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Greetings delegates! 

My name is Max Banach, and I am a
second year at the University of 
 Florida majoring in Electrical
Engineering. I have previously served as
chair for the America Inc. committee at
GatorMUN XIX, director for one of our
SUNMUN I collegiate committees, and as
delegate at GatorMUN all four years of
high school. Moreover, I have been a part
of the Model UN  community for the past
five years and this will be my sixth time
staffing. I am currently serving on
UFMUN’s Executive Board and am  
 thankful to have been nominated to the ‘Best Delegate’All-Star
team by the collegiate circuit. It is my hope that I can share some
of the lessons I’ve learned in Model UN with y’all for the weekend
you’re here. 
This year, I’m excited to be co-directing with my life-long friend 
Brian in bringing to you a joint crisis committee (JCC) - the first
one from GatorMUN since I competed in the most recent one
three years ago. Along with that comes interactive crisis elements
unique to JCCs, like cross-committee interactions,
communications and continued aggressions (depending on how
you all steer the committee). Transformers is a rich universe full of
interesting characters, and I hope to bring a fun experience to all
those competing regardless of their level of knowledge. I wish you
all luck in preparing for GatorMUN XX, and I look forward to
welcoming you in January! 

A Word From Your Directors

1



committee and we couldn’t be more excited to see how you will
face the challenges ahead. 
Max and I knew we wanted to explore subjects other worldly to
allow more creative ways to face problems. When the planet of
Cybertron and the Transformers were brought up, we were excited
by the prospects of seeing this world come to life. Beyond that,
you all will also be taking part in the first Joint Crisis Committee
(JCC) in nearly three years for GatorMUN! With an opposing
committee actively working against you (possibly), we want to see
creativity in both the Transformers universe but also in the
conventions of a JCC. Ultimately, we hope you have as much fun
competing as we’ve had preparing for this committee. Good luck
delegates, the future of Cybertron and the universe is in your
hands!

A Word From Your Directors
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Hello and welcome! 

It is my honor to welcome you all to the
Transformers: Escape from Cybertron
Joint Crisis Committee at the twentieth
session of GatorMUN. My name is Brian
Zhang, and I am a sophomore at Florida
State University majoring in Finance on
a pre-law track (go noles!). I’ve previously
served as Crisis Coordinator in
GatorMUN XIX’s America Inc. and have
been involved with Model UN since my
freshman year of high school. To be able
to go from competing at GatorMUN to
now  directing is a great honor and
privilege!  Together with my friend Max
Banach, we will be co-directing this 



Rules of Procedure

Setting the agenda.
This means choosing the order in which you will debate
topics, if there are multiple on the table.

Debating the topic.
Moderated Caucus

Moderated debate
Unmoderated Caucus

Work on draft resolutions, sporadic debate, time for
additional research, etc.

Speaker’s List
When the speaker’s list is closed, move straight into the
voting procedure.

Vote on motions as they arise.
Author’s Panel

Group of sponsors present resolution
Voting procedure

Resolutions are presented, then voted upon.
No one may enter or exit the room once voting procedure
has begun 

This Committee will abide by Robert’s Rules of Order, below is a
brief summation of the basic procedures needed to be successful
in this committee. Points and motions not listed in this
document are chair’s discretion on acceptance. The goal of this
committee is to create one resolution as a group by the end of
the conference, based on attendance more may be accepted.
Page minimums and maximums will be established throughout
the committee as well as sponsor caps. 

Order/Agenda of a Model U.N. Conference
1.

a.

2.
a.

i.
b.

i.

c.
i.

d.
e.

i.
3.

a.
b.
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Rules of Procedure
QUORUM
A majority of voting members answering to the roll at each
session shall constitute a quorum for that session. This means
that half plus one of all voting members are present. Quorum will
be assumed consistent unless questioned through a Point of
Order. Delegates may request to be noted as “Present” or
“Present and Voting.” 

MOTION TO SUSPEND THE RULES FOR THE PURPOSE
OF A MODERATED CAUCUS
A majority of voting members answering to the roll at each
session shall constitute a quorum for that session. This means
that half plus one of all voting members are present. Quorum will
be assumed consistent unless questioned through a Point of
Order. Delegates may request to be noted as “Present” or
“Present and Voting.” 

MOTION TO SUSPEND THE RULES FOR THE PURPOSE
OF AN UNMODERATED CAUCUS
This motion must include the length of the Caucus. During an
unmoderated caucus, delegates
may get up from their seats and talk amongst themselves. This
motion requires a simple majority
to pass. The length of an unmoderated caucus in a Crisis
committee should not exceed fifteen
minutes.

MOTION TO SUSPEND THE MEETING
This motion is in order if there is a scheduled break in debate to
be observed. (ie. Lunch!) This motion requires a simple majority
vote. The Committee Director may refuse to entertain this
motion at their discretion.

POINTS OF ORDER
Points of Order will only be recognized for the following items:
a) To recognize errors in voting, tabulation, or procedure,
b) To question relevance of debate to the current Topic or
c) To question a quorum.
A Point of Order may interrupt a speaker if necessary and it is to
be used sparingly.

MOTION TO ADJOURN THE MEETING
This motion is in order at the end of the last committee session.
It signifies the closing of the
committee until next year’s conference.
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POINTS OF INQUIRY
When there is no discussion on the floor, a delegate may direct a
question to the Committee Director. Any question directed to
another delegate may only be asked immediately after the
delegate has finished speaking on a substantive matter. A
delegate that declines to respond to a question after a formal
speech forfeits any further questioning time. The question must
conform to the following format: 

Delegate from Country A raises placard to be recognized by the
Committee Director.
Committee Director: “To what point do you rise?”
Country A: “Point of Inquiry.”
Committee Director: “State your Point.”
Country A: “Will the delegate from Country B (who must have just
concluded a substantive
speech) yield to a question?”
Committee Director: “Will the Delegate Yield?”
Country B: “I will” or “I will not” (if not, return to the next business
item)
Country A asks their question (it must not be a rhetorical
question.)
Country B may choose to respond or to decline.

If the Delegate from Country B does not yield to or chooses not
to answer a question from Country A, then he/she yields all
remaining questioning time to the Committee Director.

POINTS OF PERSONAL PRIVILEGE
Points of personal privilege are used to request information or
clarification and conduct all other business of the body except
Motions or Points specifically mentioned in the Rules of
Procedure.
Please note: The Director may refuse to recognize Points of
Order, Points of Inquiry or Points of Personal Privilege if the
Committee Director believes the decorum and restraint inherent
in the exercise has been violated, or if the point is deemed
dilatory in nature.

RIGHTS OF REPLY
At the Committee Director’s discretion, any member nation or
observer may be granted a Right of Reply to answer serious
insults directed at the dignity of the delegate present. The
Director has the ABSOLUTE AUTHORITY to accept or reject Rights
of Reply, and the decision IS NOT SUBJECT TO APPEAL.
Delegates who feel they are being treated unfairly may take their
complaint to any member of the Secretariat.
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FRIENDLY AMENDMENTS
Friendly Amendments are any changes to a formally introduced
Directive that all Sponsors
agree to in writing. The Committee Director must approve the
Friendly Amendment and confirm
each Sponsor’s agreement both verbally and in writing.

UNFRIENDLY AMENDMENTS
Unfriendly Amendments are any substantive changes to a
formally introduced Directive that are not agreed to by all of the
Sponsors of the Directive. In order to introduce an Unfriendly
Amendment, the Unfriendly Amendment must be the number
equivalent to 1/3 of Quorum confirmed signatories. The
Committee Director has the authority to discern between
substantive and non-substantive Unfriendly amendment
proposals.
Delegate from Country A raises placard to be recognized by the
Committee Director
Committee Director: “To what point do you rise?”
Country A: “Point of Inquiry.”
Committee Director: “State your Point.”
Country A: “Will the delegate from Country B (who must have just
concluded a substantive
speech) yield to a question?”
Committee Director: “Will the Delegate Yield?”
Country B: “I will” or “I will not” (if not, return to the next business
item)
Country A asks their question (it must not be a rhetorical
question.)
Country B may choose to respond or to decline.
If the Delegate from Country B does not yield to or chooses not
to answer a question from Country A, then he/she yields all
remaining questioning time to the Committee Director.

PLAGIARISM
GatorMUN maintains a zero-tolerance policy in regards to
plagiarism. Delegates found to have used the ideas of others
without properly citing those individuals, organizations, or
documents will have their credentials revoked for the duration of
the GatorMUN conference. This is a very serious offense.
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MOTION TO ENTER VOTING PROCEDURE
Once this motion passes, and the committee enters Voting
Procedure, no occupants of the committee room may exit the
Committee Room, and no individual may enter the Committee
Room from the outside. A member of the Dias will secure all
doors.
• No talking, passing notes, or communicating of any kind will be
tolerated during voting procedures.
• Each Directive will be read to the body and voted upon in the
order which they were introduced. Any Proposed Unfriendly
Amendments to each Directive will be read to the body and
voted upon before the main body of the Directive as a whole is
put to a vote.
• Delegates who requested to be noted as “Present and Voting”
are unable to abstain during voting procedure. Abstentions will
not be counted in the tallying of a majority. For example, 5 yes
votes, 4 no votes, and 7 abstentions means that the Directive
passes.
• The Committee will adopt Directives and Unfriendly
Amendments to Directives if these documents pass with a simple
majority. Specialized committees should refer to their
background-guides or Committee Directors for information
concerning specific voting procedures.

ROLL CALL VOTING
A counted placard vote will be considered sufficient unless any
delegate to the committee motions for a Roll Call Vote. If a Roll
Call Vote is requested, the committee must comply. All dele-
gates must vote: “For,” “Against,” “Abstain,” or “Pass.”
During a Roll Call vote, any delegate who answers, “Pass,”
reserves his/her vote until the Committee Director has exhausted
the Roll. However, once the Committee Director returns to
“Passing” Delegates, they must vote: “For” or “Against.”

ACCEPTING BY ACCLAMATION
This motion may be stated when the Committee Director asks for
points or motions. If a Roll Call Vote is requested, the motion to
Accept by Acclamation is voided. If a delegate believes a
Directive will pass without opposition, he or she may move to
accept the Directive by acclamation. The motion passes unless a
single delegate shows opposition. An abstention is not
considered opposition. Should the motion fail, the committee will
move directly into a Roll Call Vote.
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Background Guide
“There's a thin line between being a hero and being

a memory.” - Optimus Prime 

Committee Mechanics & Information
In this committee, delegates will act as transformers: a race of vehicle-
inspired sentient robots. Each delegate will represent an individual
transformer with unique abilities. While delegates are encouraged to work
alongside their fellow committee members in-room (through public
directives) and out-room (through joint personal directives), you are free to
explore a wide variety of topics on your own (both on and off Cybertron) -
as long as they remain relevant to the overall flow of committee. 

The flow of time throughout committee will vary as delegates encounter
new events. Still, the current time will be updated to delegates alongside
crisis updates; time will be represented in astrominutes (~1 earth minute),
quartexs (~1 earth month), and cycles (~1 earth day). The committee will
take place towards the end of the War on Cybertron, with energon
continuing to be depleted as both factions scramble to find new sources.
Moreover, Optimus Prime will act as the chair of the Autobot committee
while Megatron will act as the chair of the Decepticon committee. 

On the weekend of the conference, each committee of delegates will
encounter a wide variety of issues - some issues being shared between the
two while others being unique to one side. While these events take place,
every delegate is urged to come up with a unique perspective and
formulate their own solutions to be implemented in-room while
continuing to further their own interests out-room. Directives, notes,
communiqués and any other form of action will take place on notepads;
computers will not be required to participate. 

Depending on how many delegates are in each room, there will be a 2/3
directive cap w/ heavy deemphasis on spammed out clauses with unique
ideas encouraged instead. One page note maximum. 

Each side will have a disposable level of “Energon” from which they can
draw upon to exercise their committee efforts. While certain actions may
cost more or less Energon, they could lead to better or worse event
outcomes or more or less Energon being uncovered (in cases of resource
excavation). Not all actions will require Energon. 

Disclaimer: As we are pulling information from multiple Transformers
continuities, some of the information you read may not fall in line with
the Transformers you are familiar with. Regardless, delegates are
encouraged to do their own research on their characters and different
continuities to draw inspiration from. Moreover, while delegates are not
required to do outside research, those delegates that reference actual
items, events, and characters will be rewarded in back-room for their
accuracy.
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General Committee Overview 

Cybertronian society has operated on a caste system, having
decepticons work outside the city in primarily labor intensive
positions while autobots work inside the city in primarily service
based industries. Rising in the ranks in fierce death battles by the
Deceptions spectated by Autobots, D-16 became the leader of the
Decepticons. Furious at the situation, he called for the end of the
caste system and the promotion of self determination for all
Transformers, naming himself “Megatron” after one of the original
thirteen Primes. Optimus and a few other autobots agreed with
Megatron's sentiment, and so began the brotherhood between
Megatron and Optimus. Together they collaborated to form
strategies on what a new Cybertronian system would look like,
eventually receiving an audience with the High Council to hear
their concerns. However, the High Council had other plans for the
future of Cybertron - instead naming Optimus a “Prime” instead of
Megatron, setting him in a frenzy. In his fit of rage, he kills
counselor Halogen, the naming member of the High Council,
sparking the civil war between the Autobots and the Decepticons. 
Thousands of solar cycles and countless battles fought later, the
initial reason of the conflict has become lost, Megatron slowly lost
his sanity as the war progressed while Optimus became more and
more paranoid of the fate of Cybertron. Though now, the war has
shifted from one of conflict to a battle for survival. Energon is the
source of energy and life on Cybertron, like water on Earth. Beyond
being the fuel for every structure and mechanical part, it also
serves as the foodstuff for the Transformers. Through eons of
battle, Energon has run thin, and now the battle rages for which
side can have the most resources. 

Prior to the outbreak of the war, the Decepticon and Autobot
factions were led by their leaders: Megatron and Sentinel Prime.
Before the assassination of counselor Halogen, Sentinel Prime
went out on an expedition to discover new sources of energon to
sustain Cybertron. Unfortunately, communication with his voyage
was lost to space and no one has heard from his ship - the Ark - in
many cycles. Sentinel Prime’s absence is the reason Optimus was
named a Prime in the first place, as the power void had to be filled
by the High Council. 

The Allspark is a sacred and powerful artifact predating Cybertron
and serves as the bringer of life, creating all new and present
Transformers. Its origins and rationale is unknown, however it is
certainly one of the most powerful objects in the universe. As the
war began, the Allspark awoke from its centuries long sleep to
bring in the final generation of Transformers before disappearing
from Cybertron entirely. This final generation has yet to swear an 
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allegiance to either Autobot or Deception, all they are seeking is
Energon in order to survive. As the conflict progresses, these
neutral machines begin choosing sides based on who can help
them the most, it will be up to you to ensure they will assist your
cause. 

In the infinite universe, there are numerous planets capable of
holding life. As the war for Energon continues, some have begun to
look beyond the planet for not just resources, but a new home.
How delegates prioritize the allocation and utilization of resources
will greatly impact not just their own future, but the future of all
Cybertronians!

Cybertronian History Overview 

Unicron vs. Primus 
At the beginning of the universe, 
there was little life scattered around. 
One of the most powerful beings, 
Primus, thought that more should 
exist. In his benevolence, Primus 
was a universal force of good set 
on bringing more life. Though with 
a universal good, there must be a 
balance. While Primus represents 
all things good and moral, his twin 
brother Unicron is known as the lord 
of chaos, bent on consuming the universe until there is nothing
left until just him. Upon the realization that they matched in
strength and there would be no victor, Primus used his body to
create the planet of Cybertron and thirteen “Primes” holding a
different aspect of Primus to help combat Unicron. 

The Primes 
The Primes worked to build Cybertron hand in hand with Primus.
To even the fields when facing Unicron, the Primes created three
legendary weapons: the Star Saber, the Blades of Time, and the
Apex Armor. While information on the weapons specifications have
been lost to time, the Saber was rumored to be able to snuff out
stars, the Blades able to grant access to anywhere in the universe
instantly, and the Armor to be impenetrable. With these weapons
and with Primus, they would go and confront Unicron, however in
doing so, his evil corrupted some of their spirits while putting
Primus in a slumber. This began pitting the Primes against each
other, some wishing to continue Primus’s mission in building life
and establishing order while the others wanted to create an
authoritarian and destructive future. Tension would rise for
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millions of solar cycles before violence ensued. Pitted against each
other, the Primes fought endlessly until five had perished. Of the
survivors, Megatronus Prime went into a self-imposed exile and
Solus Prime’s body was absorbed by Cybertron and created the
Well of Allsparks, a catalyst for life to emerge from the Allspark on 
Cybertron.

Allspark and 
First Civilization 
Through eons, the Well 
of Allsparks began bringing 
diverse life onto Cybertron, 
Transformers of all kinds 
of shapes and sizes. Though 
with such an influx on life, 
Cybertron became a primitive 
world with the larger Transformers terrorizing smaller ones and
taking Energon for themselves. This era would however end
abruptly as a rogue star entered Cybertrons system, melting the
surface with its scorching heat along with lashing the planet with
fierce electromagnetic waves. This lasted for thousands of solar
cycles with most of the larger Transformers being killed. Only
those who entered stasis- shutting off their mind and bodies
willingly- survived the ordeal. As these machines began to
reawaken, they began piecing back Cybertron over time. 
Following the destruction, it brought a sense 
of curiosity to the Transformers, creating 
a group of philosophers known as the 
Patterners seeking answers to these 
questions. This would eventually lead 
to an era of thought, where 
Cybertronian science and mathematics 
were born. They studied, designed, 
and began keeping track of their history. 
In doing so the city of Iacon was 
built, the capital of Cybertron. This city 
became the hub of knowledge and advancement. However outside
Iacon, competition for Energon was rampant and that primal
society could still be found. 

Quintessons 
Seemingly out of the blue, a hyper advanced alien species called
the Quintessons arrived on Cybertron. In reality, the Quintessons
have been observing Cybertron for thousands of solar cycles,
seeing their advancements. The Quintessons seem to resemble the
Transformers though they had much more sophisticated
technology. They came offering immense power and development
to Cybertron, tricking them into thinking they gave them the 
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ability to transform despite the 
Transformers always having that ability. 
With that, the Quintessons peacefully took 
over Cybertron, making massive 
advancements not only in their technology 
but also in their social structure. They 
taught them how to open portals, but 
also what is a rule of law. How to fly in 
space and also what is an electoral system. 
Society under the Quintessons was 
peaceful with elections and general law 
and order. However not all was as it 
seems. The Transformers were seen as second class citizens behind the
Quintessons on their own planet, with institutionalized inequality. They
formed the caste system, leaving strong Transformers to manual labor
and smaller ones to subservient deeds. So began the “form and function”
philosophy in Cybertron, where your shape and size determines your role.

Rebellion 
One of the elections on Cybertron was to elect a Prime in Iacon,
similar to a President. This has always been a farce for the
Quintessons to put a puppet government in place. Sentinel Prime 
was weary of the Quintessons as their plans, so we worked up the
rankings to be elected as a Prime. In his leadership, he established
a covert agency to investigate the Quintessons and found that
they were fattening up Cybertron to use the 
Transformers as military tools as well as sell 
them into slavery with their unique 
transformation abilities. Sentinel 
Prime released this, beginning 
the war between the Quintessons 
and Cybertron. Through a long 
fierce battle, Cybertron was 
victorious and drove the Quintessons 
out. In the following power vacuum, Sentinel 
Prime swiftly took over by seizing all leftover Quintesson
technology. To the disappointment of many rebellion groups,
Sentinel Prime in power retained the status quo and the caste
system. 

The Golden Age 
 Despite the status quo being upheld, most of the Transformers
were elated from finally being free from the Quintessons. This
period marked the beginning of Cybertrons golden age, where
much of the structure and technology left by the Quintessons were
used by the Transformers for galactic travel, social stability, and a
revival of Cybertronian culture. They built space bridges allowing 
them to begin colonizing uninhabited planets along with  
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terraforming capabilities with a 
conversion beam. They began 
harvesting Energon from other 
planets, leading to a state of 
prosperity that was vastly 
attributed to the caste system in 
place.

Rust Plague 
 This would all come to a close with the disappearance of a
Cybertronian ship. When rediscovered, it had released a rust plague
that corroded living metal. Its extreme destructive abilities made
Sentinel Prime shut down the space bridges, 
dooming all other Cybertronian colonies 
to certain death and the quarantine 
of the planet. During this time, the
Well of Allsparks began bringing 
fewer and fewer new beings and 
with only a modest Energon 
reserve, tensions grew. The caste 
system was also beginning to 
destroy individualism, as newly 
birthed Transformers weren’t only 
uninterested in questioning their roles, but also in their lives. This
complacency was raised to the High Council to do something with
the fear of new Transformers becoming soulless machines like the
Quintessons wanted. The High Council however, was extremely
comfortable with their power and continued to uphold the status
quo. That combined with Sentinel Prime dealing with the rust
plague, no progress was made.

Cybertron Now 
 As Cybertronians scientists develop a vaccine for the rust plague, a
Transformer named D-16 is beginning to make a name for himself in
the gladiator arena. Through the war, much of Cybertrons medical
facilities have been destroyed, leading to the possibility of
a vicious return of the plague on top of the Energon crisis on hand.
How you work to handle these questions will determine not only the
fate of Cybertron, but potentially the entire universe.
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-What ought the committee do regarding Sentinel Prime’s lost
voyage? 
How will the limited Energon be used to attract still neutral
Transformers while continuing to use it in combat? 
Where is the Allspark, any of the legendary Prime weapons, or
Primus? 
What else does the universe hold that can bring victory? 
What can be done to restore Cybertron from its current
trajectory towards entire environmental destruction? 
What can be done to get an upper hand on the other faction?
What techniques can be harnessed to gather further intel?

Questions to Consider 
1.

2.

3.

4.
5.

6.



Positions 
The Autobots 

 “I don’t have to tell you what’s ahead of us. They have to be
stopped and we’re the only ones who can do it.” - Optimus

Prime 
Jazz 
Jazz is Optimus Prime’s right-hand man and the second lieutenant
of the Autobot faction, giving him considerable sway within the
group and the direct ear of Optimus. Known to be adaptable, Jazz
is great at working around new obstacles as they come across.
Moreover, Jazz is well-versed in Cybertronian culture - something
he uses to his advantage in predicting potential enemy activities.
His silver tongue makes his words persuasive when heard by other
Autobots. 
Bumblebee 
 One of the youngest Cybertronians to come from the Well of
Allsparks prior to it going dormant, Bumblebee acts as a scout
retrieving information on Decepticon activities and potential new
energon stores. While many of his Autobot colleagues are many
cycles older than him, Bumblebee makes up for this through his
whit and sheer determination. 
Ironhide 
 An experienced veteran, Ironhide is a close friend of Optimus and
well-versed in Space Bridge Technology - having served as the
bridgemaster of the Iacon Port. Given his years of knowledge to
draw upon, Ironhide oftentimes puts himself in harms way -
pushing himself and his team beyond their known abilities. 
Ratchet 
 A well-trained medical practitioner, Ratchet is the Autobot’s chief
medical officer. Having lived for numerous cycles, Ratchet hails
from a long line of high-caste bots living in Iacon. Currently, his
main focus is the rationing Autobot medical supplies across their
disparite forces. 
Bluestreak 
 Bluestreak is a well-versed communicator within the Autobot
ranks. He talks very frequently, but few know that it is in an effort
to cover a deep pain within Bluestreak - as he is the sole survivor of
his village after it was destroyed by Decepticons. While not a
warrior at heart, Bluestreak’s communication talent gives him a
great opportunity to sway the opinion of many Transformers -
autobots and non-aligned alike. 
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Brawn 
 Brawn is a trained demolitions expert, compensating for his short
stature with larger and larger weaponry. He has a large tolerance
for pain, making him an amazing specialized warrior
when placed on striketeams. Known for violence, Brawn looks
down on his fellow Autobots who choose not to use force. 
Hound 
 Just like Bumblebee, Hound too is a scout for the Autobots. The
biggest difference between the two is Hound’s special ability:
projecting holograms. Hound can project to plot out maps, create
simple illusions, and a wide range of other creations. This rare
power makes some around him envious, for good reason. 
Mirage 
 Mirage comes from an affluent line of bots that love the finer
things in life - something that came to a screeching halt when the
war started. Similar to Hound, Mirage has another rare ability:
invisibility. Mirage doesn’t fully sympathize with all the other
autobots, many of them coming from less wealthy lineages, and
hopes that the war will come to a peaceful end 
(something many other bots use to call him a Decepticon
sympathizer). 
Jetfire 
Jetfire is one of the only Autobots capable of flight, as most of the
Seekers (Cybertronian Airforce) ended up defecting to the
Decepticons alongside their leader: Starscream. Thankfully, he is
one of the only things standing inbetween the Decepticons and
total aerial domination. This gives Jetfire strong leverage within
the Autobot cause, and his commonality with many flighted bots
on the other side gives him the chance to broker a peace should
one become a possibility. 
Sideswipe 
A well-trained Autobot pilot, Sideswipe can control much larger
crafts capable of spaceflight. Similar to Bumblebee, he is one of
the last bots to come from the Well of Allsparks - giving him an
rebellious attitude towards authority. Considering the dire state of
Cybertron, this makes Sideswipe’s flight skills especially important
should the Autobot faction need to relocate. 
Sunstreaker 
 Twin brother of Sideswipe, Sunstreaker has difficulty getting along
with other bots due to his arrogant, near sociopathic personality.
Where his personality fails his skills make up for on the battlefield,
as Sunstreaker is one of the Autobot’s most capable warriors when
combatting the Decepticons. 
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Trailbreaker 
 Trailbreaker offers much needed comic relief for the Autobot war
effort. While he is not particularly strong or fast, he makes up for
his weakpoints with his comedic capabilities. 
Wheeljack
 Skilled at using his hands, Wheeljack is known for being an
innovative creator. His creations are intended to further the
Autobot war effort, but often land himself in need of being
reassembled after not functioning as intended. One of these
inventions that turned out to be successful are his wrist-mounted
rocket jets that give him the capability to fly, if not just for a short
while. 
Cliffjumper 
As his name implies, Cliffjumper is often the first willing to jump
into battle. An interesting part of Cliffjumper is accusatory
personality, often pointing fingers at people he suspects of being
Decepticon sympathizers. His special ability is deploying glass gas,
a material that turns metal into a glass-like form capable of being
shattered in a single punch. 
Windcharger 
 Both quick in the mind and on the road, Windcharger is the
fastest Autobot scout there is - capable of going from 0 to 60 in no
time. But that’s not his only unique ability, as Windcharger also has
dual arm-mounted electromagnets that give him precise control
over moving metal nearly half a kilometer away. These powers
don’t come without their drawbacks, as his capabilities push him
towards his power supply’s limit which could cause him to
overload - yielding him unable to use his abilities until repaired. 
Prowl 
 Experienced in law enforcement, Prowl is in charge of urban
surveillance and operations under the Autobots control. Given his
past work, Prowl is known to be a calm and collected voice when it
comes to decisionmaking. He is also an expert strategist, giving his
opinion on battlefield movements weight within the Autobot
cause. 
Arcee 
 An autobot scout leader, Arcee is in charge the Delta Team: an
elite squad of bots tasked with hunting down Decepticon
transports and supply stations. This yields her excellent field
experience compared to most others in the committee, making
her voice one that carries weight when heard. Moreover, her
constant interactions with Decepticons makes her hated by many
on the other side with whom she’s had frequent encounters. 
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Jolt 
 One of the younger bots, Jolt is known as a the chief of mischief,
prankster extraordinaire. While this might get him in trouble from
time to time, he is able to get out of it with his special ability:
electro-whips. Jolt is a force to be reckoned with given the chance
to deploy his weapon.
Crosshairs 
 A bot to be reckoned with, Crosshairs has a bad mouth and even
worse temper. Preferring to be on his own, Crosshairs is indifferent
to Optimus Prime - preferring to take out his emotions on
Decepticons with his deadly aim. While communication isn’t his
strong suit, Crosshairs makes due with his combat ability. 
Beachcomber 
 Part of the subset of Autobots against the war, Beachcomber
prefers to relax rather than find himself on the battlefield; he also
prefers to conduct research on the geology of Cybertron. He has
the ability to use a range of different sensors to navigate well,
giving him a handy ability that could be put to good use given the
occasion. Yet, he is a bit of a specialist as he is not especially strong
or fast
Grapple
 Considered one of Cybertron’s best architects before the onset of
the war, his buildings are considered to be the peak of beauty by
many. Now, during the war, Grapple makes use of his crane
transform ability to wreck havok with precision. Moreover, he can
make great use of his wrist-mounted arc-welder rifle to deal
devestating damage. Who knows what Grapple might want to
build in a war-torn Cybertron, or perhaps after…
Smokescreen
 Known for his extremely fast abilities, Smokescreen is considered
by many to be on the fringes of the Autobot faction - even used by
Autobot leaders to spy within ranks on his fellow Autobots. While
cool and collected on the outside, Smokescreen is known to some
for his willingness to cheat in the pursuit of his goals (which is why
many consider his thought process to be similar to that of a
Decepticon). Known for his prowess on the battlefield too,
Smokescreen is a skilled tactician on the Autobot side.
Inferno
 One of the bigger bots in the Autobot ranks, Inferno carries the
ability to transform into a firetruck. With his ability to put out fires
integral to a burning, war-torn Cybertron, Inferno carries with him
a passion to help those bots around him from danger. However, he
is known for his inability to focus - leading him to concentrate on
the battle itself rather than the buildings collapsing around him.
How Inferno melds these two issues for his own benefit is up for
him to decide
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Red Alert
Friend of Inferno, Red Alert is an Autobot security director
known for his advanced array of sensors that enable him to
detect other bots from a long range. His quick and sleak
transformation enables him to cover long distances, which
alongside his stealthy weaponry and shoulder-mounted
rocket, makes him a force to be reckoned with.
Skids
Skids, known to be caught up in the clouds, is one of the
smartest Autobots in the group - yet, he is always to be found
daydreaming. His scientific pursuits are at the forefront of his
attention, and he despises the conflict as it distracts from his
main goal. While he is forced to fight on the side of the
Autobots, he is rather inattentive to the goals of the faction
and would support whichever group enables him to continue
his studies best.
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The Decepticons 
 “Good and evil fade away. History shall judge me…victorious.”

- Megatron 
Starscream 
 Just as Jazz is Optimus’s right-hand man, Starscream is the same
for Megatron. Seen as a sort of suck-up, Starscream is subservient to
Megatron and a narc on other Decepticons vying for power within
the facation. Yet, he harbors grand ambitions of being something
greater - a leader in his own right. While that time has not come, his
other position as the head of the Seekers gives him much power
within the faction should something happen to Megatron. 
Soundwave 
Head of surveillance and communications for the Decepticons,
Soundwave rules the airwaves - alongside nearly every other
method of communication. Besides his regular alternate form,
Soundwave can become a satellite in orbit capable of monitoring an
entire planet’s communications (yet this is his most vulnerable
form). While on planet, Soundwave has a strong sonic cannon
capable of blowing bots to pieces. He also has the ability to deploy
mini-cassette bots - such as Laserbeak - to act as surveillance too (a
power he uses as a check to Starscream). 
Laserbeak 
 Known to work directly with Soundwave, Laserbeak is an expert sky
often found in the sky surveilling the Autobots. Moreover, he is an
expert interrogator, known for his harsh methods to extract intel
from prisoners. Shying away from direct conflict, Laserbeak prefers
hiding in the dark before making quick, tactical strikes. 
Ravage 
 Similar to Laserbeak, Ravage too works directly with Soundwave as
a spy. He is known to be one of the most reliable Decepticons,
swearing unwavering allegiance to Megatron. While Ravage prefers
to hide in the shadows and strike when opportunity provides, his
only weakness is bright light - capable of blinding him for a short
time. 
Rumble 
 Ready to rock and rumble, Rumble is a rock-em sock-em bot who
works with Soundwave as a spy. Yet, his brutish nature gets the best
of him, as Rumble’s demolitions prowess makes him quite loud for
his surveillance role. Regardless, Rumble has a strong capacity for
destruction given the chance. 
Shockwave 
One of Cybertron’s lead scientists before the war, Shockwave now
heads the Decepticon’s scientific research in search of new ways to
devastate the Autobot war effort. Not afraid of cruel methods, no
one has noted anything Shockwave isn’t afraid of implementing.
This has gone as far as Shockwave removing his own emotions
module, leaving a purely logical, cold-hearted machine. 
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Brawl 
 Before you see Brawl you’ll often hear him, as he’s one of the
loudest bots in the biz. With a hot temper, Brawl is known to blast
onto the battlefield with force. As long as the mission does not
require stealth, Brawl is the perfect pick for a strike team. 
Skywarp 
 Gifted with a one-of-one ability, Skywarp is the only bot known to
be able to teleport. Unfortunately, he is not the smartest of the
Decepticons, making it difficult for him to harness his capabilities
effectively. Indeed, he is found using his powers to pull pranks on
his fellow Decepticons rather than using it tactically. He is also a
brother of both Starscream and Thundercracker. 
Scalpel 
 Scalpel, affectionately named “the Doctor,” is a small insect-like bot
with great medical knowledge of all things transformers. Scalpel is
capable of diagnosing and addressing issues at the root, and isn’t
afraid of disassembling living bots for parts to use in his repairs of
others. Yet, there have been cases where Scalpel has conducted
routine repairs where there are parts leftover, making many
Decepticons nervous to go to Scalpel for medical help. 
Astraea 
 Known as one of the most ruthless Decepticons out there, Astraea
is a devastating force on the battlefield. Her main focus is aerial
support, as Astraea controls air-to-surface missiles that yield
horrifying destruction in their wake. Because of her work in the
field, she is respected by many of her colleagues, with a number of
them looking up to her. 
Barricade 
 A violent, corrupt, and overall bad-attitude cop, Barricade is the
complete opposite of who you want in a law enforcement officer.
Before the war, he served in Cybetron’s Security force, patrolling the
streets. Now that the war has gone on for many cycles, Barricade’s
corruption knows no bounds, and he has been known to take bribes
from any number of people; some rumor that he would even work
for an Autobot given enough Energon.
Blackout 
 Capable of transforming into a helicopter, Blackout has some
control over his symbiotic bot: Scorponok. Equipped with a rotor
weapon, Blackout can dish out damage quickly side-by-side with his
Scorponok companion. An important note about Blackout is that
Scorponok actually forms the engine of Blackout’s helicopter form.
Ramjet 
 Another member of the Seekers, Ramjet’s main motive is just as his
name suggests: ramming straight into other bots (in the sky and on
the ground). He believes the sky to be his and his alone, and takes
his pointed head to attack all those in the way - even friendly
targets. These frequent encounters have started to cause Ramjet
some traumatic internal circuity damage, leading to a continued
plunge in to delusion. 
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Thundercracker 
As with many of the other Seekers, Thundercracker sees the skies as
his. He goes as far as looking own on those bots without the
capability of flight, viewing them as inferior to his own form. While
not completely aligned with the Decepticon cause, his fear of
Megatron’s potential retribution keeps him in line (for now). He is
also a brother to Starscream and Skywarp. 
Bonecrusher 
 Bonecrusher is as his name describes, an entity filled with hate to
the point he is willing to crush whatever stands in his way with his
bare bot hands. He has so much hate in his body not just for
Autobots, but also his own Decepticon brothers and sisters, as well
as, himself. Known as a dirty fighter, Bonecrusher is a skilled
tactician in the field and will do anything to get rid of what stands
in his way. 
Scavenger 
 A Decepticon Constructicon, Scavenger is not known for talking
much. Keen on taking orders as he did before the war started as a
constructicon, Scavenger combines with Scrapper and Demolisher
to create the powerful Devastator form. Should he link up with
these two (and convince Scrapper), he could be an awesome force
to be reckoned with. 
Scrapper 
 Scrapper is a Decepticon Constructicon who, instead of focusing on
combining with other Constructicons, is mainly concentrated on
designing how other Constructicons combine to create greater
forms. An expert architect and designer, Scrapper is able to come
up with amazing ideas seemingly out of thin air. 
Bombshell 
 A master manipulator, Bombshell has the power of mind control.
He is able to effortlessly control his victims into violent acts against
other bots given the chance to implant his cerebro-shells into their
brain modules. With a sadistic personality at his core, Bombshell is
willing to go to lengths even many Decepticons would be wary of
pursuing.
Kickback 
 Kickback is a Decepticon Insecticon with the ability of transforming
into a robotic bug capable of leaping great distances. The leader of
the Insecticons, the subgroup currently swears allegiance to the
Decepticons. Given his rank within the group, his word has great
sway over the other Insecticons, but they are wary of heading his
instructions should they go against the will of Megatron.
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Airachnid
 Known for her evil, spiteful demeanor, Airachnid fits in perfectly
with the Decepticon faction. Particularly dangerous on the
battlefield, Airachnid’s transformation enables her to mobile on a
wide variety of terrain - particularly useful for reconnaissance on a
Cybertron left falling apart. Still, Airachnid prefers to perform
missions solo - often against the recommendation of those above
her (leading to trust issues between the faction and herself).
Ratbat
 Known as a shrewd fuel auditor and scout, Ratbat puts himself over
everything else. Similar to a well-run business, Ratbat cares about
everything down to the book: profits and losses. Ratbat can use his
advanced sensors to detect the type and quality of fuels within
seconds, and often enjoys feeding on the fuel of helpless Autobots
on the battlefield. Given the decreasing supply of Energon on
Cybertron, Ratbat’s abilities will prove integral to the faction’s war
efforts (or potentially detrimental depending on how he chooses to
act). 
Shrapnel
 Known as a master of electricity, Shrapnel is one of the darkest
Decepticons within the faction. He enjoys nothing more than to see
his enemies suffer at the result of his own actions. While much of
the Cybertronian power grid has fallen, Shrapnel may prove integral
to restoring what infrastructure may lie dormant within
Decepticon-controlled Cybertron (or setting up new infrastructure
in the future). 
Dead End
 A staunch nihilist, Dead End asks himself, “why bother? We’re all
going to die anyways” at all times. Despite his depressing attitude,
he takes pride in keeping himself looking good and staying strong.
That said, he is mostly unmotivated to do anything given his
worldview, though when he does act, he can be a dependable
Transformer who does cheer up a bit. The hard part is getting him
to be motivated! 
Sixshot
 One of the most feared beings in all of Cybertron and known as the
“one-robot army”, Sixshot has a unique ability to have six different
transformations, able to switch between car, tank, jet, laser gun,
spaceship, and a barbaric “wolf” transformation. Obsessed with
battle and honor, he displays high respect towards opponents he
deems worthy, albeit shortly before annihilating them. With only an
allegiance to the thrill of battle, he only joined the Decepticons
because he believed the Autobots to be strong opponents, with
many Decepticons weary if he decides to turn against them for the
thrill of the fight.
.
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Finback
 Infected by the rust plague previously, Finback is held alive by his
unique “Pretender” technology. Before the fall, Finback developed a
special armor that takes the biological form of a lizard, serving as a
powerful armor as well as being able to detach and fight for him;
though any damage dealt to the armor when separated is inflicted
twice as hard onto Finback. Though all his facilities have been
destroyed and him only being kept alive from the plague by his suit,
he believes himself to be invincible with this “Predator” technology
and is dedicated to destroying the Autobots by any means
necessary
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