
 

 



Introduction to Crisis 
Crisis is a unique form of committee within Model UN. Instead of making 
speeches and proposing resolutions as a nation, you’ll act as an individual 
character, working within a cabinet. Crisis is fast moving, with plenty of 
action and drama. There are  various aspects to a crisis, and its helpful to 
get an understanding of them before the start of the conference. 
 
Cabinet – You’ll spend your time in a cabinet, in this case either The 
Empire or The Rebels. You’re all on the same side of the conference and at 
the start of the crisis will need to work together. But as the conference 
progresses, you may decide to work against some of your cabinet 
members, in order to further your character’s goals. Your cabinet is led by a 
Chair, the most senior character in the cabinet. 
 
Directive – In a crisis, whenever you want to take a particular action, you 
send a directive to the backroom staff. It can be on any subject, from your 
character’s bodyguard, to troop movements, to engaging in diplomacy. You 
should always make sure that your directives are clear and detailed, if in 
doubt, ask your cabinet chair to proof read it before sending it. The 
backroom staff will then reply to your directive, telling you whether or not it 
has been successful. A directive might look like this: 
 
“I want to raise an army on Geonosis. The army will consist of 5000 men, 
4000 will be trained with blaster rifles, 500 with sniper rifles and the 
remaining will be trained as grenadiers. The payments for this army will 
come from my personal funds”  
 
Backroom – The Backroom Staff are ultimately in charge of the crisis. They 
approve or reject your directives and decide the outcome of battles. As the 
crisis progresses they will also create challenges for both cabinets to 
overcome, this could be anything from civil unrest to bankruptcy. 
 
 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 



Galactic Map 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Key:  
Red: Imperial 
Blue: Rebel 
Orange: Hutt Space (autonomous) 
Yellow: Neutral 
White: No allegiance (mostly uninhabited or sparsely inhabited) 
Black - Palpatine 
 

 



Current Situation 
Following the destruction of the Death Star by the Rebel Alliance, Emperor 
Sheev Palpatine has ordered the dissolution of the Galactic Senate as he 
declared that the Empire was formally at war with the Rebel Alliance. 
 
The Rebels meanwhile have fled Yavin IV and their locations are unknown. 
 
The success of the Rebels has resulted in two things almost 
simultaneously, a crackdown on dissent and rebellions sparking up on 
several planets. The Empire and the Alliance have identified several key 
systems (see map) that are important either due to their 
shipbuilding/resource capacity or their tactical locations. Both sides believe 
that they need to either control or placate these planets in order to get other 
key systems (like Nemodia, Tacodana and Mustafar) to fall into line. 
 
As well as the dozens of planets in open rebellion there’s an unknown 
number of systems that are clandestinely aiding the rebels, however many 
is yet to be seen.  
 
The Galactic Economy is in shambles after the massive expense of 
building the Death Star and this has allowed the Hutt clans to exert more 
influence than they usually can on planets beyond their usual domain. 
 
The uprising and requirements of additional security are keeping most of 
the Imperial Army and Navy occupied, preventing many ships being spared 
to fight the Rebellion, especially as the Death Star’s own sizeable fleet, 
(which comprised a large percentage of the Empire’s available offensive 
capacity) was destroyed by debris from the Death Star. 
 
 
 
 
 
 
 
 



 

Planet by Planet 
 
Alzoc III - Mostly uninhabited and uninhabitable ice planet, the regular ice 
storms means sensor readings of the planet are questionable at best. 
 
Manaan - An ecologically rich water world that is the only source of the 
healing agent Kolto in the galaxy, this has made the planet rich and the few 
landmasses on the planet overcrowded with development. 
 
Dantooine - A lush tropical world, the planet’s moist atmosphere and high 
density means that hover vehicles and AT-STs are incapable of 
functioning, the planet also creates a gravitational well that prevents the 
use of Hyperspace Drives within its orbit. 
 
Bonadan - One of the claimants of the title Coruscant of the Outer Rim, a 
planet city with a large industrial capacity, it has recently fallen onto hard 
times due to changes in the hyperspace trading routes. 
 
Jabiim - Ravaged by rain and electrical storms, the planet has been 
stripped of most of its natural resource by the Empire, and despite being 
nominally under Imperial control, their control doesn’t extend much past the 
capital city and mining settlements 
 
Carida - A strongly imperial world, highly militaristic it is the location of the 
main Imperial Navy training academies and produces a high number of 
rank and file officers. The planet boasts a range of environments and its 
high gravity makes it perfect for training in difficult terrains. It is also a net 
exporter of food and ruled jointly by a council of merchants and the Imperial 
Military. 
 
Aeten II - A lava world, mostly uninhabited since the depletion of its stygium 
crystal deposits. The lava flows on the planet make it so that large 
mechanised units will not be able to operate 
 
 



Thyferra - A jungle world, hot and humid it is the sole source of the healing 
agent Bacta in the known galaxy. 
 
Polus- Mostly uninhabited ice world, the regular ice storms mean that 
sensors on the planet are useless. 
 
Ilum - A holy world to Jedi, the planet’s kyber crystals were used to 
manufacture lightsabers for thousands of years. The kyber crystals for the 
Death Star were taken from Ilum, leaving the planet scarred with deep 
magma trenches left where the mining had happened. 
 
Anaxes - A lush but strongly imperial world, home to a large shipyard, a 
large naval academy and the Anaxes Fortress, probably the strongest 
fortified location in the known galaxy. 
 
Wayland - A moderate world by climate, Wayland was home to the 
Republic’s main research institutions, which are now under Imperial control. 
 
Yavin IV - A forested moon of a gas giant, home to the extinct Massai 
species, whose massive fortresses and temples still dot the landscape, one 
of which served as a base for the recent Rebel raid on the Death Star (it 
has since been abandoned) 
 
Fondor - A temperate desert world covered in urban sprawl and industrial 
waste. Regular sandstorms render atmospheric flight dangerous and make 
dogfighting inoperable. In orbit is a large shipyard that makes up most of 
the planet’s economy. 
 
Fresia - A water world with large archipelagos, a major manufacturer of 
small spacecraft, like X-wings and TIE fighters 
 
Taris - A planet city, Taris is a decaying urban jungle, heavily polluted and 
with only parts of the planet inhabitable, the planet has been in ruins since 
it was bombarded by Darth Revan’s Sith Empire many centuries ago. All 
that remains of the planet’s former prosperity are the large shipyards 
constructed from the ruins of the city that are now in high orbit. 
 



 
Abregado Rae - An idyllic looking world comprised of lush grasslands and 
pure white beaches that hides a seedy underbelly, run by the Hutt clans for 
generations, the world is highly corrupt and a centre for smuggling and 
other forms of illegal action. 
 
Coruscant - The Jewel of the Empire, the Capital World and the largest city 
planet, home to over a trillion of inhabitants, Coruscant has little in the way 
of industries, but it holds significant political and ceremonial importance 
 
Korriban - Homeworld of the Sith, it is uninhabited and the dark side 
presence on the plane makes it uncomfortable for anyone aligned with the 
Jedi to be near it 
 
Kessel - A prison mining planet, the planet is located near the Maw, a huge 
supercluster of black holes that are almost impossibly stable and saturated 
with both sides of the Force. The presence of the Maw creates a 
gravitational well that makes it impossible to jump to Hyperspace nearby. 
The Prisoners on the planet know that they will be worked to death and as 
such will rebel at first chance. 
 
Hosnian Prime - A planet famously neutral to galactic affairs, home to 
several large cities it is one of the earliest human colonies and is in 
possession to a thriving industrial sector. 
 
Byss - A model Imperial world, heavily fortified and highly loyal to the 
Empire, the world is where most of the Emperor’s Red Imperial Guards are 
recruited. 
 
Corulag - A world corrupted by the Emperor’s influence, making the 
inhabitants fanatically loyal to Emperor Palpatine and little else. Home to 
the Emperor’s personal shipyard. 
 
Bestine IV - An up and coming world hoping to get into the business of 
shipbuilding, the shipyards are incapable of creating larger ships but is 

 



highly likely to provide discounts for the construction of smaller ships like 
frigates. 
 
Endor’s Forest Moon - A planet sized moon covered in dense forests and 
home to the Ewoks. The gas giant Endor produces an electro-magnetic 
and gravitational field that disrupts attempts to use sensors on the moon. 
 
Atzerri - A Hutt controlled world, home to a thriving black market, bounty 
hunters and assassins. 
 
Bespin - A strange gas giant, made of heavy gases there exists a 
breathable layer that is in the upper atmosphere and inhabited by multiple 
floating cities, including the famous Cloud City ruled by the Baron-Governor 
Lando Calrissian. A major source of the gas Tibanna that’s used in blaster 
guns. 
 
Sullust - A lava world, most of the population live in subterranean cave 
cities and are employed by Sorosuub, a major interstellar company with its 
fingers in every pie going. After the Empire tried to nationalise Sorosuub 
the company led the planet into rebellion. 
 
Corellia - A system containing five inhabited planets, a long time rival of 
Coruscant. Home to a major ship manufacturer and the second largest 
shipyard in the known galaxy (after Kuat). 
 
Eriadu - A major starport and manufacturing base. Highly polluted and 
densely inhabited, the planet has a large ship manufacturing base in orbit. 
 
Kuat - Encircled by the largest shipyard in the galaxy, it is the only shipyard 
in the galaxy capable of handling more than a dozen Star Destroyers at 
once. The surface of the planet is temperate rolling grasslands and forests, 
nearly the entire industrial base is on the massive shipyard. 
 
Mon Kalamari - A water world, inhabited by the Mon Kalamari and the Dac. 
The Mon Kalamari live on giant floating cities that can take off to become 

 



starships if necessary to defend the planet. The Dac live in the depths of 
the ocean. Mon Kalamari possesses a large shipyard in high orbit. 
 
Kashyyk - Home of the Wookies, a forest planet home to giant trees. The 
population were highly loyal to the Republic and are famously very strong 
and excellent mechanics. The population were enslaved by the Empire, but 
soon joined the Rebellion and tore down their oppressors. 
 
Kamino - A water world with little in the way of land. The cloners of Kamino 
are amoral in their cloning, nearly everything they do is to advance their 
cloning technique, they were loyal to the Republic and remain loyal to the 
Alliance to restore it. 
 
Nal Hutta - A swamp of industrial waste. No non-Hutts are allowed on Nal 
Hutta unless they are a slave or employed by a Hutt. You will not find a 
more wretched hive of scum and tyranny than its moon Nar Shaddaa, the 
Smuggler’s Moon. Nearly entirely lawless, the population of the Moon is at 
the mercy of the Hutt clan chiefs that inhabit it and selectively enforce the 
laws. 
 
Bothawui - A temperate planet of forests and grasslands. The Bothans are 
a strange folk, they are a short furry race that look like cats, dogs or foxes 
depending on their subspecies. Nearly the entire species works for the 
Bothan Spynet in some form. They are known for being completely and 
utterly self-centred, their species and themselves come before all else. 
They are paranoid, extremely political and very rarely trustworthy. 
 
Tatooine - A desert world. Ruled by Jabba the Hutt, Tatooine is a desert 
world inhabited by scavengers, brigands, smugglers and generally the 
dredges of galactic society. 
 
Naboo - A lush world of forest, swamp and ocean. The world is unique in 
that it has a liquid water core. The Gungan people are proud and warlike 
and have taken to resisting the Empire from the swamps using hit and run 
tactics. 
 
 



Dagobah - A planet sized swamp, the terrain makes use of walkers and 
wheeled mechanised units impossible. 
 
Hoth - One of the most inhospitable ice worlds in the galaxy, the periodic 
ice storms make any attempt at observing the planet futile. 
 
Shola - A giant ball of lava, completely uninhabitable, but at a strategically 
important location for trading between Kamino and Ryloth. 
 
Ryloth - A world that is half tundra and half desert, home to the hardly 
Twi’lek, it is tidally locked to its star, meaning the inhabitants live in massive 
cave cities in the twilight zone between the Daylands and Nightlands. 
Twi’leks’ natural grace and flexibility made them highly prized as dancers 
and slaves by the Hutts and other unsavoury criminal types. Home to the 
hallucinogenic and highly addictive mineral drug Ryll, which can be purified 
to become Spice. Ryloth itself is loyal to the Empire but makes little attempt 
to remove rebel bases that are on the planet. 
 
Geonosis - The desert world of Geonosis was one of the core worlds of the 
Separatist Confederation, it was home to huge droid manufacturies (many 
of which still stand). The planet was wiped by the Grand Moff Tarkin during 
the creation of the Death Star, removing all biological life from the planet. 
 
The Vergesso Asteroids - A huge dense cluster of asteroids on the edge of 
the known galaxy, barely worth noting but are often used by pirates for 
ambushes on trade between Ryloth and Naboo. 
 
Notes on the Crisis: 
Nearly every planet will have a ground based default defensive force, and 
in some cases orbitable forces varying by planet’s importance and loyalty. 
These defensive forces cannot be moved to another planet. Some 
uninhabited planets don’t have defensive forces, or will have skeleton 
crews that will evacuate in the face of an overwhelming force. 
 
 
 
 



 

Ship Summaries:  
 
Both the Rebel Alliance and the Galactic Empire have a range of ships at 
their disposal, each with different abilities and costs. 
 
Rebel Alliance 
 
X Wing Starfighter  

- 1 Pilot 
- 4 Laser cannon and proton torpedo launchers 
- Effective at fighting other small ships 
- Cost = 300  

 
Y Wing Starfighter  

- 2 pilots 
- Bomber 
- Ineffective against small fighters  
- Cost = 500 

 
A Wing Starfighter  

- 1 Pilot  
- Similar capabilities to the X Wing 
- Cost = 200  

 
Corellian Corvette 

- 150 metres long 
- 6 turbolaser cannons 
- Able to carry hundreds of passengers 
- Cost = 2000 

 
DP 20 Gunship 

- 45 crew and 46 gunners 
- 120 metres long  
- 8 turbolasers 

 



- 6 quad laser cannons 
- 4 concussion missile launchers  
- Cost = 2000 

 
Marauder Class Corvette  

- Crew of 129 and 48 gunners  
- 195 metres long  
- 8 turbo laser  
- 3 tractor beam projectors  
- 4 diamond boron missile launchers  
- Cost = 2200 

 
Assault Frigate Mark II 

- Crew of 4820, able to carry an additional 100 troops 
- 700 metres long 
- Light warship 
- 15 laser cannons 
- 15 quad turbolasers 
- 15 turbolaser batteries 
- Cost = 20,000 

 
MC80 Liberty Type Star Cruiser  

- Crew of 5400, able to carry an additional 1200 troops  
- 1200 metres long 
- 48 heavy turbolaser batteries  
- 20 heavy ion cannons 
- 6 tractor beam projectors 
- Comes equipped with one flight of fighters and one of bombers  
- Cost = 35,000 

 
Mon Calamari Star Cruiser 

- Crew of over 5000 
- 1500 metres long 
- 48 heavy turbolaser batteries  
- 20 heavy ion cannons 
- 6 tractor beam projectors 

 



- Missile launchers  
- Laser cannons 
- Comes equipped with two flights of fighters and one of bombers  
- Cost = 40,000 

 
Alliance Space Station  

- 925 metres long, 600 metres wide 
- Used to dock ships for resupplying and refueling 
- Proton torpedo launchers 
- Ion cannons 
- Turbolaser cannons 
- Concussion missile launchers  
- NO HYPERDRIVE 
- Cost = 60,000 

 
 
The Galactic Empire 
 
Tie Fighter  

- 1 pilot 
- Fast moving 
- Effective against other small ships  
- 2 small laser cannons 
- Cost = 300 

 
Tie Bomber 

- 1 pilot 
- Effective against large vessels 
- Orbital mines 
- Thermal detonators  
-  Concussion missiles  
- Cost = 500 

 
Tie Interceptor  

- 1 pilot 
- 6 laser cannons 

 



- Effective against other small vessels  
- Cost = 200 

 
 
Raider Class Corvette  

- Crew of 92, able to carry an additional 30 troops  
- 150 metres long 
- 6 heavy laser cannons 
- 1 turbo laser 
- Ion cannons 
- Concussion missile launcher 
- Cost = 2000 

 
Lancer Frigate 

- Crew of 810, 40 gunners, able to carry an additional 40 troops 
- 250 metres long 
- 20 quad laser cannons 
- Cost = 2000 

 
 
Tartan Corvette  

- Crew of 70, can carry an additional 50 troops 
- 250 metres long 
- 20 quad laser cannons  
- Cost = 2200 

 
Acclamator Heavy Cruiser 

- Crew of 700, can carry an additional 16,000 troops  
- 752 metres long 
- 12 quad turbolasers  
- 24 defensive light cannons  
- 4 heavy missile launchers  
- Cost = 20,000 

 
Victory Class Star Destroyer 

- Crew of 4798, 402 gunners, can carry an additional 2000 troops  
 



- 900 metres long  
- Meant for planetary defence  
- 10 quad turbolasers  
- 40 turbolaser batteries  
- 80 concussion missile launchers  
- 10 Tractor beam projectors  
- Comes equipped with one flight of fighters and one of bombers  
- Cost = 35,000 

 
Imperial 1-Class Star Destroyer  

- Crew of 35000, accompanied by 9700 stormtroopers  
- 1600 metres long 
- 60 heavy turbolaser batteries  
- 60 ion cannons 
- 10 tractor beam projectors  
- Comes equipped with two flights of fighters and one of bombers  
- Cost = 40,000 

 
Carden Class Space Station 

- Used for refueling and resupplying other ships  
- Only used for defence, not attack  
- Laser cannons 
- Ion cannons 
- Proton torpedo launchers  
- NO HYPERDRIVE 
- Cost = 60,000 

 
 
 
 
 
 
 
 
 

 



Land Forces 
Rebel Alliance 
Trooper Battalion 

- Armed with blaster rifles, grenades, single use anti-vehicle missiles 
and basic body armour, limited anti-aircraft capabilities due to 
anti-vehicle missiles 

- Limited Basic Training 
- Often loyal to their planet first before the alliance. 
- Can be assigned an officer 
- Variants: Wookie (Kashyyk only), stronger than their usual 

counterpart. Gungan (Naboo only), amphibious. Ewok (Forest Moon 
of Endor only), weaker than usual infantry but cheaper. Twi’lek 
(Ryloth only), better at stealth than usual infantry. 

- Cost: 300 
 
Blurrg Mounted Trooper Battalion 

- Cavalry Unit mounted and armed with a rifle and flame thrower 
- Stronger offensive capabilities than standard troopers, but weaker 

defensive capabilities. Gains a bonus vs vehicles. 
- Better trained and more loyal than standard troopers 
- Can be assigned an officer 
- Cannot be assigned to planets with extreme weather (lava or ice 

planets) without specialist mounts 
- Variants: Tauntaun (ice planets only), Gungan Kaduu (Naboo only), 

Wookie Katarns (Kashyyyk only, stronger) 
- Cost: 500 

 
Grenadier Battalion 

- Specialist anti-vehicle soldiers armed with thermal detonators and 
mortars. 

- Strong offensive capability, but no defensive capability due to the 
long range nature of their weaponry. 

- Bonus against vehicles. 
- Better trained than standard troopers. 
- Cost: 500 

 



 
Rebel Armoured Car 

- Repulsorlift armoured car equipped with two heavy laser turrets,  two 
missile launchers and a heavy blaster cannon. 

- Specialised anti-infantry. 
- Good mobility in rough terrain, unable to generate lift over liquids due 

to the repulsor needing a solid surface to repel against. 
- Cost: 600 

 
T1-B Mech Tank 

- Repulsorlift hovery tank equipped with two heavy laser cannons, 
three flak pods and basic deflector shields 

- Specialised to fight mechanised infantry and large mechanised 
vehicles, weak against smaller targets likes infantry. 

- Slower than the armoured car and weaker in defense, but stronger on 
the offense. 

- Good mobility in rough terrain, unable to generate lift over liquids due 
to the repulsor needing a solid surface to repel against. 

- Cost: 800 
 
Juggernaut Assault Tank 

- Large, slow and heavily armoured wheeled tank. 
- Equipped with two X-wing laser cannons emplaced on top, highly 

effective against shields. 
- Can function as a troop transport. 
- Highly effective against both infantry and mechanised opponents. 
- No close range, weak on defence and requires escort. 
- Cost: 1000 

 
Artillery 

- Heavy siege gun on a caterpillar track, equipped with a volley firing 
plasma launcher designed to fight entrenched opponents. 

- No close range, weak on defence and requires escort. 
- Slow rate of fire makes it ineffective against small, agile targets like 

infantry. 
- Cost: 1000 

 



 
Swoop Bike 

- Weak, but fast moving recon unit. 
- Not designed for combat, explode easily. 
- Cost: 100 

 
Proton Torpedo Launcher 

- Fires Proton Torpedoes at aerial targets 
- Unable to fire at ground forces, requires escort 
- Cost: 400 

 
Z-95 Headhunter 

- Old but reliable starfighters modified for sustained use in atmosphere 
- Stronger whilst escorting bombers. 
- Only defeated by those with anti-aircraft capabilities (i.e. troopers, 

other fighters or anti-air platforms) 
- Ineffective against non-infantry targets 
- Needs airbase or orbiting fleet to operate from. 
- Cost: 1000 

 
Atmosphere Modified Y-Wing 

- Y-wing modified for sustained use in atmosphere 
- Stronger whilst escorted by fighters. 
- Only defeated by those with anti-aircraft capabilities (i.e. troopers, 

other fighters or anti-air platforms). 
- Needs airbase or orbiting fleet to operate from. 
- Less effective against infantry targets. 
- Cost: 1000 

 
Imperial Forces 
 
Stormtroopers 

- Trained soldiers equipped with blaster rifles, grenades, single use 
anti-vehicle missiles and basic body armour, limited anti-aircraft 
capabilities due to anti-vehicle missiles 

- Better trains but less motivated than their rebel counterparts 
 



- Can be assigned an officer 
- Variants: Red Guards (Byss only), stronger than stormtroopers, only 

Palpatine can recruit them 
- Cost: 300 

 
Conscripts 

- Untrained soldiers equipped only with a blaster rifle. 
- Can be assigned an officer 
- Cost: 200 

 
Dewback Mounted Soldiers 

- Cavalry Unit mounted and armed with a rifle and flame thrower 
- Stronger offensive capabilities than standard troopers, but weaker 

defensive capabilities. Gains a bonus vs vehicles. 
- Better trained and more loyal than standard troopers 
- Can be assigned an officer 
- Cannot be assigned to planets with extreme weather (lava or ice 

planets) without specialist mounts 
- Variants: Tauntaun (ice planets only) 
- Cost: 500 

 
Grenadier Battalion 

- Specialist anti-vehicle soldiers armed with thermal detonators and 
mortars. 

- Strong offensive capability, but no defensive capability due to the 
long range nature of their weaponry. 

- Bonus against vehicles. 
- Better trained than standard troopers. 
- Cost: 500 

 
All Terrain Personal Transport 

- Basic walker mech, equipped with twin blaster cannons and a 
grenade launcher. 

- Specialised anti-infantry 
- Good mobility on rough terrain, but unable to swim and rendered 

immobile by marshes and swamps. 
 



- Cost: 600 
 
All Terrain Scout Transport 

- Armoured walker mech, equipped with two blaster cannons, one light 
blaster cannon, one concussion grenade launcher and one missile 
launcher. 

- Specialised to fight mechanised infantry and large mechanised 
vehicles, weak against smaller targets likes infantry. 

- Slower than the armoured car and weaker in defense, but stronger on 
the offense. 

- Good mobility on rough terrain, but unable to swim and rendered 
immobile by marshes and swamps. 

- Cost: 800 
 
All Terrain Armoured Transport 

- 22 metre tall walker mech, equipped with two heavy laser cannons, 
two repeating blasters. Heavy armour renders most infantry weapons 
ineffective. 

- Can function as a troop transport. 
- Highly effective against both infantry and mechanised opponents. 
- No close range, weak on defence at close range and requires escort. 
- Highly intimidating 
- Cost: 1000 

 
Imperial Artillery 

- Heavy repulsorlift siege gun, equipped with a volley firing plasma 
launcher designed to fight entrenched opponents. 

- No close range, weak on defence and requires escort. 
- Slow rate of fire makes it ineffective against small, agile targets like 

infantry. 
- Good mobility in rough terrain, unable to generate lift over liquids due 

to the repulsor needing a solid surface to repel against. 
- Cost: 1000 

 
Speeder Bike 

- Weak, but fast moving recon unit. 
 



- Not designed for combat, explode easily. 
- Cost: 100 

 
All Terrain Anti-Aircraft 

- A squat, four legged walker with a lizard style leg design. 
- Equipped with Anti-Aircraft flak pod. 
- Unable to fire at ground forces, requires escort 
- Cost: 400 

 
TIE Fighter 

- Modified to function in atmosphere for extended periods of time 
- Stronger whilst escorting bombers. 
- Only defeated by those with anti-aircraft capabilities (i.e. troopers, 

other fighters or anti-air platforms) 
- Ineffective against non-infantry targets 
- Needs airbase or orbiting fleet to operate from. 
- Cost: 1000 

 
TIE Bomber 

- Modified for sustained use in atmosphere 
- Stronger whilst escorted by fighters. 
- Only defeated by those with anti-aircraft capabilities (i.e. troopers, 

other fighters or anti-air platforms). 
- Needs airbase or orbiting fleet to operate from. 
- Less effective against infantry targets. 
- Cost: 1000 

 
Other Units 
Officers 

- Trained on Kamino or Carida to command infantry. 
- Must be assigned to a squad to provide a substantial bonus. 
- Bonus only provided to the squad they command. 
- Cost: 100 

 
Naval Officer 

- Trained on Mon Calamari or Anaxes to command ships 
 



- Must be assigned to a ship to provide a substantial bonus. 
- Bonus only provided to the ship they command. 
- Cost: 100 

 
Fambaa Shield Generator 

- Shield Generator mounted on the back of a fambaa that creates a 
shield that blocks energy weapons but not solid objects like boomas. 

- Can only be built by a Gungan Boss. 
- Cost: 500 

 
Glurrg 

- Semi-sentient race enslaved by Gungans to use as builders, workers, 
farmers and miners 

- Highly skilled at their jobs and with animal husbandry, but not with 
technology 

- Can only be hired by a Gungan 
- Cost: 50 

 
Spy 

- Generic spy, hired to obtain information 
- Single use 
- Disloyal 
- Hired from Hutt worlds 
- Often not willing to assassinate. 
- Cost : 50 - 300 depending on skill (skill corresponds to difficulty of the 

job) 
- Variants: Bothan (price can vary depending on favorability with 

Bothan race, average at 400, more skilled than average). Twi’lek 
(hired on Ryloth, cost 200, can blend in to criminal organisations 
better) 

 
Smugglers 

- The guys who can get you what you need 
- Can usually acquire whatever you need, but the relative difficulty 

raises the price 
- Hired on Nar Shaddaa, the moon of Nal Hutta 

 



- Ultimately cowardly 
- Cost: starts at 300 

 
People Smugglers 

- Will smuggle people onto just about any planet (highly fortified 
planets like Coruscant or Corulag are not available) 

- Can smuggle limited number of people 
- Unreliable 
- Hired on Nar Shaddaa, the moon of Nal Hutta 
- Costs: starts at 300 

 
Information Broker 

- Hired on Nar Shaddaa, the moon of Nal Hutta 
- Sell information and rumours 
- Information can be outdated or dubious 
- Costs: 600-1200 depending on how important it is. 

 
B2 Battle Droid 

- The main battle droid of the separatist army. Worse in a fight than 
their flesh and blood counterparts. 

- Weak, stupid and clumsy but cheap and replaceable 
- Millions scattered throughout the galaxy post war. 
- Require specialist foundries to build, of which there are very few 

remaining and fewer still that are operational 
- A few people sell old reprogrammed Separatist droids, but they are 

mostly obsolete due to a lack of parts. 
- Other old Separatist equipment is available, but little of it is in working 

order without a foundry (although, never underestimate Wookie or 
Jawa ingenuity). 

- Cost: 200 per battalion, prices vary for other equipment. 
 
Jawa 

- Semi-nomadic race native to Tatooine, but have since spread to other 
desert worlds and industrial worlds. 

- Scavengers who are highly skilled with mechanical equipment. 
- Will sometimes work for tech or credits 

 



- Cost: 300 per Jawa (who can repair and maintain one piece of 
equipment) 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 



Bounty Hunters 
Across the Galaxy there are mercenaries for hire, they have no loyalty 
except to whoever is paying them. Both sides of this civil war have the 
option to hire various bounty hunters from the Hutts, for assassinations and 
other criminal acts. The Hutts are also able to supply either side of the 
conflict with information on their enemy, but always for a price. 
  
Cad Bane 
- Spent many years fighting against the Jedi 
- Expert marksman 
- Armed with pistols, flamethrowers and a jetpack 
- Specialises in large schemes 
- Cost = 1000 
 
Bossk 
- Gained a reputation for hunting Wookies 
- Usually armed with a blaster rifle that doubles as a grenade launcher 
- Physically strong, won various fights against gladiators 
- Specialises in fighting and bringing in dangerous targets  
- Cost = 800 
 
Boushh 
- Has worked for a range of clients, of all political persuasions 
- Armed with a lance equipped with a shock blade, useful when looking to 

kidnap someone 
- Specialises in bringing in prisoners alive 
- Cost = 600 
 
IG-88 
- A robot assassin with a reputation for being a merciless killer 
- The main rival of Boba Fett 
- Able to track targets with advanced sensors 
- Uses various weapons including a blaster rifle, pulse cannon and a poison 

dart gun 
- Specialises in tracking hard to locate foes 
 



- Cost = 400 
 

 


