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Il Prologue
The Growing
Rebellion

To: Mon Mothma, Chief of State

From: Arhul Hextrophon, Executive Secretary and Master Historian, Alliance High Command
Security Status: Top Secret

Regarding: Report on Growth, Organization, Equipment, Activities and Objectives of the Rebellion.

Mon Mothma:

My office has completed the report you commissioned, compiling all known information
concerning the Rebel Alliance from its earliest beginnings. In its entirety, the report is 168,000 DSUs
in length and takes over 700 hours to read (assuming a rather high reading rate of one data screen
unit per 15 seconds). Therefore, because we will be using the material to organize a briefing manual
for incoming officers of the Alliance, | asked my most trusted assistant, Voren Na'al, to prepare a
condensed summary of the report, which can be read in a much shorter time. | send you now the
summary; if you wish a copy of the expanded version, one will of course be sent to vou immediately.

Several notes concerning the report:

e The first section, concerning the birth and growth of the Alliance, is somewhat sketchy and
incomplete. Due to the number of losses we suffered when Alderaan was dest royed, and the fact that
you are one of the only people who has been with the Alliance since the beginning, we only had a
small pool of sources to interview for background information. However, the intelligence and
underground networks section is better documented.

* The remainder of the report, examining the military structure, vehicles, troop types, support
services and recruitment and training of the Rebellion, is concise and complete, My researchers
have spent thousands of hours inspecting first-hand reports from Alliance Army, Navy and
Intelligence personnel to come up with the information contained herein.

In Conclusion: Considering the short time allotted for the creation of this report and the difficulty
of contacting primary sources without lifting the veil of secrecy, our committee has done an
exceptional job. Voren Na'al is a fine historian and | am sure the material contained in this report
will be satisfactory for your needs.

Respectiully,

Arhul Hextrophon
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The Rebel Alliance

The Old Republic is dead, gone bevond any
hope of recall. The Jedi Knights are no more,
their flame extinguished — possibly forever —
from the galaxy. Across millions of worlds, un-
told billions writhe in the terrible, implacable
bonds of tyranny. There is a darkness in the
galaxy, and it is called the Empire.

But where thereis Darkness there must surely
be Light, and where there is Tyranny, there
must be Rebellion,

The Rebel Alliance is a frail thing to oppose the
awesome power of the Empire. [t is not a single
military or political force at all. Instead, it is a true
alliance of diverse groups, organizations and be-
ings, many with nothing more in common than a
deep, all-consuming hatred of tyranny and love of
freedom. But, somehow, it is succeeding.

A Humble Beginning

Thefirst Rebels were patheticallyill-equipped
to wage the titanic struggle upon which they
embarked. With no organization, nounified com-
mand, no supply, and no communications, they
were little more than small, isolated pockets of
resistance scattered across space. They were a
mere annoyance to the Imperial military mono-
lith, to be wiped out at the Empire’s leisure.
They knew how to fight, but they did not know
how to wage war. They needed leaders.

As these beings — mainly the poor, down-
trodden and oppressed — took to the hills, to
the asteroid clusters, to the far, abandoned
edges of space, waging an all but futile guerrilla
war against the most powerful Emperor the
galaxy had ever seen, the Emperor's malignancy
began to be felt in the higher strata of the
Empire, as well, even among the most privi-
leged. To solidify his rule, Emperor Palpatine
imposed oppressive new laws and onerous taxes,
imprisoned or simply made disappear all those

——WARS—
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who defied him. Mon Mothma, Bail Organa, and
a handful of others had never trusted him: now
theyrealized that Palpatine was mad —orworse.

These natural leaders looked in vain for a
weapon with which to oppose him. The army
and navy were firmly under his control; the
Senate was powerless; the Jedi were dead; the
Corporate Sector Authority and other corpo-
rate interests were, as always, more interested
in profits than politics. There seemed to be no
one with the power, courage and vision to face
the Emperor.

In desperation, with little expectation of suc-
cess, they turned to the scattered Resistance.
These beings, with long memories of Senatorial
abuse of power, incompetence, and outright
evil (Palpatine started out as a Senator and a
noble, after all) had no reason to trust Mothma
or Organa. In addition, many of these groups
had been fighting on their own for years, and
instinctively distrusted any outsiders.

However, the more visionary leaders among
the Resistance realized that they needed a gal-
axy-wide uprising to have any hope of success,
The only beings capable of gathering support
for and running such an insurrection were those
who were well-known, with experience in think-
ing on a galactic scale — Senators, in fact. Thus
was born the Alliance — an uneasy marriage
between the outcasts of the Resistance and the
nobility of the Senate,

The Alliance Matures

Despite early setbacks, the marriage has
worked better than anyone had dared dream.
With the help of the Force, embodied in a young
man named Skywalker, the Alliance has won its
first major victory at the Battle of Yavin. Now
the Empire no longer can take the Rebellion
against his rule lightly. Now the war has really
begun ...
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The Rebel Alliance
Sourcebook

The Star Wars universe is vastinits scopeand
intricate in its detail. It stretches across the
farthest reaches of space, encompassing athou-
sand-thousand worlds. At the heart of the Star
Wars universe is the Rebellion.

As the fighting group to which many player
characters belong, the Rebel Alliance is one of
the game’s most important components. It is
the goal of The Rebel Alliance Sourcebook to
better acquaint players and gamemasters with
the valiant men, women and aliens of the Alli-
ance. To give them an idea of how the Alliance
works. To make them feel a part of it.

The Rebel Alliance Sourcebook is set in the
turbulent time beginning with the destruction
of the first Death Star and ending with the estab-
lishment of the Rebel base on Hoth — that is,
between the end of Star Wars IV: A New Hope and
the start of Star Wars V> The Empire Strikes Back,

il e -

This period begins with the Alliance’s first
great victory. Beings from all over the galaxy are
beginning to take notice of the so-called “insig-
nificant Rebellion,” and they are starting to be-
lieve that open resistance against the Emperor
antf; his awesome forces may indeed be pos-
sible.

It is a golden age for the Alliance. While the
Empire regroups for its next attempt to squash
the Rebels, the Alliance has a chance to expand
and grow. To take the [light to the Empire — to
turn the tide of battle.

The Rebel Alliance Sourcebook details this
extraordinary force from top to bottom. You
will find explanations of procedures, diagrams,
descriptions and accounts of everything from
as-yet-unseen ships, vehicles and equipment to
the overall political and military hierarchy, un-
derground operations and safe worlds.

The Alliance grows strong. And the Force is
with them.

The Rebel Alliance Sourcebook
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Bl Chapter One

Birth of the Rebellion

“They were in the wrong place at the wrong
time. Naturally they became heroes.”

— Leia Organa of Alderaan, Senator

The galaxy is vast, and so, too is the Empire
which enshrouds and encompasses it. Count-
less beings on numerous worlds are in thrall to
the Empire, and precious few have the stomach
todoanything about it. The people of the galaxy
are terrified, and understandably so.

Recently, the might of the Empire has grown
with frightening speed. Since the destruction of
the Death Star, the Emperor has shifted the
focus of his limitless military and industrial
power almost exclusively toward crushing this
upstart Rebellion; as aresult, the Imperial Armed
Forces have nearly doubled in strength.

To replace the mighty Death Star, infuriat-
ingly lost due to the stupidity of its commanders
at Yavin, the Emperor has ordered the assem-
blage of an unprecedentedly huge fleet, built
around the newly-commissioned Superclass Star
Destroyer Executor.

Perhaps even more dangerous to the Alliance
than any of these awesome new weapons s the
change in command the Emperor has imple-
mented. In command of this fleet — indeed, in
direct control of the entire effort to crush the
Rebellion — the Emperor has placed none other
than Darth Vader. No longer will the Emperor
rely on incompetent generals and power-hun-
gry Mofis to crush the elusive Rebels, who have
outsmarted and outfought them time and again.
From now on, his most trusted and powerful
servant will be in control.

What does this say about the Rebellion? That
it has been successful enough to secure the
complete attention of the Emperor. And that it
has grown strong enough to cause this incred-
ibly powerful monarch to utilize his most valu-
able resources in an effort to crush it once and
for all.

The History of the Alliance

There was Rebellion long before there was a
Rebel Alliance. Almost immediately after Sena-
tor Palpatine became President Palpatine and
began his long campaign of oppression, Resis-
tance units sprang up in every corner of the
galaxy.

As guerrilla operations in isolated systems,
these units were moderately successful in pre-
senting arather painful thornin the side of many
an Imperial governor or Moff, But with limited
resources and a lack of overall direction, they
could not do much more.

As long as they remained isolated and unco-
ordinated, the Resistance fighters presented
little threat to the Emperor. Though perhaps
too strong for individual planetary militia to
handle, they were completely unable to with-
stand the Imperial Army and Navy — whenever
a group became too noxious, the Empire could
concentrate large forces against them in a re-
markably short period of time, usually before
they even knew they were threatened. The Em-
peror had the resources of a galaxy at his beck
and call; the Resistance fighters had nothing
except what they could steal,

Onebyone, the “trouble systems” were tamed
by coldly efficient Imperial counterstrikes. The
Resistance units operating in these systems
were scaltered, or in some cases completely
destroyed, and the systems themselves left to
suffer under Imperial martial law.

Hope for freedom in the galaxy was waning.

The Leaders

Evennow itis unclear whois the true creator of
the Rebel Alliance as it exists today. Clearly Mon
Mothma played a major role, allying many dis-
jointed resistance groups into larger, more orga-
nized units. The former leader of the planet
Alderaan, Bail Organa, played a pivotal role as
well, Infact, Mon Mothma gives him credit for first
envisioning the overall structure of the Alliance.

The Rebel Alliance Sourcebook
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Mothma and Organa had been friendly adver-
saries on the Senate floor for years, By the time
Mothma had arrived as a freshman Senator
from Chandrila, Organa was a veteran of many
vears in Republic politics. Mothma was a young
firebrand, advocating rapid expansion and
growth for the Republic, and putting forward
visionary — some said “wildly impractical” —
new plans for social change.

Organa, on the other hand, was more of a
realist. He believed in many of the same things
as Mothma, but his years in the morass of Old
Republic politics had made him cynical, had
destroyed some of his idealism. While Mothma
and her disciples were passionate and outspo-
ken, proclaiming loudly to any who would listen
about the imminent fall of the Old Republic,
Organaworked behind the scenes to keep thin gs
together for “just one more day.”

The Conception of the
Alliance

Despitetheir differences, Mothmaand Organa
worked closely together to keep Senator
Palpatine from becoming President of the Re-
public. When it became obvious that they would
fail, Mothma began to discuss Revolution.
Organa was horrified.

Mon Mothma recalled some of those early
conversations, the so-called “Cantham House
Meetings™

“At first, Bail would not hear of it. He was
aghast at the very idea of attempting to over-
throw the government he had given his whole
life to.” She chuckles. “For a moment after |
broached the subject, I thought he was going to
have me arrested. It wasn't until the Ghorman
Massacre that he turned around.”

Ghorman is a small planet located in Sern
Sector, just outside the Core Worlds. The citi-
zens of Ghorman were staging a peaceful dem-
onstration against new taxes; they staged a sit-
in at the spaceport, blocking all of the port’s
landing pads. A Republic warship, arriving at
the planet to collect the taxes, landed in spite of
the citizens, killing dozens and wounding hun-
dreds more. The commander in charge of the
warship, one Captain Tarkin, was not prosecuted
for the murders; in fact, he was promoted.

Mon Mothma continues. “After Gharman, Bail
realized that the Republic was dead. He began to
use all of his influence and political skill to aid
us, while still pretending to be against me on the
floor of the Senate. He was on many influential
committees — Finance, Appropriations, Intelli-
gence Oversight — and he was able to funnel
money, weapons, and, most importantly, infor-

r
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From the Officials Records of the Senate of
the Old Republic

Senator Mon Mothma of Chandrila: Madam Speaker,
itis obvious that my learned friend from Alderaan refuses
to acknowledge the peril in which we find ourselves. If we
do not take bold, definitive action — and quickly — this
great Republic will die, or worse, will be transformed into
something foul and evil. We must act now to preserve the
principles upon which this Republic was founded!

Senator Bail Organa of Alderaan: Madam Speaker, no
one argues that we are in great peril. We are. This Repub-
lic is in more danger than it has ever been. Corruption is
everywhere. Basic services are breaking down. The Navy
is almost out of our control. Itis as if the very fabric of our
civilization is unraveling. However, | do not see how the
Senate can do anything about that if we spend all of our
time in useless debate over the “big issues™ We must do

what we can — not argue over what we cannot!

our ship plunges into a sun!
Senator Bail Organa: Better that than do nothing!

.

Senator Mothma: And so we repair the plumbing while

mation to us without anyone suspecting him.

“Infact, when 'Emperor' Palpatine decided to
arrest me for treason, one of his lapdog Sena-
tors informed Bail beforehand. Bail, while pre-
tending to gloat with the swine, sent one of his
men to warn me. | got off-planet about two
minutes ahead of the 15B agents.”

On the run, with no more reason to maintain
even the pretense of loyalty to the Republic —
now the Empire — Mothma began to work in
earnest organizing the Alliance. Using the frame-
work hammered out with Organa during visits
to Cantham House, his home in Imperial City,
she was able to smoothly integrate the many
diverse organizations and groups springing up
in opposition to the Emperor into what is now
known as “the Alliance.”

Once he felt he could do no more in the
Senate, Bail Organa returned home to his be-
loved Alderaan, where he resumed the mantle
of Viceroy and First Chairman. He worked dili-
gently to prepare his people for the coming
struggle, convincing them to renounce the paci-
fism instituted after the Clone Wars, turning the
planet, which had known only peace for years.
into a center for Rebellion. He died with his
people,

The Corellian Treaty: The
Birth of the Alliance

The years spent on the run were exciting and
fraught with peril. Mothma traveled from sys-
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tem to system, making contact with the Resis-
tance groups where they existed, starting new
groups where there were none. Her fame was as
much hindrance as help during these years.
Though it gained her access toimportant nobles
and industrial leaders, some Resistance groups
were afraid to meet with her — they feared that

Chapter One; Birth of the Rebellinn___'__——m'—
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she might be a plant, her well-publicized oppo-
sition to the Emperor a ruse to get them to trust
her so that she could infiltrate and then expose
them. She faced death many times, both from
Imperial troops and suspicious guerrilla agents.

Mothma’s first major success occurredin the
Corellian System Meetings, where she convinced
three large Resistance groups to ally. The
Corellian Treaty, written by her and signed by
the leaders of the three groups, signaled the
true beginning of the Alliance. In the Corellian
Treaty, the Resistance groups agreed to work
together to overthrow the Empire. They pledged
their “lives and property” to the Alliance, and
swore to “fight the battle until the Empire is
destroved or we are.”

The specifics of organization and command
of the Alliance as described in the treaty were
very close to what she and Organa had deter-
mined months before in Cantham House. The
individual Resistance groups would maintain
their existing structures and have limited au-
tonomy in the areas in which they were based:
strategic command of the Alliance was strictly
in Mothma's hands. She, with the help of the
Alliance Advisory Council, had complete con-
trol over supply, recruitment and training, inter-
ally communication, intelligence, and all space
operations.

In essence, this meant that the Allies each
had authority only over operations on their own

~

The Quter Rim Territories were among the
boldest opponents to the new Emperor. This
was primarily due to their location on the
extreme edge of the Old Republic — their
isolation had bred in them a stubborn inde-
pendence and a remarkably strong distaste
for government of any kind, totalitarian gov-
ernment in particular. The fact that the Em-
pire maintained only a token military pres-
ence in the Outer Rim might have had some-
thing to do with it, as well.

Foremost among the territories in opposi-
tion was Atrivis Sector, a relatively small
sector of spacewhich included the Mantooine
and Fest systems, These systems had long
histories of petty bickering among them-
selves, and they distrusted each other al-
most as much as they hated the far-away
Emperor, Resistance to thenew Emperor was
scattered among the different systems, each
group of freedom-fighters isolated from and
suspicious of the others.

Despite their many weaknesses, the Resis-

Atrivis Sector

N

tance was an annoyance to the Imperial forces,
and before long, an Imperial garrison post
was established on Mantooine, where the
Resistance was most active. The Resistance
group there, theself-proclaimed “Liberators,”
wasted no time in attacking the under-de-
fended post and confiscating its weapons
and equipment. However, instead of quickly
retreating into the wilderness as an experi-
enced force might have done, they occupied
the remains of the Imperial garrison and boldly
broadcast their triumph, urging all on
Mantooine to join them in revolt.

Because this was the first and only Impe-
rial presence in the system, the Liberators
had thought themselves safe from Imperial
retribution. They had no knowledge of the
Imperial strike fleet waiting in orbit around
the nearby moons of Fest. The Resistance
group on Fest knew about the fleet, but they
had no communication with the Mantooine
Rebels. There was no way to warn them ...

10

The Rebel Alliance Sourcebook




_

Chapter One: Birth of the Rebellion
—— — ==

—WARS™

Regrouping Atrivis

... Mantooine's Liberators were deci-
mated by the Imperial strike fleet, hunted
down almost to the last man. But the Resis-
tance group on nearby Fest remained in-
tact and uncompromised, Both groups now
realized the value of communication and
an expanded underground network. With
this in mind, the Fest group formed its own
Mantooine arm, as well as several other
branches in various systems throughout
Atrivis Sector.

The newly-dubbed “Atrivis Resistance
Group” (or ARG) was far more efficient
than its ill-fated predecessors. With lines
of communication firmly established, the
ARG was able to keep track of Imperial
movement and operations throughout the
Sector. The underground network worked
feverishly to feed information to the ARG
leaders, who had set up a hidden base of
operations aboard along-abandoned space
station in the barren Gerenis system.

Striking from their hidden base, the ARG
was able to harass the Imperial establish-
ment in Atrivis Sector. But as confidence
grew within the Resistance ranks, so did
concern. The ARG leaders realized just
how isolated they were from all other
groups throughout the galaxy. For all they
knew, the Imperials could be mounting a
major offensive against them from the very
next sector. They simply had no way of
knowing what was happening outsidetheir
remote sector of space. That was, until
Mon Mothma arrived ...

However, it was simply impossible to expect
individual Resistance groups to be ableto coldly
weigh the odds and make those kinds of deci-
slons when it was their planet — their people —
who faced death. They would be determined to
fight for their homes and families, despite the
damage the battle might do to the cause of
freedom elsewhere. Mothma was determined
that the Alliance would fight for the whole gal-
axy, not for specific planets or people. She knew
she was strong enough to make the hard deci-
sions; she could not afford to trust others to
make them when their families were at stake.

Though she knew she needed it to win,
Mothma detested the concept of absolute power
— she did not want to become anocther Em-
peror. The Corellian Treaty contains one impor-
tant clause — every two years, representatives
from all of the Allies must meet to vole for a
leader. The leader is chosen by a simple major-

e o

planets; Mothma and her people had all other
control. Mothma's decisions could not be over-
turned or refused by the Allies. The Alliance was
“forever binding, until the Empire is destroyed.”
Once in the Alliance, the Resistance groups
could not withdraw, The battle was to the death.
Some have claimed that, when forming the
Alliance, Mothma assumed dictatorial powers
almost rivaling the Emperor against whom she
fought. In some ways, this is indeed true, but
there were several very important reasons why
it was necessary. Mothma knew that the coming
battle was going to be long, painful, and very
bloody. It was likely that the Emperor would use
every means at his disposaltodestroythe Rebels.
Even before the Death Star, he had more than
enough firepower towipe out whole planets. Many,
many people were going to die, and often the
Alliance would have to just let it happen.

”

Atrivis and the Alliance

Mon Mothma's visit to Atrivis Sector began a new era
for its Resistance fighters. She proposed to link Atrivis's
forces with countless others throughout the galaxy, inte-
grating them into the Rebel Alliance.

The ARG's leaders were hesitant at first. It had taken
them a long time to establish an efficient organization,
and they were afraid to give control to outsiders. But Mon
Mothma was persuasive, She pointed out the benefits to
the ARG of a galaxy-wide communications net, and of the
usefulness of a single galactic Resistance command as
opposed to multiple uncoordinated ones. She admitted
that this entailed some loss of control on the part of the
ARG, but stressed that it was necessary if they were to
have any chance of success against the monolithic Em-
pire.

She also noted that the ARG would get something in
return for their loss of control. As she proposed to make
the base on Gerenis a key communications station linking
many Outer Rim resistance units through satellite beam
transmissions, the Alliance would establish a fighter out-
post on Gerenis to protect the base. Up until then, the
ARG had had no starfighters at all.

There was some mild argument over the proposition
among the ARG leaders, but it gquickly became obvious
that the positive points of joining the Rebel Alliance far
outweighed the negative. Yes, there would be an influx of
foreign personnel, as well as new responsibilities and
dangers. But the promise of new weapons, equipment,
and the added security of open communication with
other Resistance groups was more than enough to con-
vince them.

The Treaty of Gerenis was signed shortly thereafter,
binding the ARG to the Alliance for the Duration. The ARG
was in the war,

The Rebel Alliance Sourcebook
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ity, and all pledge to support him or her to their
utmost abilities. In the many votes that have
occurred so far, no one has yet put up a single
candidate against her.

Once the first three Resistance groups were
allied, the Alliance grew at an astonishing rate,
as other groups saw how well the Allies func-
tioned together, The expansion was rapid but
careful, the Alliance never growing too quickly
or without proper discipline and organization.
They had learned from earlier mistakes,

Resources, mostly anonymous untraceable
“donations” from wealthy families and corpora-
tions, were quietly and efficiently gathered. Ships
were purchased through dummy corporations,
or “stolen” from friendly governments, Recruit-
ment and training organizations were placed on
populated planets. Safe worlds were set up.
Withinafew short years, the Alliance was recog-
nizably the same organization it is today.

No longer would this be a scattered, haphaz-
ard group of weak, uncoordinated Resistance
units. Now it would be a highly organized, effi-
cient Alliance, working as a unified force for the
common good of all beings, to restore freedom
to the galaxy.

The Declaration of Rebellion

Shortly after the signing of the Corellian
Treaty, Mon Mothma decided that it was time to
make clear to the galaxy the political objectives

of the Rebellion. Until this time, Imperial propa-
gandists had been having good success portray-
ing the Rebels as “pirates, criminals, and anar-
chists, intent upon overthrowing the Empire for
personal gain.” Issuing the “Declaration of Re-
bellion,” Mothma wanted to set the record
straight for all time.

The Declaration of Rebellion was written by
Mothma herself and addressed directly to the
Emperor. Millions of holo-copies of the docu-
ment weremade and distributed by the Alliance’s
growing intelligence network. Within days, the
Declaration could be found on virtually every
planet in the Empire. Its effect was everything
that the Alliance could have hoped for — and
more.

Soon after the Declaration was distributed,
several systems openly declared their allegiance
to the Alliance. This was valiant, but foolish —
Mothma attempted to stop them but was too
late. Imperial response was swift and harsh, and
within weeks all the “Secession Worlds™ were
suppressed. However, in their few weeks of
freedom, the planets were able to transfer much
of their weaponry, resources and manpower off-
world, into the hands of the Alliance.

The Imperial Propaganda Bureau immedi-
ately went to work to discredit the Declaration,
but if anything, their wild tales of “blatant terror-
ism" and “anti-establishment insurgency” merely
served to fuel the fire, Many people of the galaxy

12
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We, the beings of the Rebel Alliance, do
this day send forth this Declaration to His
Majesty, the Emperor, and to all sentient
beings in the galaxy, to make clear to all the
Purposes and Goals of this Rebellion.

We firmly acknowledge the importance
and necessity of the institution of Galactic
Government. We accept that all must subju-
gate themselves to that Government, giving
up certain rights and freedoms, in return for
peace, prosperity and happiness for all.

We believe that the Galactic Government
derives its power and right to rule from the
consent of the governed. We believe that,
should the rights of free beings be willfully
and malignantly usurped, it is the unalien-
able right of said beings to alter or abolish
said Government.

We believe that the Galactic Empire has
willfully and malignantly usurped the rights
ofthe free beings of the galaxy and therefore,
it is our unalienable right to abolish it from
the galaxy.

We do not take this course lightly. Govern-
ments long established should not be
changed for light and transient causes, but
when a Government displays a history of
usurpation, abuse and moral atrocity, dis-
playing a clear design to subjugate totally
and absolutely beings born free under the
auspices of nature, it is our right — our duty
— to depose that Government,

The history of the present Galactic Em-
pire is of repeated injuries upon its mem-

e

Formal Declaration of Rebellion

bers, with the direct objective of establish-
ing you, Emperor Palpatine, as absolute ty-
rant over the galaxy:

You have disbanded the Senate, the voice
of the people;

You have instituted a policy of blatant
racism and genocide against the non-Human
peoples of the galaxy;

You have overthrown the chosen rulers of
planets, replacing them with Moffs and gov-
ernors of your choice;

You have raised taxes without the con-
sent of those taxed;

You have murdered and imprisoned mil-
lions without benefit of trial;

You have unlawfully taken land and prop-
erty;

You have expanded the military far be-
yond what is necessary and prudent, for the
sole purpose of oppressing your subjects.

We, the Rebel Alliance, do, therefore, in
the name — and by the authority — of the
free beings of the galaxy, solemnly publish
and declare our intentions;

To fight and oppose you and your forces,
by any and all means at our disposal:

Torefuse any Imperial law contrary to the
rights of free beings;

To bring about your destruction and the
destruction of the Galactic Empire:

To make forever free all beings in the
galaxy.

To these ends, we pledge our property,
our honor and our lives,

o

had become acutely aware of, and generally
sympathetic to, the Rebel Alliance, and there
was nothing that the Empire could do about it,

The Battle of Yavin

Although the Alliance was growing rapidly
and conducting successful guerrilla operations
against the Empire, they had yet to win a formal
battle against the vaunted Imperial Navy, some-
thing they badly needed if they were to prove to
everyone that they were for real. Mothma coun-
seled patience — she knew that the fledgling
Alliance fleet was no match for the Imperial fleet
— but fate intervened, forcing battle long before
the Rebels were ready.

The Empire had completed its new ultimate
weapon, the massive Death Star, a machine
capable of destroying an entire planet with one

shot. The Death Star was slow, and unbelievably
expensive, but as a weapon of terror it was
unparalleled in the history of the galaxy.

Alderaan was destroyed inthe blink of an eye.
Other "trouble planets” were warned that they
too would soon follow if all anti-Imperial activi-
ties did not cease. It seemed as if nothing could
stand up to the Death Star’s awesome destruc-
tive power.

The Alliance was shaken, but, even under this
new threat of genocide on a scale never seen
before, most Rebels held firm to their vow to
fight on until victorious. They did not make this
decision lightly; upon reflection, the Death Star
was not without flaws,

Though awesome indeed, the Death Star was
also indiscriminate. Many Alliance bases were
hidden onImperial planets; the Death Star could

e —————————————————— _ " 201ET One: Birth of the Rebellion
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not destroy the Rebels without also destroying
the loyal citizens. [f the Emperor decided to
mass-murder his own citizens on that kind of
scale, even the loyal worlds would rebel for
their own survival. The Death Star could only be
used effectively against Rebel planets. and the
Empire didn’t know where they were.

Then, disaster struck: the Empire discovered
the location of the main Alliance base. This was
the worst thing that could have happened tothe
fledgling Alliance: with one swift blow, the Em-
pire could wipe out their entire central com-
mand — crippling the Alliance for years, if not
beyond repair,

Within moments of learning the Alliance
base's coordinates, the Death Star was in mo-
tion. The Emperor believed that nothing could
save the Rebels now.

But fortune, luck, courage and the Force
proved him wrong. Weeks before, striking from
ahidden base, ateam of Rebel spies intercepted
a data file containing the technical readouts to
the Death Star battle station. With the assis-
tance of a diverse group of heroes including the
late General Obi-Wan Kenobi, Luke Skywalker,
and the privateer Han Solo, Princess Lela man-
aged to transport the plans to the Rebel base on
the fourth moon of Yavin.

From there, Alliance technicians, led by Gen-
eral Jan Dodonna, found a minute, yet exploit-
able flaw. A titanic starfighter conflict erupted
along the surface of the Death Star as it ap-
proached the no-longer-hidden Rebel base, and
asingle, miraculous shot destroyed the massive
battle station in one swift stroke.

This was the Rebellion's finest hour,

The Alliance Now

The destruction of the Death Star brought
about a great deal of confusion and upheaval
within the ranks of the Imperial armed forces.
The highest ranking officers were summarily
demoted (or worse), and a major shake-up of
command hierarchy followed.

Since then, the Emperor has wasted no time
inregrouping his forces for adevastating counter
strike— putting Lord Vader personally in charge
of hunting down and exterminating the Rebel-
lion. At the Dark Lord’s command, the mightiest
fleet yet assembled in the history of the galaxy,
centered around the incomparable Super<lass
Star Destroyer Executor. Ships of this fleet have
been dispersed around the galaxy in search of
the Alliance.

In contrast to the disarray within the ranks of
the Empire, the Rebel Alliance is working to-
gether more smoothly than ever before. The
victory at Yavin has given the Alliance new life

and new vitality. In its early stages, the Rebel-
lion looked to the older, renowned heroes of the
Old Republic for inspiration. Now it looks to its
own, dynamic youth — the new Heroes of the
Rebellion.

The Rebellion in the Galaxy

The Rebel Alliance has gained a new-found
image of respectability as a military force. Word
of the Death Star's demise has spread rapidly
throughout the galaxy and given new hope to
freedom-loving beings everywhere.

Particularly impressionable are the outlying
systems, those not yet fully under the domina-
tion of the Empire. The Empire applies a lot of
political pressure against these systems, using
the threat of force to keep them in line. Most
systems, knowing the awesome fleets at the
Emperor's command and the relatively puny
forces of the Alliance, used to see no option but
to surrender to the Empire without a battle,

Now, however, the Alliance’s stirring victory
has given them new backbone. Even if they are
not willing to absolutely cast their lot in with the
Alliance, they are also less willing to cave in to
pressure from the Empire. More importantly,
many are surreptitiously aiding the Rebellion,
supplying much-needed money, equipment, and
soldiers.

Within the Empire’s Core systems, where
Imperial presence is strong and the Imperial
Propaganda Bureauis functioning at full power,
there is still much skepticism concerning the
Rebellion. The Alliance's success at the Battle of
Yavin is attributed to Imperial incompetence
rather than Rebel strength. Many people there
perceive the Alliance as brigands, pirates and
anarchists. Even those who view it in its best
light see it as a pathetic remnant of the Old
Republic, doomed to eventual failure.

Politics

For the Alliance, success in politics is as
important — if not more important — than
success in the field of battle, though the two
tend to reflect upon each other. The Battle of
Yavin was of critical military importance — it
saved the Alliance from extinction — but the
alliance with the famed Mon Calamari ship-
builders, concluded several years before, made
the victory possible. Any government who can
be convinced to assume friendly relations with
the Alliance is a boon — any government con-
vinced to ally is a great victory,

Within the Core systems, the Alliance has no
allies; in fact, it has few political connections at
all. Even if a planetary governor or Moff were to
wish to opendiscussions with the Alliance, their
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stalfs are usually riddled with Imperial Security
Bureau agents, making any kind of contact ex-
tremely risky for both sides. The huge busi-
nesses of the galaxy are even more tightly moni-
tored. Consequently, the Rebellion looks to the
outlying systems, underground organizations
and nomadic free-traders for political support.

Further complicating the diplomatic picture
is the Alliance’s reputation. The Imperial propa-
gandists have been most effective at portraying
the Alliance as a terrorist group, making many
planetary and system leaders more than a little
hesitant about opening discussions with them.
The Alliance Ministry of Education is dedicated
to altering that image through counter-propa-
ganda, atask which has been made easier by the
Empire's genocide at Alderaan.

Though there are many systems which are
generally sympathetic to the Alliance, only a few
are willing to openly support it, the others effec-
tively cowed by fear of Imperial retribution, This
is not unjustified — if the Empire discovers that a
planet has been actively assisting the Alliance, it
uses the harshest means at its disposal to punish
the planet — witness again Alderaan.

Still, it takes time and effort to find and prop-
erly chastise Rebel-friendly planets, particularly
if they possess space-going fleets which could
mount any kind of effective resistance. Though
the Imperial Navy is incredibly strong, it cannot
be everywhere at once. The Empire is fully

aware of the help which the Alliance receives
from the planet Calamari, but the Calamarians
maintain a formidable defensive fleet in the
system. The Empire has yet to be able to spare
the ships from other, more important, duties to
breakthrough the Cals’ defenses and reduce the
annoying planet to rubble,

One of the most important jobs of Alliance
diplomacy is to point out the weakness of the
Empire in this respect. This is never easy: plan-
etary leaders know that the Empire can't de-
stroy all planets which are against them, but
whatif the Empire decides to pick their planet to
punish?

Command Hierarchy and
Administration

There are two main organizations within the
Alliance structure — the civil government and
the military (which is underneath the Minister
of War in the civil government). The civil gov-
ernment handles supply, transport, taxation,
diplomatic relations, and so forth. Military is the
largest portion of the Alliance government and
controls the Alliance fleet and ground forces.
Both are governed by Mon Mothma, though she
tends to concentrate upon civil, leavi ng control
ofthe military to those better suited to the work.

Descriptions of the civil government follow:
military is discussed in the following chapter.
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I Mon Mothma, architect of the Rebel Alliance.

The Civil Government

The Alliance Civil Government must fulfill the
functions of governments everywhere — pro-
tection of the people, revenue-gathering (taxa-
tion), maintenance of vital services, foreign rela-
tions, and defense. Many of these functions it
leaves to the local authorities — that is, the
member governments of the Alliance — but due
to necessity it must conduct some of them itself.

The chart on page 16 shows the basic struc-
ture of the Alliance Civil Government.

The Chief of State

The position of Chief of State was created to
be an elected dictatorship. Mon Mothma, so far
the first and only Chief of State, has virtually
unlimited powers over the Civil Government,
During her two-year term of office, her decisions
can be overturned only if two-thirds of the Advi-
sory Council vote her down, in which casesheis
ousted from office as well. In addition, every two
years elections are held for Chief of State. Each
Allied government has a single vote and the
election is decided by a simple majority.

According to the Corellian Treaty, the position
of Chief of State “will be abolished when the
Emperoris deposed, killed, or resigns his position

of power.” The Advisory Council willimmediately
assume Executive Power, and a Constitutional
Convention will convene to decide the form of
government of the Second Galactic Republic.

Mon Mothma believes that the primary job of
the Civil Government is to support the Alliance
Military. In her capacity of Chief of State, she
attempts to focus all of the energies of the Allied
governments into supplying, maintaining, and
expanding the war effort. As Chief of State, she
isresponsible for planning overall military strat-
egy, mobilizing the industrial might of the Allies
into war industries, and keeping the Alliance
fleet and armies supplied.

The Chief of State is also responsible for the
Alliance’s relationships with non-Allied govern-
ments. She is the final arbiter of disputes be-
tween Allied governments, as well,

Finally, the Chief of State is responsible for
the well-being of every beingin the galaxy whose
life has been affected by the Rebellion. The fight
to overthrow the Empire has, unfortunately,
caused a lot of pain to innocents throughout the
galaxy. The Corellian Treaty orders the Chief of
State to “direct all resources not required in the
war effort to alleviate the suffering of those whose
lives have been disrupted by the Rebellion.” Un-
fortunately, almost all of the Alliance’s limited
resources are required to maintain the war effort;
there’s little they can do to help others in need
except the most unfortunate individuals.

The Advisory Council

The Advisory Council is comprised of repre-
sentatives of the seven Allied governments “who

I The Advisory Council.
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Il The Alliance Cabinet.

have given the most lives to the battle against
the Emperor.” Obviously, this is not a position
that the Allied governments strive for, but the
system ensures that those Allies who have suf-
fered the most have a say in the running of the
Alliance,

The Council's legal authority is limited to
simple approval or disapproval of the actions of
the Chief of State. They have the right to dismiss
the Chief of State and call for new elections if
two-thirds (five of the seven members) disap-
prove of her conduct. This has yet to occur.

Inaddition to their legal power, the Advisory
Council wields a good deal of moral clout, as
well. Mothma listens carefully to their advice,
and is not likely to take any actions of which
most of them disapprove.

By rights, Princess Leia Organa of Alderaan
should be a member of the Council — Alderaan
is still considered an Allied government and, by
all reckoning, has given by far the most lives to
the struggle. However, the princess has refused
a seat, preferring to devote her efforts to the
Rebellion in other areas.

The Cabinet

The Alliance Cabinet is the instrument
through which Mothma runs the huge and di-
verse Alliance. The Cabinetmembers are cho-
sen for theirintelligence, drive, and ability to get
things done. Mothma makes the policy deci-
sions for the Alliance, and the Cabinetmembers
are responsible for carrying out her decisions.

The Secretary of the Cabinet is responsible
for organizing and running the Cabinet’s meet-
ings. The Secretary chairs the meetings when
Mothmalis unavailable; the Secretary alsotrains

ﬁ‘h
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and provides security-cleared staff members
for the various ministries.

Every attempt is made to keep the Alliance
Ministries lean and efficient. Though a ministry
may contain thousands of bureaucrats on doz-
ens of Alliance planets across the galaxy, the
Ministers themselves each have personal staffs
of under 50 secretaries, assistants, coordina-
tors, and other functionaries,

Minister of Finance

This ministry is in charge of the Alliance’s
income and expenditures. The Finance Ministry
is responsible for raising the money necessary
to pay for the war.

War is expensive. Capital ships, starfighters,
small arms, food, clothing and shelter must all
be accounted for in the budget. To cover ex-
penses, the Minister is empowered to levy taxes
on Allied governments. This imposes a very
heavy burden: many must pay onerous taxes to
the Empire at the same time.

Inaddition, the Ministry issues “Alliance War
Bonds.” These are low-yield, long-term bonds
redeemable five to 25 years after the war. Ac-
cording to stock analysts, the Alliance is not a
particularly sound financial investment. Indi-
viduals and governments who purchase AWBs
don't really expect to make any money on them,
they merely wish to help the war effort.

The Minister of Finance is also responsible
for printing the Alliance’s money. The Alliance
Credit (AC) is supposedly worth the same as the
Imperial Credit. However, the actual rate on the
open (black, that is) market is 25 Alliance Cred-
its to one Imperial — though Alliance sympa-
thizers usually accept an Alliance Credit at face
value and the Empire denies that the Alliance
Credit has any value at all.

The Minister of Education

This Ministry has two primary functions: itis
the Intelligence branch of the Civil Government
and itisincharge of propagandaas well. (During
the present crisis, education is left to the con-
trol of the Alliance governments.)

Civil Intelligence concentrates primarily on
passive Intelligence-gathering: monitoring Im-
perial civil broadcasts, news-holos, and soforth.
The more glamorous (and dangerous) under-
cover operations are left in the hands of Military
Intelligence — though Civil Intelligence main-
tains liaison officers with most System Intelli-
gence Branches to ensure that the government
is kept up to date on all important information.
Civil Intelligence also monitors the Civil Govern-
ment for Imperial infiltration.

The Propaganda Bureau is charged with pre-
senting the galaxy with a true picture of the
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Alliance. For the most part, they seek to counter
Imperial propaganda, which portrays the Alli-
ance as an organization of lunatics, brigands
and anarchists. The Alliance's Declaration of
Rebellion was remarkably effective at counter-
ing this line, Since then, Imperial propagandists
have concentrated their efforts upon showing
the limitless might of the Empire and the weak-
ness of the Rebellion in order to convince the
alaxy that the Rebellion is doomed to failure.
This was working quite well, until shortly after
the Battle of Yavin, when the Ministry of Educa-
tion distributed over 20,000 holo-tapes showing
the destruction of the Death Star.

The Minister of State

The Ministry of State and the subordinate
Diplomatic Corps handles relations with non-
Allied governments. This is the single most im-
portant post in the Cabinet. In the event of the
Chiel of State's death or impeachment, the Min-
ister of State takes charge of the government
until a new Chief of State is elected.

Minister of Industry

This Ministry controls the Alliance’s indus-
trial production. The Alliance has almost no
large factories under its direct control — one or
two on safe worlds and a couple on planets
which have openly declared for the Alliance
{such as Mon Calamari). These heavy-industry
factories work day and night to produce the
vital war materiel which cannot easily be ac-
quired elsewhere — starships, heavy artillery,
and the like.

Most other equipment such as small arms,
clothing, medpacs, and so forth, is manufac-
tured in small cottage industries hidden on
Rebel-sympathetic planets, purchased on the
black market, or stolen from the Empire,

Minister of Supply

This Minister is in charge of begging, horrow-
Ing, or stealing the food, clothing, and other
supplies necessary to keep the Alliance Fleet
and Armies In the field.

Onthe faceofit, this shouldn't be too difficult
a task. The Alliance has an abundance of foud.
The safe worlds and Outer Rim Territories pro-
duce a tremendous surplus of crops. However,
the Alliance has a terrible time getting the food-
stuffs to the places they are needed. Transport
of goods is handled by the Alliance Military's
Support Services, There aren’t nearly enough
transport ships in the Alllance fleet; to et the
supply through, Support is forced to rely upon
a rapidly-aging fleet of small, slow transports:
easy pickings for any Imperial ships they en-

counter. The recent evacuation of the Alliance
Base on Yavin has aggravated the already bad
situation.

Minister of \War

The Minister of War is responsible for direct-
ing the Alliance’s military forces, turning Mon
Mothma's general directives into concrete mili-
tary strategy. The Minister leaves most opera-
tional decisions to the Chiefs of Staff, concen-
trating his efforts upon grand strategy and coor-
dinating the ministry’s efforts with those of the
Ministers of Finance, Education, State, Industry,
and Supply.

For more details about the Alliance’s armed
forces, see Chapter Two, “Alliance Military.”

Allied Commands

The Alliedd Commands are the governments
of the individual Allies and the Sector Com-
mands of those areas of space in which thereare
no Allies. Each, though answerable to Alllance
High Command on most important issues, has
limited autonomy within their own operational
ared.

Though Allied Commands outwardly mimie
the Alliance government's organization, the pro-
cess by which these posts function varies a
great deal from Command to Command. Some
alien species need radically different political
structures because they are unable to compre-
hend or work comfortably within the Alliance’s
command structure. Further, many of the Allies
had working command structures before they
joined the Alliance; wherever possible, the ex-
isting structure was kept intact.

In some Allies, the Chief Executive may be the
hereditary ruler of the planet and the Cabinet
members of his or her family. Inothers, the Chief
Executive and Cabinet may be elected by the
people, appointed by a local senate, or even
chosen by lot. The Executive may be a group:
hive intelligence, hoard of directors or entire
legislative body. One being may control many
seats in the Cablnet or many beings may share
control of a single seal.

Alliance High Command realizes that these
forms can and must vary, It is assumed Lthat the
local Commands know best how to govern thelr
people and manage thelr local war effort, If the
Minister of Industry can call the Secretary of
Industry for Churnis to find out how many tons
of ore Churnis Sector can produce in the next
five years and get a quick, correct answer, Alli-
ance High Command doesn't care whether the
Secretary is man, woman, alien, droid, group,
sub-committee, board, or hive.
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Alliance Military

In the grave of Alderaan,
In the night of Charenthoth,
In the sands of Tatooine,
And the bloody hell of Hoth.

We will meet the enemy;

We will sound the battlecry.
With our comrades at our sides,
We will fight and we will die.

Though they hunt us across space;
Though they kill us by the scores.
Though they crush our blessed home;
Though the mighty Death Star roars.

We will meet the enemy;

We will sound the battle-<cry.
With our comrades at our sides:
We will fight and they will die.

— Battle Chant of the
Legion of Alderaan.

Objectives

The Alliance military is charged with defeat-
ing the Empire’s Army and Navy and bringing
down the Emperor. To that end, every soldier,
technician, mechanic, tactician, communicator,
pilot, general, and admiral pledges his or her
very life.

The Alliance military battles the Empire in
the dark reaches of space, in the most populous
cities of the Galactic Core, in the asteroid belts,
in near-planetary orbit, or anywhere in between.

Despite the staggering size of the job and the
many setbacks and defeats they have suffered,
the warriors of the Alliance are not cowed — if
anything, they are overconfident, believing that
any one Rebelcanwhip any 10 Imperials. Morale
is terrific. As the popular and somewhat ob-
scene Alliance fighting song, “Yer in the Rebel-
lion Now, Farmboy," says:

The pay is lousy, the food is even worse,
But we're tougher 'n' a Wookiee's stomach,
And meaner 'n' a Princess's curse,

Structure

The formal structure of the Alliance Military
is, like the Alliance's political structure, a prod-
uct of the Cantham House meetings between
Senators Bail Organa and Mon Mothma.

Organa, a veteran of the Clone Wars and a
long-time member of the Senate Military Over-
sight Committee, used this considerable mili-
tary knowledge, in tandem with Mothma's po-
litical savvy, to design amilitary structure which
would be flexible enough to handle the huge
problems caused by a fight against the single
largest military power the galaxy has ever seen,
yet would still remain firmly under the control
of the Alliance civil government.

The solution to the flexibility/control prob-
lem is the separation of the military into two
distinct forces, the Alliance Forces, and the
Sector Forces, both under the control of the
Military High Command.

High Command

AllianceHigh Command includes Mon Mothma,
the Alliance's Minister of War and all of her closest
military advisors. High Command is responsible
for setting overall strategy, directing the opera-
tions of the fleet and the Allied Forces, and coor-
dinating the activities of the Sector Commands.
To better pursue these activities, High Command
is usually stationed with the Fleet,

The Alliance Forces

The Alliance Forces is that part of the
Rebellion’s military under the direct control of
the High Command. It includes the Fleet and
attached starfighter wings, most major support
services, and a small but powerful ground forces
unit. The AFis designed for rapid response —to
take advantage of any opportunity, orto counter
any particularly dangerous Imperial threat, as it
is discovered,

¥
The Sector Forces
Sector Forces are semi-autonomous military
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units, charged with keeping the fight alive in
their particular sectors. On most day-to-day
business they are independent, able to make
tactical decisions without consulting High Com-
mand (which can take weeks). When coordina-
tion between Sector Forces or between Sector
Forces and Alliance Forces is necessary, it is
usually handled by a Command Group appointed
or supplied by High Command.

Sector Forces are microcosms of the Alliance
Forces, usually consisting of starfighter wings,
ground forces (usually a larger part than in the
AF), intelligence units, and so forth. Each
SecForce is a complete fighting unit, capable of
weeks of sustained combat without outside sup-
port.

High Command

Alliance High Command is the mind of the
Alliance military. It is the tool through which
Mon Mothma directs the war effort, and, as
such, closely reflects her beliefs about com-
mand and control.

——— _N3pter Two: Alliance Mflitarx
Eem—

For a structure which directs the efforts of
millions of beings, High Command is surpris-
ingly small, containing fewer than 1,000 officers.
The emphasis of HC is upon flexibility, speed of
response, and taking initiative. There are no
button-pushers in HC, no petty bureaucrats to
clog up the works, no officers putting their time
in before retirement. A soldier in HC is “firing
full-throttle” for the Alliance, or he is replaced.

Commander-in-Chief

Mon Mothma holds the title of Alliance Forces
Commander-in-Chief (C-in-C). This title is auto-
matically given to whomever is Chief of State,
With another leader, this position could be a
mere formality, the actual decisions on the con-
duet of the war being made by the Chiefs of Staff
and the Supreme Commanders, but Mothma is
quite actively involved inthe running of the war.

The C-in-Cis the highest-ranking officer in the
Alliance Forces. She exercises virtually unlim-
ited power over the Rebellion's war machine,
and cannot be removed except by the hand of

i p
Alliance Military High Command Structure
and Supply |
Spec Forces |
. e,
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the Chief of State (if the Chief of State has given
the duty to another individual), or de facto if the
Advisory Council votes the Chief of State out of
office. As Mothma holds the Chief of State posi-
tion, she cannot be removed as C-in-C unless
removed from leadership of the Alliance.

Despite her near-dictatorial powers, the C-in-
C is not so foolish as to attempt to run the war
effort on her own. She relies heavily upon the
expertise of the professional military men and
women in the Supreme Allied Cormmmand.

Mon Mothma describes her position as C-in-
C as "more like a chairman of the board than a
soldier.” She spends most of her time in confer-
ences, meeting once a day with the Supreme
Allied Commanders, and usually following that
with many informal meetings with command-
ers, subcommittees, and task forces. She says
little at these meetings, yet somehow keeps
them focused and productive, getting more co-
operation, energy and enthusiasm out of her
subordinates than would be thought possible. If
anything, her skill as a mediator and politician is
more beneficial to High Command than her not-
inconsiderable military savvy.

Minister of War

The Minister of War is second in command of
the war operations, and is also in most meetings
with the Supreme Allied Command. The Minis-
ter of War's primary job is to keep the C-in-C fully
briefed on all military actions, so that, in the
event the C-in-C is incapacitated, he can step in
at a moment's notice, keeping the war running
smoothly until the C-in-C recovers or the civil
government names a SUCCessor,

The Minister of War takes a more active role
in policy implementation, and Mon Mothma
listens very carefully to the recommendations
of the Minister of War regarding policy deci-
sions. The Minister of War is able to conduct
meetings when, for whatever reason, Mon
Mothma cannot be present. In practice, these
duties are deferred to the Chief of Staff because
of his greater knowledge of the status of Allied
Forces and Sector Commands.

Chief of Staff

The Chief of Staif acts as a filter or buffer for
the C-in-C, deciding what matters require her
attention and what problems can be resolved at
a lower level. This is a critical job: with a war
raging across thousands of systems, the C-in-C
must concentrate her efforts on the crucial de-
cisions and leave the rest to others; with an
inefficient Chief of Staff, the C-in-C could easily
be swamped by details, paralyzing the entire
High Command.

Finally, the Chief of Staff is empowered to act
in the C-in-C's name or Minister of War's name
when pressing political business requires both of
them to be away from Military High Command.
When the C-in-C and the Minister of War are gone,
the Chief of Staff has complete authority.

Supreme Allied Commanders

Theses are the chiefs of the various depart-
ments of the Alliance war machine: Fleet, Ord-
nance and Supply, Intelligence, and so forth.
These beings and their staffs are expected to
run their departments in a smooth and efficient
manner, to be fully up-to-date upon the status of
their departments, ready to supply requested
information to the C-in-C at a moment's notice,
to make recommendations upon strategy and
tactics, and to coordinate efforts between de-
partments.

These beings are also the main interface be-
tween the military High Command and the Civil
Government. They are often required to work
guite closely with member of the Cabinet: Intel-
ligence with Education, Ordnance with Indus-
try, and so forth.

Fleet Command

This department represents the Fleet in the
Supreme Command, the single most important
component of the Allied Forces. This position is
usually occupied by the commander of the Fleet
itseli — Admiral Ackbar — when the High Com-
mand operates with the Fleet, but, when the
Fleet is on maneuvers or Admiral Ackbar is
otherwise unavailable, he supplies a staff officer
to this position.

Though with no authority over the Fleet, the
staff officer is fully conversant with the Fleet’s
status and Admiral Ackbar's intentions, making
him at the very least able to keep the other
departments abreast of the Fleet's goings-on.

Ordnance and Supply

This department is responsible for procuring
the equipment, weaponry, and foodstuffs for
the Alliance forces. As most of the Sector Com-
mands are expected to supply food and small
arms to their ground forces from the sectors
they occupy, OaS concentrates upon the more
difficult items to supply: starfighters, starships,
ship-grade fuel, and the like. OaS is also respon-
sible for keeping the Fleet and special forces
fully supplyved at all times.

0aS must work closely with the Minister of
Supply in the Civil Government to fulfill these
duties. As OaS is not in charge of transport, it
must closely coordinate efforts with Support
Services to ensure that there is transport avail-

22

The Rebel Alliance Sourcebook




able to take the supplies to the final locations.

A small part of the DaS's efforts goes toward
weapons and vehicle research and develop-
ment, attempting, with depressingly limited re-
sources, to equip the Alliance forces with the
latest, most up-to-date, equipment.

Starfighter Command

This department is charged with strategic
control of the Alliance’s starfighter contingent,
It is responsible for training pilots, assigning
wings to the Fleet and to individual Sectors, and
for operational control over “rogue” wings —
those wings in the Allied Forces and not perma-
nently assigned to Sectors.

Once it has assigned a starfighter wing to a
Sector, StarCom relinquishes operational con-
trol of that wing to the Commander of the Sec-
tor. The Wing Commander will then answer to

the Sector Commander, but will also file reports
to StarCom — if, in StarCom's opinion, the wing
is being poorly used, it can submit a complaint
to Sector Command.

In addition, High Command periodically or-
ganizes large operations — against Imperial
supply trains, heavily-defended bases, and so
forth — requiring more starfighter assets than
StarCom has on hand. To fulfill these, StarCom
may ask the Sector Commands to temporarily
return their starfighter wings to StarCom for the
duration of the operation.

As might be expected, these requests often
elicit bellows of anguish from the Sector Com-
manders, all of whom are convinced that the
dangers in their Sectors are so pressing that
they cannot afford to give up their fighters.
These conflicts are resolved by Sector Com-
mand, or, in extreme cases, by the Chief of Staff.

-

Chief of Staff: In reference to the discus-
sion last week on the “Cobolt Offensive.”
StarCom: anything to report?

Chief of Starfighter Command: A condi-
tional yes. We've got two wings of X- and Y-
wings available during that time; Fleet Ops
can give us another one; Sector Command
says they can scrape up two more —

Chief of Sector Command: Probably. We've
got the fighters who survived the Tocan sys-
tem disaster recuperatingin Ghorman; they’ll
be maybe 75% effective in two weeks. Plus,
we can strip Tierfon, Homon and Farstey for
the other wing, if the Imps hold off on their
offensive in that region.

Chief of Staff: Intell?

Chief of Intelligence: According to my
operatives, the Tierfon Sector Fleet isn't plan-
ning to launch their attack for three weeks —
they too need to rest and refit after Tocan —
but the new Fleet Admiral Tzenkens is sup-
posedly a real firebrand: he might push the
thingahead to keep us hopping. I'd say there's
maybe a 70% chance we've got our three
weeks.

Seeing what we stand to gain — the new
Imperial Scandoc decoding computer — 70%
is good enough to go on ...

Starfighter Command: A week isn't much
time to pull off Cobolt and then get set to
parry whatever Tzenkens isup to ...

Extract of Minutes from the 251st Meeting
of the Alliance High Command

-

Support Services: If Fleet gives their ap-
proval, we can give you a couple of extra
repair ships to hurry things along ...

Fleet: | see no problem there. We've got
fleet maneuvers scheduled for that time; we
can just cut down on starfighter operations
until the repair ships get back.

Chief of Staff: OaS?

Chief of Ordnance and Supply: Fuel and
weaponry are already assigned; awaiting
pickup in deep space caches in Reegian sys-
tem. Support has given us the necessary trans-
ports.

Chief of Staff: Good. Spec Forces?

General Madine, Special Forces Com-
mand: We've set up the liaison group with
Sector Command; we're just waiting for up-
to-date maps of the base from Intell. It's a
risky operation and murder if we mess up,
but I'm willing to take the shot if Starfighter
Command is.

Chief of Staff: Anyone have anything to
add? That's it, then. General Madine will take
control of planning and operation of Cobolt
from this point on. You will all assign officers
to Madine's task force. General, | want daily
progress reports.

General Madine: Yes sir.
Commander-in-Chief: Nicely done,

gentlebeings. Chief of 5taff, what is the next
subject on the agenda?

The Rebel Alliance Sourcebook

23



Chapter T:"l.-'ﬂ: Alliance M"Itﬂ:z _—_——l—srlh

Support Services

This department controls the Alliance’s lim-
ited transportation network — bulk and light
freighters and other vessels. It also provides
cooks, doctors, mechanics and repair facilities
for the bases and the Fleet. Finally, it maintains
the Alliance’s safe worlds and hospital ships.

Though not at all glamorous, Support is one
of the most important service branches in the
Alliance military. Without Support, The Alliance
war machine would grind to a halt within a
matter of months.

For more information on Support Services,
see Chapter Nine.

Intelligence

Intelligence is responsible for keeping track
of the Imperial Army and Navy. Intell's opera-
tives are everywhere — in the enemy's military,
in sector capitals, in the bases, in the space-
ports, and anywhere else that military informa-
tion can be found. Their jobs are dangerous in
the extreme, but, if they are lucky, they can pick
up crucial data for the Alliance.

Inaddition toits undercover operatives, Intell
employs many less-glamorous — but often more
reliable — methods to determine the enemy’s
location, strength, and intentions. Alliance deep
space vessels and probe droids are stationed at
the fringes of Imperial base worlds, cataloguing
the comings and goings of the Imperial ships.
Hundreds of operatives scan thousands of hours
of news-vids, looking for fragmentary reports of
the movement of Imperial craft and armed forces,

Putting all of this information together, Intell
can get a surprisingly accurate picture of the
activities of the enemy.

For more information on Intell, see Chapter
Three, “Alliance Intelligence.”

Special Forces

These are the ground troops of the Allied
Forces. Small in number — totalling perhaps 10
divisions — SpecForces make up for this by the
excellence of their training, the brilliance of
their leadership and their high morale.
SpecForce units defend High Command, are
attached to the Fleet, and are sent on detached
duty to sectors across the galaxy.

Sector Command

Sector Command is in charge of the various
Sector Forces, assigning assets, coordinating
activities between sectors, and the like.

There arethousands of Alliance Sector Forces
in existence, each with its own peculiar tactical
and strategic problems, each with varying
amounts of manpower, weaponry, command

competence, and Imperial opposition. It is liter-
ally impossible for any organization to closely
coordinate (or keep track of) all of the Sector
Forces: SecCom doesn't even try. Instead, it
attempts to provide overall strategic guidance
to the sectors, limiting its direct contral to only
the few most important. SecCom is one of the
largest branches in High Command, employing
hundreds of officers, soldiers and droids.

Despite the charter of the Alliance, which
gives Mon Mothma — and, by her authority, the
Alliance Command — near-dictatorial power
over all Allied Commands and their military
forces, SecCom rarely uses this power to inter-
fere with the internal workings of a Sector Force.
However, when a Sector Force must cooperate
with the Alliance Forces for a crucial operation,
SecCom will not hesitate to pull rank to get the
job done.

Typically, SecCom will receive strategic di-
rectives from the Supreme Commanders, Chief
of Staff or C-in-C. These orders will usually be of
the most general nature. For example: SecCom
may be told that a critical shortage of fuel is
projected for six months away; they are to di-
rect all available assets to increase fuel produc-
tion. Or, an offensive is planned to take placein
the next month; all sectors in a certain area are
to concentrate their efforts against the enemy’s
starfighters. SecCom passes these directives to
the Sector Forces; they are expected to decide
how to best implement SecCom’s instructions.

SecCom’s communications equipment is
massively extensive and massively expensive
— even 5o, it may take weeks for a SecCom
directive to reach its final destination The gal-
axy is vast indeed, and only a very few systems
are equipped with hyperspace communicators.
Most messages must be sent by relay, or carried
by hyperspace droid or ships.

Because of the time delay inherent in these
methods, in cases where rapid response is re-
quired, SecCom will often send a Command
Group to the critical sector to take charge for
the duration of the emergency.

SecCom s also responsible for organizing
new Sector Force Commands on uncontrolled
planets. Intell handles the recruitment, Support
the training, but SecCom provides the cadre of
trained officers to man the command until the
natives are capable of running it on their own.

Fleet Command

The Fleet is firmly under the control of one
being: Admiral Ackbar. He is the father of the
Alliance Fleet. He created it from virtually noth-
ing and he wields it as if it were an extension of
his own body.,
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Minutes of the Planning Meeting for Operation Cobolt
General Madine: Afternoon, ladies and  clearoutresistance and set theairlocksup...
gentlemen. Cobolt is a hit-and-run operation. Madine: You've got three. Any longer gives
We're assaulting the Imperial orbital base 1. enemy too much time to regroup. Take as
above Mantooine in Atrivis sector after our many techs as you need '
starfighter wings draw off the TIE cover, '
The raid has two objectives: first, steal the Seertay: Yes sir.
new Imperial Intelligence Scandoe coding Madine: Fine. We're in. Toomhs and
computer on board the base; second destroy  Gideon, you will be in charge of the assault
the base, covering the theft and, incidentally,  teams. Work up a team profile, based upon
stranding the TIEs in space. Your briefing  the transport capacity of a Wolden-class
chips contain the layout of the base, as well  shuttle — remembering that you need to
as our latest intelligence on troop comple-  reserve space for the 20 infiltrators, though
ment, dispersion, and a psych profile of the  youcanreasonably expect them to sustain 50
commander of the base. percent casualties, Also, our reportslist 10to
How do we get in? 20 civilians on the base; we want to evacuate
Colonel Gharon: I'd say we use a variant  them if possible. Assume you've got no more
on the “Erasmus” gambit. We insert 10 infil-  than 20 minutes to complete the mission and
trators aboard an Imperial supply crait. They 8¢t out.
disable the base's shields and as many guns First thoughts?
as possible, and then hold up until relieved. Colonel Toombs: That gives us room for
I'll see what transport’s got availableand I'll about 75 troopers and maybe 1,000 kilos of
get Intelligence to forge the orders. equipment. It llbetight. lf we're wearing space
Madine: Fine. But there are a lot of  S5Uuits, you can cut down our efficiency and
stormtroopers aboard; I'd go up to 20 men. speed by 18 percent. We need that airlock —
Gharom: Aye, ave, sir. Seertay: You'll have it.
Madine: Colonel Seertay? Iggumhs: = gumti. II‘ i; wia"ll thr;ale units c{:: f25
N soldiers each. One to hit the Intelligence Cen-
Seertay: If the shields are down, the ma- ter, call it White Team, one to hit%he power
rines can crack the cargo doors, noproblem.  g4.4i0n call it Black Team, and the third in
One assault boat should do it — it will also reserve, call it Red Team. Figure 20 marines
serve to draw enemy fire, showing us which o hea'w weapons, two techs, and one mid
guns are still operable and must be taken out ineach. We'll need a heavy repiﬂsnr sled and
before the transport gets within range. lift suit with White Team to move the com-
Madine: Good, Anna. Once inside the bay,  puter. Gideon and | will requisition the men
set up a temporary airlock on the exit hatch-  and equipment this afternoon.
ways: we don't want to vent the baﬁe 2 Madine: Excellent. | want detailed opera-
vacuum — yet. How long will you need? tional profiles by this time tomorrow. We'll
Seertay: I'll need at least five minutes to  start training exercises in 48 hours. Let's roll.
\ v

Line Admirals

The line of battle is the main unit of maneuver
in the Fleet. The battle line consists of four
elements. At the core are the ships of the line,
usually heavy cruisers. These are surrounded
by close support vessels, frigates and corvettes.
In turn, those are surrounded by picket craft,
fast-attack and patrol ships. Finally, the battle
line is guarded by one or more wings of
starfighters.

For more details on starships and the battle
line, see Chapter Four, “Combat Starships.”

Starfighter Command
Starfighter Command is usually given to a

general, though occasionally a commander has
the post. Starfighter Command is in charge of
the Fleet's complement of offensive starfighter
wings, those not specifically assigned to the
tactical defense of a line.

Often the starfighter commander is also the
wing commander of the lead attack wing, though
sometimes he is posted aboard the Fleet
Admiral’s flagship. This is a matter of the
commander’s style — aboard the flagship, the
commander s able to get a more clear picture of
theentire battle; at the head of the lead wing, the
commander assures a more rapid response to
his orders, and is able, by his example, to get the
very most out of his starfighter pilots,

Chapter Two: Alliance Mi!itanr
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For more details on starfighter tactics, ships
and organization, see Chapter Five, “Starfighters.”

Fleet Intelligence

Fleet Intelligence has two main functions: to
interpret information supplied by High Com-
mand Intelligence, and to organize and run the
Fleet's deep picket line.

The deep picket line is a group of long-range
sensor boats and droids deployed many thou-
sands of kilometers from the main body of the
fleet. They are there simply to warn the fleet of
approaching vessels. If a deep picket spots aship,
it immediately sends a short-burst, coded mes-
sage back to the Fleet. Hopefully, they have been
given enough time to deploy for battle or flee,

Though Commander of Fleet Intelligence is
not a combat post — his deep picket crait are
not battle-worthy and flee when the enemy at-

tempts to engage — he is one of the Fleet
Admiral's chief strategic advisors.

Ordnance and Support

This post combines the functions of support
services and ordnance and supply. The com-
mander of Ordnance and Support has direct
charge of the Fleet's transports, medical, rescue
and replenishment craft,

OaS is charged with ensuring that all of the
vessels in the fleet are fully armed, fueled and
supplied for battle. During battle, the lightly-
armed transports and replenishment craft stand
well away from combat if possible, while the
rescue ships and the medical frigate are in the
thick of things, picking up survivors from dis-
abled starfighters and starships —though there
usually aren’t very many of them.

Il Special Forces

Special Forces are the ground units attached
to Alliance High Command. Specifically selected
for morale, courage, skill and devotion to the
cause, Special Force troopers are the finest
ground troopers in the Alliance — and quite
probably, the galaxy.

These superbly trained, fully-equipped sol-
diers are capable of handling a tremendous
variety of missions. A number of the troopers
are permanently assigned to the Fleet as ma-
rines, protecting the fleet’s ships against board-
ers and assaulting Imperial ships if the opportu-
nity arises. Other SpecForces provide base se-
curity, guarding the Alliance High Command
Center against sudden attack. (Some of the troop-
ers assignedtoguard Hoth Base are SpecForces.)

SpecForce troopers are trained to go any-
where, use any equipment, and succeed at any
assignment. Some have been trained in covert
operations, acting as assassins, couriers,
counter-intelligence, or the like. Others are path-
finders, trained to scout out a planet, locate likely
places to stage an invasion, and then land se-
cretly, place landing beacons, and protect the
landing zone (LZ) until the regular troops arrive.

Still others are specially trained guerrilla re-
cruiters, who land on a planet and recruit na-
tives to fight against the Empire, leading the
natives in battle until they are capable of taking
over the operations themselves,

Organization

Thekey to SpecForce’s flexibility is its unique
command structure, allowing virtually any com-

position of troops and equipment with mini-
mum confusion and friction.

When not engaged in combat, SpecForce is
organized intodivisions, regiments, companies,
platoons and squads, similar to the Imperial
armed forces. However, they rarely operate in
these formal groups in the field. Instead, in
battle, SpecForce soldiers are organized into
task forces, consisting of as many soldiers and
as much equipment as is necessaryto complete
the job.

Special Forces Classifications

Inadditiontostandard combat training, which
they all receive, each regiment within a
SpecForces division receives additional train-
inginaspecialty. When creatinga task force, the
commander can combine regiments or elements
of regiments into a single force, thus gaining
troopers with the specialties he believes appro-
priate to the situation.

Following is a list of some of the special
training given to SpecForces regiments, and the
equipment generally available to those regi-
ments, The following statistics should be con-
sidered minimal levels of proficiency; certain
exceptional individuals and units will have much
higher skills. This is by no means a complete
listing, but a brief description of the most com-
mon SpecForces special operatives,

Marines

Marine regiments are trained to fight on-
board ships, either torepel boarders or to board

_—-Chap;gr Two: Nﬂante Militag
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and take over enemy vessels. Marines receive
special training in 0-gee and space suit/battle-
suit combat, corridor fighting, hand-to-hand
combat, space survival, and some starship re-
pair skills.

Marines are typically armed with blaster pis-
tols, rifles, grenades and vibroknives. A platoon
might have access to a light or medium repeat-
ing blaster, but these weapons are generally too
indiscriminate to employ inside a spaceship.

Marines are also equipped with space suits.
They have access to the few battle suits the
Alliance has available.

m SpecForces Marines
Type: SpecForce Marine
DEXTERITY 2D+2
Blaster 3D-1, brawling parry 3D, dodge 3D, grenade
3D+ 1, melee combat 4D, melee combat: (-gee 5D+2
KNOWLEDGE 1D+1
Survival 2D, survival: space 4D
MECHANICAL 1D+2
Capital ship gunnery 2D+1, starship gunnery 20-1,
powersuit operation 30-2
PERCEPTION 2D+2
Command 3D+ 1, search 3D
STRENGTH 2D+2
Brawling 30+2, stamina 3D+ 1
TECHNICAL 1D
Capital ship repair 2D, first ald 2D, security 2D, space
transports repair 2D
Character Polnts: Varles, typically (-5
Move: 10
Equipment: Blaster pistal (40). blaster rifle (3D), 2 gre-
nades (500, space suit (+1D physical, +2 energy),
vibroknife (STR-1D)

Pathfinders

These troopers make covert drops onto an
enemy planet, establish a beachhead, and hold
until relieved by Alliance ground forces.

This is an extremely dangerous undertaking.
It is quite difficult to insert a large number of
troops or heavy weapons onto an enemy planet
without being detected; traveling light, the path-
finders rely upon surprise to overwhelm resis-
tance.

If surpriseis achieved, a small number of men
can wreak havoc upon a larger force — for a
while, anyway. However, as the enemy gets
organized and brings his strength to bear, the
pathfinders soon find themselves inreal trouble.
If not relieved, the pathfinders risk annihilation.

To accomplish their missions, pathfinders
are trained in survival, alien species, and
repulsorcraft operation, in addition to standard
combat skills, They are equipped with blaster
rifles, grenades, heavy weapons, survival gear,
and, if space allows, repulsorcraft.

m SpecForces Pathfinders

Type: SpecForce Pathfinder
DEXTERITY 2D+2
Blaster 300-2, blaster: blaster rifle 4D-2, blaster artillery

“WARS—

3D, dodge 3D, grenade 3D-1, vehicle blasters 3D+2
ENOWLEDGE 2D

Allen specles 30, survival 3D

MECHANICAL 1D+1

Repulsorlilt operation 2D+1

PERCEPTION 2D+2

Command 3D+2, hide 3D+ 1, search 3D, sneak 3D-1
STRENGTH 2D+1

Brawling 3D+2, climbing/jumping 3D, stamina 3D-1
TECHNICAL 1D

Demolitions 2D, first ald 2D+1

Character Points: Varies, typically 0-3

Move: 10

Equipment: Blaster rifle (5D), 2 grenades (3D), survival
pack

Urban Guerrillas

These SpecForce soldiers are trained in ur-
ban warfare — streetfighting. They are expert at
using the constricted urban terrain to its best
advantage, and, in their special environment —
the streets, buildings and sewers — they are
able to take on many times their number of
enemy troops.

For urban soldiers, the emphasis is upon
making do with the materials at hand. They do
not expect to fight formal engagements, sup-
ported with heavy weapons, repulsortanks, and
the like. Instead, they employ hit-and-run tac-
tics, sniping at the attackers from the rooftops,
lobbing home-made explosives from dark al-
leys, and making their way to a new position
before the enemy can pin them down.

Guerrillatroopersare trained experts in hand-
to-hand combat skills, light weaponry, street
savvy, stealth, and demolition.

B Fathfinders make a night paradrop landing: an
extremely dangerous manesuver.
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m SpecForces Urban Guerillas
Type: SpecForce Urban Guerrilla
DEXTERITY 2D+1
Blaster 30«1, dodge 3D, grenade 30, melee combat 3D,
melee parry 3D
ENOWLEDGE 2D+1
Streetwise 3D-2
MECHANICAL 1D+1
Repulsorlift operations 2D
PERCEPTION 2D+2
Command 3D-1, hide 30+2, sneak 30+2
STRENGTH 2D
Brawling 3D, elimbing/jumping 2D-2, stamina 3D
TECHNICAL 1D=1
Demolition 30, first ald 2D
Character Polnts: Varies, typically 0-5
Move: 10
Equipment: Blaster pistal (4D), 2 grenades (507,
vibroknife (STR-1D}

Wilderness Fighters

Wilderness SpecForce troopers are trained
in outdoor combat and survival. Like the urban
guerrillas, they learn to use their terrain to its
greatest advantage to foil overwhelming num-
bers. Because wilderness combat usually re-
quires much greater mobility than urban war-
fare, wilderness troopers are often trained and
equipped with repulsorcraft — speeder bikes,
skiffs, repulsortanks, or whatever else is avail-
able and appropriate to the mission.

Wilderness troopers receive general training
in all types of terrain; in addition, individual
brigades receive special training in one particu-
lar terrain type: arctic, aquatic, forest, moun-
tains, and the like,

m SpecForces Wilderness
Type: SpecForce Wilderness Soldier
DEXTERITY 2D+1
Blaster 30+ 1, blaster artillery 3D, dodge 3D, grenade 3D,
melee combat 30+2, vehicle blasters 3D
ENOWLEDGE 2D+1
Survival 3D+2
MECHANICAL 1D+1
Repulsorliit operation 3D
PERCEPTION 2D+2
Command 3D+1, hide 3D+2, sneak 3D+2
STRENGTH 2D
Brawling 3D, climbing/jumping 2D.2
TECHNICAL 1D+1
Demolition 3D, first ald 2D
Character Points: Varies, typlcally 0-5
Mowve: 10
Equipment: Blaster pistol (4D}, speeder bike (see Chap-
ter 3ix, “Ground Combat™), survival pack, vibroknife
(STR+1D)

Technicians

These troopers are trained to operate and
repair any equipment the SpecForce units have
— and to build anything they don't out of avail-
able materials. Techs do not usually operate as
aunit. Instead, individuals are attached to other
units to take charge of their equipment.

Though primarily mechanics and engineers,

B Urbar-trained SpecForce unit assaults an Imperial repulsortank

they must also have combat and survival skills.
When not patching a comm unit together with
“spit and plasticord,” the techs fight as well and
as hard as their comrades,

m SpecForces Technicians
Type: SpecForce Technician
DEXTERITY 2D
Blaster 2D+2, dodge 3D
KNOWLEDGE 2D+1
Survival 3D
MECHANICAL 2D
Repulsorliit operation 3041
PERCEPTION 1D+2
Command 2D+1, hide 2D, sneak 2D
STRENGTH 1D=2
Brawling 2D, lifting 2D-2, stamina 2D
TECHNICAL 2D+1
Armor repalr 30+2, blaster repalr 3D+2, computer pro-
gramming/repair 302, demolition 3D, droid program-
ming/repair 30+2, hover vehicle repair 3D+2, ground
vehicle repair 3D+2, repulsorlilt repair 3D-2, walker
repair 30-2
Character Points: Varies, typically (-5
Move: 10
Equipment: Blaster pistol (50, technical tool kit

Infiltrators

Thesearetheeyes and ears of the SpecForces.
They are trained to slip through the enemy's
lines in order to sow confusion and consterna-
tion in secure areas. Infiltrators are masters of
stealth, able to foil most mechanical and Human
security measures.

Chosen from those in the Alliance with the
most reason to hate the Imperials, their weap-
ons are the vibroknife and the garrotte, With
good reason, they are among the most feared of
all the SpecForce troopers.
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B SpecForce Techs often operate at the very front line of battle.

m SpecForces Infiltrators
Type: SpecForce Inflitrator
DEXTERITY 2D+2
Blaster 3D, brawling parry 30, dodge 3D, melee combat
0.2, melee combat; vibroknife 50-2, melee parey aD+2
ENOWLEDGE 2D
Streetwise 30-2, survival 20-2
MECHANICAL 1D+2
Repulsorlift aperation 2D-1
PERCEPTION 2D
Can 30+1, hide 3D+2, search 3D, sneak 3D+2
STRENGTH 2D
Brawling 3D
TECHNICAL 1D+2
Demolition 202, security 20.2
Character Polnts: Varles, typically 0-3
Mowve: 10
Equipment: Blaster pistol (4D), garotle (STR-1D),
vibroknife (STR+ 100

Heavy Weapons Specialists

These troopers are trained to operate heavy
weapons, providing protection against enemy
airand ground vehicles and giving friendly forces
the extra punch needed to crack a tough posi-
tion.

In battle, casualty rates in these units are
extremely high — once a heavy weapons bat-
tery has revealed its position, the enemy is
likely to concentrate all of his energy upon
suppressing it. In training, heavy emphasis is
placed upon holding your position at all costs; a
heavy weapons crewman would rather die than
abandon his gun.

Heavy weapons specialists alsoreceive train-
ing in starship gunnery. When stationed with
the Fleet, they stand ready to replace any gun-
ners incapacitated in battle.

_______————————"'A.'-
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m SpecForces Heavy Weapons Crew
Type: SpecForce Heavy Weapon Soldier
DEXTERITY 2D+2
Blaster 30, blaster: repeating blaster 40+2, blaster artll-
lery 3D+2, vehicle blasters 3D+2
KENOWLEDGE 1D+2
Survival 2D
MECHANICAL 2D
Capital ship gunnery 30, repulsorlift operation 201,
starship gunnery 3D
PERCEPTION 1D+2
Search 3D
STRENGTH 2D
Brawling 2D+2, lifting 3D, stamina 20+ 1
TECHNICAL 2D
Demelition 202, first ald 201
Charncter Polnts: Varies, typlcally (-5
Move: 10
Equipment: Blaster pistol (4D), comlink, vibroknife
(5TR+ 1D, heavy weapon or repeating blaster emplace-
ment (varies by mission profile}

Other Specialists

Additional classes of SpecForce troopers in-
clude transportation specs (drivers and me-
chanics), pilots, communications experts, trans-
lators. medical technicians, supply specialists
(commonly known as “scroungers”), and oth-
ers.

General Madine, the commander of the Alli-
ance SpecForces, has claimed, “In half an hourl
can put together a strike team of 20 men, ca-
pable of succeeding at any mission, under any
conditions, anywhere in the galaxy.”

So far, he has not been proven wrong,

B Infiltrators are among the most feared of all the
SpecForce troopers.
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BN Sector Forces

While the Alliance Forces are mobile, f ighting
the Empire wherever and whenever Alliance
High Command sees fit, the Sector Forces are
static. They fight the Empire in their sector of
space. Theyfight it on adaily basis, for miniscule
gains and potentially catastrophic losses. Their
defeats — and victories — often go unnoticed
and unrecorded.

And if successful, their success may simply
drive the Empire to greater efforts to destroy
them. Having little or no space transport, of
necessity based in a single system, they are
sitting targets and the planets in their svstems
can be held hostage against their actions. A
Sector Force which is teo successful may drive
the Empire to destroy by orbital bombardment
planets suspected of collaboration.

Creation of Sector Forces

Like their political opposites, the Allied Com-
mands, Sector Forces are created out of what-
ever resistance organization is in place when
the sector is recruited into the Alliance, built
out of whatever manpower, equipment, and
levelof commitment is available. Some SecForces
are powerful, smoothly-integrated military units,
with complete ground, air, and space forces at
their command. Other units are mere shells or
fragments, with perhaps several thousand part-
time guerrillas and a few motley spacecraft — if
that,

Though, by treaty, they have the right, the
Alliance military has neither the time nor the
resources to mold every sector’s forces into a
smoothly-integrated machine and bringitupto
full power. Instead, it concentrates its efforts
upon ensuring that its interface with the sector
— the Sector Forces Command — has a sound
basic understanding of the Alliance's military
objectives, strategy and tactics and has suffi-
clent communications to keep in contact with
the Alliance Command. Beyond that, unless the
sector warrants the commitment of Alliance-
supplied material such as starfighters, the Sec-
tor Forces are allowed to set up their own struc-
ture and use their assets however they see fit,

There have been cases where Alliance Sector
Command has stepped in and completely reor-
ganized a Sector Force's command structure
because it was highly incompetent, corrupt, or
riddled with Imperial spies, but these instances
have been rare — the Alliance simply does not
havellu:res:mrmes,andthelastthingitnuedsm
get embroiled in is a power struggle with an

entrenched military organization.

Usually, if a Sector Force is not trusted, the
Alliance merely does not commit any starfight-
€rs, men, or secret intelligence to it, When the
Sector Force eventually falls apart, as it inevita-
bly does, Alliance Command then steps in and
rebuilds it from scratch. These draconian mea-
sures can be cruelly hard upon the often inno-
cent resistance fighters in the Sector Force un-
der the incompetent leadership, but, given the
scale of the canflict, there js nothing else to he
done.

Organization of Atrivis
Sector Forces

Sector Forces vary from sector to sector due
to available resources, Imperial and Alliance
interest in the sector and the manner in which
the SecForce was created. Therefore. it would
be pointless to describe the “ideal” Sector Force
simply because none of them would exactly
match the designated standards. However. as
much as any, Atrivis represents a typical Alli-
ance SecForce, and serves as a useful model.

Growth of Atrivis

The Atrivis Sector Force was created out of
the Atrivis Resistance Group, which in turn
came out of the alliance of two smaller groups
based upon Fest and Mantooine.

When the ARG formally joined the Alliance,

Bl Heavy weapons crewmen generally suffer the
highest casualty rates among SpecForces units.
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General Madine’s Report on Operation Cobolt
To: Commander in Chief, Alliance Forces Black Team reached the power station at
| From: Commander, AllianceSpecial Forces  02531; the station was disabled by 02533. As
] Regarding: Operation Cobolt they were completing their assignment, Black
Team was attacked and overwhelmed by
Commander Mothma: vastly superior numbers of enemy troops,
Operation Cobolt commenced yesterday,  the majority of them stormtroopers.
02500 hours, as scheduled. The infiltrators, The marines at the cargo bay held the
posing as crew of an Imperial resupply ship, perimeter against mounting enemy pressure,
successfully docked at the base and began attempting to give survivors a chance to es-
off-loading the dummy cargo. cape. When the starfighter coordinator an-
Thestarfighter attack commenced at 02510 nounced that the enemy's TIE fighters were
hours, engaging the enemy’s picket and pa-  on their way back to the base, our forces
trol craft, damaging or destroying at least retreated to the assault shuttle and the trans-
three ships without sustaining any appre-  port, exiting the base at 02546. The ships
ciable damage in return. The enemy entered hyperspace by 02550.
scrambled its TIE fighters by 02512, at which According to Intelligence reports, without
point the starfighters began a fighting with-  power, thelmperial base entered Mantooine's
drawal, leading the TIEs several thousand atmosphere and broke up by 02740. 1t is
3 kilometers from their base. unknown whether the Imperials discovered
At 02514, the infiltrators attacked the se-  — or lived to report — the theit of the com-
curity forces and successfully disengaged  puter.
| the shielding, the communications systems, Our losses were as follows: 13 starfighters
and the gun positions. The assault shuttle destroyed: all pilots missing and presumed
impacted the cargo bay area by 02515; the  dead. Four starfighters heavily damaged but
area was secured and an airlock in position  hyperspace-worthy. One of the pilots, Com-
by 02519. mander Nin Nemb, badly wounded, hero-
The transport arrived at 02521, two min-  ically brought his damaged ship back to ren-
utes behind schedule because of a naviga-  dezvous point, but died before he could be
tional error in the hyperspace jump. The  treated. Sixty-eight soldiers missing, pre- R
assault teams were disembarked by 02523;  sumed dead —includingthe entireinfiltrator
they began their attack at 02525. team and all of Red Team — out of a force of
White Team reached its objective, the In- 110 Special Forces troopers. | sorrow to re-
telligence Center, by 02528, against negli- port that Colonels Toombs and Seertay fell in
1. gible resistance. The scandoc decoding com- the action: with your permission | will recom-
| puter was loaded by 02536, one minute be- mend them for posthumous promotion and
' hind schedule. Resistance had stiffened as  commendation.
the Imperials began to get organized; Red With respect,
Team was dispatched to their assistance, General Madine
, Remnants of both teams returned tothe cargo Commander,
bay at 02540, Special Forces
L i

Alliance Sector Command sent an advisory unit,

Commander-in-Chief, Atrivis Secto