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Important Note

When we started to write GURPS rules for the
Star Wars universe we began our work as a pure
hobby. Though it might (we hope that) look very
professional now, we would like to emphasize that
the following book is still not more than a hobby.
We love Star Wars and we love RPGing — that
was the only intention to write this book. Two

things we would like to emphasize:

1. We do not earn money with the writing and/or
online-publishing of this book.

2. We did not “steal” information or material of
official sources. All quoted sources were asked for
permission before we dared to use it. A detailed
list of the used sources can be found in the
Bibliography section in the end of this book. We
just tried to transform the wonderful universe
created by George Lucas in the GURPS system
to make it playable in the universal rules, created
by Steve Jackson Games.

If you find any material published that belongs to
official Lucas Arts sources and want this
information removed from this book, please

contact us.

Disclaimer

The material used in this book is drawn from the
works of George Lucas, his collaborators and
other Sci-Fi authors who have helped the Star
Wars phenomenon to grow since its birth in the
late 70s. Most of the material referred to in this
book is owned under copyright laws by George
Lucas (Lucasfilms Ltd) and/or/either 20™ Century
Fox. ALL NAMES; TRADEMARKS AND LOGOS
USED IN THIS BOOK ARE USED WITHOUT
PERMISSION EITHER GIVEN OR IMPLIED BY
THE COPYRIGHT OWNERS.

| hope they would like what they see in this book.

About GURPS

GURPS is a registered trademark of Steve
Jackson Games Inc. All reference to their works
used in this book are used without their
permission given or implied. We hope that this
book is in the sense of SJ games — it mirrors the
endless possibilities one has with this great RPG
system and a little bit imagination and good will! If
you have made it this far, you know about GURPS
and Steve Jackson Games Inc. Your are familiar
with their works and the wonderful RPG system
they have created. You know what it is about and
you like it... As everybody involved in the project

does!




Introduction

During the writing this book | had to realize that
the material of the SW Empire needs years to be
collected, judged, changed, sorted out or
included. Although this book is not considered to
be absolutely completed now, | decided to publish
it anyways — because it was intended to be a
guide and help to all players who want to play
GURPS in the SW universe. Have fun!

--Michael

Welcome

“If you only knew the power of the dark side...”
These words are justification enough for a
separate sourcebook on the Empire. What would
STAR WARS be without the tyranny of the
Empire? The perfection of the cold working evil
war machine where individuals are expandable
fascinated me from the first moment on when |
saw the movies as a child. Evil can be very
fascinating, too, which explains why kids
nowadays love to play rather Darth Maul than Ani
Skywalker...

This book should give the GURPS GM or player a
deeper look into the structural background of the
Empire and it should provide all players with
detailed information on the giant war machine of
the Empire. Though there are tons of material one
can use to write a book like this, one will not be
able to cover everything. Therefore | concentrated
on presenting the information for the basic
understanding of the imperial SW universe.
Especially the ships, walkers and weapons
section will lack much of the material it could
potentially present. | hope that probably some day
somebody fills this space with another
sourcebook...

Instead of just presenting weapons, suggestions
will be made how to use the Imperial machinery in
a game, either as NPCs or as PCs. | hope that |
managed to convey the complicate mechanisms

in the perfect clockwork of such a huge

organisation as the Empire. In 1989 West End
Games published a book called “Imperial
Sourcebook”. | have to admit that this book fell
into my hands while | was already working on this
book. It is a very good book that fits directly in the
STAR WARS RPG by WEG. Though | had a look
at that book | want to point out that | did not intend
to simply copy it. A lot of new information about
the Empire has been invented by various authors
since 1989. This book tries to include all the new
data from novels, new movies, WWW sources,
comics and of course the classic movies. The
information | gathered for this book is mostly
taken from sources | call “Unofficial Official Sides”.
All information sources were able to bring up
reference from the data they used. Therefore |
hope that the information presented in this book
contains only facts which are based on official
Lucas Arts sources, such as WEG, Bantam Books
and Lucas Arts computer games.

Anyway, | hope you have fun reading the
following, and keep in mind: Stormtroopers aren’t
gun-fodder — they are tough guys with blasters!

If you like what you see, feel free to mail me
under:

gekami@gmx.de

This supplement is for free. But please write me
what you think about it and if it was useful for your
game. This helps us a lot to improve the unofficial
products and to come up with new stuff. For any
suggestions or comments we are always thankful!

This includes as well game experiences!



mailto:gekami@gmx.de

About the SW project and the
project team

Of course nobody writes a book like this alone. It
is the result of the Star Wars Project Team, a
world wide project group, united through the www
with the same interest: Star Wars and GURPS
roleplaying. Many people helped me in the
construction of this book, provided me with
material, suggestions, critics and kind words. |
doubt that | can list all of them. Some of them |
know only as pseudonyms and have never seen
in my whole life. Anyway — thanks to all of you!

This is your book!

About the principal authors of this
book

Michael Siersleben

Michael has been fascinated by Star Wars since
saw “The Empire strikes back” as a child. During
his studies of English and German literature and
linguistics and Greek philosophy he stumbled over
the SW project during doing internet researches.
Michael wrote the Campaigning section, the
cinematic section and the Jedi Martial Arts section
in the SW sourcebook. Though he has plans to
become a teacher as soon as possible, a part of
his heart belongs to sports, that's why he earned
his living as a gym instructor for TaeKwon-Do,

Thairobic and Aerobics.

Jason Kidd

Jason is from the US, and he currently lives in
Pittsburgh, PA, with his wife Melanie. He is 27
years old and is currently working as a
photographer. Jason's interests include
Roleplaying, Philosophy, Music (Both listening
and playing), and Sociology. Jason has been
gaming since he was twelve and has been a Star
Wars fanatic most of his life (Since Episode IV
first came out in '77). For this book he did almost
as much as | did. He designed the ship section
and re-designed the insignita section and the
cover art. The second edition of this book would

not be the same without his help. Thanks Jason!

Collaborator:

Francis Martel

Francis Martel, from Montreal, Canada. Francis
is 30 years old and lives with his wife Stefanie and
their two children Marc-Antoine and Marie-Sophie
(and as well with a shape shifting cat named
“Willy”). Francis is a role-player since he was 15,
which means that he has gathered endless
character points for his gaming-skills! Furthermore
he is the founder of the SW project and principal
author and editor of the first SW sourcebook.
Francis currently works for ConnecTalk Inc. in
Montreal and developes IT solutions for the

customers.




New paths — things which are
different from the GURPS SW
soucebook!

Every book differs a little bit from the ones
published before. This is the same with this book.
Game experience, new ideas and many
discussions helped us to think over the basic rules
we once created under the Argus eyes of Francis
Martel. This sometimes means that there have to
be made changes for playability reasons. But as

well these changes are not made easily.

Enough chatter. The light dims, the curtain opens
and reveals a universe filled with thousands of
stars while under the 20" century fox fanfare the
words »A LONG TIME AGO IN A GALAXY FAR
FAR AWAY« appear.

Check your blaster and prepare to take a step to
the dark side...

If you like the things we changed you can keep in
mind that they are the achievement of the SW
project team — if you do not like them, consider
me, Michael Siersleben, as the responsible
person because | had the last word in the creation
of this book...

Everybody makes mistakes! That includes us — if
you find any errata we would be very thankful if

you could send us an e-mail to inform us.




Imperial History

Before it was called the Old Republic no recorded
memory of the Old Republic's inceptions existed,
nor was any needed. It's founders had faded into
the dust of history. They had built the only galactic
community ever known, a community that had
always served its citizens well and faithfully. New
worlds came to share its beneficial guidance as
the centuries passed. Planets, which found
themselves in jeopardy due to natural disaster or
rebellious uprising, could turn to their neighbours
for help. All races, all sentient species, all peoples
were equal under the law and lived their lives with
rights that guaranteed both opportunity and
freedom

The guardians of this Republic were the Jedi
Knights, a bold and fearless Order that,
numbering in the hundreds of thousands, served
to defend and protect the people of the Republic.
Their wisdom, bravery and strength had become a
legend. Drawing their common strength from the
Force, the Jedi maintained peace through out the
galaxy for generation upon generation, and
passed their ways along to those who had proven
themselves both capable and worthy of
knighthood.

By banding together, the Old Republic had made
itself impervious to any outside attack. No other
known galactic powers dared move against them
for to do so meant certain failure. The people of
the Old Republic slept securely in their beds, safe

within their political walls.

Attack did come, however. But, as with many
democratic societies, it came not by outside force,

but from within.

Decay finally set in as more and more worlds
joined the Old Republic. Local officials became
susceptible to influence and bribery, bowing most
often to the wishes of those involved in the
dealings of interstellar commerce. The Senate,

weakened by so many centuries of peace and

complacency, became dangerously careless.

Political overthrow was unthinkable, but inevitable.

An ambitious and unscrupulous senator named
Palpatine rose quickly and geometrically to power,
aided by those in the lower regions of the Senate
who began to crave more power and authority for
themselves. Promising to clean up the galaxy and
return the Republic to the excitement of its more
vital and ambitious days, Palpatine was elected
President of the Republic, and surrounded himself
with these greedy and power-hungry officials, who

had swept him into power.

What they did not know was that Palpatine drew
his power and charisma form the dark side of he
Force. He had far greater ambitions than the mere
office of President would allow him, and those
who had redden his coattails onto the upper
places of the political power were soon to find
themselves left behind, imprisoned, or crushed
beneath the heavy hand of Palpatine as he
ruthlessly sought his ultimate goal. Under
Palpatine's orders, the new Empire began a
military build-up unlike any in recorded galactic
history. Immense vessels with incredible fire
power sprang from the drawing boards and into
existence seemingly overnight. The resulting
technological boom brought about the creation of

a whole new science of war.

The core systems were the first to fall. their
planetary governments were forcibly disbanded as

martial law swept form world to world.

Secure in his position, surrounded by a military
core that feared him, Palpatine declared himself
Emperor. For the first time in uncounted centuries,
the worlds of the Old Republic found themselves
ruled by one man. All personal rights became
subject to the whims of the Emperor, and early
uprisings against Palpatine were wiped out almost
before they began. The Jedi were systematically
hunted down and summarily executed. The Jedi

found themselves being abandoned, betrayed and




even murdered by those whom they had protected

for so long

The puppet Senatethat had been kept in place
was permanently disbanded, and direct rule was

given to those regional governor's appointed by

The political structure of the

government

Forms of a Republic — a Platonic
View

According to Platon there are three possible forms
of the republic: One ruler, some rulers or all rule
the republic.

In other words these are the descriptions of
dictatorship, representative democracy and total
democracy. None of the systems is the best,
according to Platon — and even in a completely
objective point of view. A good and wise King can
rule his reign alone better than an incompetent
parliament. Again everything is a question of
attitudes...

There is no moral fault in a dictatorship or
monarchy. No system is better than the other —
they are ... different. The ambition of the ruler(s)
and their capability to rule are the only thinks after
which a government can be treat. And even in a
dictatorship people have rights as personal
protection within the system and duties as to obey

the law and to uphold the order.

Dictatorship — law, peace and

arbitrariness
Webster's Encylopedea defines a dictatorship as

a government, form of government, or country in
which absolute power is held by a dictator or a
small clique.

The Emperor has this absolute power. His word is
law. The policy of the Empire is easy to
understand: explore, conquer and rule! This
imperialistic policy is necessary to strengthen
continuously the power of the Empire. Many
worlds have chosen right to follow the words of

the Emperor. A unique law, not bound to the

Palpatine. The creation of a terrible weapon, one
capable of destroying an entire planet with a
single blast, kept the terrified leaders of each
world in line under pain of annihilation. This Death
Star was Palpatine's last word- the final assurance

of his stronghold over the billions that he ruled.

Empire — an analysis of a

borders of a planet, means one justice and it is
the only chance to give the universe the peace it
deserves. But only when all worlds in the galaxy
follow the paths of the Emperor there will be
peace. As long as there are disturbing forces who
try to break the universal law of the Empire there
will be no peace in the galaxy. Everybody who is
not for us - is against us!

This is the basic attitude of the imperial policy.
And it is propaganda with a spark of truth in it. The
policy of the Emperor is easy. Suppress all worlds
who do not co-operate by force and make them
accept the leadership of the Empire. Once in this
position all reigning leaders are replaced by
Imperial forces that will guarantee the
enforcement of imperial law.

Greed, anger, bloodlust and megalomania were
the motives of Emperor Palpatine. They are
characteristic for the power of the dark side of the
Force. Total control of the galaxy is the main goal
of the Empire — one man and one ruler with the
force to rule arbitrary over life and death of whole
races. The Empire itself is no cruel government —
it is the dark side of the force that makes it cruel.
But the Empire is more than just a large military
war machine. Although it is a militaristic
government which bases on dictatorship, its
organisation contains diplomats, governors and
skilled academics. To build a working government
it needs more than just soldiers! They are the

instrument, not the basis of a government...




Policy of the Empire

How to rule a universe when you
can’t be everywhere at the same
time

After the dissolution of the Imperial Senate (A
New Hope) Palpatine wiped out the last bit of
democracy in the Imperial Galactic Regime.
Democracy means confusion and irritation. The
Emperor stopped the ineffective endless
discussions of the Senate. Efficient action
restored the peace in the galaxy. Fear and terror
were supposed to keep the order in the different
sectors. Therefore the construction of the Death
Star and the giant Armada of the Imperial Navy
were necessary to symbolize the Emperor's
power.

The problem was to carry the will of the Emperor
in any corner of the galaxy and to ensure that
imperial law won't be broken. Permanent presents
of imperial forces was necessary to do this in a

satisfying manner.

Emperor
Palpatine knew that he would not live forever. But

he knew his Empire would. Therefore the
constitution of the Empire is based on the
government of a single person — the Emperor.
Emperor is a title, a political position that defines a
single individuum as the absolute leader of the
Empire. This Emperor has many advisors, all of
them greedy for might and power and only a few
who dare to hope to become Emperor themselves
after the death of the current Emperor. Nobody
knows who will become the new ruler after the
death of the old Emperor. This reaching for power
causes many intrigues and again the policy of the

Empire is not based on trust but greed...

Sector control
The galaxy was devided into many strategic

sectors, political regions that include several
thousand inhabited worlds ruled directly by
imperial governors. These sectors include as well
many worlds who lack any life and need therefore
no special attention. Precise calculations were
made to designate a certain number of troops

needed to control a sector. The surpreme

commander of a sector group is a Moff, a military
official who is responsible for the political
government of a sector. Every Moff governs the
sector he is responsible for, politically as well as

martially.

Sector policy
Demonstration of power and deterrence was the

basic policy of the Moffs. To rule all the worlds in
such a huge sector, the Moffs had to rule with an
iron fist to ensure law and order on every planet.
Priority sectors were designated wherever
imperial authority was demanded or the Emperor
himself has a special interest in. In these priority
sectors imperial forces are concentrated by
number and equipment to ensure the policy of the
Empire.

Imperial Law

The Imperial Law is a document which laid down
the specifics in Emperor Palpatine's New Order. It
contains the rights and duties of every imperial
citizen. Every planet in a sector of the Empire is
automatically under Imperial Law. To uphold the
law under any circumstances was part of the iron-
fist-policy of the sector command.

Every individual living being, no matter what race,
species or sex is considered full citizen. As a full
citizen these beings have certain rights and
duties. They have the right on the protection of the
Empire against any criminal activity and anti-
imperial terror-groups. Furthermore the citizens
have the right to live a peaceful life under imperial
government on their home world. On the other
hand they are obliged to imperial law and will
have to face imperial court trials if they dare to
break it. Though imperial law differs a little bit from
world to world, the main policy of the Empire is
situated in the main directives of the law on every
world.

Special imperial doctrines are part of the law book
on every world. These doctrines include that every
citizen stands in a dept to the Empire and has to
pay some tribute to it. So, special obligations can

force the population to unwilling recruitment by




imperial forces in the case of emergency or can
mean the spontaneous confiscation of all goods if
the policy of the Empire demands it.
Administration

The political government of a sector group works

after the following chain of command.

The Governors
The Planetary governors represent the authority

of the Empire on a single world or a star system
with several worlds around a single star. The
governor has the command over all Imperial
troops stationed on the planet. The job of a
governor is politics. He has to maintain the peace
on the planet and is responsible for the welfare of
the planet.

When other troops of Navy or Army are required
in the orbit or surface of the planet they are
supposed to contact the governor to organize their
action with the political affairs. Although the
governors are in command of military forces, the

rank of a governor is not a military one.

The Moffs

The Moffs are in command over a whole sector.
They are also in command of the governors who
have to obey their order without questioning. A
Moff the

governors and has to observe any political activity

is getting regularly reports from

in the sector. Therefore communications and
logistics are one of the most required skills of a
Moff. Often a Moff is as well a governor of a single

planet.

The Grand Moffs

The Grand Moffs have a very powerful position in
the Empire. They are sent to priority sectors with
full authority over any resources of the Empire.. A
Grand Moff is supposed to be the right arm of the
Emperor himself therefore he enjoys all privileges
as the Emperor himself and he is in command of
any imperial member within his reach. The only
person the Grand Moff is responsible for is the
Emperor. Nobody else is in the position to give

him any orders.

Backhand Forces
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In addition to the armed forces attached to a
particular regional government or sector group,
there exist naval and military assets which are
deployable in the Empire as a whole. More 10
percent of the Empire’s forces are kept in reserve,
placed all over the galaxy. All forces are at the
disposal of the Emperor, his twelve Grand
Admirals, the Grand Moffs or for deployment in
elite roving commands such as Darth Vader.

The whole system is based on the strict
functioning of the chain of command. Every
commander has a superior commander who is
responsible for his actions. The punishment for
failure was draconic and therefore fear was the
ambition of every commander to control his
troops. The fastest way for immediate action was
to send an Imperial Garrison to the focus of

revolution against authority.

Imperial Garrison
The Imperial Garrison is the fastest way for

establishing an occupation force and an Imperial
presence on distant worlds. (WEG) The I.G. is
carried aboard Star Destroyers and other Imperial
vessels and can be ready within a few hours.
Often the I.G. has to re-establish Imperial Law on
planets which government fell victim to a putsch of
the the

movements.

Rebellion or native  anti-Empire-

Fear and Punishment
The destruction of Aderaan was a strategic

necessity to symbolise the power of the Empire
and the consequences for those who dare to
anger the Emperor.

If some government or group succeeds to resist
the Emperor’'s will others will follow. That is the
reason for the fear-and-punishment-policy of the
Empire. Deterrence is the key-word. Resistance
must not only be fought — it must be punished
hard to demonstrate what consequences it might
have. When a governor fails in keeping the peace
on a planet his commanding Moff will immediately
take actions to get the situation under control.

Often the “replacement” of the current governor is
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used as an example to “motivate” the new
governor to more efficient action — for his own
sake.
Imperial Garrisons are the first method for
immediate action against anti-imperial-movements

in the galaxy. Fortunately Star Destroyers are able

Officers Chain of command
In a military based organsation like

to take these first occupation forces to most

planets, before imperial law is completely

undermined and then the enemies of the Empire
will learn the true meaning of the fear-and-

punishment policy.

the Empire the chain of command is a | Rank Class Navy Army Starfighter ISB
necessary instrument to plan and | 1 [Emperor or nominated executor or proxyl*
organise action of any kind. It is | 2 Grand Admiral  Grand General
ladder which everybody wants to | . 3
climb above to gain more power. The | 4 Supreme Moff? 2
higher one rises in the hierarchy, the | 5 Grand Moff
more “underlings” one has to | 6 Moff
command. But this power goes hand | 1 High Admiral”  Surface Marshal®  High Marshal®
in hand with responsibility. The higher | 2 - . D
.. . . . 6 2
one is in this hirarchie of power, the | 3 Fleet Admiral®  High General” Force Marshal
deeper can be ones fall! ’
In no other organisation promotion |
) ) | 1 Admiral General Chief Marshal
and degradation is as fast and
2 7 7 7
arbitrary than in the Empire. Lord | 5 General
| g Vice Admiral Lieutenant General Marshal
Darth Vader had the tendency to be
L . 4
grateful in giving promotions — but to |
be merciless in degradation if one | 1 Rear Admiral Major General Vice-Marshal
turns out to be not able to handle this | G SRl eie Blisaded Seioceis 5
responsibility. | s
The table on the right shows the | & Line Captain®  High Colonel* -
possible officers ranks for the political | 1 Captain Colonel Group Captain
and military government of a sector | 2 Commander Lt Colonel Wing Commander onel
3 Colone!
group. | 3 Lt Commander Major Squadron Leader
An exception to the chain of command | 4
is always the last word of the | 1 Lieutenant Captain Flight Lieutenant
Emperor. So is a commanding Sith | 2 Sub-Lieutenant [First] Lieutenant Flying Officer )
Lord who has his orders directly from | 2 : Lieutenant
the Emperor in a higher position than "
the highest commanding officer. The | _ _ _
| 1 Acting Sub-Lt Second Lt Pilot Officer
whole system is based on the direct
2 - -
command of the Emperor. | 1 ?
. . 3 - - -
A more detailed table for the career in |
4 - - .

the troops can be found at the end of
this book. That table contains all

possible ranks within the hierarchy of the military forces

1
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From the Republic Senate to the Imperial Doctrines

Every law needs verification. Imperial bureaucracy
includes rules for everything. Literally! Social
behaviour, crime and law-obedience, decoration
and degradation, trade and custums, research
and education — every daily life situation is
considered in the law books of the Empire.
Whenever a law is broken punishment follows at
Imperial courts, under the rules, set up by the
Emperor. Only the highest ranked officers,
advisors or Lords can dare to make up their own
rules, and have to take the responsibility for it in
front of the Emperor himself.

But law is made from people for people. In the old
republic a Senate had this duty. In the New Order
this was Palpatine. The following sub-groups are
to give an overview over the governmental
institutions, basic documents and influencing
elements of galactic law, from the old Republic to
the New Order.

Imperial Senate

The Imperial Senate was the ruling body of the
Old Republic. It was a representation of senators
from the OIld Republic's major worlds, who
decided many of the laws and basic beliefs. Some
of these senators were Garm Bel Iblis, Mon
Mothma, and Bail Organa (founders of the
Alliance to Restore the Republic); princess Leia
Organa; and Palpatine.

Palpatine usurped the support of various parties
who wanted to reform the Old Republic and
established his New Order. Shortly before the
Battle of Yavin Palpatine permanently dissolved
the Imperial Senate and transferred admistrative
power directly to his planetary governors and
military leaders to rule the Galaxy alone with a
huge army. (SW, DFR)

The Imperial Charter

This document includes the complete rules and
agreements set forth by the Empire. It is used as
the basis for planetary governments under the
Empire. Every planetary governor is familiar with

the rules and the main goals of the Empire’'s

policy. This charter formed the basis for the
tyranny of Palpatine after the dissolution of the
Imperial Senate. (SME)

Imperial Ruling Council

The “IRC incident” took place after Palpatine’s
death at the Battle of Endor the Empire needed
re-formation and re-organization. The IRC rose in
order to restore the Empire to its former power.
Originally led by Sate Pestage intrigues caused
his fall, arranged by Ysanne Isard who desired
control of the Council. But the Council voted Paltr
Carvin as its new leader and Isard had to proceed
with her intrigues to gain control. Again mistrust,
greed and double play were the politics of the
imperial leaders. Part of her plans was to enable
the Republic to retake Coruscant — which makes
this incident’s political importance. Isard got short
control of the Council but was defeated by Rogue
Squadron at Thyferra. The Council was
abandoned shortly after this battle by the warlords
who fragmented the Empire. The historical
importance of this incident comes from loss of
Coruscant and the political influence this affair
had on the Empire. (XWMR)

Imperial Justice Court

In the New Republic this justice court was used in
important trials. The judge's bench sits atop a
large, black slab of marble, and gives the judge an
ominous appearance. Often the trial is only a
formal session while the judge already knows
what penalty the accused person will retrieve.
Many historical trials took place in the 1JC and
many revolutionary leaders lost were got death
penalty for subversive activity against the New
Order. (KT)

Imperial Law

This is the original document which carefully
describes the specifics in the New Order. This
document is the basis for every government in the
Empire and leaves little room for interpretation. It

is a collection of rights and duties of all institutions




and citizens from a single being to the population
of a whole sector group. (SCRE)

Imperial City

This huge Metropolis grew during the early years
of the Old Republic and had the name “Republic
City”. It grew fast and inevitable until in covered
most of the surface landmass of the planet
Coruscant. When there was on place to grow on
the surface the architecture grew in height with
buildings some kilometres high. Then some
architects began to create living areas below the
surface of the planet — in the crust of Coruscant.
When Palpatine took over the government and
made himself Emperor he renamed it to Imperial
City. (HTTE)

Imperial Palace

The Imperial Palace is substance of many tales
and legends. It is a huge governmental building
where the leaders of the galaxy have ruled for
thousands of generations. The palace sprawls
across the face of Imperial City and dominates the
skyline with its huge pyramidial outline.

The upper levels: they contain house hangars and
delivery bays that can accommodate large
transport ships. Landing platforms and defence
mechanisms are integrated in the upper level.

The remaining levels above ground: they contains

many banquet halls and living quarters for the all
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races and cultures that have been part of the Old
and New Republics.

Below ground levels are made up of audience
halls and conference rooms.

The lowest levels: These are the support and
service areas, including kitchens, atmosphere

circulation, heating and cooling, and waste
disposal.
than 50 connected

the

there are more
that

In all,

structures make up Palace,
20,000

chambers. It is easy to get lost within the complex

encompassing some rooms and
structure of the building.

Rumors & Legends: Many rumors and legends
are connected with the history of the Palace.
There are several stories of construction workers
who were lost and never found; of chambers
without doors; of sections of a hundred or more
rooms that have never been occupied.

The hidden treasure room: There is even a belief
that there is a hidden chamber that contains the
treasure of Tolpeh-Sor.

When the New Republic retook Coruscant for
good, they used the Palace as their base, and
tried unsuccessfully to change its name to the
Capitol and Republic House, but none of them
ever seemed appropriate. (DE1, HTTE, JS, ISU,

TT, 13)




THE POLITICAL STRUCTURE OF THE EMPIRE

Introduction
The Empire is a huge military organization. But

because of its seize it need steady development,
support and organisation. The larger an
organization is the more complicated its individual
branches  become.  Administration = means
organization — and therefore the Empire came up
with several non-military branches as research
and development, social organisations to control
education and media control. The militaristic
branches of the Empire work hand in hand with
the non-militaristic ones. Spies and internal affairs
control every individual of this machine, mind
conditioning and mind control is a prime maxime -
and everybody involved in this machinery knows

that thrust is a luxury...

Commission for the Preservation of

the New Order
COMPNOR was formed shortly after the fall of the

Old Republic and the birth of the New Order.
Palpatine formed this institution in order to define
ethic of the New Order and to observe and
prevent any other kind of thinking. Nobody exactly
knows how many members COMPNOR has - its
number varies constantly and often members of
COMPNOR are as well official agents of the
Imperial Security Bureau. It is said that
COMPNOR is a branch of the military ISB — only
that it works also on civilian levels. COMPNORs
mission is easy to define: Mind conditioning and
mind control. They define what kind of education
is loyal to the system and wipe out ill-loyal and
subversive elements within the system. They
monitor the activity of any society, control art and
education, organize motivation and recruitment of
young talents for the troops or academics, decide
what technical developments are for public use
and have even influence on the development of
whole sectors.

The following branches for Research and

Education, Social Departments and Resources,

Industry and Economy are heavily influenced by
COMPNOR.

Research and Education

Education

The Imperial Academy
The famous Imperial Academy is responsible for

any kind of education within the Empire. It covers
all branches of the militaristic education system of
the Empire. All educations include political
education as a part of the mind conditioning
education system of the Empire. During the New
Order the Academy was the best chance to get a
good education for a career within the Empire.
Status and wealth was not important at the
Academy — only talent and hard-work counted.
For many young men and women the Academy
was the only way to escape their bad social

environment and make a career.

The Imperial Institute of Higher

Studies
This academy is situated on the planet Ferrhast,

and is one of the premier learning facilities during
the New Order. Promising students get the
opportunity to study all kind of topics there under
the tight observation of imperial teachers. This
control of academic education is the basis of mind
conditioning. Pro-imperial attitudes  were
supported during these studies and any anti-
regime ideas were observed, controlled and if

necessary wiped out. (SWAJ)

The Imperial Prime University
This is the most prestigious university founded by

Emperor Palpatine during the New Order. The
most talented students got the opportunity to
study here for the progress of the Empire. This
University produced some of the greatest
geniuses, strategic advisors and weapon
designers of the Empire. (TME)

Imperial Board of Culture

Controlled censorship is the basis of the IBC. It is
responsible for reviewing and censoring any kind
of art and cultural influence. Only pro-imperial

work gets the permission to be published. So




called “scarlet” works were disregarded, the artists
under observation, but it was not forbidden. Any
anti-imperial art was banned and the artists got

the internal mark “enemy of the system”. (GG9)

Research
Imperial Biological Research

Center
The IBRC complexes are built on such worlds

where the flora and fauna presents opportunity for
exploitation. Worlds with high mineral resources
were mined and all material studied for
usefulness. Najarka is a good example for an
IBRC. All IBRC facilities were top-secret and only
a few chosen scientists knew everything about the
ongoing projects.

Imperial Biological Weapons
Division

this division was founded to discover ways to use
biological weapons, such as deadly viruses and
spreading diseases. Part of the exploration was to
test the time a bhio-weapon needs to wipe out a
whole population. Furthermore it was their order
to explore or develop new forms of life eliminate
opposing peoples or cultures. (GOF3)

Imperial Biological Welfare
Division

this institute was a cover for the Biological
The

Division claimed to be working to ensure that

Weapons Division. Biological Welfare
species weren't decimated by diseases. Of course
this statement was cover for the fact that the
species was victim of unethical experiments of
viruses and other biological warfare. Often the
IBWD put a planet under quarantine to test the
effect of a new virus without the danger of being

discovered. (GOF3)

Imperial Department of Military

Research
The imperial war machine is always developing

new weapons and military technology. Projects
like the cloaking device, clone chambers, death
star technology are as well part of their work as
developing better armour or heavier weapons.
(CTD)

Imperial Medi-Center
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this is one of the primary medical research
facilities of the Empire, during the New Order. The
IMC constantly

improves Bacta technology,

develops new immune serums and medical

cyborg technology. (GCQ)

Social Departments

Imperial Entertainment Guild
This guild is symbolized by a superimposed mask

on a sunburst. It provides various outposts with
entertainment shows, holographic or life events.
The control of entertainment has as well a political
function. Especially workers on outposts or mining
corporations are not interested in political affairs
but are looking for entertainment. The IEG has a

key position to those peoples minds. (HSE)

Imperial News Bureau
Censorship is important for the creation of the

public attitude. This intergalactic holonews service
provides the galaxy with news. Of course it is
constantly controlled by ISB agents or Inteligence.
(MTS)

Imperial HoloVision

the largest and most powerful news agency of the

Outer Rim Territories. Formerly known as
Republic News, back in the days of the Old
Republic it was re-organized in the New Order
and was given an Imperial warrant to report

controlled news of the New Order. (GG9)

Resources, Industry

Economy

Imperial Arms
manufacturers of small blaster weapons, like the

22T4 holdout blaster. (GG9)

and

Imperial Customs
this branch of the Empire was responsible for

defining and enforcing the rules and regulations
regarding interstellar trade, and the transport of
goods across system and sector boundaries.
(SWJ9)

Imperial Department of Resources
The Empire’s production facilities are always in

need of more resources or new and better

material. This is the division of the Empire




responsible for the procurement and distribution of

natural resources. (SME)

Imperial Exports
This is the official shipping company of the

Empire. It combined efforts with Galactic Exotics
to fund the dome over Plawal. It is responsible for
the transport of huge amound of goods,
technology and resources between star systems.
Usually the Empire transports its goods in
convoys of 8 to 60 ships, depending on the seize
of the transporter. These convoys are often
protected by frigates or single star destroyers.
(COJ)

Imperial Machines

An Imperial corporation manufacturing any kinds
of machines, from a number of detonation devices
to non-militaristic machines for farming or mining.
(DF)

Imperial Stock Exchange

the primary financial trading institution on
Coruscant. (KT)
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THE MILITARY ORGANISATION OF THE EMPIRE

4 Branches of the Military

organisation
To uphold a huge reign like the Empire it needs a

good working military machine. To enable the
imperial forces to show presents at every corner
of the universe it needs not only men with
blasters, but excellent logistic.

The Emperor's military devides into 4
organisations: The Imperial Army, The Imperial
Navy, The Security Bureau and Imperial
Intelligence. Each branch has a certain function in
the structure of the Empire. The Imperial Army is
responsible for holding the territories of the
Empire. They shall guarantee law and order on
planets after the Emperors will. The Imperial
Navy provides the Army with new forces and
transports whole legions to the battlefields of the
Empire. Furthermore the Navy ensures the
security of space and represents the Empire in the
vast emptiness of the universe. The Imperial
Security Bureau is the intelligence and security
organisation within the Empire. To observe the
population of planets, keep an eye on resistance
movements in the underground and to control the
attitudes of the Imperial personnel are the main
orders of the ISB. The ISB also has special
departments that control the education system on
planets, the media, correspondence and other
sources that influence the public attitude.
Imperial Intelligence is another secret
organisation within the Empire. Sometimes the
fields of work are the same with the ISB but Intel
also deals with espionage and analysis.

All four organisations work closely together
through a perfect working system of logistics and

communication.

Upholding the
Enforcement Troops
2 executive enforcements

Law -

The Stormtroopers are the elite strike force of the
Empire. They support Army and Navy in their
missions and are known as loyal and efficient
forces. Although they officially belong to the Army
they can be as well be found on Spaceships.

The Starfighters enforce law and order in space.
They are the pilots and commanders of the feared
TIE fighters or transport high officers with their
Lambada shuttles.

Both, the Stormtroopers and the Starfighters, are
the executive instruments of the Empire. They
undergo a long training at the Imperial Academy
and gather experience and practice as
apprentices on starships or outposts until they
gain the military rank of a Stormtrooper or
Starfighter. The executive forces are the key to
the total control of the galaxy. They appear where
pure imperial policy does not work. If necessary
whole legions of troopers are posted on planets or
a whole armada of starfighters is stationed in the

orbit of a planet to maintain a blockade.

The Imperial Army

“Come to the Army — see the
galaxy!”

This is the slogan that can be read on the posters

of the recruitment bureaus of the Empire. Often
this propaganda works with the romantic aspect of
the Army. See other planets, meet exotic beings,
make a career.

The Imperial Army has the order to restore or
maintain imperial law on planets and outposts.
They are supposed to eliminate any threat to the
Empire on any ground. No longer the Army’s
battleground is only the planetary surface. The
Army has a great amount of troops on every
larger imperial vessel to intercept any danger. The
Army offers many careers. Specialists work in
spacesuits, AT-AT commanders command giant
walkers, artillery gives area clearing fire — only a

part of the Army really consists of stormtroopers.




On small outposts the Army helps local governors

to uphold the law, to secure endangered
environment and to fight subversive groups. But
most of the work of an imperial garrison is routine
action and training.
Commando structure of the Army
e Army Officer [service uniform]
o0 Olive-grey trousers and double-
breasted tunic.
e Army Officer [battle dress uniform]
0 Olive-grey trousers and double-
breasted tunic.
e Army Subofficer (NCO)
0 Possibly similar to the Naval
subofficer uniform
e Armoured Vehicle Crewman [invasion
gear]
0 Grey flight-suit overalls.
e Armoured Vehicle Crewman [garrison
gear]
o0 Grey overalls.
e Soldier [battle dress uniform]
o0 Light-grey overalls.
o0 Olive grey open blast helmet.
0 Combat vest armour [optional, in

RPG sources].

Order of the Army

The job of the Army is to eliminate any military
threat to the Empire. In consideration of the many

threats in the galaxy the Army has many jobs.

Offensive Action
Whenever a planet refuses to accept imperial law

the Army is on the plan. When diplomacy fails,
force is necessary to guarantee peace in a sector.
Usually diplomats try to convince the leaders of
the hostile government to retreat and to surrender
to the Empire. When they refuse to do so one
possible solution is an offensive war. The Army
lands its elite troops first to destroy tactical
structures as communication systems, anti-air
defences, planetary shield generators and the
main power supply. After having destroyed the

main defence system and supply of the enemy,
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the main troops land to take over the planet.
During the operation the Army is supported by the
Navy that can with

support the Troops

environment bombing or strategic missles.
Furthermore the Navy keeps enemy ships from

escaping and secures the orbit.

Garrison duty
An established garrison often has the function to

observe a certain hostile environment or to keep
an imperial outpost on a planet for strategic
reasons. Garrisons which are considered “highly
important” are provided by many Army troops that
keeps the environment under close observation
through scout troops and eliminate any danger.
Most garrisons are like fortresses and the Army is

the line of defence of the post.

Starship Troopers
Many Army people serve on starships as Starship

Troopers. They have the order to serve as
“Backhand Forces” and as “Imperial Garrisons”.
Furthermore they are onboard to capture hostile
ships in docking maneuvers. Their prime order is
to guarantee immediate action by maintaining
their

offensive vessels like AT walkers or

repulsorcraft vehicles. Routine duty means drill
action, maintainance of equipment and minor day
to day security jobs for the Navy. Another priority
is that the Army is responsible for the security of
the vessel of the Navy in the case of defense
are often

action. Therefore Army officers

authorized to command Navy personnel as well.

Stormtroopers
The proud of the Army is embodied in the white

armoured and masked stormtroopers. They are
the best of the best. Special trained elite soldiers
who are put under special command for special
purposes. Although today the stormtroopers do
not belong only to the Army, they have their roots
there. Every stormtrooper was recruited by the
Army, trained by it and finally released for the

special training of the stormtrooper training center.

Organisation of the Army
The Army is known a the best

organisation in the Galaxy. The logistic is a task

working




for everybody whose job is organisation. The
chain of command is the law, to climb it the
ambition of everybody who chose to work in the
Army.

When you need to control and organize a huge
organisation, perfect logistics is a must. It is
certainly not enough to drop a lot of soldiers on a
planetary surface and let them seek their enemy.
Every single squad needs perfect organisation, a
special task and somebody who is responsible for
it. The education of the military leaders from
Sergeant to Grand Admiral is very hard and only
the best skilled and gifted men make it to the top.
The key words for the organisation of the Army
are Total Control and Responsibility.

The leading officers at the strategy tables need to
know every time about the current position, the
status and the situation of every single squad
involved in a battle. Therefore the chain of
command can be followed to the smallest unit to
report, the squad leader, who reports regulary to
his platoon leader whose job is it to give the
the the

information to leading captain of

company... and so on. This chain of information
makes it possible to react on every situation that
can influence a battle, from a hidden sharp
shooter to mine fields — the leading officers can
react on every situation that is considered in the
strategic plan of the Admirals.

Responsibility is the key to ambition. A successful
leader will be promoted soon, a unsuccessful
leader will loose his rank or life soon. There are
key situations when a leader has to decide
whether he can cope with the situation during a
battle or whether he should inform the next higher
officer in the chain of command. An experienced
squad leader can decide whether to infiltrate a
building with a supposed sniper in and get the
reward for the success or whether the situation
requires support and the HQ should be informed.
During the academic education and the gaining of
combat experience, leader in every position learn
fast when to decide themselves or when to inform

the next officer. Many rules exist and are learned
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that tell the leader how to react in standard
situations but the best rule for a leader is the
easiest: Follow the chain of command and your
own instincts.

The Importance of Support

During a battle it is the soldiers who gain honour,
but it takes more than soldiers to win a war! The
organisation of the Army includes many helping
hands, mechanics that maintain the vehicles, staff
that refuels and reloads the weapons,
communication officers, medics...

To work efficient during combat the organisation
of the Army has one commanding officer per 8
soldiers and several mechanics and support staff
for every vehicle or larger equipment. Furthermore
rather often robots take minor functions as repair
med. droids,

droids, communication support

droids, etc.

Battle Units

Squad
The Squad is the

manoeuvrable line unit of the Army. A squad

smallest and most
usually consists of 8 men and is commanded by a
sergeant. Every man in a squad has a special
function and a special rank. If the squad leader
gets killed, automatically the next soldier in the
chain takes over. The squad leader is mostly as
well the communications officer to hold a
connection to the supporting officer at HQ. There
are many different specializations of squad teams
with differences of men and equipment for many
different purposes. There are demolition teams,
sniper squads, Stormtrooper squads and even

mechanic squads.

Platoon
Usually four squads form a platoon. That makes a

minimum of 32 soldiers plus extra officers and
support staff. The platoon is the smallest unit on a
tactical scheme developed for a battle. Platoons
are furthermore the smallest unit that can
requested fire support by other units like artillery.
In practice the platoon is the most flexible unit in
the Army. The commanding officer for a platoon is

a lieutenant for the organisation of the platoon and
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a second lieutenant as his adjutant. There are

Name

Assault platoon

Repulsorcraft
platoon

Special missions
platoon

Group formation

2 line squads, 2 heavy

weapons squads

4 artillery squads

4 repulsorcraft squads

4 heavy vehicles or 8

medium or light vehicles

special

many different

Minimum Number of
men

Total 42: 32 soldiers,
4 communication
officers, 1
commanding officer,
1 adjutant, 4 battle
support staff

Total 38: 32 soldiers,
4 communication
officers, 1
commanding officer,
1 adjutant

Total 54: 32 soldiers,
Commando crew: 4
communication
officers, 1
commanding officer,
1 adjutant

16 support staff &
technicians

Total 34 to 42:

3-4 men crew/vehicle,

Commando crew: 4

communication officers,
1 commanding officer, 1
adjutant

10 men extra support
and supply,

3 men/vehicle special
service

Minimum 38 men:

32 soldiers,
Commando crew: 4
communication
officers, 1

commanding officer,

kinds of

Special equipment
Special; demolition
equipment, gatling

lasers, heavy guns

8 light artillery guns or 4
heavy or 4 medium

artillery guns

4 repulsorcraft vehicles,

technicians

AT-AT, AT-ST, 1 extra
command vehicle, 2
extra heavy transporters
for spare parts and
resupply

Up 50 soldiers can be

transported in an AT-AT

special

platoons:




Scout platoon 2 lances a 5 scouts

Company
The Company is the unit of the Army that gets its

strategic importance of its organisational status.
The Company is the smallest structure that can
operate completely on its own. It consists of a
minimum of 4 platoons and can be expanded to 8
platoons per Company. In addition it contains all
command elements it requires and enough
support personnel and sometimes extra Squads
for special services. It is commanded by a Captain
who is supported by 4 staff officers (Corporal or
Sergeant) and sometimes by two additional
Lieutenants. So a company has a minimum of: 5
command officers, at least 128 soldiers, 24
platoon leading officers, at least 40 men support
staff and 118 droids.

The number of total men in a company can vary
very much because of the function of the
Company. Usually every Company contains
several heavy weapons and ATs. There are
several specialiszations of Companies. Assault
Companies contain more troops (mostly 4
additional assault platoons) than usual, Artillery
Companies have up to 32 artillery guns, Heavy
weapons platoons 32 AT walkers — the exact
equipment and organisation of squads and
platoons in a company is planed before every
single combat situation by the commanding officer
and his adjutants.

The standard equipment of the troops in a
Company is a standard blaster rifle and an

armoured vest for the troops and a blaster gun for

1 adjutant

Total 29 men: Speeder and technical

20 scouts support station (mostly

a command

Commando crew: 2 inside

. station (see garrison))
communication

officers, 1
commanding officer,

6 support staff

the officers. The exact equipment and uniform can

be found under the individual rank descriptions.

Battalion
The Battalion is the next highest level of the chain

of command. A single Battalion contains 4 to 8
Companies, depending on the mission. It contains
from 512 (4 companies a 4 platoons) to 2048 (8
companies a 8 platoons) troops, plus command
structure and support staff.

The commando level gains more importance here
than the mere firepower. Logistics and
Commando are together in a separate HQ, mostly
far enough from the battlefield to become not
involved in the battle. The HQ is furthermore
supported by an extra security platoon and
several heavy weapon squads (AT-AT, AT-ST,
repulsorcraft, artillery) to secure no disturbance
through enemy activity. The Battalion is lead by a
Major who is supported by at least 4 staff officers
and 4 lieutenants. Though there are special
formations for a Battalion (Artillery Battalion,
Assault Battalion, AT Battalion), most Battalions
are created for all purpose use. To re-form a
Battalion usually takes a lot of time because of the
many troops. More often the special requirements
of a Battalion are considered by putting special
Companies under the commando of a Battalion.
On the Battalion level it is common that Army
officers hold close contact to Navy officers in case
to organize support fire for Companies or

Platoons.

Regiment / Legion




A Regiment or also called Legion contains of 4 to
8 battalions and is lead by a Lieutenant Colonel or
a Colonel. The HQ is rarely on the planet were the
battle takes place. It is more likely to be onboard
of a Star Destroyer or station in orbit to control the
actions on the planet. The commando structure is
similar to that of a battalion but it contains even
more commanding officers in the chain of
command and an even more complicated
logistics. A regiment is always required when the
activity of the enemy is spread over a wide area. It
delegates the battalions to their battlefields and
establishes a strategic warfare. One must imagine
that a Regiment can include 16384 fighting troops
with walkers, repulsorcraft vehicles, artillery and
scouts! And this does not include the reserve
forces, support staff and logistics. To lead a
regiment is one of the highest duties a normal
officer can dream of. The education of the
commanding officers is not only highly academic
but also combat experienced. Failure is not an
option for the officers — and paws sacrifices like
squads or whole platoons are calculated for the
achievment of the great goals for a much bigger
victory.

Battlegroup

A Battlegroup contains of 4 to 8 regiments and is
commanded by a High Colonel with at least 6 staff
officers and 4 sub-staff officers. Battlegroups are
sent whenever major resistance has to be broken.
Offensive battlegroups are supported by the Navy,
either for transportation, by air support or orbital
fire support.

Corps

A Major General leads a Corps. He is supported
by 6 staff officers who have 2 staff officers
themselves to organize things. The Corp contains
4 to 8 Battlegroups and a huge number of support
staff. A Corps is sent whenever a whole planet is
supposed to be taken. The perfect organisation of
the Corps enables it to fight even stronger
enemies with less good organisation. Only one
Company is stationed for the protection of the HQ.
Furthermore a Corp gets full support by the Navy.
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Often the missions of a Corp are as well Navy

jobs.

Army

An Army consists of 4 to 8 Corps and is
commanded by a General. The HQ contains a
security company, 6 patrol platoons and over 200
ISB agents. The army as a unit does rarely see
action, it organises the action of the Corps and
reports directly to the Emperor. On an
organisation level an Army has to represent
Imperial Law in a sector or sector group.
The Army in the Game
When you create an Army group for a game first
consider whether it really makes sense to build up
the whole Army for your game. During a game the
PCs will deal more often with Squads or a
Platoon. Higher units are very unlikely, though in a
game that deals with a major offensive the
organisation of the troops can be much fun. When
the PCs are infiltrating a garrison post on a
desolate planet to steal information or blow it up, it
is most likely that the whole organisation of the
sector Army does not matter to the game. It is
more likely that there is a small regiment or only a
few platoons protecting the outpost — depending
on its importance for the Empire.
Before you start “throwing” Army groups in the
game think of the background of the mission.
Always consider why the Empire chose to place
an Army group on a planet — and what seize it
needs to secure the fulfilling of the demanded
task. A few squads will not be enough to infiltrate
a station, the Empire likes to outnumber their
enemies if possible — but on the other hand a
Battlegroup would be too much afford to protect
an average single outpost.
There are a few points to be considered when you
create the Army for your campaign.

1. What kind of Army group does make

sense in the situation of the game?
2. Are there specialized groups like an
artillery platoon or a scout squad?
3. Why is the chosen unit where it is? What

is their prime order?




4. How many “fighting troops” does the
mission need? Often mere technicial
squads are required to uphold a station.

5. What kind of equipment does the unit
use?

6. What are the commanding officers like?

The last question is very important. When you
decide to have an experienced senior officer
commanding a platoon he will be experienced and
foresee many weak points of his troops or post.
To him the prime mission has absolute priority!
Probably he will even let the enemies escape
when he knows that a strategic loss is better than
a daring pursuit. A young ambitious officer will try
to make points by smart action to impress his
superiors and can be a dangerous enemy
because of unforeseeable actions. He may even
ignore his prime orders to the idea to do greater
work for the Empire, probably to catch a rebel
leader in contrast to his orders. Ambition can be
very dangerous in the Empire — to its officers and

to the enemies of the Empire.

Stormtroopers

Adored in the Empire. Feared by
their enemies. Trained by the
Army.

Slogan on a recruitment poster
Commando structure of the

Stormtroopers
e Stormtrooper Officer [service uniform]

o Black trousers and double-

breasted tunic.
e Stormtrooper Officer [battle dress
uniform]

0 Stormtrooper armour and helmet

appropriate to unit and
environment.

0 When present, a coloured
pauldron at right shoulder

indicates rank.

e Stormtrooper [battle dress uniform]
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0 Stormtrooper armour and helmet

appropriate to unit and
environment.

o0 When present, a colourless
pauldron at right shoulder

indicates rank.

The white armour of the Imperial Stormtroopers
stands for the destructive power of the Empire. It
stands for the executive force of I