Core, and which are not
proscribed under thedirectives above. Here, alife
inthe Imperial services can be presented as glam-
orous and exciting. Recruiters should represent
themilitary asachancefor candidatestoimprove

themselves and develop long and full careersin
thelmperial forces. Emphasiswill continueto be
placed on the benefits to be gained from the
services. travel and adventure, learning valuable
skills, opportunitiesfor promotionandcommand,
and the respect to be gained from serving the
Empire.

Other valid areasfor recruitment drivesarethe
frontierworlds. Theseworldsshouldbecarefully
scrutinized prior to recruitment, asasmall num-
ber of them are known to be sympathetic to the
Rebel cause. Do not overlook these systems as a
source of officer cadets.

Primitiveworldsshould continueto be scoured
for recruits as these people make excellent as
sault soldiers. Their lack of technological knowl-
edge is more than offset by the ease with which
they can beindoctrinated. Thesetroopsarehighly
expendable, and this should color your recruit-
ment accordingly.

Screening: In order to ensurethat only the best
arerecruited, you shall continuetomaintainstrin-
gent entry requirements. The need to find more
recruitsis not an acceptable reason for lowering
the quality of those recruited. Recruits must be
physicalyfit, brave, intelligent (may bewaivedin
the case of certain infantry regiments), and loyal.

Initial screeningwill continueto becarried out
by Screening Officers at Imperial Recruitment
Offices. Checkswill be conducted into potential
recruits background, school reports and home
life. Screening Officers should determine why
candidateswish tojoin, and if they wish to apply
for officer training.

Instruct your personnel towatch for any Rebel
connectionsorfamily memberswithknownRebel
sympathies. Candidates who fail to match the
preliminary requirements should be rejected.
However, suspected Rebdl infiltrators should be
encouraged to join and the 1B informed immedi-
aely.

Those candidates who pass initial screening
(including suspected Rebels) will besentto Train-
ing Centers where the candidates will be given
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further medical examinations and assessed for
their intellectual capacity. Retina scans will be
carried out and matched against availablerecords.

Policy of Assignment: Initial procedures will
have determined which services and branches
applicants wish to join. Where possible, recruits
should beposted totheir chosen positions. Where
screening tests show that recruits would be bet-
ter suited to another branch, thisshould beimple-
mented as soon as possible. Remember that per-
sonnel cannot leave the service beforetheir con-
tractisfulfilled, but dissatisfaction with an assign-
ment has been shown to have adetrimental effect
upon morale.

To the less intelligent recruits, the infantry
divisions should appear to be glamorous, making
their transfer to the infantry seem alogical and
beneficial progression.

Stormtrooper unitswill continue to be formed
in the standard manner, and thereforefal outside
of your jurisdiction. However, the Empire is d-
ways looking for people with high aptitudes and
initiativesto undergo speciaist training. Thefiles
of any recruitswho match this criteriashould be
forwarded to Imperial Command.

Indoctrination: Whilethe loyalty of our recruits
should be high, initial training shall serveto fur-
ther increasethisloyaty. Theanarchic viewpoint
of the Rebel Alliance shall be stressed along with
the Rebels' disregard for law and order. The
Empire is the only force in the galaxy which
actively promotesstability and peace. Our troops
are engaged in anobl e crusade against theforces
of disorder, and every trooper should beawareof
this. By the end of basic training, recruits should
willingly die for the Empire.

Thegreat size and strength of the Imperial war
machine should aso be stressed, along with the
belief that each recruit hasan important contribu-
tion to make. Unit moraleis very important, and
personnel should feel that their individual unit is
thebest thereis.

Any inquires regarding this communique
should be addressed to the | SB.

The Imperial Army

(The following is extracted from "The Imperial
Army — A Guide to Army Training for New Re-
cruits. ")

Thelmperial Armyisvast. Itisthelargestarmy
that the galaxy has ever seen. Our forces can be
found protecting law and order and righting
wrongs on thousands of planets. We maintain
peace and a relaxed environment on countless
worldsthreatened by Rebel terrorists. No matter
what branch of the Imperial Army you join, you
will be serving the many and diverse sentient life-
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forms of our glorious Empire. You'll be in the
forefront of the New Order. You can be proud to
serve the Emperor and make the Empire a safe
placeto live.

Basic Training

When you join the Imperial Army you'll find it
hard to beginwith. Y ou most likely won't be used
to sharing your room with six or seven other
people. Y ouwon't be used to taking orders, and
)r/]ou'll probably find that drill is something you

ate.

You may find it apain to look after your equip-
ment and weapons. The effort you have to spend
mai ntai ningyour blaster may seemlikeawasteof
time. But the discipline you undergo now will
proveto be very beneficia in the long term.

[twill helpyou to rememberthat everythingwe
teach you during basic training is done for a
reason. Drill builds up team spirit, and trains you
toact quickly and effectivelyintimesof need. And
whenyou'reon activeservice, you'll beglad of the
time you spent learning to maintain your equip-
ment.

WEe'l makeyou fitter and healthier than you've
ever been. You'll spend hours building up your
stamina and strength. Well take you on long
marchesto ensurethat you areuptotherigorsof
army life. By the end of it you'll betired, but fit:
ready for anything the galaxy can throw against
you.

Thelmperial Armyisthebest inthegaaxy, and
that meansthat every soldier ishighly trained to
carry outthevariousjobsdemandedof him. Inthe
Imperial Army we don't send you into battle half-
trained. That would cost us and you dearly. We
have agaaxy to protect and dead soldiers are of
no useto us. That'swhy wetakethetimeto teach
you how to handle your blaster and yourself.

We aso show you how the Imperial Army is
organized and your role within it. So, whether
you're a member of an armored unit, an infantry
regiment, the artillery, the engineers, or the com-
muni cationscorp, weensurethat your basictrain-
ing issecond to none.

When you're on active service with your unit
operating thousands of kilometers from base, life
canbevery hard. Atdrop campweai mtoprepare
you for every situation that you're likely to face.

Your basic training is conducted at one of the
thousandsof drop campsthroughout the Empire.
Drop campsvary greatly, depending onyour unit
and itsintended sphere of operations. The Impe-
rial Army operates al around the galaxy, and its
soldiers must be prepared to operate under many
different conditions.

Wetrainyouinthetypesof environmentsthat
you will be seeing the most action in. For most
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regiments, thiswill be on standard worlds with a
wide mix of terrain types. We'll teach you to
survive and operate injungles, deserts, swamps,
arcticregions, forests, and how to handleyourself
under different planetary gravities.

There are many specidist units within the
Imperial Army, units which are trained to deal
with specificterrain and atmospheretypes. While
we normally rely on recruits who come from
exotic worldsto form the main bulk of our specia
operations forces, you may find yourself posted
tooneof theseunits. If that'sthecase, we'll ensure
that you can handleyourself, sothere'snothingto
worry about. Every soldier needs to have some
familiarity with the diverse worlds of the Empire
because, in times of need, you may find yourself
posted to some very strange places indeed. At
drop camp we can't guarantee to give you first-
hand experience of theseworlds, but we'll do our
best to prepareyou.

The Navy

Whilethe Imperial Navy provides uswith inter-
planetary transport and ground support in the
form of TIE fighters, bombers, and the massed
batteries of the fleets, it is the Army which really
wins the wars. We are the ones who go in and
capture ground, garrison troublesome systems,
and dedl with the Rebels face to face. The Army
forms the cutting edge of the Imperial services,
and we do 0 by getting resullts.

The Army is for beings who seek excitement
and travel. The Navy rarely sets foot upon the
worlds which it patrols. For them, warfareis an
exerciseinlogisticsand computer programming.
How many Navy personnel ever get to see the
people they fight? Very few. Only the TIE fighter
pilots ever see any real action, and they make up
avery smal fraction of the Imperial Navy's per-
sonnel. While the Navy is not composed entirely
of "vacheads" it is often remote from the worlds
and peoples of the Empire.

Raithal Academy

Of dl the Imperial Army Officer Training Acad-
emies, Raithal Academy is renowned for produc-
ing the best officers in the Army. Here, young
hopeful sreceiveayear'strainingdesignedtoturn
them intothe competent officersthat themperial
Army needsfor itsregiments. Thetrainingishard
and intense, aimed at turning out officerswho can
confidently lead troops even under the most gru-
elling of conditions.

At thisacademy, young officers undergo rigor-
ous psychological examinations designhed to test
their mettle and turn them into hardened sol-
diers. Loyalty to the Empire is deeply instilled,
ensuring that the young officers always place the

Empire before their persona safety. The need to
balance self-sacrifice with self-preservation is an
essential part of this training, as the Empire re-
quires officerswho know when to fight to the end,
andwhento surrender inthe hopes of servingthe
Emperor another day.

The training is hard and intensive, involving
grueling physical and military exercises. Every
Imperial Army officer is expected to be able to
survive in the field along with the men under his
command, and to gain their respect by doing 0.
Thereisnoroomfor studentswho havetakenthe
army lifein hopes of acushy career.

Survival forms an important part of each
officer's training, as does the ability to resist
interrogation. Every officer spends a week or
more in an interrogation center which simulates
the type of treatment they will receive at the
hands of the enemy. While not al officers survive
thistraining, thosewho do emergewith agreatly
strengthened character and a healthy hatred of
the Rebel Alliance.

Great emphasis is placed on an officer's ability
to lead men in the most adverse of conditions.
Officers are taught the two-fold method of |eader-
ship— fear and respect. They aretrained to draw
on common soldiers' fear of disobeying orders,
which is disciplined into all troops. While hard
discipline and fear of their officers forms an inte-
gral part of every soldier's outlook, the academy
aso aimsto teach its officers to lead by respect
and example.

Officers from Raithal Academy are strong, con-
fident, capable and loyal, making them avaluable
asst in the Empire's struggle to maintain law,
order and peace in these times of bloody rebel-
lion.

Seeyour loca recruiter today to find out more
about the Imperial Army.

The Imperial Navy

"... You are part of the greatest navy ever as-
sembled. The might of the Empire rests on the
military — and the Imperial Navy embodies the
most elite and trusted segment of that power. Only
the best, the most disciplined, are admitted to our
ranks. We who serve the Emperor in the Imperial
Navy have madethisEmpiretheirresistible, galaxy-
spanning force it is today."

— Excerpt from Academy cadet indoctrina-
tion speech delivered by Fleet Admiral Holt.

The Imperial Navy has grown from a peace-
keeping and defensive force under the old Repub-
lic into an aggressive tool for the unification and
control of the Empire. Although the Army pro-
videsthe Empire's obvious physical presenceon
subject worlds, theyreach their objectivethrough
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the Navy's ships, often maintaining position only
with naval interdiction and ground support. It is
the Navy which has mastery of Imperial space,
giving the Emperor the means with which to bind
hisvag reelm into onewhole. And it isthe Navy,
with its mighty vesselsand valiant TIE starfighter
pilots, which offers the most awe-inspiring and
appealing image of military prowess under the
New Order.

"Very often mission requirements compel us to
work closely with the Army. It is counterproductive
to let a negative attitude toward ground troops
interferewith theaccomplishment of mission objec-
tives."

— from alecture on inter-service coopera-
tion by Training Lieutenant Danos.

"| don 'ttakeany smart talk fromtreads, ff they get
in my way, | offer them a quick trip out the nearest
airlock. Theyhave to back off. Theygotno thruston
shipboard, and no vector to use itin."

—unofficial comments on soldiers by
Training Lieutenant Danos.

The demands of service in the Imperial Navy
are unique and not always appreciated by outsid-
ers. This lack of appreciation comesto ahead in
the rivalry between Army and Navy. Most Navy
men regard soldiering as an uninspired profes-
son, a physically taxing occupation requiring
only brainless obedience a& most levels. Ground
strategy and tactics are simple two-dimensional
problems using predictable formul ae.

Army troops can never maintain close unit-
level teamwork for extended periodsintheheat of
abattle, when individual initiative becomes para-
mount for survival. And even in the worst of
situations, atrooper knowstheoddsarewith him;
asoldier in combat isfar morelikely to beinjured
than killed.

In contrast, naval crewmen know that, in the
worst situation, not only will one die, but every
oneinhissection or shipislikely todieaongwith
him. Exposure to vacuum is a very real conse-
quenceof battle; therearevery few injured crew-
men inspace, only dead ones. Y et even under the
most stressful circumstances of combat, crew-
men live, eat and breatheteamwork. A ship'screw
must function asasingleentity in order to accom-
plishits mission, and this frictionless interaction
isahighided among crews. Any cretin can sweat
ontheground and shoot ablaster rifle, but it takes
alargedegree of discipline, intelligenceand train-
ingto executethetechnical specialitiesdemanded
of Navy crews. Even navd strategy andtecticsare
farmorechallengingand exitingthantheir ground-
based parald, for naval problemstakeplaceina
three-dimensi onal arenawhereitiscommonplace
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and necessary to copewith tens or hundreds of
complicating factors.

Joining the Imperial Navy

Naval service attracts a different sort of per-
sonality type than does the Army. Qualified re-
cruits with the right personality profile are ea
gerly accepted into its ranks. Many with officer
potential come from regional or sector military
schools, where the best of aworld'sinhabitants
are groomed for local and Imperial military ca
reers. Highly-rated recruits who aready have
their pilot's certification are of specid interest as
potential candidates for starfighter training.

Naval training is decentralized and conducted
a designated sector locations called fleet camps.
After completion of fleet camp, trainees attend
advanced schools for further education in the
technical specidties of their assigned branches.

Beings chosen for officer training are selected
both from recruits new to the military and from
active duty crewmen recommended by their su-
periors. Thesecrewmen-cadetsattend oneof many
naval academies located throughout the Empire.
Although often called an "Imperial Naval Acad-
emy,” suchinstitutionsare moreproperly termed
Sector Naval Academies, to differentiate them
from the original Imperial Naval Academy after
which they are modeled.

Each Sector Navd Academy is an Imperial
institution which shares a uniform training pro-
gram and curriculum with others of its kind.
Officer training occupies one standard year. It
includesmilitaryindoctrination, educationintech-
nical speciaties, and training cruises. When a
crewman-cadet graduates heis commissioned as
alieutenant, and often goes on to advanced tech-
nical training.

Officer candidates who rate in the top two
percent of their qualifyingtests havetheopportu-
nity to attend the Imperial Naval Academy, the
original and oldest of theacademies. Anapplicant
must receive the endorsement of his Moff, and
undergo amore thorough background investiga-
tion than other officer candidates. If accepted, he
is inducted as a cadet and boards a transport
bound for the Academy.

"The time you spend at this Academy is the
longest period of officer training in the Empire. At
the end of 30 months of rigorous physical and
academic training, you will receive a commission
asa lieutenant in the Imperial Navy. You will know
more than your peers, and have greater responsi-
bilities than your peers. If you performyour duties
well, they will not remain your equals for long.
Officers from this Academy — and only this Acad-
emy —are recognized as the very best the Emperor
has to command.
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"You will serve the Emperor best by mastering
everything you have come hereto learn: the behav-
ior and standards expected of an officer of the
Imperial Navy. Ifyou are selected for flight school,
you have even more demanding training ahead
after your graduation. You areexpected to complete
it with the same degree of excellenceyou will show
in your Academy studies.

"Our credo is 'Service. Fealty. Fidelity.' This may
be the first time you have heard it. By the timeyou
graduate, it is oneyou will never forget."

— Excerpt from Academy cadet indoctrina-
tion speech delivered by Fleet Admiral Holt.

The epitome of officer training is the Imperial
Naval Academy. Itsacademic standardsarestrin-
gent and its training methods are the most ad-
vanced of their kind. The Academy system is
designed to instill loyalty, build discipline, and
devel op team interdependence. The greatest of
naval commanders and fighter pilots have come
from the Academy. Graduation from it is amost
essential for promotion to the very highest ech-
elons of naval command.

The exact location of the Imperial Naval Acad-
emy isunknown to most who study there. Cadets
board atransport and disembark on thegrounds
of theinstitution ignorant of which world they are
on. Only in this way can the wealth of highly
classified information and equipment at the Acad-
emy be protected from Rebels, other insurgents,
and the politically questionable who cannot be
trusted with the secrets of the Empire.

Flight Training

The highest aspiration of most young nava
officers is to become a starfighter pilot. It is the
single most dangerous, demanding, and presti-
gious job in the Imperial Navy. Only officers who
graduate in the top five percent of their class
qualify for flight training. The remaining top third
oftheir classqualifiesforflight-related speciaties
suchasastrogation, wesgpons systems, and other
support skills. Because of the tough entrance
requirements and extensive training offered at
thelmperial Naval Academy, all officersinthetop
third of the Academy qualify for flight.

Before instruction is half over, pilots begin to
fly training missions under actual combat condi-
tions. Thistrial by combat policy swiftly adapts
the trainee to combat, culling those who are unfit
and teaching the rest things they could never
learn under peaceful training conditions. By the
time a pilot is certified for combat, he flies mis-
sions as regularly as other starfighter pilots. The
new pilots are then transfered to the wing which
istheir permanent duty station.

Branches

Thelmperial Navy isdivided intofour branches.

Line Branch handles strategy, tactics, and ad-
ministrativefunctions primarily through its Deck,
Logistics and Administration Divisions, its three
largest specialties.

Flight Branch overseesflight operationsof com-
bat vessdls. It condsts of Flight Division, and

r -
First

The cockpit wraps around you, snug likethe
bodysuit you wear. Y our feet dip into the con-
trol yokes automatically as techs fasten your
flight webbing. Polyweave pressesyou into the
shock couch. It molds againgt your back with a
familiar grip.

The hatch snicks shut, and you areaonein
the cockpit of your TIE. Comlink checksare an
unnoticed routine, for your mind aready clicks
away — out there, where the skirmish has
already begun. Y our hands locked on the con-
trol rodsareyouronly signof battlenerves. Y ou
breathe deeply and relax them, trying for the
gentle grip the TIE demands.

Y ou'renotacombat-ratedpilot. Y et. There's
only oneway to get that square: by flying train-
ing missions under combat conditions. And
this is your first time.

Y our flight swoops from the Victorious, as it
hasonevery othertrainingrun. Butthistimeit's

Flight W
different. Outside, starfighters swirl near aye-
low-green planet. Lasers flash and blossoming
explosions litter your flight path with flying de-
bris. There's no time to move into a reserve
postion like the training officer had planned.
Your TIE fighters are needed now. Your flight
descends into the chaos of battle.

Y ou snap-roll to stay with your leader, then
dide right to bracket an X-wing with crossfire.
Y ou shoot and miss, rolling left to stay with the
evadingRebel. Thethirdsalvodoesit. Y ousmile
tightly as you evade the X-wing's debris.

Then, as suddenly as it started, the skirmish
is over, Rebels escaping back to atmosphere.
Thereareno ordersto pursue, not thistime. As
youturnback to Victorious, you once again force
yourself to relax an over-tense grip. There's no
need for nerves, now. Y our first combat training
missionis over.

Y ousurvived. J
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several smaller support specidties. The Navy
Order of Battle (see Chapter Eight) falls under this
branch.

Fleet SupportBranch maintainsvessds in oper-
ating condition. Its Engineering Division handles
structural and drive-related matters, while Tech-
nical Servicesdeaswith power distribution, envi-
ronment, and other specialties that do not fall
under the Engineering Division's purview.

The Support Service Branch provides services
which help the men and machines of the Navy
accomplish their mission. Its mgjor divisions are
Ordnance, which ingtals and maintains arma-
ment; Gunnery, which usesthe armament; Com-
muni cati ons, which handlesinformation systems
and traffic; Biological, which performs medical
sarvices and research; and Astrogation, which
handleshyperspaceand navigation-rel ated tasks.
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Chapter Twelve: Recruitment, Training and Indoctrination

"... Inthis time of rebellion and turmoil, most of
you can expect to be stationed aboard vessels which
will see action, or at bases which assist those ships.
Others will be placed on picket in remote star
systems, or be assigned planet-side to ordnance
dumps, research stations, or other support duties.

"I cannot disguisethefact that someof theseare
unexciting missions, galling to the crewman anx-
ioustoprovehimselfinservicetotheEmpire. | can
encourage you to take heart, for your duty assign-
ment isre-evaluated biannually. If thereisneed, and
your performance warrants it, you will be trans-
ferredto a more vital assignment. In the same way,
those who have seen combat for more than two
standardyears are rotated out to less taxing duties,
allowingfresh vessels and crew to take their place.
Atleadt, that is the ideal the Navy strives for."

— Excerpt from crew graduation speech at
Prefshelt Fleet Camp, delivered by Moff Gaaqu.
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Although the original Death Star has been
destroyed, Imperial forces have instituted a reign of
terror throughout the galaxy.

The Galactic Empire has many weapons in its arse-
nal, and every one of them has been turned upon the
Rebels; tyranny, oppression, vast fleets, overwhelming

armies and fear, the prime motivator of the New Order.
The upstart Rebel Alliance has dared to win a significant

battle against the Empire at Yavin, but the war has only

begun. Outnumbered and outgunned, the Rebellion neverthe-
less burns across a thousand-thousand worlds, flaming into a
fire of hope.

But the Emperor has ordered this fire extinguished, setting the

massive war machine he had constructed into motion.

-87431-210-4 %22.00

WNWWEST

Vs g






