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The Imperial Starfleet enforces the will of the

Emperor throughout the galaxy, crushing
resistance wherever it is found. An Imperial
‘captain, driven by secret agendas, leads an
unsanctioned mission to destroy the neutral
shipyards of Xorrn in the FERRA SECTOR.

"To save the_inno'cent people of Xorrn, heroes must .
Zather the most unlikely of allies. With friends \ike
these, they must hold out against the Galactic

Empire until the Rebel Armada arrives....
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he hardest part was not staring at the mustache.

Captain Ralchio Nervi had overdone it with the
wax today. It looked like someone had tried to bridle
a dewback and missed.

“Are you listening, Lisutenant?” The captain’s brow
furrowed in disappointment. Adrenaline surged through
the lieutenant’s body. It wasn't like her to be this unfo-
cused. It had taken menths to get invited to strategy
sessions in his stateroom. She had to stay sharp.

“On!” She looked at the floor as her cheeks
flushed. “I'm so sorry, Captain. When you talk about
your future, it makes me wonder about mine.”

Nervi traced a finger along his dark mustache
from his nose to his ear, arching an eyebrow in a way
he probably thought looked commanding.

“Well, then you'll want to pay attention,” he
smirked. “| have good news.”

“My own command?” She raised her head and
offered her most wide-eyed and trusting expression.

“Well, no." The carners of his mouth drooped. "But
soon, | promise.” Nervi walked back toward his desk.
“No, | have other news, news worth celebrating.” He
produced two glasses, and a criminally expensive
vintage of Alderaanian wine. She started to worry.

“Are we being deployed, Captain?™

“Yes, and I'm being promoted.” Hemt(&%gm

“Congratulations!” He was Iymg,—
game this time? “But | moumr}ﬁx:
Ravik wouid never recommend ﬁiﬂ,;_
change his mind?"

“Oh, Ravik won't have a say whenwf deliver the
Emperor the Rebel Fleet on an aurodium platter.”
That ridiculous mustache writhed like a snake,

“Captain.” She had no words, but she needed to
keep him talking. She looked down into her drink.
"You shouldn't be telling me this.”

“That's how | know | can trust you, Alico.”

“Are you sure?"
Nervi blinked.
“About the Fleet, | mean.”

“Quite.” He produced a holo of a dull
planet. “| give you the Ferra Sector.Smm‘a’
paused. “Well, it's more of a rep ship,
manipulated the holo to zoom in on 'me:yard

“Are vou sure it's the Rebels?"lt's sa smaﬂ 5

They've at the

of defe’ﬁéﬁc’

- an

She examined the image of the shipyard. [twas outhit-
ting a Corellian bulk freighter, clearly adding turbolas-
ers. This was a disaster. She took ancther drink to stall.

“What did Ravik say?”

*Oh, | don’t plan to tell him. He'd never send me;
one of his flunkies would go, and Ravik would take
all the credit.” That was it: Nervi was making a play
to oust the Grand Moff. She needed o Know more.

“But Captain!” Lieutenant Alico stood.

Nervi snorted. “Ravik's people are just as likely to
screw this all up and blame it on me,” he smirked, strok-
ing his mustache. “No, we can't trust them: you know
that. The Blood Ambition will be hyperspace ready
within two days. The Sargantuan and the Warhawk just
finished shakedown cruises. |'ve already filled out the
datawork to make it look like a training exercise.”

“You mean to take the vard without reporting it in.”

“That's right. I've been waiting a long time for
this.” Nervi began staring out the viewport, and
Alico sat back down.

“We'll take Xorrn, and after we've interrogated
and executed every Rebel sympathizer on that rock,
we'll lay a trap for their Rebel friends. Once their first
cruiser shows up for repairs...” Nervi looked back at
her, and she wanted to siap the pretentious smirk off
his face. “We'll have the location of the Rebel Fleet
n its navicomputers.” Alico’s back stiffened. Who-
brought the Emperor the location of the Rebel
‘could have his pick of Imperial sectors to gov-
Nervi wasn't going to oust Ravik: he was going

to leap over him on the backs of the Rebel Alliance.

‘My triumphis at hand, Lieutenant; I've seen itin
my dreams The galaxy is'mine.” The captain turned
back toward the viewport. In a few minutes, he'd be
planning his acceptance speech at his Grand Moff
elevation ceremony. She took another drink and
sighed. It was going to be a long evening.

Stepping from her quarters aboard the Blood
Ambition, Lieutenant Nath Alico made her way to

the ofrggsr's mess to eat breakfast and then stopped

refreshers to make sure she wasn't being
She took a turbolift down to the main han-
gar, and walked into a droid storage hold. A dented

‘black and grey astromech warbled angrily.

“Well, then | guess youwould have had to wait another
shift.” Alico leaned down and inserted a dataspike into
undmid‘s reader, 'Putthssouttop priority.”

-




INTRODUCTION

renps Lixe These is a fulldlength adventure for the

Star Wars: Ace of Reeewwon Roleplaying Game.
This adventure is intended for Player Characters [PCs)
with more experience than green recruits (for PCs with
around 150xp beyond character creation). At its core,
the story explores what happens when the PCs are
faced with having to make hard choeices for the sake of
broader victory against the Calactic Empire, and how
they make the best of a situation when all the options
are bad. In order to prevent Lthe loss of an outlaw repair
yard, vital to the Rebels hidden on the surface of the
remote world of Xorrn, the PCs must race against the
clock and recruit allies to help defend it from an impend-
Ing Imperial attack. Unfortunately, potential allies in the
surrounding systems are limited, and the PCs are forced
to court a company of Mandalorian mercenaries and a
Zygerrian slaver prince for assistance,

This adventure includes location gazetteers for
Foundry Four on the barren world of Xorrn and its
orbital repair yard; the frigid industrial planet Viemoth
Port; and Kowak, the verdant jungle home of the noto-
rious Kowakian monkey-lizard. Also included in this
book are a variety of vehicle and adversary profiles
and Mandalorian humans. This module also includes
optional Mass Combat rules for handling large-scale
combat encounters,

Players who continue reading risk spoiling the
adventure for themselves. In this introduction, the
GCame Master (CM) can find the following information
to help prepare for the campaign:

= Adventure Overview: A big-picture guide to the
plot progression of the adventure.

* Adventure Background: Information to set the
stage for the events in the module.

+ Important Characters: A quick rundown of the
major Non-Player Characters (NPCs] and their
motivations and roles in the adventure.

e Adventure Summary: Detailed outlines of the gen-
eral course of events in each of the three episodes.

* New Playable Species: Profiles for Mandalo-
rian humans as a playable species,

s Game Preparation: Instructions for the GM on
how to use this book and run this adventure.

» Integrating the PCs: Guidelines for incorporat-
ing PCs' backgrounds and Motivations into the
main story arc and subplots

« Mass Combat Checks: A presentation of the
Mass Combat rules utilized throughout this
adventure module.

ADVENTURE OVERVIEW

F rRiENDs Like THESE is an adventure in which difficult
choices must be made for the greater good of the
galaxy. In Episode |, the PCs head to a defenseless
black market repair yard in the Xorrn system and are
asked to help repel an imminent Imperial invasion. In
Episode II, their search for allies leads them to Vie-
moth Port to sway a group of Mandalorian mercenar-
les to their cause. Still outnumbered, the PCs make
for Kowak to convince a royal Zygerrian slaver to join
the fight in Episode IIl. The battle begins in Episode
IV, which pits the allied forces against Captain Nervi's
Imperial task force. The defenders must hold their
ground until a reinforcement fleet arrives.

ADVENTURE BACKGROUND

Years before the Clone Wars, the Geonosians con-
structed hidden droid foundries on the desolate world
of Xorm. Discovering it during the Clone Wars, the
Republic bombarded the planet from orbit, slagging
dozens of defending Trade Federation core ships in the
process. Convinced all of the world's foundries were
destroyed, the Republic guickly forgot the planet

A few years later, a group of former Separatist sym-
pathizers and freedom fighters on Gall fled to Xorrn
to evade the Empire. The refugees were only aware of
Xorrn because one of their number had participated
in its bombardment during the Clone Wars. As luck
would have it, one of the foundries—Foundry Four—
was easily restored, giving the expatriates a source
of income. Xorrn currently serves as a repair yard
for pirates, mercenaries, and Rebels looking to avoid
Imperial notice,

Unfortunately, Captain Nervi has a plan to locate the
Rebel Flest that involves invading Xorrn. He took his
adjutant, Lieutenant Nath Alico; into his confidence;
hiowever, little did he know that Alico was an agent
of the Rebellion, working undercover in the Imperial
Navy. Aware that Xorm is a resource vital to the Rebel
Alliance, Agent Alico was able to give her superiors a
few days” warning in advance of the attack. She can
only hope that there is enough time for the locals to
marshal g suitable defense.
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IMPORTANT CHARACTERS

Portrayal of the key NPCs in Frienns Lixe THese is impor-
tant to running a successful game. The following NPCs
play significant roles in parts of the adventure, and the
GM is encouraged to become familiar with them.

* Cacique Kal Coorsa: The ruling member of
the Clan Assembly at Foundry Four and grand-
son of former Cacique Jans Coorsa, Kal Coorsa
is depending on allies in the Rebellion and the
criminal underworld to defend his home against
the Imperials (see page 20).

* Patrician Lira Hardin: The patrician of the Har-
din family on the Clan Assembly, Chief Engineer
Lira Hardin leads Foundry Four's team of engi-
neers and technicians (see page 20).

» Captain Ralchio Nervi: An ambitious Imperial
Navy officer attached to the Tolonda Oversec-
tor under Grand Moff Ravik, Captain Nervi is
launching a secret assault on Xorrn designed
to look like a training exercise. He hopes to use
the location to deliver the Rebel Fleet to the
Emperor, as well as to erase his own mysterious
past (see page 78).

* Chieftain Vera Beroya: The young and battle-
hardened Mandalorian chieftain of Clan Awaud
on Vlemoth Port, Beroya recently lost her father
to a Zygerrian slaver raid (see page 49).

* Prince Sono Molec: Heir to the throne of the
Zygerrian Slave Empire and ruler of the slaver
outpost on Kowak, Molec holds considerable
influence along the Slavers’ Chain Hyperspace
Route (see page 62).

ADVENTURE SUMMARY

This section describes the main plot line of the adven-
ture in detall, However, depending on the PCs' deci-
slons, the events may tumn out differently. See Game
Preparation, on page 8, for more information.

EPISODE |I: TROUBLE ON XORRN

At the start of the adventure, the PCs receive a mes-
sage instructing them to travel to Xorrn. There, the
secret Ferra Sector Shipyard, hidden in orbit in the
ruins from the Clone Wars, is under Imperial threat.
Tne Imperials plan to invade in two days. When they
do, if the PCs can help the locals hold out for a few
hours under Imperial attack, reinforcements already
on their way should arrive just in time to prevent the
shipyard's destruction. The PCs take time to help the
Cacique plan the defense of Foundry Four before
searching the surrounding systems for allies.

INTRODUCTION
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EPISODE II: COURTING MANDALORIANS

Potential allies in the region are difficult to find, and
the best of the bad options are the Mandalorian mer-
cenaries of Viemoth Port. The PCs meet Mandalorian
mercenary Kad Solus at Viemoth Station, but they
aren't the only ones to find him. After an intense fracas,
Solus takes them to the settlement of Arumorut on the
planet below. At Arumorut, the PCs learn about their
potential new allies while awaiting 3 meeting with their
chieftain. Eventually, Vera Beroya meets with the PCs
and negotiates a contract to help defend Foundry Four.

EPISODE Ill: THE ZYGERRIAN PARADOX

Even with the assistance of the Mandalorians, the PCs
need more help, They have no choice but to head to
Kowak to solicit the aid of the nefarious Zygerrian
slavers. Upon arriving on Kowak, the PCs meet the
worst scum the galaxy has to offer, including Zyger-
rian Prince Molec, who refuses to negotiate until he
regains the Prince's Sword, The PCs eventually dis-
cover the Prince’s Sword isn't a roval artifact, but
the missing father of the Mandalorian chieftain, Vera
Beroya. The PCs have to decide what is mare impor-
tant: giving Xorrn the best chance of survival, or tak-
ing a stand against slavery. No matter what the PCs
decide, they soon return to Xorrn with their new allies.
However, getting everyone to work together might be
even more difficult than the coming battie.

EPISODE IV: THE BATTLE OF XORRN

The time of the Imperial invasion grows near, and the
PCs must make last-minute plans before getting into
position. Imperial Captain Ralchio Nervi brings a siz
able force to the Xorm system and overwhelms the
meager forces in orbit. The Imperials push the allied
forces back through the core ship graveyard on Xorrn's
surface, and to the landing shafts. The defenders make
the Imperials pay for every meter of ground, but the
odds are terribly stacked against the sentinels of Xorrm.

Allied forces retreat to the vertical landing shafts,
where they try to dig in and make a stand. While they
delay the Imperials for a while, they are eventually
overrun there, too. The Empire is able to push the
locals into the bowels of Foundry Four and pin them
against their control center. There, the PCs learn Cap-
tain Nervi was once a denizen of Foundry Four, and in
addition to advancing his career, he hopes to erase
any potential skeletons in his family closet. Just when
all seems hopeless, the reinforcements arrive, ham-
mering Captain Nervi's forces against the anvil that is
Xorrn. The secret of Xorm's true nature becomes safe
from the Empire once again.




NEW SPECIES

he events of Frienos Like These deal closely with

a culture whose history is woven throughout the
galaxy: the people of Mandalore. This section offers
detailed rules for the Mandalorian humans, aliowing
players in Ace of ReBewoN [0 create characters from
that proud culture. GMs may wish to strongly consider
the ramifications of allowing their players to make
Mandalorian characters for use in Frienps Like THese,
as their allegiance to one of the major factions may
fundamentally change the outcome of this adventure.

MANDALORIAN HUMANS

The Mandalorians are among the most feared and
recognizable combatants in the galaxy. Respected
as members of the pinnacle of warrior cultures, most
Mandalorians receive comprehensive combat training
during adolescence. While Mandalorians once united
to launch great crusades that reshaped galactic bor
ders, they are now fractured and strewn about the
galaxy, wielding little power

Physiology: Mandalorians are typically humans, though
their practice of adoption allows members of any spe
cies to be raised within Mandalorian culture Despite
their reputation as fearsome warriors with keen tacti-
cal minds, there are no significant biological or physi-
ological differences between Mandalorian humans and
baseline humans. Oddly enough, there are no recorded
instances of Force sensitivity appearing In Mandalorian
society, though this might be owed to a lack of Jedi test-
ing and Republic record keeping.

Society: Mandalorian society traditionally centered
around warfare. Throughoul history, its members
fought for both honor and credits with equal g
fervar. Recently, Mandalorian culture has frac-

tured into three separate groups: The New

Mandalorians, The Death Watch, and the Old
Mandalorians.

The New Mandalorians followed Duchess Satine
Kryze during the Clone Wars, and believed in moving
Mandalorian culture beyond its warrior past. These
pacifist Mandalorians believed in the potential eco-
nomic power of Mandalore, built around the export
of Beskar, or Mandalorian Iron. With complete con
trol of the beskar mines, the New Mandalorians, after
years of civil war, wrested control ¢f their homeworld
and steered their people onto a more peaceful path.
Unfortunately, it was not to last.

When the New Mandalorians rose from the ashes
of Mandalore’s Civil War, they banished unrepentant
warrior-clans to the moon of Concordia. The Death
Watch is the most infamous group, known for their
bloodthirsty savagery and desire for conquest. During
the Clone Wars, the Death Watch returned to exact

their revenge. They were ultimately defeated, but
members remain in hiding on Mandalore and Concor-
dia, awaiting the next call to arms

The Old Mandalorians also endured exile after the
Civil War. However, rather than plot revenge on Concor-
dia, many resettled elsewhere in the galaxy. Concord
Dawn, Gargon, Ordo, and Vlemoth Port are but a few of
the worlds that support Mandalorian expatriates. Here,
the Mandalorians live as they have for millennia, work-
ing for the highest bidder. Old Mandalorians are consic-
ered honorable and dangerously competent amongst
their deadly trade, They prioritize their family and clan
above all else, and train as warriors from a young age.

Homeworld: Mandalore Is a planet scarred by years of
civil war. While lush forests, lakes, and mountains once
covered the planet, it is now predominantly barren
wasteland, Inhabitants are forced to live in domed cities,
such as Sundari, the capital during the reign of Duchess
Kryze's New Mandalorians. Sundari enclosed one of the
largest active beskar mines on Mandalore, making it a
major strategic asset. Presently, the Empire has control
of Mandalore, where it operates an Imperial Academy,

Language: Mandoa is the traditional language of the
Mandalorians, though most also speak fluent Basic.
Mando'a is especially popular among the Old Mandalc-
rians, who find the language allows a greater degree of
precision in speech when discussing combat. In
addition to a more traditional alphabet, .
Mandalorians also used a set of glyphs ’!?
unique to their society that adorned .
armor, vehiql%‘.lems. and buildings. .
. N




Life in the Galaxy: Mandalorians are often associ-
ated with warfare, but the New Mandalorians can
be found in a variety of civilian professions, espe-
cially those that focus on technology, politics, or
commerce. Still, most Mandalorians in the galaxy
wage war for a living. Both the Death Watch and
Old Mandalorians train in all scales of warfare. Most
gravitate toward work as elite commandos, relent-
less bounty hunters, or invisible assassins. Still, it
is possible to find combat-oriented Mandalorians
focused on medicine, technology. and, of course,
military leadership.

he GM should become familiar with the events of

this adventure prior to gameplay. Material from
the Ace of Resewion Core Rulebook is referenced at
numerous points; the GM should review relevant sec-
tions prior to the sessions in which they are likely to
be utilized.

PLAYER REWARDS

The GM can find breakdowns on how to award expe-
rience points [XP) for certain story accomplishments
at the end of each episode. However, they also
should feel free to award XP at the end of each ses-
sion during which the PCs complete a mission objec-
tive. Additionally, the GM should grant whatever
baseline experience reward they deem appropriate
(typically 15 XP per player session).

DuTY

As described in Duty in Play, on page 48 of the Ace
or-Reeewon Core Rulebook, the GM should roll on
r— s—llEPAItY's Duty chart to see what triggers for that

session, The GM can find multiple sidebars located
throughout this module that provide inspiration and
suggestions for working various Duties into the story.

Wound Threshold: 11 + Brawn

Strain Threshold: 10 + Willpower
Starting Experience: 105 XP

Special Abilities: Mandalorians begin the game
with their choice of either one rank in a com-
bat skill of their choice, or one rank each in two
knowledge skills of their choice. They still may
not train these skills above rank 2 during char-
acter creation.

GAME PREPARATION

KILLER COUNTDOWN

Keeping track of time is crucial to maintaining ten-
sion throughout Frienos Like Taese. PCs have limited
time to explore and recruit allies before the Empire
arrives at Xorrn and launches its assault. The adven-
ture starts with a forty-eight-hour countdown until
the Imperial invasion. References to the estimated
time certain tasks require are included throughout
the adventure. Negative dice results can increase
the amount of time a task takes, while positive dice
results can decrease it.

When the time elapsed totals forty-eight hours, the
Imperial task force arrives at Xomn. This happens
whether the PCs are in the Xorrn system or not. Once
the invasion begins, a new countdown starts. Five hours
after the invasion’s launch, Rebel reinforcements arrive
at Xorrn, which triggers the end of the adventure.

The GM usually has enough to keep track ofand note
down while running a game. As a result, the timekeep-
ing chore Is often best given to a specific player with
good organizational skills. Leaving this job to another
player can ratchet up tension at the table, bes :
player is likely to remind the party at
how it affects the amount of tin

e




NAVIGATING THE
TOLONDA OVERSECTOR

Any time the party needs to make a hyperspace
jump during Frienos Like These, the CM should
call for 2 Hard (@ @ @) Astrogation check Suc-
cess means the base time for the jump is equal to
the time indicated on Table 0—1: Travel Times for
the jump's origin and endpoint. Each } or & can
reduce or increase the travel time by fifteen minutes.
@ or & can reduce or increase the travel time by an
hour, or cause a hyperspace mishap. A failed check
adds another two hours to the base travel time. After
resolving the check to determine the base time, multi-
ply the base time by the ship's hyperdrive class to get
the final travel time.

HIDDEN APPROACH

While Captain Nervi has no probe droids or other
intelligence assets in the Xorrn system prior to the

TABLE 0-1: TRAVEL TIMES

Base Travefjitﬁ . Viemoth Port

Xorm = 3 hours 5 hours
Viemaoth Part % hours 2 hours
Howak 5 hours 2 hours =:

invasion, the party might be under the impression
that he does. If so, during each return trip to Xorrn,
they might seek to find a way to sneak back to avoid
any probes or scouts. An Average (@ @) Astroga-
tion or Knowledge (Warfare) check reveals that the
best way to do this is to jump to the lar side of the
Xorrn system and stay between its star and the planet
Xorrn. Having the sun at their back can confound sen-
sors and help the PCs keep a low profile. This requires
the pilot of the party's ship to lead the group by mak-
ing a Hard (@ @ @) Stealth check. While falling this
check won't actually alert Captain Nervl, it may cause
a ship mishap that costs the party time or makes their
next jump more difficult

INTEGRATING PLAYER CHARACTERS

TD help incorporate the PCs into the adventure, the
players should determine what backgrounds they
have, if this was not done during character creation,
and establish how those backgrounds affect their
allegiance with Xorrn's Foundry Four.

NEW OR REPLACEMENT CHARACTERS

ircumstances sometimes arise in which

ign in the middle of an adven-
ture. PCs may get ptured or
killed, or a new player might join the group
ofr ‘ting ~. FRIENDS LIKE
THESE provides opportunities for
incorporating ne _s into the party.

a member
N0 assists
In Episode 1l

In Episode |

a key moment
ty could meet a new PC on board
/lemoth Station or at Arumorut. In Epi-
sode Ill, the new PC might be a slave in
the prince's holding pens. Alternatively,
the ho s of war could drive an Imperial
agent to defect in Episode IV, offering to
join the PCs,

REBEL AGENTS

In Ace ofF REBELLION, 2 group of experienced Rebel
operatives should have a Contribution rank of 2 or
higher, meaning the PCs should be the best agents
within range of Foundry Four. As the mission is pre-
sented to the PCs, they learn about the Ferra Sec-
tor Shipyard, its importance to the Rebel Alliance,
and the Imperial threat against it. The GM should
use the PCs' previous exploits to come up with a
suitable link from their last adventure to this one
or draw upon a specific PC's Duty to lead the group
into this adventure.

SCALING DIFFICULTY

While this module is intended for PCs who have
earned and spent 150 XP or more, the GM can scale
the adventure down for parties of new recruits by
removing minions from adversary groups. decreas-
ing the defenses and wound thresholds of rivals
and nemeses, and subtracting ranks from NPCs
characteristics and skills.

INTRODUCTION
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MASS COMBAT

s everal major encounters in Frienos Like THese make
use of Mass Combat checks to demonstrate the
ebb and flow of the large-scale b
PCs participate
battle of Xorrn

battles in which the
The most important of these is the
in Ep:sode IV. This battle takes place

s battlegrounds. / 5 the Player Characters
yf win 1 their own, their
oective 1s [o lik]fs:'-‘ ;~""-t-_‘-_

As suci*z, om.r* 1 at '(,g ound spec hu S a number
t must take place before

alfive
of mass combat phases tha
the Imperial forces push Ihro:;gh to the next battle

ground. Each of these phases takes a set amount of
in-game time, though the results of that phase's Mass
Combat check can alter the actual time spent on a
given battlefield

There are two sides lo a mass combat: the acting
force and the enemy force. These terms are impor-

tant, as they d '-rt;"'Tl ne how the dice pool is built and
how the results of a Mass Combat check influence

of the battle, as det:
orm, the F'-‘-'a\er' Character
up the actir 'g‘. torce while the enemy

the Imperial attackers.

v. During the

ir alles

fOrce consists of

BUILDING A MASS COMBAT DICE POOL

Bullding the dice pool for a Mass Combat check is like
building any other dice po;:rl, with a3 few exceptions

noted in this section. These rules cast the PCs and
their ;""u as the acting force and the Imperials as the
enemy force To build the dice pool fora Mass Combat
check, use r.m: following steps:

I. Ability and Difficulty Dice: The acting force
encompasses the combined infantry, vehicles, and
starfighters working together to defeat a common
enemy. Depending on the battle, this might com
prise a faction's entire force, or the forces in one
location for a battle with muitiple fronts. The size
and competence of the acting and enemy forces
determines the number of Ability and Difficulty
dice, according to Table 0-2: Force Strength

2. Proficiency and Challenge Dice: L=,r_=gra(=e; ¢
number of times equal to the acting force's com
ander’s ranks in the Leadership skill ur,;ra e @
times equal to the enemy scom
manders ranks in the Leadership skill. This repre
sents the force’s tactics. organization. and morale

3. Boost and Setback Dice: Add[Jorllto the Mass
Combat check to reflect positioning and environ
mental conditions on the battlefield (such as fog,
darkness, mountains, etc.), according to whether
they work in favor of or against the acting force

a number of t .'__jrr_ (]
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NARRATING MASS COMBAT

mines

nentum at the line of
y moment during the
S can paint a picture
of TIE fighters overwhelming a

| starfighte or give the details

of a Mandalorian warrior using a jetpack to
fly ui' panAT ‘:T open the hatch, and toss a

E ach Mass Comba
which side has mo

dattle at a cut

{lr]l fing

r'r).nl]al, Ie!_i.irlc-‘_ llur:m u(-?t,l Ihat theur actions
could tip the balance,

COMBAT RESOLUTION

After bullding the dice pool for the Mass Combat
check, one of the players (most often the player
character is taking on the role of the active
inder) rolls the dice. This single roll is
> the entirety of the phase. A phase i

whose

2riod as required by the story and the GM
t could represent a single round of combat, an hours-
ong engagement, or weeks of fighting in a single

region of space

. ®. ©. and @ can be spent narratively or by
using the suggestions in Table 0—3: Spending {},
@®, ©, and ¥ in Mass Combat. on page 11.

COMBINED ARMS

sen armed force
nplu type of m I|!l'll
army or navy :

ts of >eveml L'g, 5
numbers, and

e the calculation

“ ‘Hﬂli} l.'..hurl t)ul.diﬂg the dice pool

for a Mass Combat check. The forces listed in
Table 0-2: FO[C!:‘ Strength, on page 11, are
€ nles. A GM should
in determining

various

1at the

culate the gr
sing ement of t
number of ¢

d increase the
tﬁs:nt the aid

aried that the
sed by two.

number ¢




TABLE 0-2: FORCE STRENGTH

Force Strength | Ability or Difficulty Dice  Example Forces

Trhvial o @ Dozens of combat engineers or slave soldiers; platoon of refurbished

i Bl battle droids or Imperial Army troopers; squadron of starfighters

Campany of refurbished B1 battle droids or Imperial Army troopars:

Significant FY TR Y ) piatoon of Alliance infantry; squadron of combat-modified transports
or freighters

Piatoon of Zygermian Royal Guards: squadron of scratch-bullt STAPs;
Imposing 40004 squad of refurbished droidekas. platoon of Imperial stormtroopers:
several gunships. a single cruiser

Piatoon of Mandalorian warnors; company of imperial Stormtroopers
Stagger o 2 ' e 3 " £
geenng ‘.“' ..’. platoon of armored vehicles; a dozen arn hicle tunels; a single battieship

A Platoon of elite Mandalorian commandos; battalion of stormtroopers:
ot ””’"' ””" multiple satllesr;ps

TABLE 0-3: SPENDING {2, &, ¢, AND 7 IN MASS COMBAT
Result Result Options

Members of the acting force notice 3 key feature of the enemy force [enemy officer, weapon emplacement, etc.)
Cord and its position on the battiefield

All Player Charactess with the acting force canrecover | strain

A previously unseen gecgraphical feature of the battiefield (a vantage point atop wreckage, a rock formation,
elc.] affords the acting force some advantage and aliows it to upgrade the ability of the next Mass Combat
GOod check once as it exploits that feature

The acting force delays the enemy force in some particularly effective manner, increasing the time this mass
combat phase takes by ten minutes

The acting force disables an imporiant component of the enemy force that provided the enemy an advaniage in
the battle (a walker, a fire team in an advantageous position, etc )

oYV
The acting force delivers a biow to the enemy leadership (shelling their command center. damaging communications
equipment, partially jamming comms, eic.). Downgrade the difficulty of the next Mass Combat check once

The acting force effectively removes the enemy force commander from the next phase of the mass combat [by
@ physically incapacitating him, cutting him off entrely from his troops. destroying his comms, efc] Urless a new enemy
force commander steps up, the enemy force does not upgrade the difficulty of the next mass combat phase

The acting force drives the enemies back and forces them to regroup before they can continué An additional
P mass combat phase must be fought at this battieground (taking all the additional time that entails) before the
enenmy forces press onward Lo the next battieground

The PCs and NPCs involved with the acting force suffer 1 strain

Gor® The fog of war creates confusicn on the battiefield, Add [l to the next Mass Combat check, as the acling force
struggles to tell allies from enemies:

Each membiers of the enemy force adds [0 to the first skill check they make during the next mass combat
phase. [Including enemies involved in the current phase's Target of Opportunity, if any, see page 81)

BB o Each member of the active force adds [l to the first skill check they make during the next mass combat phase.
(including enemies involved in the current phase’s Target of Opportunity, If any, see page 81)

The acting force Is driven back more quickly than anticipated, reducing the time this mass combat phase Lakes
by ten minutes

A key weapon (vehicle, artillery piece, or air support] is deployed to the battiefiald to reinforce the enemy force
Upgrade the difficulty of the next Mass Combat check once

@eBu9

The enemy force strikes at the leadership of the acting force, reducing the effectiveness of the acting force
commander. The acting force downgrades the ability of the next Mass Combat check once

The enemy force effectively remaoves the acting force commander from the next phase of the mass combat (Dy

- physically incapacitating him, cutting him off entirely from his troops, destroying his comms. et). Linless a new
acting force commander steps up, the acting force does not upgrace the ability of the mass combat phase check
ouring the next phase

oo The enemy immediately overruns the curreni battleground. skipping any remaining phases and driving the
acting forces to retreat to the next battieground in line
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In this episode, the PCs are summoned to 3 small
repair vard inforbit around Xorm and. its manufac-
turing center hidden beneath the planet's surface. On
Xorrn, they learn of an impending attack by a rogue
Imperial officer. The PCs have just a few days to recruit
allies from nearby worlds to help defend the planet
until reinforcements arrive. This episode includes:

A Plea for Help: The party receives a message
directing them to Xorrn.

Xorrn: The party is introduced to the people,
locales, and internal politics of Foundry Four.

Imminent Danger: Upon arrival, the party learns
of an incoming Imperial invasion and the planet’s
desperate need to find capable defenders.

* _Evaluating the Facilities: The PCs have an
. /opportunity to make recommendations for for-
tification priorities to Chief Bellows; and they
learn a bit more about the families that com-
pose the Clans of Xorrn.

Wy

§ J':

The Search for Allies: The PCs search for
potential allies in the region.

Solidarity: Before leaving Xorrn, the party must
convince the Clan Assembly members to set
aside politics and the past, and work together
to face the coming threat,

Beginning the adventure on a world near Hutt
Space, the Player Characters are asked to go to
Xorrn, which hides a manufacturing and repair facil-
ity vital to the survival of many pirate, smuggler, and
Rebel starships. Unfortunately, an ambitious Imperial
officer is trying to destroy the base to secure a pro-
motion. The Clans of Xorrn have learned of the rogue
Imperial's plans and are appealing to the Rebel Alli-
ance and every pirate, smuggler, and drifter they've
helped over the years for assistance. It might still be
possible to presefvemXema's secrets, but it requires
skilled, “disciplined operativeSiseiack timing, and
a little bit of help. The PCs must recruitzallies from

throughout the region to.assist in the defense: .

T 2

‘P
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Astronavigation Data: Xorrn system, Ferra
sector, Outer Rim region

Orbital Metrics: 526 days per year./ 25
hours per day

Government: Clan Assembly
Population: 350

Languages: Basic

Terrain: rocky deserts, small oceans
Major Cities: Foundry Four

Areas of Interest: core ship graveyard L
Major Exports: starship weapons | “,‘ %
and components : ! iy

Major Imports: foodstuffs, indus-
trial goods

Trade Routes: Cranan-Excarga Hyper-
space Route

Special Conditions: none

Background: Deep in the southern Slice
of the Quter Rim, hidden along the Cranan-
Excarga Hyperspace Route, spins a virtually
uninhabited rock named Xorrn. The few individu-
als who have visited the world jokingly describe it
as similar to Tatooine, only quieter. The world is
home to a native breed of scurrier and a handful of
transplanted species such as hawk-bats and conduit
worms. Most life on the planet keeps to its long,
winding caverns containing hot mineral springs.

While life struggles on Xorrn, the world is wealthy
in mineral resources. Xorrn is still very young, and its
surface has only begun to cool. As a result, the thin
crust provides easy access to the mineral-rich magma
just below. A number of small mining cperations have
tried to set up shop on Xorrn over the last century, but
the prohibitive start-up.costs and the world's unstable
tectonics have earned Xorrn a reputation as a credit
sink among resource acquisition analysts. :

The only ones able to find any success on Xorrn
have been the Geonosians. Before the Clone Wars,
in an effort to hide illegal battle droid construction
operations from the Repubilic, the Geonosians hid
a warren of droid foundries on Xorrn, believing it
was the last place anyone would check. At first, they
tried erecting traditional hive spires, but Xorrn's
thin crust kept swallowing the citadels before they
became operational. Once the Geonosians hit upon
the idea of building their spires in reverse, excavat-
ing instead of erecting, Xorrn became their best-kept
secret. Millions of battle droids were constructed far
from Coruscant’s distracted gaze.

TROUBLE ON XORRN
FRIENDS LIKE THESE

Despite the Geonosians' precautions, the planet
was eventually discovered- by the Republic dur-
ing the Clone Wars and became a war zone for the
duration of the conflict. After the rise of-the Empire,
Xorrn was quickly forgotten again, but not by every-
one. A small clan of former Separatist sympathiz-
ers was forced from its homeworld and set up shop
in an abandoned Geonosian factory complex called
Foundry Four. There, the refugees produce and
install a variety of custom starship components for
Rebels, pirates, and smugglers.

FLASHPOINT

s ince its discovery by the Republic near the
outset of the Clone Wars, Xorrn has been
subject to numerous attacks. After a few failed
attempts at an atmospheric insertion on other
Geonosian worlds, the Republic dedded Xorrn
was not worth further losses. The Republic
had the sector fleet launch a sustained orbital
bombardment on the facilities. Dozens of Trade
Federation core ships picking up droid ship-
ments were caught in the attack; their gutted
hulls can still be seen on and around Xorm.




A PLEA FOR HELP

he party Is on or orbiting a planet near the edge of

Hutt Space, such as Rodia, Ryloth, or Tatooine, when
they receive an encoded message from Alliance Intelii-
If the party has a spe-
ontact in the Alliance who provides missions and
objectives, that NPC can deliver the message

gence directing them to Xorm
cific¢

nmcanc +

> Figh Ce

ance sympath
f i your immecdiat
15 an IFF tran ( cy t
) "\. et ’H”J Caciq
embly, and I'll brief
station, Rej » Xorrm with all possit
you are their only hope

The message comes from an undisclosed sender,
but it follows the encryption protocols the PCs expect
for a legitimate High Command message

RACE TO XORRN

The pressure of an impending assault is a
ment in Frienos Like These, and the clock s ick-
ing as soon as the Player Characters receive ’i’e ies
sage. The coordinates are for a little-known Outer Rim
world in the Ferra sector called Xorrn

ARRIVAL AT XORRN

Once the PCs come out of hyperspace in the Xorr
system, read the following aloud:

cent “Ie"

fart

d  spechled with muc
the viewport., Cutling

tor, the faint bl

As the ship approaches Xorrn, the party can broad-
cast the IFF frequency attachment from their mes-
identifying themselves, An incoming communi-

Sage,
cation from Xorm directs the party to Landing Shaft
Besh and provides a set of coordinates on the surface.

XORRN ORBIT

Xorrn orbit is littered with asteroids, as well as with
detritus from the Clone Wars that has been drifting for
more than a decade. These leftovers may prove sal-
vageable, and they could be useful to creative players
later in the adventure. The citizens of Foundry Four
mostly keep o the protection offered beneath the
surface, but the opportunity to refit starships with the
components they produce has proven too tempting to
keep them continuously underground. While their chief
defense against discovery by the Empire as an illega
shipyard is Xorrn's status as “uninhabited,” the families
have still taken great efforts to hide the orbital repair
vard within the wreck of an Acclamaotor-class cruiser,

DEBRIS CLOUD

A vast debris field of asteroids and starship wreckage
occupies much of the orbital space around Xorm. The
GM can call for various checks to let the PCs identify
objects in the field and reveal the history of some of
those items, should the PCs show interest

* Average (¢ €) Mechanics or Piloting (Space)
check with [l |dentifies that the bulk hauler is
not actually salvaging the skeletal remains; it is
in fact a camouflaged repair yard. A player can
spend £ ) or @ to recognize that the vard is
refitting the hauler

« Hard (@ & @) Knowledge (Warfare) or Pilot-
ing (Space) check: |dentifies the wreck as an
Acclamator-class cruiser, and recalls a battle
that took place at Xorrn during the Clone Wars

A player can spend 3 € {3 or @ to recognize
that the ships were destroyed by orbital mines.

* Formidable (@ & ¢ & §) Knowledge (Under-
world), Knowledge (Quter Rim), or Street-
wise check: The PC recognizes the lcarii-7 [see
page |16) as belonging to the daring Captain
Skahvi Renlow, scourge of the Imperials along the
Cranan-Excarga Hyperspace Route

FERRA SECTOR SHIPYARD

Only recently made operational, thanks to Lira Hardin
d her team of engineers, the Ferra Sector Shipyard
is @ small repair slip hidden in Xorrn orbit. Though its
grandiose name is perhaps overstated, it keeps the
Empire looking elsewhere for a much larger facility
The yard is an 800-meter pillar of webbed metalwork
hidden along the exposed underside of an Acclama-
tor-class cruiser, with a 100-meter-long armature that

slides along its entire length

TROUEBLE ON XORRN
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The yard’s primary function is to repair ships that
are unable to use ports under Imperial control or over
sight. However, the yard also refits bulk freighters and
haulers, adding armor, armament, and hangar space
to transform cargo ships into fearsome combatants
for mercenaries, pirates, and increasingly the Rebel
Alliance. A small team of engineers accomplishes this
through judicious use of shipyard droids. Together,
they mount weapaonry produced on the surface and
convert cargo bays into hangars.

THE ICARNI-7

The ship currently dry-docked at the Ferra Sector Ship
yard is the lcarii-7, a pirate vessel belonging to Skahvi
Renlow. The Togrutan scoundrel has harassed the
Imperial forces along the hyperspace route for the last
few years, If the PCs hail the docked ship, they receive
a prerecorded message in a dull, bored voice speaking
Basic that says, "Fortunately for you, you have caught
the fcarii-7 In a rare moment of idleness. Have no fear,
your safety Is sure to be short-lived. We shall soon ply
the stars and terrorize your cargo once again. Now, be
gone before you inspire us to villainy vet again.”

The lcarii-7 is a Corellian Engineering Corporation
BT-900 bulk transport, a popular ship that major corpo-
rations use to move vast loads of cargo across the gal
axy. The 500-meter-long angular hull has a vertical
bridge fin on its starboard side. and the Ferra Sector
Shipyard is currently converting its main cargo hold into
hangar space. Yard droids have been mounting addi-
tional banks of turbolasers, quad laser turrets, and ion
cannons to Captain Skahvi Renlow’s spedifications. The
Togruta leads a misfit crew of former slaves and convicts

The lcarii-7 has made the newsnets for a number of
flashy raids targeting Imperial prison barges headed for
the Bundil system

Hull Type/Class: Bulk transport/BI-800
Manufacturer: Corellian Engineering Corporation
Hyperdrive: Primary: Class 1, Backup: Class 15.
Navicomputer: Yes.

Sensor Range: Long.

Ship's Complement: 129 (one captain, one pilot, one
co-pilot, one navigator, two sensor operators, three
engineers, twenty gunners, 100 pirates and misfits).
Vehicle Complement: Four shuttles of silhouette 4.
Encumbrance Capacity: 70,000.

Passenger Capacity: 65

Consumables: Two years.

Price/Rarity: 9,200,000 credits/4.

Customization Hard Points: 5.

Weapons: Eight dorsal, six port, and six starboard
medium turbolasers (Fire Arc Forward, Port, and Star-
board or Forward and Port or Forward and Starboard:
Damage 10; Critical 3; Range [Long]: Breach 3,
Slow-Firing 1) |

Five forward heavy ion cannons {Fire Arc Forward;
Damage 7; Critical 4; Range |[Mediumj; lon, Slow- |
Firing 1)

Ten port and ten starboard quad laser turrets (Fire
Arc Forward, Aft, and Port or Forward, Aft, and Star-
board; Damage 5; Critical 3; Range [Close]; Accurate 1,
Linked 3)




MAKING PLANETFALL

When the PCs are ready to land their ship.

following aloud

DYSFUNCTIONAL FAMILIES

The PCs tauch down on a landing pad hundreds of
meters below the surface, at the bottom of Landing
Shalt Besh. On the platform, a young, clean-shaven
man and an older, grease-stained woman in engineer-
ing coveralls engage in a heated argument in front of
a tanned, grey-bearded man and a lithe woman in
rich, dark robes. When the party exits the ship, the
arguers grow quiet. Read the following aloud:

Coorsa leads the party through the western factory,
while Hardin brings up the rear. As the PCs pass along
a winding platform through the factory, they hear the
rhythmic hiss and bang of molten metal being poured
and stamped. Eventually, the group moves through
a secure door and across a long catwalk that spans
a vast pit of glowing, orange mist. At the end of the
walkway Is a hexagonal control center and meeting
space for the Clan Assembly. The PCs may have ques-
tions for Coorsa; suggested answers are noted below:

* What is all this about? “I'd rather wait until we
are in the assembly room. Not everyone here
WS just yet, and I'd like to avoid a panic.”

Kn
* How long have you been in charge? “|'ve been
here for about six years now, ever since my
grandfather passed. His name was Jans Coorsa:
you may have heard of him. The Phantom of Gall?

They made a holovid.”

* Why were you two arguing? “Hardin? She's my
bigegest problem around here. I'm not convinced

THE PHANTOM OF GALL

lone Wars, Jans
resistance against the Republic. He w
as the Phantom of Gall
mplex
s ing how the enemy would resg
resistance continued after Palpatine estab-

this isn't all her fault. She used to be with the

Empire. vou know."

The players may also have questions for Hardin. Note
that she doesn't know what is going on just yet. Read
the following answers to plavers if asked

* How long have you been here? “Hel
this lans Coors«

d get
@ wnile
ghs, "now that was a guy
ho knew how to run things. Granted, he was as
stubborn as his grandson, here. but at least he
understood how the galaxy works, you know?"

(]

place running alongside

Jans,” Hardin sighs

* What do you make here? “Foundry Four makes
Starship components and armament fto order
We'll even install it in our orbital yard. You see the
yard an the way in? You shouldn't have; we went
through a lot of trouble to hide it, Anyway, we're
refitted ships for Hutts, pirates, Rebels, you name
It, with the Empire none the wiser.”

* Were you really with the Empire? "Oh, sure, and
the Republic belore that. Saw plenty of action with
the 9th Engineering Battalion, mostly in the Western
Reaches, bul the massacre at Rampa | and what
they did on Gall was fust too much. Helped Jans

move the families out here, and he

of Gall?™ Hardin mocks

betind wed be

nce the group reaches the control center, begin
the mission briefing

TROUBLE ON XORRN
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IMMINENT DANGER

HL lows an lrnra'f ’3p._-unSI-ur"' i P.‘—‘-ﬂ
Once everyone is seated and introduced. a ho |lIT"IIJ+'
tor illuminates the air on either side of Coorsa. On one
side is the red raptor, symbol of the Rebel Alliance, and
on the other is the orange viper of the Zann Consortium,
a criminal syndicate that operates in the region. These
last two holoprojections are ident-less voice transmis-
sions from their respective groups. Neither organization
wishes to reveal itself to the other, and, as such, both are
concealing their identity. Note that if the PCs have tles
to a different criminal organization that works better for
the CM's campaign, it is a simple matter to replace the
Zann Consortium with another syndicate

Coorsa begins the briefing immediately. To start the
ollowing sloud:

]

briefing, read the

s eye

in time 3
regional allies to foin in our
out for several hours until t
are fortunate

aid us in bols

With that, Coorsa opens the briefing up to any ques
tions the Player Characters might have. Below are
questions the PCs might ask. If the players miss any
questions, the GM can have Hardin, Yilola, or Bellows
answer them later. If the PCs have a particular Alliance
contact they have worked with previously, they recog
nize that contact’s voice from the Rebel transmission

* Where's the intel from? (Rebels) “Alliance
Intelligence has a deep-cover agent attached to
Captain Nervi. The agent’s identity is classified

= How does Nervi know about Xorrn? (Rebels)
"We aren’t sure. We assume a probe droid sweep
just got lucky. Our agent is working on that as

we speak "

TROUBLE ON XORRN
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Can the spyr delay the attack? [Rebels] Fu

Secur |[ll _‘)_l"_n-"_r'ﬂu

els) "We're sending you our intelligence profile on
him now. The short version is tf 2 ful
social climber who married if'—i‘u the Nervi family
and took their name in hopes of jump-starting a
political career. He's ambitious, but paranoid.”

What's the Empire sending? (Rebels) "The
Gladiaiorclass Star Destroyer Blood Ambition is
leading the Raider<lass corveties Sargantuan and
Warhawk. They're carrying approximately 1,300
troops, five walkers, two TIE squadrons, and some
support craft.”

Won't the Empire send more
ships? (Zann Consortium)
*Nervi has not informed his
superiors of his discovery. Most
of the crews of assault ships
' y are reporting for an
ar Ryloth, Only his
taff know the truth
U can keep Nervis
) until your
S almive,
the reinforcements &
can wipe them out,
and Xorrn's signifi-
cance remains
a secret.”




CAPTAIN RALCHID NERVI INTELLIGENCE PROFILE

Background: An odd lack of public informa-
tion on Nervi exists prior to Ralchio’s marriage
to Lila Nervi. Ralchio took her last name and
enrolled in the Rengali Imperial Naval Acad-
emy. Graduated with average marks, but held
an unprecedented winning record in head-to-
head combat simulations. Served as a lieuten-
ant in the |4th Sector Fleet.

Eventually came to the attention of Moff Ravik
during a sabacc game at a social event on
Ryloth. Made captain under Moff Ravik thanks
in large part to Lila Nervi's lobbying. Still, Ral-
chio remains desperate for an admiralty or
Moff appointment,

Weaknesses: An inferiority complex that
expresses itself as a constant need to exhibit his
authority. A ruthless social climber constantly

What potential allies are nearby?
Renlow) “Ti -

(Coorsa) “Th
| yard are

APPROVED DFFERS

he Clan Assembly will do anything to keep
their home safe. They are willing to offer the
fallowing to potential allies:

Use of Foundry: Factory can enable
production runs using on-hand sche-
matics and materials (or virtually any
others provided).

Privateer Status: The Alliance is will-
ing to provide a letter of marque to
harass Imperial shipping lanes, with
guaranteed Alliance purchase of prize
and prisoners at favorable rates.

Information Sharing: Alliance Intel-
igence and the Zann Consortium are
willing to offer allies a contact who
can provide secret information.

trying to improve his station. Promoted beyond
his actual talents. Feel threatened by talented
officers under his command. Extreme paranoia,
specifically of losing his position

Tactics: By the book. he brings as much force
to pbear as he can with a conservative reserve.
However, has a preternatural knack for rede-
ploying his forces mid-battle to great success.
Xorrn invasion plan is to enter the system and
overwhelm orbital defenses. After securing
orbit, he'll land troops just outside the target,
where they can deploy safely in great numbers
before swarming the target.

Rumors: Keeps a variety of mistresses, as he
married purely to benefit his career. Has an
abnormally accurate sense of foresight, almost
to the point of disbelief,

What's to stop them from collapsing the land
ing shafts? (Zann Consortium) "My

What can we offer potential allies? (Coorsa)
“We don't have much, just what resourt and
5 are available here. The Rebel Alli
ered a few additional possibilities; well
ou a list of options.”

What about our reinforcements? (Rebels)
) fiverted a squadron of war-

starfighte y arrive in

Coorsa hands over a datacard containing the

vi intelligence profile and potential bargain-
ing chips. He looks you firmly in the eye. "We are
trusting you with our fate. If we can't get regional
allies here before our reinforcements arrive, we
People | trus

don't have a chance t have told m

you can do this. | hope they're right.”




|
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CACIQUE KAL COORSA [RIVAL]
i Grandson of Jans Coorsa, the legendary Phantom of
Gall, Kal was still an infant when his father died resist-
ing the Empire. Primarily raised by his mother, Kal
was twelve when she died during an Imperial bom-
bardment of their village. His infamous grandiather
took him in and moved him with the remnants of his
I clan to Xorrn
" Shortly after Kal's nineteenth birthday, Jans C'f orsa
| died under mysterious circumstances. JPJ'“"\"* st will
and testament designated Kal as the interim cacique,

a position he has worked hard to retain through mul
tiple Clan Assembly votes. Kal does his best to govemn

Foundry Four with the same keen foresight as his
Kal's hatred of the Empire

grandfather. However
blinds his judgment, and he has frequent clashes with
former Imperial Lira Hardin.

Skills: Discipline 1, Knowledge [Under-
world) 2, 'm.-‘arfart] 2, Leau‘ers*ﬁp =
Negotiation 1, Ranged (Light] 1
Vigilance 2

Talents: Adversary 1 (upgrade
difficulty of all combat checks
against Coorsa once), Enhanced
Leader (when making a Leader
ship check, may add O to the
check: may spend O to add
¥r or {3 to the result). Force
¥ Rating 1, Inspiring Rhetoric (as
an action, may make an Aver-
age [@ @] Leadership check;
each ¥¥ removes | strain or wound
from one ally within close range;
each £} removes an additional
strain or wound from an affected
ally), Touch of Fate (once
per game session. may add
O to any one skill check).
Equipment: Blasier pistol
(Ranged [Light]; Damage 6&:; Crit-
ical 3; Range [Medium); Stun set-
ting), datapad, encrypted comiink.

PATRICIAN LIRA HARDIN [RIVAL]

with little tolerance for fools, Lira Hardin
has been working on weapons of war for close to
thirty years. Long before the Separatist Crisis, she left
her native Gall for the Republic judicials, where she
was trained as a combat engineer. She was moved to
the Grand Army of the Republic for the duration of
the Clone Wars, and she participated in the bombard
ment of Xorrn at the end of the conflict. She st
iile the Republic became the Galactic Emyj
ess to the subjugation of Rampa

“1!—“ and went home to Gall

A veteran

Iy\,i_a an

bearing wi

Struck by the ruin her hometown had become
under Jans Coorsa’'s leadership, Hardin became
involved with clan politics and was guickly named
patrician of the Hardin family. While she opposed
Jans Coorsa at every decision, they shared a mutual
respect. After the Imperial bombardment that deci
mated their village, Hardin convinced Coorsa to go
into hiding on Xorrn. There, Hardin’s experience was
invaluable in reactivating Foundry Four and creating
the orbital repair yard. After Jans died, Hardin
opposed his grandson, who sought higher-profile cli
ents, particularly the Rebellion

Skills: Computers 3, Cool 1
Knowledge [(Education) 3
Leadership 1, Mechanics 4
Perception 2

+

i} Talents: Gearhead | (remove
/ B from Mechanics checks)
Known Schematic (once per
session, as a maneuver, may
make a Hard [¢ ¢ €] Know!-
edge [Education] check; suc
ss grants familiarity with a build
irm or ship's design).

Abilities: None.

Equipment: Adverse enviro
{+1 soak), datapad, encrypted
scanner goggles

nment gear

comlink



PATRICIAN VILOLA SARGAN [RIVAL]

The patrician of the Sargan family, Vilola is one of the
major voices in the Clan Assembly. Vilolz was Jans
Coorsa’s sister-in-law, a fact she uses to wield influ-
ence over Kal, claiming 1o know what Jans would do
or want in any given situation. Vilola has contacts
throughout the criminal underworld, including among
the Hutts, the Zann Consortium, and the Cardas
smuggling ring. She uses her position to arrange favor-
able deals for her criminal contacts while enriching
herself. When the time is right, she hopes to oust Kal
Coorsa and take over as cacique. She has quietly set
Kal and Lira Hardin against each other to remove the
threat of a political alliance between their families, all
the while secretly allying with Hardin over their shared
reluctance to work with the Rebel Alliance,

Skills: Charm 3, Coercion 2, Cool 2, Deception 3,
Leadership 2, Negotiation 1, Perception 2

Talents: Adversary | (upgrade difficulty of all combat
checks against Vilola once), Congenial 1 {may suffer
| strain to downgrade difficulty of Charm or Nego-
tiation checks once or upgrade difficulty once when
targeted by Charm or Negotiation checks).

Abilities: None

Equipment: Armored clothing (+ 1 defense, +1 soak],
datapad, encrypted comlink

OTHER PERSONALITIES

Xorrn has a number of other colorful characters
that GMs can use to enrich the setting and provide
some variety and perspective beyond Coorsa’s and
Hardin's views.

Security Chief Bellows: A |arge, tan-skinned man with
a bushy grey beard, Chief Bellows is a former clone
trooper who suffered severe head trauma just before
Order 66 was issued. He was found by Lira Hardin, who
watched over him. When he woke, he convinced Hardin
he didn't understand why his brothers were behaving
as they were, and she persuaded him to go into hiding
until things sorted themselves out. Over the years, Bel-
lows has put on weight, and has been named security
chief of Foundry Four. While he occasionally breaks up
scuffles and domestic disputes, his real job is to ensure
that the shady customers parading to Xormn for ship
upgrades pay their bills. While not formally on the Clan
Assembly, Bellows is frequently included in meetings to
provide security input

Captain Skahvi Renlow: A pirate and outlaw who
operates

along the Cranan-Excarga Hyperspace

Route, Captain Renlow Is a regular at Xorrn's repair
yard, trading pirated cargo for additional upgrades to
his ship, the lcarii-7. Captain Renlow is often brought
in to advise the Clan Assembly on new clients, using
nis underworld contacts to check them out

Patrician Rees Vinder: Patrician to the Clan Assem-
bly for the influential Vinder family, Rees Vinder is one
of the few people on Xorm to have been licensed as a
doctor. At only twenty-eight, he is considersd among
the most eligible bachelors of Foundry Four. He is
Known for his warm bedside manner and his sense of
humor. While he is considered a shoe-in for cacique,
he has refused to run. He remains out of politics as
much as possible and abstains from most votes unless
they concern what supplies and stalf he has available.

Patrician Jessa Korrin: Largely considered the only
person on Xorrn with a fouler mouth than Lira Hardin,
Jessa represents the Korrin tamily in the Clan Assem-
bly. She Is in charge of the droid pool, particularly
the skimmer droids that collect raw materials for the
factories. She is frequently covered in soot and has
gained a dry, continuous cough that functions as the
only reprieve from her litany of expletives

FAMILY MATTERS

During the briefing, Hardin visibly pales at the news,
and afterward, she flies into a rage directed at Coorsa.
Read the following aloud

sellows, take Patrician Harclin into custody
and throw her in a celll”

ow I'm right. €

Chief Bellows looks bored, as though this hap-
pens daily, and makes no move to arrest Hardin He
makes some attemplts to calm them down. telling
Coorsa he has no intention of arresting Hardin, but
their argument rides roughshod over the chief, and he
eventually looks pleadingly at the PCs. The two con-
tinue arguing until the PCs leave or intervene. A Hard
(% % #¥) Coercion or Leadership check is necessary
to stop the two from arguing, at which point Hardin
throws her hands up and storms out

TROUBLE ON XORRN
FRIENDS LIKE THESE




EVALUATING THE FACILITIES

hief Bellows offers to give the PCs a tour of the facil-

ity 50 he can hear any advice they might have on
fortifying the foundry against Imperial invasion. GMs
should show the PCs a2 map of the facility and allow
them to ask questions, answering as appropriate.

Most of the location sections below indicate that addi-
tional information is available after a suggested check. It
is up to GMs whether they want players to obtain this
information from the check, or if they want Bellows to
provide the information outright. The advice players give
Bellows can influence events in Episode IV, so allow the
party to take as much time as they like.

Without guidance, Chief Bellows will focus his efforts
on fortifying the landing shafts until the PCs return from
their first attempt to find allies.

While taking the tour of the facility, the PCs may
have questions for Chief Bellows, as noted below:

* What's the deal with Coorsa and Hardin? "Oh,
mostly it's just Coorsa’s a little green, and Hardin
can be...difficult. Doesn't help that the Empire
killed Coorsa's father, and Hardin used to be with
the Empire.”

* Any ideas on getting them to work together?
*You'd have better luck teaching a rancor to clack-
dance. If those two don’t get on the same team,
| don't think we have much of a chance, though
| believe they both want to do right by everyone
depending on them. | guess that's as good a start-
ing place as any.”

* Have you seen combat before? “Sure, a long
time ago | fought for the Republic alongside my
brothers, | was wounded in the fighting at the end
of the Clone Wars, though. Way | see it, | served
the Republic, and the minute Palpatine declared
an Empire, | was off the hook. Hardin convinced
me to come out here."

¢ What are your thoughts on the invasion? "Way
| figure it, if we have to last five hours, our best bet
Is Lo slow them down as much as we can. BeslL way
to do that is meet them in orbit and fight a slow,
tactical retreat. Make them deploy and face us,
then retreat and make them start all over again
Eat up as much time as we can. The tricky part
Is when we get backed up to the landing shafts. If
they take those, we're bantha poodoc.”

* Any potential allies in the region? "We've
already contacted everyone we know—that's
how we got you here. You're geoing to have to pull
something out of your shebs te find someone we
didn’t already consider. Captain Renlow might
know of someone we don't.”

TROUBLE ON XORRN
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FOUNDRY FOUR

Xorrn's Clone Wars wreckage hides the remains of a
Separatist droid foundry. After it had been rusting for
several years. a group of Galls in exile gathered their
families and reopened the foundry. The engineers at
Xorrn can rapidly retool the assembly lines to cre-
ate small batches of replacement parts and starship
armament to order. This is a crucial contribution to
the survival of ragtag organizations like the Rebel
Alliance and countless pirate and mercenary groups,
which utilize ships of myriad makes and models. The
outlaw techs install the components on the starships
at a small, concealed repair yard in orbit.

Foundry Four was once a functioning warren of five
separate underground factories joined by a central
command center. The Geonosian facility had two
landing shalts at each factory for moving in raw mate-
rials and pushing out finished products. Each shaft
runs four hundred meters down to a corvette-sized
landing platform near a large cargo-staging area, Only
two shafts remain in service

Above the factories are the rusting remains of sev-
eral dozen Trade Federation core ships, razed by the
Republic at the end of the Clone Wars. There are also
a few small support buildings, though they are crum-
bling and long abandoned. Nearby to the west is the
aft end of a Republic Star Destroyer that crashed dur-
ing the Clone Wars

SUBTERRANEAN CITY

Most of Foundry Four is located underground. While
ten separate landing shafts once provided contact
with the surface, all but two are unusable.

CONTROL CENTER

Deep within the foundry, at the center of the five
factories, the control center hovers high within a
large magma chamber. Once a monitoring station 1o
oversee all five factories, the space is now used for
meetings of the Clan Assembly. Here, Cacique Coorsa
meets with the family patricians, including Lira Har
din, Vilola Sargan, Rees Vinder, and Jessa Korrin.

A Daunting (¢ ¢ ¢ ¢) Knowledge (Warfare)

check reveals that the Geonosians built the control
center to double as an escape vehicle. Standard Sep-
aratist protocols of the day would have included an
escape shaft that led to a secret hangar.
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STARSHIP COMPONENT FACTORY

The westerly of two working factories, the spare parts
factory has a cleared landing shaft so that raw materials
and finished components are easy to move in and out of
the facliity. Far below is a smelting plant, where metals
are melted, purified, and piped to the assembly lines
to be poured and stamped. The factory has dozens of
assembly lines that work together to create single, com

plex items, most often starship components for Rebels,
pirates, and mercenaries. Hardin and her engineers can
retool the factory in two hours to produce parts from a
variety of preprogrammed schematics.

LANDING SHAFTS

The Clone Wars left several shafts collapsed, and the
families have capped others, leaving only two active
landing shafts, Each has a ring of four tractor beam
emitters to assist with landings. Factory reactor main
tenance is accessed via turbolifts in the landing shafts,
The shafts double as exhaust vents for factory waste.

An Average (@ @) Knowledge (Warfare) check
reveals that the two landing shafts are vital choke
points in the coming battle. £3 £} or @ reveals that
Imperials are likely to use rappealling lines or jetpacks
to take each shaft and hold back any shuttles or lang-
ing craft until they secure the landing pad.

ARMS FACTORY

The southeastern factory is dedicated to producing
a variety of starship weaponry. Once produced, large
weaporns are moved one at a time on specialized skiffs
through the residential area of the northeastern fac-
tory, which has the nearest cleared landing shaft. One
of four LAAT/c cargo carriers lifts the weapons to orbit,
where the shipvard refits civilian transports for combat.
The factory currently makes light and medium turbo-
laser cannons, and it has a dozen ready to mount on
Captain Renlow's leari-7. See the lcarii-7's profile, on
page 16, for more details about the weapons.

MED CENTER

Located halfway between the two eastern factories, the
med center is led by Doctor Rees Vinder, who has a staff
of two other doctors and seven assistants with only basic
medical training. The facility has few resources beyond a
single 2-1B surgical droid, a few medpacs, and a bacta
tank. Other than handling injuries from the occasional
industrial accident, the facility does little more than care
for citizens who have inhaled t0o many fumes. The med
center has three repurposed cargo sKiffs it uses as emer-
gency response vehicles.

An Easy (@) Medicine check reveals that the med
center is wholly unprepared to treat more than a
dozen wounded, which is easily expected to be the
case once the attack begins.

TROUBLE ON XORRN
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THE BELTS

The northeastern factory belts are the primary living
quarters for the people of Foundry Four. While the
main walkway to the landing shaft is kept clear for
traffic and finished goods, the former assembly lines
are used to support housing. Prefabricated habita-
tion cubes were among the first things Jans Coorsa
ordered constructed upon the reactivation of the
foundry. The identical, modest cubes generally have
four rooms, and they rest in long rows along the for-
mer assembly lines. While only a few hundred people
live on Xorrn. most work in either of the two factories
or the shipyard, or are too young or old to do so.

SECURITY STATION

Situated near the med center is Chief Bellows's secu-
rity station, From here, with the help of Sergeant
Ryba, his Besalisk second-in-command, Chief Bel
lows keeps the peace in Foundry Four. Bellows has
just over a half-dozen security officers under his com-
mand, and a modest armory containing fifty blaster
rifles, ten heavy blaster rifles. twenty blaster pistols,
twenty armor piercing grenades, and a light repeating
blaster (see page 173 in the Ace oF Resewon Core
Rulebook for details on these items). The armory
holds numerous spare power packs and a large ank
of compressed blaster gas as well. Chief Bellows also
has access to a small garage with a repair bay for
vehicle maintenance. The garage has ten cargo skiffs.

Behind the security station, inside z series of small
metal tanks that once housed raw materials for the
northeastemn factory, are eleven prisoners. Most are
merely citizens who committed any of a variety of infrac-
tions; others are scoundrels who tried to skip out on
payment after services were rendered by Foundry Four,

A Hard (@ ¢ ) Knowledge (Underworld) check
reveals that some prisoners have standing bounties
on their heads, a few worth several thousand credits.

ZERWIRR'S CAFE

A former assembly and testing area in the defunct
northeast factory serves as Foundry Four's only res-
taurant, Elght conveyor belts serve as makeshift
tables, seating twenly at a time. A Kubaz chefl named
Zerwirr is the owner, but he has been disappointed
with the low volume of business. Despite the lack of
competition, most citizens cook at home, perhaps
owing to the Kubaz predilection for serving insects as
a delicacy




SPIT WELDERS' CANTINA

Hidden in an unused machine shop in the northern

factory is a cache of alcohol and a makeshift distillery.

Merchants know that if they bring alcohol, or fruits or

grains that can be fermented, the engineers fine tune

their drives until they're purring like a nexu. A few of

; the engineers are skilled musicians and on occasion

; play together as the Xorrn Wailers.

POWER GENERATORS

, A thousand meters beneath each factory, a gecther-
' mal power plant rests above a vast sea of magma.
Hot gasses above the magma funnel into a shaft,
where they spin a turbine, powering that factory. A
turbolift near the factory's landing shafts provides
' maintenance access Lo its power generator.

Below the power generators, along the edges of the
magma chamber beneath the factory, over one hun-
dred specialized droids skim molten metals from the
red-hot slurry below, The droids fly the materials up to
smelting chambers just beneath the spare parts fac-
tory for purification. While much of Foundry Four's raw
materials are collected this way, the base is still depen-
dent on specialized alloys and ores from offworld.

An Easy ({)) Computers check reveals an oppor-
tunity to reprogram the skimmers to drop their mol-
ten cargo on Imperials, This requires two hours and
a Hard ({ { ) Computers check.

WATER RECYCLER

Since there is scant rainfall in Xorm'’s badlands, the
colonists salvaged a water-recycling unit from a nearby
wreck, Installed in the northeast factory, the recycler
makes use of existing ductwork to
provide water for refreshers
and drinking fountains. Sev-
eral moisture vaporators
within the northeast
* landing shaft make
up for any loss in

the system.

ABOVEGROUND ASSETS

A shattered flotilla of several dozen Trade Federa-
tion core ships lies crumbling on the surface. The
few small support and storage buildings around
each functional landing shaft have seen better days.

HAZARDOUS MATERIALS STORAGE

A variety of cisterns and silos populate the hills
around the landing shafts. Most of the buildings are
unusable, but three storage units in the hills near
the active northwest landing shaft are filled with left-
over hazardous materials. Hardin deemed the mate-
rials too dangerous to store underground because
of the risk of causing a cave-in or other calamity.

An Average ((} O] Knowledge (Warfare) check
reveals that booby-trapping and moving a hazardous
storage cistern near the landing shaft would require
a Hard (& O ©) Mechanics check, two hours, and a
ship with a tractor beam for each of the three cisterns.

WAREHOUSE

Also near each of the ten landing shafts is a sizable
warehouse for storing finished products. Most of the
warehouses are unsafe and in danger of collapse at
any moment. However, Hardin’s teams subtly rein-
forced two buildings near the northeastern landing
shaft to store excess turbolaser emplacements and
ion cannons for future bulk cruiser refits.

A Hard ({ { {) Knowledge (Education) check
reveals that some of the contents are very explosive,
and could be sabotaged to form a trap for Imperi-
als near the landing shafts with a Hard (O O O)
Mechanics check.

CORE SHIP GRAVEYARD

On the surface just above the foundry are the scat-
tered, rusting remains of several dozen Trade Federa-
tion core ships, These starships were destroyed in a
Republic orbital bombardment during the end of the
: Clone Wars, and the resulting carnage
did massive damage to most of Xorrn's
subterranean foundries. Bored citizens
frequently explore the wrecks and occa-
“sionally find something worth salvaging.

An Average (( ©) Knowledge (Warfare)
check reveals that a platoon of B1 battle
droids, a squad of droidekas, or a squad-
ron of droid starfighters could potentially
be scavenged and reprogrammed.




HARDENED TARGET

Before the PCs leave o search for new allies, they
can provide any prioritization they deem fit to Chief
Bellows for his fortification efforts. In addition to any
specific items noted above, Chief Bellows can direct
his staff to use blocks of metal ore as makeshift bar
ricades for strategic use as cover. GMs should note
the party’'s prioritization list. When the party returns
to Xorrn, GMs should use their judgment o decide
how much was accomplished by Chief Bellows and
his team. Note that there are only ten security team
members, ten medical team members, and 150 engi
neers at Xorrn to assist in fortifications. The rest are
unskilled civilians or prisoners. Players get two more
opportunities to continue their fortification efforts
during this adventure with additional personnel

OTHER FORTIFICATIONS

Foundry Four has always relied on secrecy for protec
tion, so little effort has gone into physical defenses
It is up to the party to help prepare the base to with
stand the might of the Imperial war machine. There
are three battiegrounds on Xorrn: orbit, the core ship
graveyard, and the factory itself. At designated points
during the adventure, the PCs can direct allies in the
fortification of these battlegrounds.

GENERAL FORTIFICATION

In preparing for combat, defensive forces often
entrench themselves behind cover and create choke-
points where their opponents have none. This is often
done by building barricades of sand, scrap metal, or
welded crates

To generally fortify a single battleground, a PC or any

NPC with the “rival® designation must make an Easy
(@) Knowledge (Warfare) check and

complete five hours of work with the heip of twenty
allies. Success adds a bonus of [ for cover to all of the
defenders’ Mass Combat checks at that battleground,
and further £3 &2 can be spent to provide a maximum
cover bonus of CI[Jinstead. A @ can be spent to for-
tify an adjacent battleground with the same bonuses

SALVAGED ACCLAMATOR

Within the debris field in Xorrn orbit, a gutted Acclam
ator-class cruiser hides the Ferra Sector Shipyard. On
the planet’s surface Is another wrecked cruiser, just
outside the core ship graveyard. With great effort.
either ship can be reactivated to assist in the battle.

To revive some of the systems on either of the
wrecks, Lira Hardin or Jessa Korrin must make a Hard
(@ & 9 Mechanics check and complete twenty-
four hours of work along with seventy-five engineers
Success activates the weapon systems, increasing the
ability of Mass Combat checks in Phase 2 or Phases
4-6 by one, depending on which ship they repair. £
3 or & reactivates the shields, adding [0 to Mass
Combat checks on that battleground.

MAKESHIFT EMPLACEMENT

Ten turbolasers sit topside. ready to be used as weapon
emplacements. These can be mounted on the repair
yard, individual asteroids, or core ship wreckage for
use in battles in the orbit and graveyard battlegrounds.
Within the factories, pipes that transport water or mol-
ten metal can be subverted to function as makeshift
cannons, attacking advancing stormtroopers.

To create emplacements of either type, Lira Har-
din or Jessa Korrin must make an Average (§ $§)
Mechanics check and complete ten hours of work,
assisted by ten engineers, When the check has been
completed, Hardin or Korrin (or any other engineer
who leads a team of ten and spends ten hours com-
pleting the work) can spend 3¥ ¥ £ € or & to
build a makeshift turbolaser or laser cannon turret
(see Arms Factory on page 24). Each working fac-
tory has enough supplies to build a maximum of ten

turbolaser or five laser cannon emplacements.

Each emplacement adcs [] to Mass Combat

checks made at the battleground where
it was positioned. If there are five
or more functional emplace-
ments at a given battleground,
increase the ability of Mass

Combat checks at that battie-

ground by one in addition

to adding the appropriate
number of [[1




EXPLOSIVES

One way to slow down an enemy is to blow up a vital
bridge or sel mines in high-traffic areas. Xorm’s engj-
neers are able 1o create makeshift explosives, while
Mandalorians, If the PCs successfully recruit them,
arrive with a cargo hold full of such explosives.

To sabotage a battieground, Kad Sclus. Vera Beroya,
Nam Beroya, Chiel Bellows, Lira Hardin, or Jessa Kor-
rn must make a Hard (4 4 ¢) Mechanics check and
complete ten hours of work with the assistance of ten
engineers, security officers, or Mandalorians. Success
means they are able to mine the area in which one
Phase takes place. This upgrades the ability of Mass
Combat check at for that Phase once. If £} £ €3 or
@& is generated on that Mass Combat check, a path col-
lapses in rubble, a bridge is blown, or the way other-
wise becomes obstructed, adding thirty minutes to the

time it takes the Empire to overcome the phase. A single
battleground can be mined a maximum of three times
The Mandalorians only bring enough explosives to lay
mines four times

BARRIER

Since the forces of Xorrn are merely stalling for time,
another effective strategy is to weld a door shut and
force the Empire to cut through it. Each end of each
working factory has a set of giant doors that can be
sealed to frustrale the Imperial advance

To create a barrier, any clan patrician, Coorsa,
Prince Molec, or Rajim Armin must make an Aver-
age (@ @) Athletics check and complete five hours
of work with the assistance of fifty laborers. Success
seals the door, requiring the Empire to spend fifteen
minutes breaking through, £ can add five minutes to
this time, while @ can add fifteen minutes,

THE SEARCH FOR ALLIES

he players have two options for discovering poten-

tial allies in the region. One method is to draw upon
their own skills and resources. Alternatively, they might
talk to Skahvi Renlow, captain of the lcarii-7.

THEIR OWN DEVICES

Players may decide to take locating allies into their
own hands. Through scrambled comms calls and holo-
net searches, they can draw on a variety of their skills
to identify potential allies to approach. Each member
of the party can make one of five different checks as
they put their heads together to determine what allies
might be available. Success reveals the existence of
either the Mandalorian mercenaries at Viemoth Part

TABLE 1-1: POSITIVE INQUIRIES

or the Zygerrian slavers at Kowak, at the GM's discre-
tion. The difficulties for the various checks are listed
below. Consult Table 1-1: Positive Inquiries and
Table 1-2: Negative Inquiries for the information
the PCs learn during their search. The following are
some of the skill checks the PCs can attempt:

+ Hard (¢ ¢ 4) Computers check
Daunting (4 ¢ ¢ §) Knowledge (Outer Rim) check
Average (@ $) Knowledge (Underworld) check
Daunting (@ ¢ & ) Knowledge (Warfare) check
Hard (@ ¢ $) Streetwise check

Faction Result | Information

% A mercenary group of Mandalorian warriors operates out of Viemoth Port and s available for hire,
Also provides a comms code to contact it and set up a meeting on Viemoth Station, hangar 13.

" The Mandalorians are at battalion strength: approximately 800 warriors
8
Mandalortans GO The Mandalorians at Vismoth Port ieft Mandalore belore the Clone Wars. They are of the
honorable mercenary sort.
QOB b The Mandalorians do not offer starfighter escorts, but they are lookng 1o expand their
operations by adding starships
- A branch of the Zygernian Slavers Guild, managed by Prince Molec, runs a slavers bazaar out
of nearby Kowak, home to the infamous Kowakian monkey-lizards
- The bazaar is not sanctioned by the Empire; it caters mostly to the Hutts and corporate
s U interests in the know
IVEV] The prince has 2 gambling addiction ripe for exploitation
GOCod Molec has 2 known hatred for Captain Nervi, who killed his brother and caused Molec's

exile to Kowak.
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TABLE 1-2: NEGATIVE INQUIRIES

CHATTING WITH SKAHVI

Almost everyone considers Captain Skahvi Renlow of
the lcarii-7 the expert on everything alongthe Cranan-
Excarga Hyperspace Route. The captain sends word
to the party to meet with him while he oversees the
refit on his ship in orbit. If the PCs meet Skahvi, read
the following aloud:

you catch up to the

Much
we. | have to getl th i worthy if I'm

gonna avoid the

Skahvi leads the PCs to a cleaning station and wipes
his hands on a rag, ready for any questions

* You aren’t staying? "People say I'm crazy, but
you're barvy if you think you can hold out against
the Empire. That's suicide. I'm gone as soon as
my drives can get hot, and I'm taking a couple
hundred refugees with me.”

* How long to finish the refit? “Another twelve hours
or so, if nothing else goes wrong. These droids aren't
worth their welght in scrap.”

* Are there local allies? “Folks who'll step up to
fight the Empire? None I'd want to work with. |
Qul'}rme you can talk to Beroya. Runs a clan of
Mandalorians nearby that’ll work for anyone |f
the credits are right. Other than them, | suppose
you ¢ to Kowak if you're desperate.”

TROUBLE ON XORRN
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Result Information

the party or s allles.

e on Viem Of" Port or Kowak, but its
F_-- has Du‘ﬂ en i

What about the Mandalorians? “Yeah, they
bunk at Vliemoth Port, one of those trade backwa-
ters. Beroya's a real hard case, but all those Man-
dalorians are. | can comm Beroya now and set up
a meeting for you.” Skahvi leaves, returning a few
minutes later. "Okay, you're all set. They'll have
a representative at Viemoth Station, hangar 13."

What about Kowak? “Well, I'd make that a last
resort. Prince Molec runs a Zygerrian auction
house there. and sometimes it has entire slave
armies for sale.”




PRETTY GOOD IN A FIGHT

to stay a little long

award the PC an additi

Convincing Captain Renlow to stay for the battle is
very difficult. His Presence and Willpower are each 3,
and he has two ranks in Cool and one in Negotiation
Upgrade the difficulty of any check that involves the

SOLIDARITY

he dissension in the ranks among Foundry Four's

leadership can destroy morale and impact the set-
tiement’s ability to mount a viable defense. If the PCs
do nothing to address the situation, it reduces what
fortifications can be completed until Coorsa and Har-
din’s relationship is repaired. It also downgrades the
ability of all Mass Combat checks that include citizens
of Foundry Four in Episode IV once to reflect the bro-
ken leadership

The players have a few options on how to solve
the current dispute. Each talk with an NPC takes the
party fifteen minutes. The group can also split for this
encounter to speak to several NPCs separately and
save time. CMs can choose to require five additional
minutes for every & and fifteen for every § gener-
ated during checks, at their discretion.

Should the PCs' plans require the Clan Assembly
to vote, either to have Hardin detained or to have
Coorsa removed from power, they must secure the
support of at least elght of the twelve voters to get
the result they deslre

POTENTIAL SOLUTIONS

There are several solutions to the problem of divided

leadership. The following are the various solutions

and the required steps for each

» Convince Coorsa to step down: Succeed against
Coorsa at an opposed social skill check with
BB This results in Coorsa joining Chief Bel-

lows's security forces for the fight.

+ Convince Coorsa to accompany the PCs: Suc-
ceed against Coorsa at an opposed social skill

lcarii-7 staying at Xorm once and add [l Il Skahv
has a soft spot, though, and feels guilty for running
away after being treated like family. While calling out
his cowardice makes him even more stubborn—add-
ing Il to the check— ::"'v'(rr."iy'rc his -r:erra' aJl'i' "5
very effective. Reduce by one

difficulty of any ski
check to try to guilt Skahw in '._. staying

if the players succeed ‘\ hvi offers to t; nd :x
cations, though he still h
I

o

his crew to help with -ur' S
to leave to drop off the r "fugl es. Generat ﬂ{;@ du
a check can convince him to stay and fight during Ep;-
sode [V, but even so, he jumps into hyperspace after
the first Mass Combat check at the orbital battleground,
and appears to abandon the party. Each attempt to
talk Skahvi into staying takes fifteen minutes.

L\J
]

U’f.l

check with [} Results in potential benefits during
trips to Viemoth Port and Kowak, but reduces the
number of fortifications accomplished by one

* Convince Hardin to accompany the PCs: Suc-
ceed at an opposed social skill check against
Hardin. Results in potential benefits during trips
to Viemoth Port and Kowak, but reduces the
number of fortifications accomplished by one,
and adds ] to the first Mass Combat check in
Episode IV

* Convince Hardin to evacuate: Succeed against
Hardin at an opposed social skill check, with [
added to the check if her engineers are coming
with her, or [l Il B if they are staying behind to
fortify and fight. Reduces the number of fortifica-
tions accomplished by one or three, depending
on whether the engineers stay or go.

o Convince Coorsa and Hardin to work
together: Succeed against both Coorsa and
Hardin at an opposed social skill check. Pro-
vides an additional fortification of the CM’s
choice from those suggested by the PCs during
their tour. Adds [ to all Mass Combat checks
involving citizens of Xorrn

= Convince the Clan Assembly to force Coorsa
out of power: Requires a vote of the Clan Assem-
oly, which takes an additional hour. Doing this
requires eight secured votes for both the vote of
no confidence and the chosen successor

+ Convince the Clan Assembly to arrest Har-
din: Requires a vote of the Clan Assembly, which
takes an additional hour. Doing this requires eight
secured votes

TROUBLE ON XORRN
FRIENDS LIKE THESE
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TALKING WITH CACIQUE KAL COORSA

PCs can conceivably use any social skill for an opposed
skill check to influence Coorsa, at the GM's discretion
Coorsa feels guilty that perhaps his encouragement of
Rebel traffic in the system really is what has brought
the Empire to his doorstep. Exploiting Coorsa’s guilt
adds [] to any social skill check against him. Coorsa
would love 1o deport, jail, or otherwise get rid of Har-
din; ifthe PCs make an opposed social skill check to
try to convince him to hold a Clan Assembly meeting
to call for her arrest, add [] to their roll. Success pro-
vides two votes, plus an additional vote for every net
&) ) or additional ¥ beyond the first

If £ ¢ £} or @ is generated on 2 successful
opposed social skill check to make Coorsa cooper-
ate with Hardin, he capitulates completely. He admits
she's been right all along, and he vows to apaologize to
her for accusing her of being an Imperial spy. If &}
& or ¥ is generated on a successful check, Coorsa
says he is willing to work with Hardin, but only If she
apologizes first

TALKING WITH PATRICIAN LIRA HARDIN

Hardin often feels unappreciated for her work manag-
ing the foundry and repair yard. and she is suscep
tible to flattery, though genuine appreciation works
best. Downgrade the difficulty of all Charm and Nego
tiate checks once. However, she is as stubborn as a
bantha, and reacts poorly to threats or demands.
Uperade the difficulty of all Coercion and Leadership
checks twice. Hardin would love to call for a vote of
no confidence in Kal Coorsa as Cacique; if the PCs
use an opposed social skill check to convince her
to call a Clan Assembly meeting for such a vote, add
[[ to their check. Success provides two votes, plus an
additional vote for every net €2 £} or additional ¥§
peyond the first.

If ¢ € ¢ or @ are generated on a successful
opposed social skill check to mzake Hardin cooperate
with Coorsa, she admits she gives him a harder time
than necessary, and she promises to apologize to him
and cooperate. If @ 8 @& or ¥ is generated on a suc-
cessful check, she says she'll only cooperate alter she
gets an apology from Coorsa.

NO APOLOGIES

{ It IS

xd Social s
them in the same room. Once
can make an opposed Cool ch
isthe firsttob b

oppo
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TALKING WITH PATRICIAN VILOLA SARGAN

Sargan is the most deceptive member of the Clan Assem-
bly. PCs can find Sargan in her habitation cube, packing
her essentials for the evacuation of noncombatants. She
IS interested In convincing the party to call a vote of no
confidence against Coorsa, but she won't openly admit
It. She instead tries to manipulate the party into pursu-
ing that course against her apparent wishes. If PCs suc-
ceed against Sargan on her opposed Deception check
vs, their Discipline, they recognize that she isn't telling
the full truth, but she denies it if confronted. If the PCs
do engineer a vote of no confidence, Sargan gets three
of her supporters to vote against Coorsa. Unless the
party supports a different candidate, Sargan ensures
she is voted in as the new cacique.

If the PCs try to get her to call for 2 vote to have
Hardin arrested, and they do so with an opposed
social skill check, add [] to the check. Success pro-
vides two votes, plus an additional vote for every net
{} 2 or additional 3¢ beyond the first.

TALKING WITH PATRICIAN REES VINDER

PCs can find Vinder in the med center, doing his best to
create makeshift beds and prep his staff for mass casu
alty events. He has little interest in assembly politics:
any social skill checks not related to helping him prep
the med center suffer [l though his refusals are usu-
ally good-natured. Further, the difficulty of any check
o attempt to gain his vote to remove Coorsa, arrest
Hardin, or run for cacique is upgraded twice. If the PCs
convince him to vote, success provides one vote, plus an
additional vote [due to his influence) for every net £}
) . @. or additional net ¥¢ ¥¢ beyond the first. If he
runs for cacique, he automatically begins with five votes

TALKING WITH PATRICIAN JESSA KORRIN

Korrin is near the droid pool, deep in the bowels of the
facility where the skimmer droids are active. Korrin Is
relatively neutral toward Vilola Sargan and Kal Coorsa.
However, she likes Lira Hardin and harbors secret feel-
ings for Patrician Vinder, who is completely unaware.
This information can be made available by spending
3} 3 or @ during a social skill check with Korrin.

If the PCs call on Korrin's support for a vote to see
Coorsa ousted. success on the opposed social skill
check provides one vote, plus an additional vote for
every net £3 ) or additional ¥ 3% beyond the first
Add O[O to the check and one vote if the PCs con-
vinced Rees Vinder to run as the new cacique.

If the PCs cail for a vote to see Hardin arrested
with an opposed social skill check, acd [l Il to the
check. Success provides one vote, plus an additional
vote for every net {3 {3 or additional ¥¢ ¥¢ beyond
the first,
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n this episode, the PCs travel to Vlemoth Port to

meet with a representative from a nearby clan of
Mandalorians. In order to secure its assistance, they
need to convince the clan’s commander that the risk
is worth the reward. Convincing her might be easier
if the rest of her warriors are sympathetic to the
cause. This episode includes: -

Mandalorian Meet and Greet: At Viemoth
Station, the PCs meet a Mandalorian emlssary
who-is then ambushed.

Mandalorian base camp to meet with the clan’s
chieftain, Vera Beroya.

Killing Time: While waiting for a meeting with
the Mandalorian chieftain, the PCs can explore
the camp,

In Lieu of Payment: The PCs negotiate with

Vera Beroya over terms for hiring her clan to
defend Xorrn.

Welcome to Arumorut: The PCs travel to the

COURTING
'MAN DALORIANS

The players begin the episode in orbit around
Xorrn, ready to set course for Viemoth Port. GMs
should take note of how much time has expired, and
remind players how long they have until the Imperial
invasion force arrives at Xorrn. Continuous remind-

-ers.of the ticking clock ratchet up the tension for

every choice the players make. GMs can also utilize
the Wasted Time sidebar, on page 40, concerning
the use of Cool or Discipline checks to govern PC
frustration with party time management, which can
lead to interesting roleplaying moments.

Depending on how things were left in Episode I,

- the Foundry Four Clan Assembly might be running
very smoothly or headed for internal disaster. GMs
may wish to use negative dice results during this

episode to introduce comms. from various NPCs on
Xorrn delivering bits of bad news. Perhaps one of

the fortifications is taking longer than expected, or.

Hardin and Coorsa are arguing again.

COURTING MANDALORIANS
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VLEMOTH PORT

Astronavigation Data: Vlemoth Port system,
Instrop sector, Outer Rim region 7.

Orbital Metrics: 256 days per year / 28
hours per day

Government: corporate

Population: 525,000 (humans 15%,
Talz 13%, Muun 6%, other 66%)

Languages: Basic, Mando’a, Muun, Talz
Terrain: forests, swamps, tundras, oceans
Maijor Cities: Sanshur Flats, Arumorut

Areas of Interest: smoker spires,
Viemoth Station, Talz villages

Major Exports: foodstuffs, téchnoiogy
Major Imports: raw materials, textiles \\
Trade Routes: Cranan-Excarga Route
Special Conditions: none

Background: A quiet Outer Rim backwa-
ter at the southern corner of the Slice, Vle-
moth Port has a complex history, influenced by
a variety of factions. Decades before the Clone
Wars, the InterGalactic- Banking Clan’s Viem Hill
quietly purchased the rights to uninhabited planet
P15161S0079 from the Republic for industrial
development. The Hill family capped undersea volca-
noes with mine-spires to filter precious metals, and
constructed an industrial manufacturing city near a
massive, continent-dividing river. Dubbed “Sanshur
Flats," the city produced missiles for InterGalactic
Banking Clan (IGBC) Hailfire-ciass droid tanks. Even-
tually, the Empire nationalized the planet and sold
it off piecemeal to independent merchants. After a
few years, the Muun quietly bought the planet back
to recover the undersea riches that had been piling
. up over. the years. :

The industrial factories of Sanshur Flats have long
since abandoned their legacy of missile manufactur-
ing. Today, the Muun rent out the factories to corpara-
tions for the manufacture of a variety of products. In
addition to collecting rent, the Muun handle all of Vie-
moth Port’s interplanetary trade and commerce from
Viemoth Station, a converted orbital defense platform.
Here, the Muun collect import and export taxes and
fees. Strict protocols and harsh enforcement make
smuggling exceedingly rare in Sanshur Flats.

Y

5
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Two other major populations call Vlemoth Port
home. A nomadic splinter faction. of Mandalorian
Clan Awaud left Mandalore decades ago, founding a
the settlement, Arumorut, within the dense conifer-
ous forests of the northern foothills. The Mandalori-
ans hire out as mercenaries throughout the region.
Centuries before the Mandalorians arrived, a slaver

COURTING MANDALORIANS .
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transport containing hundreds of Talz crash-landed
on Vlemoth Port, As the generations passed, the Talz
divided into numerous tribal groups, occasionally
clashing over territory disputes.

MANDALORIAN-TALZ ALLIANCE

ecently, Zygerrian slavers discovered Vle-

moth Port's Talz population, and they have
begun routinely raiding Talz villages. At the
technologically advanced slavers’ mercy, one
desperate tribe of Talz have forged an alliance
with Arumorut. The two groups have estab-
lished a standing mutual defense agreement
to protect each other from slavers.

To strengthen their ties, the Mandalorians and
Talz meet twice a year. Over the course of a
week, younger Talz and Mandalorian warriors
go on a hunt through the most dangerous arctic
terrain on the planet. During the expedition, the
two groups share with each other their knowl-
edge of hunting and cold-weather survival skills.
Those warriors who stay behind compete in
combat games, testing their skills in a variety of
contests. The winners enjoy bragging rights, but
the contests are also useful training exercises,




MANDALORIAN MEET AND GREET

H aving become aware of the long odds they're up
against in the Xorrn system, the PCs should be des-
perate for Mandalorian assistance. Whether through
their own research or by talking with Captain Renlow,
the PCs have set up a rendezvous with a Mandalorian
emissary at Vlemoth Station in hangar 13. The Vie-
moth Port system is just a short jump from Xorrn down
the Cranan-Excarga Hyperspace Route.

VLEMOTH STATION

A 1,027-meter-tall jade pillar jutting from the crust
of Vlemoth Port, Vlemoth Station was once an orbital
gun platform, constructed by the InterGalactic Bank-
ing Clan to defend Sanshur Flats against Republic
attack. It has since been “"grounded” on the surface
of the planet and serves as an independent starport

The station has three basic sections. The maneu-
vering decks, at the bottom, contain massive torsion
hydraulics to turn the tower's upper sections. The
wider, middle decks include several hangars. Each of
the thirty central decks can hold a dozen light freight-
ers and a considerable amount of cargo. The top of
the station has been converted into hotel rogoms,
shops, and cantinas. The bridge decks, also among
the top decks, function as a suite and offices for the
station’s Muun overseers.

FIRST IMPRESSIONS

When the PCs arrive at Viemoth Station, hangar con-
trol hails them and charges a 50-credit docking fee,
which can be halved with a successful Hard (¢ ¢ ¢)
Negotiation check. Control instructs them to land
in hangar 9, just a few levels above their rendezvous
at hangar 13. While the process of checking in and
landing typically takes an hour, another Negotiation
check can reduce the time by ten minutes per net ¥
or £}, with net 'Y or & increasing the time by the
same margin, to a minimum of thirty minutes and a
maximum of two hours.

If Kal Coorsa is with the party at Viemoth Port, he
immediately laments landing on the station, citing a bad
feeling. His concerns put the PCs on edge, which gives
them [] to their Initiative checks at the start of combat
in the Shootout at Hangar 13 section.

Hangar 13 is two-hundred meters in diameter, with
eleven walled-off bays, seven of which house private
freighters. In place of a twelfth bay are hangar doors pro-
tected by mag shielding, with freight and passenger tur-
bolifts on either side. An identical set of turbolifts are at
the opposite end of the bay, though a maze of cratesin
the middle obscures the view. A ship belonging to the

PCs' contact, Kad Solus, is midway between the turbolift
banks. When the PCs find Solus, read the following:

and Klatooinian me

and train their b 5 QI LYo,

“I don't konow them!"

Kad throws up his hands:

prune-idac

" a large,

“Typical,* Kad mutters as he

You miss

SHOOTOUT AT HANGAR 13

The GM should have the PCs roll Vigitance checks for
Initiative, The mercenaries begin combat at long range
from the PCs. The group's Klatooinian bruisers oper-
ate in three minion groups of four each. Its leader,
Ak-Mal, charges Kad, while twe Weequay snipers find
cover and attack anyone targeting Ak-Mal. Each min-
ion group picks one or twe of the PCs to focus on.
Kad Sclus runs into the maze of crates and stealth-
ily climbs atop them, immediately losing Ak-Mal. Ak-
Mal instead selects whichever PC is nearest to kad's
ship, and attacks. He remains near Kad's Aka jor-class
shuttle, the Dikutruni, until Kad resurfaces.

Checks that generate £} or & can cause errant
bolts to hit crates, which can then do anything from
releasing wild beasts to exploding or tempting PCs
with valuables. Nearby freighter crews may even take
sides in the battle, depending on how either side is far-
ing against the other. If PCs eliminate all the Kiatnoin-
ians and at least one other combatant, Ak-Mal orders
a retreat. He regroups with any remaining Weequay
snipers before fleeing for the turbolift, which takes
two rounds to arrive. Note that ¥ generated during
the fight can alert station security, who can muddy the

COURTING MANDALORIANS
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battle by sending a minion group of three

security agents (use the Klatooinian bruiser
minion, page 38, to stand in for station
security) to attempt to arrest everyone
i Should this happen, add [l 1o
any social skill checks with Vera Beroya
later on. If the PCs kill any station secu-
rity officers, add Il instead

invol

KAD SOLUS [RIVAL]

A respected member of the Mandalorian
camp at Arumorut and the second incom
mand to Vera, the camp’s leader, Kad is a
young, lanky human warrior in blue-and
green armor, Kad was born into bond
age, enslaved by Nok, a Thalassian slaver
expanding his business on Tatooine. A
number of years later, a local crime lord
hired some of the Mandalorian merce
naries at Arumorut to eliminate Nok's
operation. During the attack. Kad, at
only five years of age warned the Man
dalorians before Nok could spring a

1

Lrdp

veleran
. years. When
the blaster bolts start flying, he
often sits back at first, finding ti
weak point ir y's st gy
Once the enemy notices him, he
charges and attacks like a man
expecting to die His allies strug-
gle to see the genius in his tactics,
and call him mirshupla, or"brain
damaged.” despite how often

he rescues them.

ne
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Skills: Coercion |, Cool 3, Coordination 1, Discipline 3,
Knowledge (Warfare) 2. Ranged (Heavy) 3. Vigilance 2.

Talents: Adversary 1 {upgrade difficuity of all combat
checks against Kad Solus once)

Abilities: Mandalorian Visage (add ¥ to the result
of Coercion checks to intimidate if Kad is wearing his
Mandalorian heavy battle armor).

Equipment: CALAAR-15 blaster carbine (Ranged
|Heavy]; Damage 9; Critical 2; Range [Long]; Accurate
1, Stun setting), Mandalorian heavy battle armor (+ |
defense, +2 soak), the Dikutruni (an Akajor-class
shuttle).

AK-MAL, WEEQUAY HUNTER [RIVAL]

Ak-Mal is a ruthless mercenary recently put on
retainer by Teemo the Hutt, of the Desilijic kajidic on
Tatooine, Ak-Mal has tracked Kad Solus to Viemoth
Port on behalf of Teemo, and has orders to capture
or Kill Kad and repossess his ship. Hailing from Sri-
luur, Ak-Mal was born into bondage and was enslaved
as muscle for the Desilijic kajidic. Impressed with his
skills, Teemo proposed a scheme that earned him
his freedom and a generous loan, in exchange for a
period of exclusivity working for Teemo

Ak-Mal is aggressive, famous for charging his enemies
head on and finishing them off with his vibro-ax. He
often works with a horde of Klatooinian bruisers, who

STRUCTURAL INTEGRITY

f any explosives detonate near the exterior
of the station, ¥ can be spent to cause a
catastrophic structural collapse in the enor-
mous structure, As Lhe / are cur-
r on buckles and tips, > in the
hangar must m: an Average

) Athletics check to something

or they slide towart rllapsed floor,

t) O or
ent (o

activatec er by mal
) Computers check at a terminal
central pillar of the station.

located In

are usually there only to soak up a few blaster bolts and
confirm stories of his prowess in cantinas. To protect
himself, he usually employs two Weequay Snipers to
cover his reckiess advances in combat. He is loyal to
feemo, and convincing him 1o stop and listen o an offer
1o help defend Xorrn is nearly impossible

Skills: Braw! 2, Coercion 3, Melee 3, Perception 2,
Ranged (Heavy] 2, Ranged (Light) 1, Resilience 1,
Stealth 2, Survival 3, Vigilance 2

Talents: Adversary 2 (upgrade difficulty of all combat
checks against Ak-Mal twice)

Abilities: Pheromone Communication (Weequay can
communicate with each other when within short range
ina way undetectable to non-Weequay)

Equipment: Blaster rifle (Ranged [Heavy], Damage
9; Critical 3; Range [Long|; Stun setting), 2 frag gre-
nades (Ranged [Light}; Damage 8; Critical 4; Range
[Short]; Blast 6, Limited Ammo 1), vibro-ax (Melee;
Damage 7: Critical 2: Range [Engaged]; Pierce 2. Sun-
der, Vicious 3], heavy battle armor [+ | defense, +2
oak], utility belt. extra reloads

WEEQUAY SNIPER [RIVAL]

Once he had won his autonomy, Ak-Mal immediately
traveled to Sriluur to rescue two of his nieces before
they could be enslaved, He hopes they can grow into
equal partners one day, but for now they are instructed
to hang back and protect Ak-Mal from a distance.
Should Ak-Mal suffer too many injuries, one of the sis-
ters attempts a rescue him while the other continues
to provide protective fire from behind

Skills: Athletics 1, Ranged (Heavy) 3, Perception 2,
Survival 1, Vigilance 2

Talents: Fxpert Tracker (remove W from Survival
checks to find or follow tracks or track targets; track-
ing targets takes half as long as usual)

Abilities: Pheromone Communication [Weeguay can
communicate with each other when within short range
in a way undetectable to non-Weequay)

Equipment: Blaster rifle (Ranged [Heavy]; Damage 9;
Critical 3; Range |Longl: Stun setting). padded armor
(+ 2 soak), extra reloads

COURTING MANDALORIANS
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KLATOOINIAN BRUISER [MINION] DIKUTRUN!I

I Ak-Mal travels with a dozen Klatooinian bruisers, who  Kad Solus named his ship Dikutruni, which translates

| sperate in three hm teams of four. They tend to charge  roughly as “soul of the fool” He has modified the
i ageressively and take cover once they are in range. Akajor-class shuttle by adding armament. shielding. ’

| Most of the henchmen are enslaved EZTEE'T‘-Q the Hutt, and a faster hyperdrive. Kad uses the ship to track

who allows Ak-Mal to use them as he see bounties across the region, and to make contacts for

position for landing. The rear of the ship has a small lift

— for boarding and cargo
| 3 ) Cs ) Loin] -

Skills (group only): Brawl, Knowledge (Underworld),
Perception, Ranged (Light), Vigilance.
Talents: None.
Abilities: None Hull Type/Class: Shuttle/modified Aka’jor.
Equipment: Blaster pistol (Ranged [Light]; Damage 6;:  Manufacturer: MandalMotors.
Critical 3; Range [Medjum]; Stun setting), heavy cloth-  Hyperdrive: Primary: Class 2, Backup: None
ng [+ 1 soak). Navicomputer: None—astromech droid socket.
Sensor Range: Long

, Ship's Complement: One pilot, one co-pilot.

< Encumbrance Capacity: 75
Passenger Capacity: 2 prisoners
Consumables: Three months
Price/Rarity: 135,000 credits (R)/6.
Customization Hard Points: |
Weapons: S-foil-mounted medium laser cannons [Fire
Arc Forward; Damage 6. Critical 5; Range [Close}; Linked
1), forward-mounted proton torpedo launcher (Fire Arc
Forward; Damage 8. Critical 2; Range [Short]; Blast 6,
Breach 6, Guided 2, Limited Ammco 3, Slow-Firing 1)

DIRTSIDE

Once Teemao's mercenaries are defeated or driven off
read the following aloud:

new bounty acquisition. It features a narrow, boxy fuse- )
‘ 6 e e e lage with a pair of large S-foils that rotate into a vertical
~ - T+ Th - -~ F ehi vi e 1

"Well, that meet
Kad says as he

his shoul “Than
wou cirts i
detain us

The PCs lollow Kad's ship as he leads them to Aru-
morut. The time elapsed for the combat encounter
and the flight down, barring any time-consuming mis
haps, is approximately an hour




WELCOME TO ARUMORUT

K ad Solus leads the PCs to Arumorut, where the party
must convince the clan chieftain to help defend
Xormn. Unfortunately, Chieftain Beroya is preparing her
mercenaries for a different job. The PCs must find a
productive use of their time while waiting.

HILL HIKING

The PCs land in a small valley between two foothills in
a coniferous forest and Kad leads them on a thirty-
minute hike up the hill toward the clan home Read
the following aloud

As you walk toward the base of the hill, you

see a group of middle-aged Mandaloria

wemp rat pile punching, pulling,

laughing at each other until a bolo-bal

out from the pite and lands at |

o Lhe yount

shot

While hiking to and touring the camp, the PCs may
have some questions for Kad Solus, which he can
answer as noted below

*» Why aren’t you on Mandalore? “Our clan left
Mandalore before | was born. Clan politics.” Kad
spits. "Apparently some Mandalorians didn't
want to fight for a living, and the ones who did
had a cause. We came out here to keep it simple,
make our own way In the universe.”

* How many warriors are here? "There are about
eight-hundred of us, but six Mandalorians are
worth a platoon of most troeps. There's a fair
number out working, but if Vera puts out the call,
they'll come running.”

* What's with all the furry guys? “The Talz?
They live nearby—there are tons of tribes of "'em.
We've made a deal with the Gnaaz tribe, mutu-
ally beneficial. We keep the slavers off them;
they let us train in cold weather survival an
hand-to-hand combat. Good practice for fight-
ing Barabels or Wookiees. Though some of the
other tribes see us as intruders.”

* |s something going on? "Looks likeit. I'll have to
ask Vera; looks like she caught a big job.”

ARUMORUT

For almost two decades, a splinter faction of Mandal-
orian Clan Awaud has made its home on the northern
foothills of Viemoth Port. Arumorut roughly transiates
to “home away from home,” The trees have exception-
ally thick trunks that reach up to thirty meters high,
with hard wood perfect for construction. A kilometer
north of the camp center is a clear lake fed by distant,
snowcapped mountains, Beyond the mountains is the
tundra, home to dozens of independent tribes of Talz,
including the Mandalorians’ allies, the Gnaaz tribe.
From Arumorut, Clan Awaud takes on mercenary and
bounty hunting jobs throughout the southern Slice
and Western Reaches.

Each location presents a briel read-aloud descrip-
tions to intersperse between the PCs' questions as
they climb.

VHEH'YAIM

Arumorut’s largest building i a fifty-meter-wide
dome fortress, its base set several meters beneath the
ground. It is surfaced in tree bark and mud for cam-
ouflage. Also known as Clan Home, the dome has two
narrow, reinforced cylindrical towers ten and fifteen
meters high, from which sharpshooters can defend it.
The main entrance, sunk into the ground at the foot of
a small stairwell, opens onto a small atrium.

The atrium leads to a circular, thirty-meter-wide
common area known as the karyai, which has five
long tables running its length. The karyai has rus-
tic but functional decor, mixing exposed wood and
roughhewn furniture with industrial tables. The room
can easily seat several hundred guests. Here, Chief-
tain Vera Beroya hosts her entire clan for battle plan-
ning and feasts. The fortresslike home alsp has an
armory, a large Kitchen, a study. an infirmary. and
private quarters for twenty of her clan’s most senior
members, her top military leaders, and their immedi-
ate families.
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AKAATA'YAIM

opening

rating a scrar

KILLING TIME

ad leads the PCs to the clan home and instructs
them to wait outside When he returns fifteen min-
utes later, read the following aloud:

‘Okay, so the
I really need |1

a ook arou

tina, participate in a

whichcan leadtoa s

of 1|n|(:. ril mmrnura:, me PCS must wait two h’._!-lfh
before Vera is ready to meet with them

WASTED TIME

Cs unused to diplomatic negotiations or

with political leadership might

<press frustration at the prospect of wasting
two hours waiting to speak with Vera Beroya
To handle this stress, CMs should feel free

ask for _r}r_rl r Discipline checks that slowly

increase 5 Ity as the countdown to the

sion nears. A successful check

e PC is dealing with the stress with-

. While a failed check forces the PC to

2r Z strain that cannot be replenished until

the end of the episode. PCs who fail the che
should be er

Akaata'yaim are smaller copi

the nearby

scallere

DRINKING WITH TEROCH

If the PCs follow Kad's directions, they find the Sheb
Niktose cantina, recognizable by its sign, which fea-
tures a cartoonish Nikto receiving a strong boot

sheathed in Mandalorian armor to his backside. The
intimate pub’s dim lighting almost obscures the ado
escent working behind the bar. Tw :‘- rauLx_, us Mand
rian warriors are at the bar

m j‘ll I"“ k ale

When the PCs sit down

warriors. the i;'if::‘:t:" 0

the youth behine the bar. who : brings
fresh mugs for everiyone pre : at brings
you to Arumorut?

The PCs can learn quite a bit about Vera and the
Mandalorian camp from Teroch, provided they can
keep up with his drinking. In order to hear more of
Teroch’s story, the PCs must first do a shot of tihaar

ec Table 2—1: Mandalorian Menu, on page 41)
with Teroch. The first s h_L requires an Easy [’) Resil-
ience check : cessive shot cumulatively
increases the l].-‘l culty by on PCs can
fake taking a drink by '-_.-sar.;-z?_“t Dece 1 skill. Faking
thelr drinking of the first shot is 2 Formidable (4 ¢ @
® #) Deception check bu

3 shot downgrades the diffi

1 SUC

t each time Teroch drinks

As long as one PC succ at the check, Teroch
tells another part of his story PCS can spend £3 3

e e —



TABLE 2-1: MANDALORIAN MENU

Item Price | Description
Titvaar S credits A strong,. clear spirit. tihaar is served in a short glass, or over ice, to be enjoyed slowly.
Black Ale O credits A popular Mandalorian ale, dark and thick with a sweet llavor |
- A light bitter brew, cheap to oroduce, aiso known as kr'gee. Suffering the painful hangoy
Mandalorian Ale & Cregis £E PR e SNOR DA S 8 o.au‘e‘ G ””\_k - ﬂ_ -"',_ s I.[ " h. fld: chb
without complaint the next day is often seen as a sign of Mandalonan fortitude

or @ to get Teroch to answer a question. @ can also
mean Teroch buys himself another shot, but forgets
to order one for the PCs, continuing his story without
requiring another check

If the entire party fails a round of checks, orif a PC
generates Y W as a check result, Teroch may stop
telling his story, However, he can be convinced to con-
tinue with a successful Hard (@ € €) Charm check.
The check should earn [l each time he has to be con
vinced 1o go on.

PCs who fail a2 Resilience check upgrade the diffi-
culty of all Resilience checks for the duration of the
encounter, PCs who generate 48 % % or ¥ on a
Resilience check earn [l on all checks for the rest of

the episode, thanks to the intoxication and eventual
hangover. However, the penaity can be removed with
an Average (¢ §) Medicine check and two hours of
rest. Teroch’s story and questions PCs are likely to ask
are listed below:

* Teroch's Story, part 1: "Bel you're wondering
how an enclave of Mandalorians ended up this far
from Mandalore. Ole Nam Beroya, Vera's father,
led us out here. Didn't like the way Mandalore
was headed. You had the shabla pacifists on one
side under Kryze, and the Death Watch, who'd
have led us on some barvy crusade, on the other.
Nam wanted to keep on the old path. Simple
mercenary and bounty hunter work. No politics
Suited me just fine; that's why | signed on with
him...Adiik, let’s do another round.”

= Teroch's Story, part 2: “Anyway, that must have
been over twenty years ago. Sure, we spent some
time working security for the Separatists during
the Clone Wars, even took some jobs with the
Hutts. Anyway, a few years in the field makes 2
Mandalorian want to put down roots. Nam found
this place, and we've been working from Aru-
morut ever since. Let's do another, my treat!”

+ Teroch’s Story, part 3: "So we get here, Nam
keeps the clan busy, plenty of work One of our
first contracts was with the Talz. Slavers come by
here, Inoking to scoop up a few prize Talz war-
riors, figure them for easy pickings. Nam set up
a deal where we defend the Talz from Zygerrian
slavers and they pay by coming out here and par-
ticipating in celebrations twice a year. Good train-
ing. Not too many chances Lo practice wrestling a
Wookiee: Talz give us that, Nam always was good
at setting up work...Let's do some more tihaar.”

* Teroch'’s Story, part 4: "What happened to Nam?
About two years back, we pick up a slave ship,
Aurore-class, inbound. So about thirty of us mount
up and make for the Gnaaz village. We get there and
they've already captured dozens of Talz. There were
more than usual, and they had a few ships hover-
ing over the village. Nasty stuff, almost as nasty as
that tihaar they serve around here. Haili cetare! For

Nam!" Teroch toasts, doing another shot.
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¢ Teroch’s Story, part 5: "Anyway, ole Nam is try-
ing to get a few Talz who got separated back to
the group. He's mowing through Zygerrians like
frond grass. and the Zygerrians must decide that
taking Nam out is worth more than the slaves he's
protecting, because they level the turbolaser at
him and it starts heating up. OI" Nam just shoves a
Talz out of the way and takes it right in the buyce.
Saw it myself. We couldn't help him right away, the
fighting was too fierce, but when we got there, all
we found was his charred heimet. Vera is still in
denial about the whole thing poor Vera...Adiik,
ene more round, then close me out.”

* Teroch’s Story, part 6: “So Vera, Nam's daugh-
ter, she ook over the clan. She's a fury In the
field: you'd think she's staring down Nam's kill-
ers every time she fights. Like a true Mandalorian
berserker, Fiercest warrior I've ever seen. Shame
she isn't as good at lining up work as Nam,
though. Ah, don't listen to an old gogi like me."

If the results of the PCs' checks generate at least
© ) or @ in total, Teroch will answer anything.
Some likely questions include:

* How many warriors are at Arumorut? “We are
at battalion strength—eight hundred warriors—or
at least, we can be within a few hours if Vera puts
out the call. There's probably five hundred here
right now, but most of us are already contracted
for this thing Vera's organizing.”

* What do you think of the Empire? “Don't much
care about it one way or the other, myself, and | sus-
pect they don't care much about us either. We've
fought off Imperial patrols for clients before, though.
Killed more than my share of stormtroopers.”

* Would you ever join the Rebels? “As if they could
afford to keep us on retainer! Way | hear, the Alli-
ance is short on credits, and the jobs are long on
danger. Not the ideal client. Still, we fought for the
Separatists before; Rebels aren't much different.”

* Any tips for dealing with Vera? "Just one: shoot
straight with her. No messing around. She likes it
when everything's simple. You tell her what you
need done, and what you can pay. She'll either take
it or she won't. Simple. You lie about it? It gets one
of hers killed. She'll gut you without a thought.”

* Is there anything Vera wants or needs? "Other
than her father back from the dead? We need
work. | know Vera wants more ships, and the jobs
that can come with them. Right now, we only have
a few dropships. We all fit, but just barely.”

Drinking with Teroch should take about an hour. The
party can then meet with the clan chieftain to negoti-
ate Mandalorian assistance at Xorrn. Skip ahead to In
Lieu of Payment (page 47).
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MISSING HUNTERS

Under the supervision of two cold-weather survival
experts, young Mandalorians often go on training
hunts with Talz from the Gnaaz tribe who are coming
of age. Over a number of days, the hunters stalk wild
icetrompers, motmots, and narglatches while learning
about fighting and surviving in extreme environments
Sixteen young Mandalorians, eight young Talz, and a
pair of instructors hiked north nearly z week ago, and
they haven't been heard from since. Unfortunately, as
the PCs discover if they investigate, tensions between
the local Talz tribes have risen much higher than
the Mandalorians suspect. One of the nearby tribes
altacked the hunters when they ventured into its ter-
ritory and has taken a number of them prisoner.

VOLUNTEER RESCUE

PCs wandering around Arumorut near the clan home
can overhear two Mandalorian parents recruiting &
search and rescue party. The Mandalorians are about
to head out on foot, since all available starships and
airspeeders are being prepared for a big job. They
have already gathered four other concerned Man-
dalorians and four Talz to participate in the search. If
the PCs offer to help with the use of their starship, the
Mandalorians and Talz alike are extremely grateful.

SEARCH PATTERN

The Mandalorians can direct the PCs to the last
known location of the hunting party. Once the PCs are
there, their ship’s pilot must make a Hard (@ ¢ ¢)
Piloting (Planetary) check using Cunning instead of
Agility to fly a search pattern without skipping over
vital ground. Flying the search grid successfully takes
an hour, though generating @ can cut the time in half.
Failure automatically increases the difficulty of future
Computers and Perception checks to locate signs of
the hunting party by one. § can force the ship out
of position, doubling the amount of time it takes to
search the grid.

While the pilot is flying the search pattern, the co-
pllot can make a Daunting (@ ¢ @ ¢) Computers
check to use the ship's sensors to search for signs
of the hunters. Passengers looking from the cockpit
or a turret can make a Hard (4 ¢ @) Perception
check to search for signs of a camp. Success reveals a
rapidly cooling campsite and a nearby clearing large
enough for the ship to land in. if Lira Hardin is with
the party at Vlemoth Port, she volunteers to help with
the sensors, adding [][] to any Computers checks to
locate the camp.




EXPLORING CAMP

When the party arrives at the hunting group’s camp-
site, a brief investigation reveals an obvious trail of
footprints and small droplets of blood leading towards
a distant canyon. No skill check is necessary to notice
this trail. However, if they wish, PCs may investigate the
site for further clues as to what happened there. The
checks that follow provide what additional information
is available. While success conveys the listed informa-
tion, & or ¥ can grant additional false information
that leads the party to believe the hunters turned on
each other. A failed check means no additional infor-
mation is gleaned from the site with that check,

* Daunting (@ ¢ & ) Brawl or Melee check:
Success reveals tree bark splintered by Melee
weapons, as well as tufts of bloody Talz fur and
bent pieces of tech broken off from Mandalo-
rian armor, suggesting hand-to-hand combat
occurred between Talz and Mandalorians at the
camp. £} £} £} reveals that some Talz almost
certainly fought other Talz as well.

- L
- oy

* Hard (@ @ @) Knowledge (Xenology) check:
Success reveals that the blood in the snow is Talz
blood. 3 ) discovers more Talz blood smeared
on a small rock, as if it were used as a weapon.

+ Average (@ @) Ranged (Light or Heavy) check:
Success reveals the Mandalorians employed the
full range of their weaponry in the fight, including
blasters. Trees and rocks exhibit blaster scarring.
@ reveals charred bits of organic matter corsis-
tent with cauterized blaster wounds.

* Average (@ @) Survival check: Success reveals
that the campfire burnt itself out a few hours ago.
2 &2 reveals that all the tracks in the snow are
Talz and narglatch prints, but deep, as If they
were burdened with a heavy load




BAD WEATHER

The search party takes off in the direction of the can-
yon, but the weather conditions have turned. Vehicles

are forced to remain grounded unless the PCs suc
ceed on a Daunting (4 ¢ § @) Piloting (Planetary)

check to fly above the weather or a Formidable (@

& ¢ § 9) Piloting (Planetary) check (o brave the
weather conditions. Frigid wind whips through the
trees. As the temperature drops, all PCs out in the
wilderness must make an Average (@ #) Resilience
check with [l to resist the effects of

the cold. PCs who fail this check

have their strain threshold low-
ered by one until they retum
to Arumorut, and add [l to
all Brawn and Agllity-related
checks for the remainder of
the search. Comms are out
thanks to the weather and
won't open back up until
the end of the search

The weather conditions
quickly erase any semblance
of a trail, but the Talz say
they have ventured deep
into the territory of the
Dehaam tribe. The Dehaam
are a particularly insular
tribe who think the Gnaaz
weak and foolish for living
so closely with the Man-
dalorians. The Talz who
accompany the PCs in the
search assume that the

ICY DESCENT

The party eventually reaches a fissure in the ice, and
their Talz companions point out a narrow path leading
further into the crevasse. The trail is slick with fresh
ice, requiring an Average (@ ) Coordination check
to guard against slipping. Each net £} deals one point
of strain, while ¥ or ¥ can cause a fall. Falling deals
6 damage, plus | damage per net 'Y, and moves that
PC to the canyon’s bottom near a chilly stream. In the
case of ¥, that player falls and arrives at the bottom
of the canyon unconscious

Assuming the party doesn’t fall, they eventually
reach a safer spot to descend. It takes a Hard
(® & #) Athletics check 1o
climb down the icy rocks.
If'the PCs lost someone on
the path earlier, they can
attempt the climb down
pefore this point, but this
increases the difficulty of the
check by one. On a failed
check, each net 'Y deals
one point of strain, while
© o © or § can cause
a fall. Faliing deals 3 dam
age plus | damage per net
¥ . At the bottom, a slow
moving stream divides
the wide canyon floor.
The Talz motion the
party to walk upstream
The climb through the
Crevasse takes approxi-
mately thirty minutes.

Dehaam are responsible
for, or know something
about, the hunting party’s
disappearance.

If vehicles are grounded,
the PCs' Talz and Man-
dalorlan companions imme-
diately strike off on foot
towards the Dehaam camp
in the icy canyon ahead. If
asked, they admit they might
already be (oo late o save
their loved ones. Upon entering
the canyon, the PCs can feel an
extreme drop in temperatures
requiring a Hard (4 @ ) Resil-
ience check with [l to resist
the cold or suffer the same
negative effects listed above.
The march to the canyon takes
approximately an hour




TRIBAL TENSION

A kilometer farther along the canyon floor, the PCs
come to the edge of the Dehaam Talz village. Read the
following aloud

i the chieftain of the Del

Itis up to the PCs whether they wish to fight, negotiate,
or attempt single combat for the release of the priscners.

FIGHT

If the PCs decide to solve the problem with violence,
the Dehaam forces consist of four minion groups of
five Talz warriors each, two Talz hunters, and the Talz
chieftain. All are at engaged range. The PCs have six
Mandalorian warriors and a minion group of four Talz
warriors in their search party. Two enemy Talz warrior
minion groups of three team up against the Man-
dalorian warrors (see page 46|, while the other two
enemy Talz minion groups of three target the PCs. The
Taiz hunters and chieftain focus on the friendly Talz.

If the PCs and their allies can defeat haif the enemy
Talz, or inflict at least 8 wounds on the chieftain, they
can attempt to switch to a negotiation track with a
Hard (¢ ¢ $) social skill check, gaining a [] to all
future social skill checks with the Dehaam. Otherwise,
they must defeat all the Dehaam.

NEGOTIATE

If the PCs can keep their allies calm with a Hard [‘
& #) Leadership check, a diplomatic solution is
possible. The Dehaam village has no members who
speak Basic, and even the Gnaaz struggle to under-
stand their dialect. Add Il Il to all checks to account
for potential communications mix-ups. Thanks to Talz
tribal politics, most chieftains would prefer death
to displaying weakness in public. Any attempts to
threaten or bully the chieftain fall on deaf ears, and
so upgrade the difficulty of all Coercion checks twice

The chieftain is open to trading the prisoners for varniocus
trinkets or technological items. Players can use Charm or
Deception to make innocuous items seem much more
interesting, adding [T to chacks using those tactics. How-
ever, if 8 © or @ are generated, the GM can select an
item owned by a PC that the chieftain wants. If they deny
the chieftain, they upgrade the difficulty of all checks
made for the rest of the negotiation once.

SINGLE COMBAT

Another potential resolution to the standoff is to chal-
lenge the chieftain to single combat. An Average
(4 @) social skill check is required to convince the
chieftain to face one of the PCs alone in melee combat
to determine the fate of the prisoners. The chieftain
must be defeated, or the PC must succeed at a Hard
@ €& §) social skill check to convince the chieftain
to yield after he has suffered 10 wounds

TALZ CHIEFTAIN [RIVAL]

The Talz follow the strongest among them. The best
chieftains consult with the eldest members of the
tribe, while reminding the younger hunters of their
strength and prowess to stave off challenges to their
rule. Chieftains are responsible far protecting both the
tribe and their hunting grounds from outsiders,

Skills: Brawl 1, Coercion 3, Melee 2, Perception 2,
Ranged (Light) 3, Stealth 3, Survival 3

Talents: None

Abilities: Adversary |1 (upgrade difficulty of all com
bat checks against this target once)

Equipment: Ceremonial spear [thrown) (Ranged
|Light}; Damage 9; Critical 2; Range [Short], Limited
Ammo 1) or [melee) (Melee; Damage 8; Critical 2:
Range [Engaged]). knife (Melee; Damage 5; Critical 3;
Range [Engaged|)

TALZ HUNTER [RIVAL]

The best hunters In any Talz tribe are like ghosts on the
tundra, ambushing their prey from within snowdrifts, or
slaying a creature with a spear from thirty meters away.
The tribe’s very best hunter often aspires to the position
of chieftain, a right earned through single combat.

Skills: Brawl 1, Coercion 3, Melee 2, Perception 2,
Ranged (Light) 3, Resilience 2, Stealth 3, Survival 3.
Vigilance 2

Talents: None

Abilities: Nane

Equipment: Two hunting spears [thrown) [Ranged
[Light}; Damage 9: Critical 3; Range [Short]; Limited
Ammo 1) or (melee) (Melee; Damags 7: Critical 2;
Range [Engaged]), knife (Melee; Damage 5: Critical 3;
Range |Engaged]).
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TALZ WARRIOR [MINION]

alz living in Viemoth Port's northern tundra are

rally ,lfi eful but VErY Xel hot Thanks to

Skills (group only): Brawl, Coercion, Melee, Ranged
(Light), Survival, Vigilance.

Talents: None.,

Abilities: None

Equipment: Hunting spear [thrown) {Ranged |Light];
Damage 9; Critical 3; Range [Short]; Limited Ammo 1)
or hunting spear (melee) (Melee; Damage 7: Critical 2
Range |Engaged]). knife ([Melee; Damage 5: Critical 3;
Range [Engaged])

NO MANDO LEFT BEHIND

the weatl
him to secure them ledevac immediately. The Man
dalorian instruc _'“f' who had been suspended over the
river has lost a lot of blood thanks to multiple spear
wounds. The (_,naag- lal; h_:l er the instructor into the
stream to numb the pain of the wounds and clean
them A Hard (@ @ ) Medicine check with [l
for the conditions and elapsed time is necessary to
stabilize the instructor for transport.

If the PCs return to Arumorut with the lost hunting
party, they are welcomed almost as if they were a part
of the clan. It takes another hour 1© account for the
encounter with the Talz, awaiting the medevac, and
traveling back to Arumorut,

MANDALORIAN METTLE

= oar Hhs
rs near the

If the party decides

Pn"""‘af"' L
jar?s his chin in t
NINg aloud

coming uncomfortably ¢

your frame, dress, and ec

came here thinking you

ing, yeah?" The yount

his remark. "I think we can help 'wtff that.

With that, the young man smirks and makes a show of
handing his blaster to a younger member of their gang
before putting his fists up. His cohorts follow suit and
assume a fighting stance in front of the party. If the PCs
try to argue that they are here to hire Mandalorians, not

fight them. the \
LJ L Lem, e

outh sir says that an 1y g004 buyer

e wares first. The i

dalonans are all barely into
just Icokir:g;‘c-ra bit of fun

tesis th

their twenties and are

MANDALORIAN WARRIOR [RIVAL]

Every sentient being born in Arumorut begins training
in combat at a very young age. While many choose
one specific skill to specialize in, all Mandalorians at
Arumorut pride themselves on their combat prowess
It is common for younger warriors to constantly seek
new challenges and ways to test their skills.

Skills: Brawl 3, Coercion 2, Cool 2, Discipline 2,
Knowledge (Warfare) 2, Ranged [Heavy) 2, Ranged
(Light) 2. Vigilance 2

ICONIC MATCH-UP

hould one of the PCs be carrying a lightsaber
or otherwise recognizable as a Force user, it
attracts great interest from the leader of the
young Mandalorians. In this encounter, the GM

X ri:iln’!an warrior ri 3I and
have the 5tuﬁ e function as a one-on-one duel

A crowd soon develops, and most bystanders are
willing to bet up to 25 credits on the Mandalorian
youth, though they can be talked into doubling
that with a successful opposed social skill check.
Each bet made with the PCs allows a PC to ask
a question about the Mandalorians during the
fight. See Drinking with Teroch. on page 40, for

potential questions and answers.




Talents: Point Blank 2 (adds two damage to one hit of
successful Ranged (Heavy) or Ranged (Light) attacks
made while at short range or engaged. ).

Abilities: None

Equipment: Armored gauntlet (Brawl; Damage 4;
Critical 4; Range [Engaged|; Disorient 3, Knockdown),
CHOVOR-22 blaster pistol (Ranged |Light}; Damage 6;
Critical 4; Range [Medium]; Stun setting). Mandalarian
heavy battle armor (+ 1 defense. + 2 soak}. mythosaur
axe (Melee; Damage 7; Critical 2; Range [Engaged]; Cor-
tosis, Pierce 3, Vicious 3).

EARNED RESPECT

The fight ends after five combat rounds, or when all
the participants on one side have been defeated. The

fight should be an unarmed battle, and any wounds
suffered can be healed with a successful Average
(@ ®) Resilience check. Failure means only half the
wounds are healed, and the rest might require medi
cal attention on the way back to Xorrn, The entire
interaction only takes fifteen minutes

TIME WELL SPENT

Once the two hours (or more) are up, the PCs can retum
to the clan home. Upon their entry, Kad approaches
the PCs and leads them across the karyai, now filled
with Mandalorians and a few Talz, likely enjoying their
last home-cooked meal belore leaving Viemoth Port.

IN LIEU OF PAYMENT

ad leads the PCs into a smaller conference room,

where Chieftain Vera Beroya awaits the party. The
room has a long island countertop inthe center. Behind
the counter are a half-dozen armored Mandalorians
and a Talz chieftain, The Mandalorians remove their
helmets when the party enters, and PCs might recog-
nize Teroch among them. Read the following aloud:

NEGOTIATING WITH VERA

Vera Beroya is unlike most leaders the PCs may have
encountered. She is nearly impossible to threaten or
bully, and she has zero tolerance for liars. She is resis-
tant to cheap flattery as well. If the PCs are caught
deceiving Vera, future social skill checks against her
have their difficulty upgraded once. As a Mandalorian
veteran of countless engagements, Vera is unmoved
by threats, and any Coercion checks suffer llll while
cheaper attempts to flatter her person suffer | Dur-
ing their time in Aurumerut, the PCs may have earned
the favor of some of Vera's warriors or learned infor-
mation that could aid them in their negotiations. See
the What the PCs Have Earned sidebar, on page 48
for specifics.

BARTERING SERVICES

The PCs can now open negotiations for Mandalorian
assistance. Securing Mandalorians to help defend
Xorm requires three successful opposed social skill
checks. The first is to convince Beroya the job is
worth taking, the second concerns how many troops
she can send, and the final check is to determine what
she gets in return. If any of the three checks results in
failtire with €2, negotiations end, and the party is sent
away without assistance. 43 can be spent on any of
the checks to get Kad or Teroch to volunteer for the
missian, increasing the number of Mandalorians pres-
ent by one. Similarly, @ means Vera agrees to accom-
pany her warriors to Xorrn

MERCENARY CONTRACT

The first check requires an opposed social skill
check to explain to Vera what the job is in a way that
convinces her to take it on. This can be accomplished
with nearly any social skill, at the GM's discretion.
Don't forget to include any modifiers that have been
accrued due to how the party spent the previous two
hours, or due to anything they learned about the
Mandalorians during their initial research on Xorm

If Kal Coorsa is with the party at Vlemoth Port, he
adds to the plea for help by explaining he only wishes
to do what is best for his people and doesn’t want to fail
them after inheriting leadership from his dead grandfa-
ther. This touches a cord with Vera and downgrades the
difficulty of the opposed social skill check twice.

Success means Vera agrees to send some Mandalori-
ans. Failure means she considers the job far too risky, and
only allows volunteers to 2o. 3 £ € or @ means Vera
is impressed with the party and downgrades the next
social skill check with her once. & ¢ means Vera

COURTING MANDALORIANS
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considers the affair a debacle waiting to happen, and
adds [l to the next social skill check with her. After the
party has made its case, read the foliowing alouc

TAKING A HEADCOUNT

The next step is to determine how many Mandalori
ans are willing and able to go to Xorrn. While most of
Vera's warriors are headed into Hutt Space to provide
security for touchy negotiations between kajidics, she
can spare a few. The party can have one PC make
an opposed social skill check against Vera; if Vera
Is only allowing volunteers, then treat the check as
being made against Kad Solus.

Success means a squad of eight Mandalorians
agrees o accompany the PCs to Xorrn. Failure means
only a fire team of four. Net £} £} or an additional
net # can be spent te add an additional warrior. S
' expects high compensation anc
ulty of the next social

"
sr the number of Mandalorians to

WARRIORS" WAGES

Ihe final part of negotiations is setting a price for
Mandalorian assistance. OCffering Vera something her
clan needs, or raw credits, adds [] [] te any check
Arumorut is in need of starfighters and dropships so
the clan can secure more mercenary contracts. If the
PCs are aware of the prisoners with bounties on their
heads at Xorrn. this knowledge can be spent like cred
its. Vera would also be interested in an official letter of
marque from the Rebel Alliance, so she can sell back
Imperial prisoners or cargo without hassle

would also be interested in poten
ence on her father’'s whereabouts
adds [ to any ;!.-' made. However, her ch
cerns are protecting her clan, getting them work, a
acquiring starships to increase the range and type
of work her cian can do. Offering Vera anything that

doesn't work toward that end adds [l to Il to

the check, at the GM’s discretion

Vera personally
tial intell
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WHAT THE PCS HAVE EARNED

D epending on how the PC’s spent their time
in Arumorut, they may have earned a num-
ber of benefits when dealing with Beroya.

Teroch’s Tale: If the PC's listened to
Teroch's story on page 40-42, they
have learned a valuable piece of infor-
mation. If they chose to mention her
father’s penchant for helping those in
need, they gain [l Il B to any social
skill check with her, though this has
diminishing returns. The first time
grants [l @ M to the check, but the
S dds Il . and the third only

srants [l

The Pride of Combat: If the PCs

ed the youths in the Mandalo-

rian Mettle encounter, on page 46,
the party can upgrade the ability
of a single social skill check against
Vera Beroya while negotiating for her
assistance once. If the PCs caused
serious or permanent injuries to the
kids, or used lethal force against
them. they instead suffer [ |

all social skill checks against Wi
Beroya. Being defeated by the Kids,
or hn ing the fightend inad

Vera in .1 d mood, adding

single social skill check with Vera.

Rescuing the Lost: If the PCs aided
in returning the lost hunting party to
Arumorut, detailed on page 42, they
have earned the respect and grati-
tude of Vera Beroya and her people.
PCs can upgrade all their social skill
checks against Vera once. If the PCs
convince Vera to help them, then in
addition 1 y Mandalorians they
hire, the PCs also gain a squad of
eight Talz warriors who volunteer to
accompany them to Xorrn.

f Lira Hardin is with the party at Vlemoth Port, she
offers to '[\mle'i a squadron of ships like Kad Hrl s's
Dikutruni as part of the payment. Thi

nr ';h

ik B
heck fort

2 social skill

uded

e has been set. negotiations are conc




CHIEFTAIN VERA BEROYA [NEMESIS]

Vera became clan leader two years ago, when her
father was killed (or so some think) defending the
Talz from Zygerrian slavers. At twenty-eight years of
age, Vera has led Mandalorians into combat count-
less times and has earned their respect for her tacti-
cal mind and combat prowess. Decisive and confi-
dent on the battlefield, Vera is less sure of herself in
her new role as civic leader. She agonizes over deci-
sions that affect her entire clan. She relishes every
chance she has to go to battle, and still leads her
clan from the front.

An imposing figure, Vera is a tall, muscular woman
with the powerful build of @ human who has dedi-
cated her entire life to warfare, She carries a light
repeating blaster into combat, and when her ammo
runs out—and it always does—she drops her weapon
and charges to the very front lines. Screaming the
entire time, she swings a massive mythosaur axe that
belonged to her father, destroying everything in her

Skills: Athletics 2, Brawl 2, Coercion 2, Cool 2, Disdi-
pline 2, Knowledge (Warfare) 3, Leadership 2, Melee
3, Negotiate 1, Ranged (Heavy) 3, Vigilance 2.

Talents: Adversary 2 (upgrade difficulty of all combat
checks against Vera Beroya twice), Field Commander
(@s an action, may make an Average ({ () Leader-
ship check, allowing three allies to immediately suffer
1 strain to perform a free maneuver), Side Step [once
per round on Vera's turn, she may perform a Side
Step maneuver and suffer 1 strain; until the start of
Vera's next turn, the difficulty of all Ranged combat
checks targeting Vera is upgraded once).

Abilities: None.

Equipment: SHUKUR-05 light repeater (Ranged
[Heavy]; Damage 9; Critical 3; Range [Long]; Cum-
bersome 4, Inaccurate 1, Pierce 2, and either Auto-
fire, Slow-Firing 2), mythosaur axe (Melee; Damage
8; Critical 2; Range [Engaged|; Cortosis, Pierce 3,
Vicious 3), heavy Beskar'gam armor (+ 2 soak, Cor-
tosis, + 2 defense ),

BACK TO XORRN

Negotiations take roughly an hour. If the Man-
dalorians agree to join the PCs, they pile into two
Aka jor-class shuttles identical to the Dikutruni (see
page 38]. If the PCs gained the aid of the Talz, the
accompanying Talz troops join the Mandalorians in
their shuttles. The PCs have the option to return
to Xorrn to modify the battle plan in light of the
events at Vlemoth Port. If they instead move on
to Kowak, they can check in with the cacique via
comms after arriving at Kowak. If this is the case,
proceed to Episode Ill: The Zygerrian Paradox.

EPISODE Il XP REWARDS

n addition to the standard experience point rewards
for each session of play and for good roleplaying,
the PCs can gain the following rewards for Episode II:

Defeating the enemy mercenaries at Vlemoth
Port: 10 XP







fter touring Foundry Four, the Mandalorians voice

their opinion that the installation does not have
enough personnel or defenses to fend off an Impe-
rial siege, even with the mercenaries’ ‘assistance.
Against their better judgment, the PCs must strike
a deal with the nefarious Zygerrian Slave Empire on
Kowak to acquire more aid. This episode includes:

Mean Streets: The PCs arrive on Kowak and
brave the dangers of the Sclavos city streets
while they determine how to make contact with
the Zygerrian prince.

Party Crashers: While attending his lavish pre-
auction celebration, the PCs must gain an audi-
ence with Prince Sono Molec and convince him
to join their cause.

Repo Business: Before the prince-is willing to
negotiate, the PCs must retrieve his stolen prop-
erty from the slave sector outside the city.

A Royal Welcome: Returning his sword grants
the PCs an audience with Prince Molec, where
they make strike a deal with the slaver.

Damage Control: In order to keep all parties
from fighting each other, the PCs must smooth
things over and make staying to complete the
mission worthwhile for everyone.

"THE
ZYG ERRIAN
PARADOX

When the Player Characters arrive at Kowak, they
are confronted with the horrors of a civilization built
upon the misery of others. As they traverse the city
streets and deal with the inhabitants, the PCs could
find potential allies among the slaves, but they face a
near-impossible task to liberate them. The PCs must
decide whether to take the quicker and easier path
by striking a deal with the Zygerrian prince, or risk’
everything to do what is right and free the slaves.

HANDLING THE SUBJECT DF SLAVERY

his episode deals with a species whose entire

culture rests on the practice of slavery. The
PCs are put in a situation in which they must
weigh their own morality against the mission
to save Xorrn from Captain Nervi. While this is
a compelling way to explore the PCs’ attitudes
and motivations, it is not a subject that should
be treated lightly. Understandably, this can be
very difficult subject matter for some players
or groups. It is therefore extremely important
that GMs and players always treat their fellows
with respect and forethought when playing
through Frienps Like Tuese (or any game, for
that matter).




KOWAK

Astronavigation Data: Kowak system, Sevetta sec-
tor, Outer Rim region -

Orbital Metrics: 311 days per year / 23 hours
per day

Government: colonial governorship
Population: 200.000-400,000 enslaved
sentients (humans 21%, Twileks 19%,
Theelins 15%, . Wookiees 14%, Rodians
12%, Togrutas 9%, Ugnaughts 6%, oth-
ers 5%): 40,000-60.000 free sentients
[Zygerrians 62%, humans 21%, Thalas-
sians 14%, others 3%)

Languages: Zygerrian, Huttese, Basic
Terrain: rainforests, plateaus, oceans
Major Cities: Sclavos, Lanturi, Caden
Areas of Interest: Molec Royal Palace,
slave sector, forced labor camps, mon-
key-lizard jungle nests ;

Major Exports: slaves

Major Imports: foodstuffs, slaves, technology
Trade Routes: Slavers’ Chain

Special Conditions: Monsoon seasons occur
regularly, causing flash floods and intense storms.
Background: Kowak rests between-the Triellus and
Cranan-Excarga trade routes in the southern Slice, on
a seldom-used path called the Slavers’ Chain. A dense
rainforest covers the vast majority of Kowak's surface,
only a handful of red granite mesas and emerald
tropical oceans penetrating the verdant canopy. The
abundance of lush vegetation. humid climate, and
misty cloud cover creates an oppressive, almost suf-
focating atmosphere. Kowak is home to numerous
creatures, most notably the Kowakian monkey-lizard.

Since Kowak's discovery a few thousand years ago,
its rainforests have been a curiosity to botanists,
zoologists, and other academic types across the gal-
axy. Over the centuries, countless galactic universities
have sent expeditions to explore, catalog, and collect
Kowak's diverse wildlife and to conduct testing for food
and pharmaceutical purposes. However, no permanent
settlements have ever taken root, because of the inces
sant harassment of the mischievous monkey-lizards.

Pirates, hunters, and trappers occasionally visit
Kowak to collect monkey-lizards for sale on the black
market. After the Clone Wars, the younger son of
the king of the Zygerrian Royal House, Prince Molec,
established a presence on the jungle planet. The prince
and his loyal subjects turned Kowak into a power base
in the southern Slice, sefting up outposts to serve as
supply depots for Zygerrian slavers operating in the
Outer Rim on the border between the Slice and the
Trailing Sectors,

THE ZYGERRIAN PARADOX .
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SLAVERS' DUTPOSTS

or the last decade, Kowak has been a satel-

lite headquarters for the Zygerrian Slavers
Guild, ruled by an heir to the Zygerrian throne,
Several newly established settlements provide
facilities In which Zygerrian slavers may refuel,
resupply, and temporarily house slaves while
in the region. While Zygerrian slavers domi-
nate the slave trade in the Outer Rim portions
of both the Slice and the Borderlands, compe-
tition elsewhere in the Rim is fierce.

In order to rebuild their galactic slaving empire
and more effectively fulfill their client enslav-
ers' needs, the Zygerrians allow various other
slaver organizations access to their outposts
on Kowak. Members of the Karazzk Slavers’
Cooperative visit Kowak bringing captured
Talz, Ugnaughts, Woostid, and members of
other species on hijacked transports. Thalas-
sian slavers come to trade Togruta and Nau-
tolan slaves kidnapped from their territories.
Even Trandoshans come looking to traffic
enslaved Wookiees for top credits.

s



ZYGERRIAN SLAVE EMPIRE

m illennia ago, Zygerrians subjugated enti

planets vil throughout the

Quter aving empire ran
] the Salin Corridor, and

Ryloth along the rellian Run. T

Empire supplied to :

powers, including the Chevins of Vinsoth and
rawling Hutt Empire.

SEYV

the Jedi Knights

abolish slavery in

ch primarily tar

¢ brutal conflict, the

Zygerrian Empire | , and its power base

crumbled, Having lost their power and influ-

ence, the Zygerrians retreated to their home-
world to pick up the pieces.

The Zygerrians spent millennia rebuilding their

empire, and by the time of the Clone Wars, they

once again a dominant force in sentient

trafficking, rebranded as the Zygerrian Slavers

MEAN STREETS

aptain Renlow or the PCs’ research suggests that
c the party seek an audience with the Zygerrian
prince on Kowak in the neig ing Sevetta sec-
tor. Sclavos, the seat of the prince's power. is the
most likely place for such an audience. An Average
(@ ) Knowledge (Outer Rim) or (Underworld)
check uncovers knowledge of other, smaller slaver
organizations on Kowak: the Karazak Slavers  Coop-
erative, Thalassians, and Irandoshans. £# can reveal
that the Rebellion recently began harassing Thalas-
sian convoys trafficking sentients in the New Territo-
ries and raiding Karazak forced labor camps in the
Western Reaches in order to free slaves. Should the
Thalassians suspect any of the PCs are allies of the

Rebellion, the slavers would try to capture them to
present as trophies for the Blood Prince of Thalas-
sia to mutilate at his leisure. @ discovers rumors
that the Zygerrian prince’s palace is an ancient Sith
temple or has been built upon the remnants of one

Independent S
and pirates, the Zyg
ms isolated by the wz
ts on far-off

ence to its former gl

Minister Atai Molec overthrew the ruling Qu
Scintel and assumed the throne, the Zyegerrian
Slave Empire was reborn.

Barring setbacks during the Imperial reconquest
of the Rim, 2 ria's expansion has gone largely
unchecked since the formation of the Empire
The Zygerrian monarchy negotiated a deal with
the Emperor to restrict slaving operations to
the Outer Rim in exchange for amnesty from
Imperial sovereignty. The Zygerrian Empire has
renewed ties with the Hutt Kajidics, and it is once
again the premier source of enslaved T
Theelins, and Twi'leks in the Outer Rim

SCLAVOS

An outpost of the

Zygerrian royal throne, Sclaves is
the de facto capital of Kowak. The city sits high atop
the jungle canopy, on a red. rhombus-shaped granite
plateau several kilometers across. Three sides of Scla-
vos Plateau are cliffs rising nearly thirty meters above
steep embankments covered in dense vegetation. The
fourth side is a series of rocky outcroppings that gradu-
ally slope downward Into the jungle below.

From above, Sclavos is a patchwork pile of
bronzium, golden, and patinated rooftops. Thousands
of merchants, slavers, and buyers move about the
crowded streets. Dozens of primitive huts and villages
surrounded by tall wire fences rest on several lower
landings to make up the slave sector, connected by a
narrow dirt road that slithers along the slope toward
A smooth granite wall

it jungle predators.

ten meters hign
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cages the siave seclor and keeps oL

The Molec
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As the PCs make their approach, the Sclavos auto-
mated control tower directs them to set down on
one of the many rooftop landing platforms spread
throughout the southern portion of the city. When
the PCs make their way to street level, read or para-
phrase the following aloud:

Thousands of beings from the shadiest corners

-!.‘ of the galaxy bustie along the streets of Scla-

vos. Countless slaves from a variety of species
shamble forward in despair, dragged behind
impatient Zygerrian siavers. lents and shops
displaying caged and cowering Rodian, Togruta,
and Twi'lek slaves for sale line the streets.

The crowded marketplace in Sclavos takes about an
hour to navigate, and it is ideal turf for petty thieves
and pickpockets. While the PCs make their way through
the slave bazaar to the palace, have them make Hard
(© © ) Streetwise or Vigilance checks to protect
their belongings: Success means the PC avoids misad-
venture, while failure indicates a single minor item has
been stolen from the PC. Net £} means the PC notices
a thief in the act of picking the PC’s or an ally's pocket,
but not in time to stop it in the act, @ means the PC
catches a green-and-tan Kowakian monkey-lizard (see
page 63) red-handed and preventsits thievery entirely.
One or more {8} could indicate additional items have
been stolen, while § could’ mean that something of
real value to the PC has been stolen.

If the PCs notice the thieving monkeyizard get-
ting away with a party member’s belongings, the GM
may use the chase rules (see page 255 of the Ace
oF ReeeruoN Core Rulebook), substituting Piloting
(Planetary) checks for Athietics or Coordination, and
imposing one or more[ ] to navigate the crowded city
streets. The chase takes fifteen minutes to resolve.

guards (see page 55) insist there is no admitiance utit
the auction banquet later that evening. Even thén;
only registered auction bidders may enter. The prince
has suspended all other royal business until tomorrow
morning. The guards then direct the PCs to the Auc-
tion‘Registrars’ Office to the west of the palace.

ZYGERRIAN SLAVER [MINION]

Nearly every inhabitant of the Outer Rim knows of,
and rightfully fears, the slavers of Zygerria: Vicious
and bold, Zygerrians will stop at nothing to sub-
jugate their prey, as their very way ofife ‘revolves
around the slave trade. This dedication makes
Zygerrians the most prolific slavers in-the galaxy.

In combat, Zygerrian slavers usually resort-to non-
lethal tactics in order to maximize the number of
prisoners captured. However, they are not above
making examples out of rowdy prisoners in order to
terrify and intimidate other slaves.

i |NTELLELY CUNKING L ER: PRESENLE

HRANNN AGILTY WILLPOW|

I SOAN WAL D Mi THEESHOLT i

Skills (group only): Coercion, Melee, Ranged (Light].
Talents: None.

Abilities: Slaver Authority (may use Coercion in
place of Leadership when commanding slaves).
Equipment: Blaster pistol (Ranged [Light]; Damage
6, Critical 3; Range [Medium]; Stun setting), shock
whip (Melee; Damage 4; Critical 4; Range [Short};
Ensnare 3, Stun Damage), slave collar (see page 60).

M/ DEFENSE




ZYGERRIAN ROYAL GUARD [RIVAL]

The Zy
eliites

e Jygerri

)

malicious rival slavers

S0 they may be soid into

rery, but they
hesitate to resort to lethal methods if necessary.

Skills: Coercion 3, Melee 3, Ranged (Heavy) 2,
Vigilance 3

Talents: Body Guard | (once per round, perform the
Body Cuard maneuver to guard an engaged charac-
ter; suffer 1 strain to upgrade the difficulty of all com-
bat checks against the specified target once).
Abilities: None

Equipment: Blaster carbine (Ranged [Heavy]; Dam-
age 9; Critical 3; Range [Medium]; Stun setting), shock
whip (Melee; Damage 4; Critical 4. Range [Shortl;
Ensnare 3, Stun Damage), padded armor (+2 soak],
comiink, utility beilt

FIGHTING PITS

As the party tours the streets of Sclavos, an Aver-
age (@ §) Streetwise or Perception check reveals
signs, chatter, or commotion that leads them to an
oblong, open-air fighting pit just to the south of the
great palace. If the PCs push their way through the
crowd to investigate, they uncover a brutal spectacle
of bloody combat between a human and a Coynite
in the fighting pit below. Bookies shout among the
crowd, demanding that patrons place their bets.

gernans who serve within the royal guara are the

an Slave Empire. Their duties

*d L0 comer, subdue, and caplure their agversar-

y do not

If any PCs place a wager on the human, they
eive three-to-one odds. Yoices in the crowd ¢

hat one of the contestants is a

o
-

pard explainin

enslaved by the prince, and although he

ns undefeated, he recently

suffered several

d to survive

ries ana is not exg

At the center of the fighting pit b
brawny, olive-skinned human maie in e
military fatigues and an Imposing, mi
bound Coynite nearly twice his size,

in rust-red hair and wielding a vibro-ax

loc in combat. Hundreds of slav

other scoundrels how! and cheer at the bru-
tal display. The human circ around the




A Hard (@ @ @) Streetwise check allows the PCs
to learn from members of the crowd that the prince’s
fighter, the human, is @ Mandalorian warrior who the
prince has enslaved for almost two years. Before the
party has any opportunity to investigate further, Zyger
ran royal guards enter the arena to escort the gladia-
tor back into custody. The human fighter drags a limp
leg behind him as he acquiesces and heads for the
slave pits beneath the fighting arena.

NAM BEROYA [NEMESIS]

Not all Mandalorians shared the pacifistic views
expressed by Duchess Satine Kryze during her rise to
power on Mandalore. Nam Beroya the Clan Awaud
chieftain on Mandalore at that time He saw no future
In Satine’s great vision or of the Death Watch's barbaric
reversion Lo galactic conquest as part of the Shadow
Collective. Beroya favored the old ways, the
path of the honorable nomadic mer-
cenary. While Beroya's clan fractured
along factional lines, he followed his onn
vision and led more than three hun-
dred like-minded Mandalorians to the
snowy, evergreen forests of Vlemoth
Port's northern latitudes to live by
the old ways. Over time, Beroya's
clan swelled to over eight hun-
dred combat-ready warriors,
and with the assistance of
his adopted daughter, Vera,
Nam Beroya led his clan on
countless missions.

lwo years ago. while
Nam was on a hunt-
ing expedition with
a local tribe of Talz,
a band of Zygerrian
slavers attacked, and
Nam was captured
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defending his allies. Beroya's clan thought he had per-
ished in the battle, dooming him to a life of enslave
ment without the possibility of rescue. Prince Molec
threw Beroya into his gladiatorial arena to fight for his
court’s amusement, and the Mandalorian has run an
undefeated streak for two years

Nam Beroya is a burly, middie-aged man of Con-
cordian descent, with olive skin covered in scars from
countless battles, He possesses a cunning tactical
mind and projects an 3ir of confidence and compe-
tence that commands respect and inspires those
serving under him. When leading his clan, Beroya
carefully weighs every decision with care for how it
would affect his people, but once he arrives at a con-
clusion, he charges forward like an angry reek.

Skills: Brawl 3, Coercion 4, Knowledge
(Warfare] 3, Leadership 3, Melee 4,
Ranged (Heavy) 3, Sunvival 3, Vigilance 3
Talents: Adversary 2 [upgrade difficulty
of all combat checks against Nam
g Beroya twice). Durable 2 [subtract
- 20 from Critical Injury rolls made
against Nam Beroya), Natural
Leader {once per session, may
reroll any one Cool or Leader-
ship check)
Abilities: None
Equipment: None.
Special Condition: Tempo-
rarily lame (until this Hard
(9 ¢ ®] Critical Injury is healed,
Nam cannot perform more than
one maneuver during his turn),

o



PARTY CRASHERS

invitation requires vis
tion Registrars’ Office
he PCs develop their owr

ON THE GUEST LIST

The PCs should head to the Auction Registrars' Office
to apply for an invitation to the prince's banquet. The
office is a smooth, spherical, adobe structure that
sits at the base of the palace's western wall. A cluster
of sensor dishes, antennae, and holonet arrays pro-
trudes from the top of the structure. When the PCs
enter the bullding, the interior is dimly lit, and the
odor of averworked electrical systems is prominent
Beneath the hum of dozens of databanks and cooling
fans., two distinct voices, one deep and hoarse, the
other nasal and ringing, bicker from beyond the coun-

ter opposite the entrance

“ff‘l T CK
to the crown
to just cut him off, I=" The hulking Z
cut off by his partner. “What do you want?

The PCs have Interrupted a heated discussion
between the senior registrars, Jorec and Mard. The
two are clearly vexed with each other, which repeat-
edly distracts them from performing the application
process for the group. One PC must take charge
of having the group's application approved. which
requires three steps: identity verification, affiliation,
and line of credit. Each step requires a Hard (@ @ @)
social skill check 1o omplish vever, the duo’s

bickering is a constant interruption

C AND MARD GEMEN [RIVALS]

j ec and Mard faithfully served King Molec,
and Queen Scintel before him, as the royal
irchivists, but t reassigned as regis-
trars on Kowak to oversee the prince’s actions
on behalf of the crown. The two have served as
a roadblock to the prince’s youthful decadence
ever since. Come auction night, the aging broth
t every precaution to ensure a successful
and profitable evening. The two are convinced
] 's entire operation would fall down
ars were it not for their guidance.

No one would suspect Jorec and Mard are fra-
ternal twins. Jorec is a large, broadly built Zyger-
rian who is friendly, but simple and unkempt. His
brother Mard is short and wiry, and overcompen-
ates for his less-than-intimidating stature with
brasive attitude and meticulous grooming.

While proud to serve the crown, Jorec and Mard
esent being on a backy r to babysit the
whom they consider an embarrassment
r at the King has

pring
to the royal family. Their ar
forced them to question their entire way of life.

The twins' loyaity to the crown is weak by
their burning desire to return home to Zygerria,
preferably at the expe the prince. The lat-
ter impulse can be exploited to convince them
to help the Rebellion

Rim) 2.
Talents: Kill with Kindness (Jorec only) (remove
[] from all Charm and Leadership checks)],
Researcher (remove [ ] from all Knowledge
checks; researching half the

1y spend

an act Coercion
check; ez
short range to suffer 1 strain; spend 4’} to caus
one affected enemy to suffer 1 additional strai
Abilities: None
Equipment: Encrypted datapad
credit voucher (10 O-credit
robes, holo-messenger
Moalec), matching family insignia

DNA-encoded
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Each step of the process takes ten minutes, as one
of the PCs must make an Average (4 4) Charm,
Deception, or Leadership check to break up any
arguments with enough subtlety so as to not raise the
ire of the men and still complete their screening on
time. Failure causes Mard to undermine Jorec's data
work with foul comments such as “Not like that, you
idiot. I've shown you this a thousand times. | don't
know why our mother didn't eat you when you were
born, you oaf.” Two interruptions delay the process
long enough that the brothers must postpone (he

PCs' screening process until tomorrow morning s0

they can close the office and attend the banquet. Any
W incurred during the PCs' dealings with the twins
results in their taking offense and ejecting the group
from the office, while @ could grant the PCs the honor
of being Jorec and Mard's personal guests at the ban
quet, which provides [] on all social skill checks the
PCs make during the gathering.

DUTY (INTELLIGENCE):
AIRED GRIEVANCES

lliance Intelligence has little information on

this area of space, so a PC with the Intel-
ligence Duty should be vigilant for any valuable
information to report up the chain of com-
mand. If the Intelligence Duty is triggered, the
PC should take advantage of the grumblings of
Jorec and Mard, and note information revealed
about Prince Molec and his operation to pres-
ent to Alliance Intelligence. The PC may uncover
dirty secrets about Prince Molec’s failures or his
plot to assassinate the Zygerrian king, which
earns the PC 5 Duty for this effort.

The PCs can circumvent the checks made to placate
the brothers by separating them. Mard is responsible
for organizing the shadowfeed that broadcasts the auc
tion galaxy-wide, so a Hard (¢ ¢ ¢) Computers o
Mechanics check can distract Mard as he prattles
on about technical specifications and minutiae. At the
CM's discretion. the PCs may also attempt to uncover
details regarding their gripes with the prince with a Hard

(@ & ) social skill check {3 3 £ or @ may even be
1sed to convince the brothers o divulge sens

VE Iniof
mation about e, or to betray or blackmail him at
the right moment. Jorec and Mard could instead be con-
vinced to destroy such evidence if the PCs wish to earn
the prince’s favor rather than coerce him into heiping
them, but such a request requires a further Daunting (’
& & $) social skill check. The brothers could also give
the PCs direct holonet access to negotiate with the king
should their dealings with the prince fall apart (although
this takes two hours to set up and conduct)

OTHER AVENUES

There is more than one way to crash a party. While a
legitimate invitation is the easiest way to get in, there
are several other ways to attend the pre-auction gala
However, clear and sometimes significant drawbacks
accompany these alternate methoeds of entry.

SNEAK INTO THE PARTY

With the proper equipment, such as a grappling hook
and rope, PCs can make 2 Hard (¢ @ @) Athletics
check to scale the palace wall. The wall face issmooth,
polished verdecrete, making it difficult to gain trac-
tion for climbing, which imposes |l lll on the check
If the PCs reach the top, they must also make a Hard
(4 @ §) Stealth check to sneak past the guards and
make it to the courtyard below unseen. Finally, once
in attendance at the banquet, the PCs must make an
Average (@ @) Deception check to convince their
fellow partygoers they belong at the event.




SLICE THE GUEST LIST

For some groups. the high-tech z
to go. Once the PCs know the

yroach is the way
location of the Auction
may attempt to break in after
1o access the auction’s registry on a data ter-
al and add their names to the guest list. Circum-
venting the security lock 1o the office requires a Hard
(@ ¥ ) Skulduggery check Once inside, the PCs have

the data terminals behind the counter

A Hard (@ @ @) Computers check is needed
to navigate the Zygerrian databank and create false
invitations. Failure means the slicer cannot locate the
proper file. A @ with a successful check places the
PCs on the VIP list, which provides direct access to the
prince’s table during the event. (@ generates a data
trail that GMs can have the guards discover later if
any ¥ is generated during the banquet. ¥ sounds an
alarm that brings a team of royal guards

Registrars’ Office, they
hours

easy access to

BREACH THE GATES

The PCs might insist on using the direct approach to
accessing the prince by attacking the gate guards. Dur-
ing the event, three checkpoints with two royal guards
and a minion group of six slavers each stand between
the palace gates and the banquet. The group can assault
one of the palace entrances and attempt to fight its way
into the palace If the PCs generate @ during 2 fight
with the palace guards, one of the Zygerrians sounds
the general alarm summoning all the guards from the
remaining checkpoints. The guards arrive within three
rounds to reinforce the besieged checkpoint

Royal guards fight to subdue the PCs and bring them
before the prince in chains. However, if the PCs kill any
guards, their adversaries switch to lethal tactics. If the
PCs use lethal force on the guards and manage to reach
the prince, his majesty refuses dealings of any kind and
summons twenty royal guards to eliminate the PCs.

FOOL THE GUARDS

The PCs might prefer to bluff their way into the
prince's party. They can attempt an opposed Decep-
tion check to fool the royal guards into letting them
pass and give them access to the celebration. The
most acceptable claims should be that the PCs are
missing from the guest list in error or that they are col-
leagues of the prince attempting to gain access to the
celebration. More ludicrous claims can upgrade the
difficulty of the check, at the GM's discretion

The PCs might ambush one of the frequent guard
patrols in the city streets near the palace and steal
their armor. Donning royal guard armor adds [ to
any Deception checks made to bluff their way into the
However, any €& & & or ¥ incurred d
ing the procurement of the disguises could mean their
cover has been blown

festivities

GREASING PALMS
Almost no one in the crimi
taking bribes. even
may attempt

nal underworld is above
The PCs
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Zygerrian royal guards
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requiring a Daunting (@ € € ) social skill check

If the PCs tried and failed to bribe the guards before
they duped a party guest Into relinquishing an invitation,
the PCs must also make an Average (¢ @) Deception
check to get past the guards and into the banquet. If at

e guar ds,

any time during attempted briberies, the PCs roll 8} &}
o or §2, the bribe ends in a dmm:v cross. The PCs are
implicated in a plot to infiltrate the festivities for nefari-
ous purposes, and they must deal with the fallout.,

RUNNING ON FUMES

H t this point, the PCs may have been working
lish their mission for more than
twentv-four hours _Tl'dl"hl ;

an Average

., optionally, allow
r for Brawn when making t

ROYAL MEETING

When the PCs make it inside the palace to attend the
celebration, the festivities are already in full swing. If
the group got into the feast without causing a scene,
read or paraphrase the following aloud as they enter
the courtyard:

wrly one hundred drunken partygoers of vari
cies fill the lavish, open-air court [
und long, rec tangular st
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SLAVER TECH

f the many technological breakthroughs the

galaxy has seen, not all are used with the best
of intentions. Some inventive criminals adapt
existing technologies to suit their nefarious pur-
poses. The following are examples of equipment
and weapons used by bounty hunters and slavers
to capture and control sentient beings.

Repulsor Trap

Stun Collar

EXPLOSIVE IMPLANT

Slavers and slaveholders do not always keep
slaves locked up in chains while they carry out
their duties. Many slavers inject tiny tracking and
explosive devices to discourage slaves from run-
ning. A corresponding handheld device similar to
adroid caller can locate the implanted target with
a Simple (=) Computers check. With the press
of a button, the implant can explode, instantly
killing its victim. A Daunting (O $ & \j} Medi-
cine or Mechanics check is requirad remove the
implant. However, & alerts the transmitter of the

tampering, and 7 triggers the device.

ELECTRONET LAUNCHER

An ideal weapon for subduing most sentient
beings, the electronet launcher uses the same
concept as a conventional net launcher, but
without the tangled mess of a physical net.
When fired, it projects a web of ever-widening
charged ionic particles, somewhat like the Stun
setting on a blaster. On contact, it envelopes
targets, obstructing their movement while deliv-
ering a powerful Stun blast until the net dissi-
pates. Electronet launchers are popular with
both Thalassian and Trandoshan slavers.

Name ' Skill
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REPULSOR TRAP

These traps for sentient beings subvert repul-
sorlift technology to create localized patches of
extremely high gravity. When targets pass over
an active repulsor trap, intense localized gravi-
tational forces rob them of their ability to move.
Repulsor traps are unobtrusive, adding [ ][]
to all Perception checks made to notice these
devices. Any single target who comes within
engaged range of an active repulsor trap is
ensnared (see Ensnare, on page 169 of the Ace
of ReseLuion Core Rulebook) for six rounds.

SHOCK WHIP

The shock whip has been a mainstay of the
Zygerrian Slave Empire for thousands of years.
When it is activated, the flexible metal wires
woven through the whip pulse with electrified
energy, causing intense pain and muscle spasms
on contact. While the whip can only ensnare
one target at a time, the target takes continu-
ous damage each round the target remains
ensnared. This weapon can be used {0 make
melee attacks against targets at short range.

STUN COLLAR

Used in spice mines and prisons across the gal-
axy, stun collars are an effective means of sub-
duing a prisoner that can be set to cause rela-
tively little physical damage. When activated via
remote, the stun collar delivers a high-voltage
shock to its wearer, inflicting ten Stun damage.
However, the collar can also be used to lethal
effect, dealing twelve damage and inflicting a
Critical Injury adding + 20 to the roll. A Hard (>
O () Mechanics check is necessary to remove
the collar without electrocuting its wearer.

Dam | Crit Range }Encum [HP :Price | Rarity iSp.e_ciaT




The PCs should be encouraged to circulate through
the party and mingle with guests. An Average (@ §)
social skill check made on the socialites reveals use-
ful gossip about the prince, such as accounts of his
growing paranoia about assassins and traitors, his
estranged relationship with the king. or the loss of his
prized sword to 32 man named Baron Sevelle Net 3%
coupled with @ could convince a drunken partygoer
that the PCs are a group the prince absolutely must
meet directly. If this happens, the PCs must succeed
on a Daunting (¢ ¢ @ @) social skill check 1o con-
vince Captain Armin of the prince’s royal guard to
allow introductions, thus skipping ahead to A Royal
Welcome, on page 71

Without the explicit approval of other partygoers,
the PCs must Introduce themselves to the prince.
When the PCs approach the prince’s dinner table, a
gaunt, middle-aged Zygerrian with slicked-back salt-
and-pepper hair and wearing neatly pressed busi-
ness attire steps out of nowhere to intercept them
He stands at attention with his hands clasped behind
his back and quizzically raises an eyebrow at the PCs
before introducing himself as, “Rajim Armin, Captain
of the Prince's Guard and His Majesty’s Personal Advi-
sor.” Before the PCs can get a word in edgewise, Armin
looks down his nose at the group and launches into a
series of questions. Captain Armin completely ignores
any questions, requests, or comments the PCs make
until they answer his questions to his satisfaction. His
questions might include

* Who are you? No matter what the PCs offer,
Armin appears unfazed, unimpressed, and pos
sibly bored

« Whom do you represent? As the PCs answer
Armin eyes the group, likely attempting to dis-
cern whether the PCs are conspirators trying to
harm the prince. He quickly checks the guest list
on his datapad to determine whether the PCs
belong at the banguel

» What is your business with His Majesty? This
is the only question Armin asks to which he seems
genuinely interested in hearing the PCs' response
Allow the PCs plenty of time to state therr case
as they see fit, as long as they remain calm and
continue to deal with Captain Armin and not the
prince directly. Have the players make an Aver-
age (¢ @) social skill check to convince Armin
1o entertain whatever offer they make. However,
if the PCs try to bluff their way through this con-
versation, a Hard (@ @ @) Deception check is
necessary to prevent Armin from seeing through
their story. Failure incurs [ll on any future social
interactions with the captain

Unless the PCs launch into all-out combat, Cap

tain Armin stands unflinching. Although the prince is
within earshot throughout the interaction, the royal

takes no Interest in the PCs. If anyone tries to bypass
Armin and approach the prince, a dozen royal guards
form up between Armin and Prince Molec, and the
captain simply raises his hand, gesturing for them to

go no further

After the captain hears the PCs out, he briefly pon-
ders their words belfore turning and looking to the
prince for input. However, the prince completely dis
misses Armin and the PCs with a wave of his hand
without even looking away from the dancers’ routine
Before the guards attempt to escort the PCs away,
read the following aloud

Armin rolls hie

Jes and sighs
¢l Truthfully,

the Empire. 1L

berth already, and w

dize that arrangement.’

[0 Cross

He then blinks and confes:

that Armin leans 'r and lowers

The GM may spend & & & or ¥ resulting from
the interactions with Armin to have the PCs forcibly
escorted out of the party by a squad of the prince's
royal guards. Otherwise, the PCs may question Armin
or party guests for information about the theft and
about Baron Sevelle, the alleged thief. AHard (@4 @)
social skill check can uncover some of the following
information about the baron:

» Sevelle is a trade baron who represents the
Karazak Slavers' Cooperative

s Sevelle used to be a personal friend of the prince.

= The prince and Sevelle used to bet on gladiator
matches held in the Zygerrian auction arena in
the palace

» The Karazak Slavers’ Cooperative is renting a
temporary holding pen used to store recently
purchased slaves; it is located just outside the
city walls

When the PCs are finished speaking with Armin and
the party guests, or if any ¥ incurred during their
investigation results in their expulsion, the guards
usher the PCs outside the palace walls. The guards
reiterate Armin’s instructions to the PCs not to return
without the prince’s property
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ANNNETE )

CAPTAIN RAJIM ARMIN [RIVAL]

A longtime servant of the Molec royal house, Captain
Rajim Armin advised Prime Minister Atai Molec dur-
ing the Clone Wars, when Moiec served under Queen
Scintel. When the Zygerrian Slavers Guild allied with
the Confederacy of Independent Systems, Captain
Armin served on Prime Minister Molec's war council
Rajim’s uncanny ability to read others and his skill as
a duelist also made him the ideal bodyguard for the
prime minister, whom he continued to serve when the
prime minister became King Atai Molec.

Captain Armin served as King Molec's eyes and ears
during the king's sons’ fateful tour of Zygerrian hold-
ings. When the elder heir was killed in a skirmish with
Imperials, Armin shared the blame and was relieved
of his duties to the throne. Armin was relegated to
serve as the younger prince’s second-in-command on
Kowak, lar away from the capital.

Captain Armin is a tall, angular Zygerrian noble of
great stature and impeccable breeding. He never strays
too far from the prince, standing at attention in perfect
military dress. Armin is incredibly smart, terridly Insight-
ful, and painfully bored with his station at the prince's
side. Despite the monotony of his role and the shame of
his demotion, Captain Armin takes great pride in his
work, and always does what is best for the throne

01010101010

& & @

Skills: Cool 3, Discipline 2, Leadership 2, Melee 4, Nego-
tiation 2, Perception 3, Ranged (Light) 2, Vigilance 2.
Talents: Adversary 1 [upgrade difficulty of all com-
bat checks against Captain Armin once), Confidence
| (decrease difficulty of Discipline checks to avoid
the effects of fear by one), Nobody's Fool | (upgrade
difficulty of Charm, Coercion, and Deception checks
against Captain Armin once),

Abilities: None.

Equipment: Blaster pistol (Ranged [Light); Damage
@; Critical 3; Range [Medium]; Stun setting), vibro-
sword (Melee; Damage 5; Critical 2; Range [Engaged|;
Defensive 1, Pierce 2, Vicious 1), armored clothing
[+ 1 defense, + | soak), comlink, datapad, utility belt,
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PRINCE SONO MOLEC [NEMESIS]

Sono Molec inherited control of Kowak from his father,
King Atai Molec. The Prince oversees slaving opera-
tions in the southemn Slice, supplying the bulk of Twilek,
Rodian, Theelin, and Togruta slaves to both the Hutl
Empire and the larger auction house on Zygerria. Sono
also runs a poaching operation, supplying Kowakian
monkey-lizards to buyers all over the galaxy Since
assuming control of Kowak. Prince Molec has divided
slave supply worlds in the Trailing Sectors with both the
Thalassian slavers and the Karazak Slavers' Cooperative,

Despite his “accomplishments,” Prince Molec has
never earned the respect of his father Two years ago,
Sono was touring Zygerrian holdings in the southern
Slice with his older brother Hordem and recklessly got
drawn Into a naval engagement with Captain Nervi,
The battle ended with the defeat of the Molec forces
and the death of Sono’'s brother. The death of the
King's first heir drove a wedge between Sono and his
father that ended in his pseudo-exile to Kowak.

Prince Molec maintains a sabacc face as unread-
able as ferrocrete, making him hard to read during
negotiations. He leads a decadent lifestyle both per-
sonally and professionally, and he has many vices,
including alcohol, gambling, and spice. Prince Molec
also takes a morbid pleasure in the misery of others
However, beneath his egotistical facade, the prince is
paranoid. Sono is convinced that servants within his
court actively plot to depose him, which slowly chips
away at his self-assured exterior.

GG
Skills: Coercion 2, Cool 2, Deception 3, Discipline 2,
Knowledge (Outer Rim) 2, Knowledge (Underworld) 3,
Leadership 3, Melee 3, Negotiation 3, Perception 3,
Piloting (Planetary) 2, Ranged (Light) 3, Skulduggery
2 Streetwise 3, Vigilance 3.

Talents: Adversary 2 (upgrade difficulty of all combat
checks against Prince Molec twice), Commanding Pres-
ence 1 (remove [ll from all Cool and Leadership checks),
Improved Scathing Tirade (as an action, may make an
Average (@ @] Coercion check: each ¥s inflicts | strain
on a target within short range: spend £3 toinflict 1 addi-
tional strain on one affected target; all affected targets
suffer [l to all checks for two rounds), Nobody's Fool 2
(upgrade difficulty of all Charm, Coercion, and Decep:
tion checks targeting Prince Molec twice).

Abilities: None

Equipment: Holdout blaster [Ranged [Light]; Dam-
age 5; Critical 4, Range [Short]; Stun setting), shock
whip (Melee; Damage 4; Critical 4; Range [Engaged];
Ensnare 3, Stun Damage), exquisite garb.




VICIOUS LITTLE CREATURES

he Kowakian ]unul“' are filled with all man-
nerofn : 1g the wilds in
the dead n'rtg_hl can be a dangerous proposr-
tion. Hov . the worst Kowak has to offer is
not some venomous predator or humongous
g d beast, but the diminutive monkey-
d. These illtempered varmints rule
ak's animal kingdom not by brute
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and malice. It is
\ 2 bundies of hate
pet among pranksters and

underworld types throughout the galaxy.
During their nighttime raid to reclaim the
Prince’s Sword, if at any time any PCs enter
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KOWAKIAN MONKEY-LIZARD [ MINION]
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Skills (eroup only): Brawl, Coordination

Stealth, Vigilance.
Talents: None.

Abllltles Ambushers [hll{ ets add [ ][ ] to all

2 3 OF notice traps

-lizards), Blabber
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REPO BUSINESS

'I' he players must recover Lhe Prince’s Sword if they
wish to continue their mission, If the PCs want to
buy supplies before searching, a handful of shops
remain open, though shopping carn take one hour to
complete, at the CM's discretion. The slave sector lies
outside the city along the southern path that leads off
the plateau and into the jungle. Participating in the fol-
lowing mght raid takes two hours, though more cau-
tious players might exhaust more time

UNDER COVER OF NIGHT

The Zygerrians have split the slave sector into three
separate compounds, rented to various slaver groups.
The prince's stolen sword resides within the watch
house in Beta Encampment, the area rented by Baron
Dorn Sevelle of the Karazak Slavers’ Cooperative. As
the PCs arrive. a representative of the Thalassian sla-
vers from Gamma Encampment have arrived to pur-
chase the sword from Sevelle
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ALPHA ENCAMPMENT

Alpha Encampment is the closest to the city wall,
with a clear view of the city gates and the road from
both directions. An open field is on the encampment’s
north side, and the camp is near Beta Encampment.
A ruthless gang of Trandoshan siavers occupies Alpha
Encampment and stands watch over an assortment of
nearly fifty Wookiee and Togruta slaves

These Trandoshans prefer to shoot first and don't
concern themselves with questions. Eight Trandoshan
slavers stand watch on the inside perimeter of their
encampment, actively searching for intruders These
Trandoshans open fire on any target they spot. A
Daunting (@ ¢ @ &) Stealth check with Il due ©
their natural infrared vision is necessary to come within
short range of their encampment undetected. Addi-
tionally, any % © & or ¥ that result from Stealth or
combat checks in Beta Encampment alert them of the
PCs' presence, and four Trandoshan slavers rush to join
the fight after three rounds of combat there.

TRANDOSHAN SLAVER [RIVAL]

Resolute and ferocious, Trandoshan slavers are among
the vilest groups in the entire underworid. While they
specialize in the slavery of Wookiees, they rarely refuse
the opportunity to put their combat prowess (0 the
test. No matter whether the prey is a creature or a sen-
tient being, a Trandoshan lives for the thrill of the hunt

Skills: Coercion 2, Perception 3, Ranged (Heavy) 3,
Ranged (Light) 2, Survival 3,

Talents: Expert Tracker (remove [l from checks to
find tracks or track targets; decrease time to track a
target by half), Strong Arm (treat thrown weapons as
if they had one step greater range, to a maximum of
medium range)

Abilities: Regeneration (when recovering from
wounds via natural rest or in a bacta tank, recover
from 1 additional wound; first aid, medical treat

ment, and stimpacks do not result in recovery from
an additional wound; Trandashans can regrow lost
limbs, though it usually takes at least a month before
such limbs are usable)

Equipment: Accelerated charged particle array gun
(Ranged [Heavy|: Damage 6; Critical 3; Range [Short);
Blast 5, Stun Damage), claws (Brawl; Damage 4; Criti-
cal 3; Range [Engaged]; Disorient, Knockdown), 2
stun grenades (Ranged [Light]; Damage 8; Critical —;
Range [Medium]; Blast 8, Disorient 3, Limited Ammo
1, Stun Damage), padded armor [+ 2 soak)], comlink
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BETA ENCAMPMENT

Baron Dorn Sevelle and Karazak Slavers’ Cooperative
[(KSC) agents occupy Beta Encampment, the second
slave pen outside the city. Beta Encampment sits at
a higher elevation than the other two sites, making it
easlly defended from outside threats. Beta Encamp-
ment is at extreme range from the city gates.

The KSC guards a hundred recently purchased
Twi'lek slaves with a force consisting of an acquisition
specialist and four minion groups of three acquisition
agents. The acquisition specialist sits inside the watch
house, and one minion group of agents each are sta
tioned at the watch house door, the watch house roof,
and the main encampment gate. The fourth minion
group patrols the perimeter fence.

If the PCs openly approach the camp, the KSC
operatives attempt to take them into custody. How
ever, if the PCs succeed on 2 Hard (@ € €) social
skill check, the guards escort them to the front of the
watch house, Baron Sevelle walks out of the house to
meet them. Read the following aloud:

BARON DORN SEVELLE [RIVAL]

A human trade baron from Raithal, Dorn Sevelle is a
representative of the KSC, and he was until recently a
close friend of Prince Molec. The two often sat
together during slave gladiatorial matches, wagering
on the outcomes, The latest such ket resulted in Sev-
elle’s walking away with the prince’s top prizefighter.
Realizing the warrior is more trouble than he is worth,
Baron Sevelle sold the gladiator to the Thalassians.
Now he awalts their arrival to pick up their prize.

Skills: Deception 3, Negotiation 2. Ranged (Light) 1.
Streetwise 2

Talents: Plausible Deniability (remove Il from al
Coercion and Deception checks).

Abilities: None

Equipment: Holdout blaster [Ranged [Light]: Damage
5; Critical 4; Range [Short}; Stun setting], heavy cloth-
ing (+ 1 soak), comlink, credit voucher, datapad.
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KARAZAK ACQUISITION SPECIALIST [RIVAL]

Careful planning goes into every potential Karazak Sla-
vers' Cooperative operation. Acquisition specialists
scout planets and hyperspace routes all over the Outer
Rim, iookmg fgr new mar kets dnd product species.”

Skills: Knowledge (Education) 3, Knowledge (Xenol-
ogy) 3. Perception 3, Piloting (Space] 2. Ranged
(Light) 2, Streetwise 3

Talents: Indistinguishable (upgrade difficulty of checks
to identify this character once).

Abilities: Code of Silence (upgrade difficulty of any
checks made to obtain any information from this tar-
get about the Karazak Slavers’ Cooperative once)
Equipment: Holdout blaster (Ranged |Light]; Dam-
age 5; Critical 4; Range |Short); Stun setting), adverse
environment gear ( + |1 soak), datapad, electrobinocu-
lars, field ration packs, holo-messenger, utility belt.

,&l i
KARAZAK ACQUISITION AGENT [MINION]

Acquisitions agents conduct all "product acquisition”
(enslaving) operations for the KSC with military effi-
ciency. Acquisitions agents commonly frequent major
hyperlanes in the Outer Rim, but each successful oper-
ation embaidms hem to operate Iurther Coreward

Skills (group only): Cool,
Melee, Ranged (Heavy)
Talents: None

Abilities: Code of Silence (upgrade difficulty of any
checks made to obtain any information from this target
about the Karazak Slavers’ Cooperative once).
Equipment: Blaster rifle (Ranged [Heavy].: Damage 9;
Critical 3; Range [Long]; Stun setting), force pike [Melee;
Damage 5; Critical 2; Range [Engaged)]; Pierce 2, Stun
setting), heavy clothing (+ 1 soak), bail bond chit.

Knowledge (Xenology),
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NEGOTIATION

The PCs must complete a Daunting (@ & ¢ @)
Negotiation check to convince the baron to double-
cross the Thalassians and sell the prince’s property
to them instead. Of course, to complete the sale, the
PCs need hard currency {the Thalassians are offering
20,000 credits) to pay the baron.

If the PCs have spent more than six hours on
Kowak, the baron has already completed the sale,
and the PCs need to deal with the Thalassians instead
at Gamma Encampment.

STEALTH

The PCs may try sneaking into the encampment to
reclaim the sword, which is still there provided they
have spent less than six hours on Kowak. A Hard
(@ & &) Mechanics check is necessary to get
through a section of the power fence and into the
camp, or an Average (@ @) Athletics check could
allow the PCs to scale the fence, provided they
have some way of disabling the electricity flowing
through it. Any & generated by these checks could
result in incurring strain due to an electric shock or
a misstep in scaling the fernce, while & could draw
a lone guard to investigate, adding [l to any Stealth
checks made to sneak inside.

Both methods also require 2 Hard (@ ¢ §)
Stealth check to infiltrate the camp without attract-
ing attention. Failure alerts the nearest group of
agents, and @ & sets off an alarm that alerts the
compound. & © B or ¥ alerts nearby camps to
their neighbor’s troubles, such that they increase
their own security readiness, which adds [l to any
attempts to sneak into their camps.

ATTACK

The camp is designed to keep people in, not out,
making a direct assault on the encampment a sound
method of recovering the Prince’s Sword. If the
PCs utilize this option before spending six hours on
Kowak, the entire force of Beta Encampment rushes
into battle against them, accompanied by three min-
ion groups of four slave laborers each. After the PCs
have spent more than six hours on Kowak, the sale
has been completed, and the Thalassians have moved
the sword to Camma Encampment.

THE ZYGERRIAN PARADOX
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GAMMA ENCAMPMENT

Gamma Encampment is the farthest from the city
gate, on a lower landing to the southeast. IU is sur-
rounded by dense jungle on the north, west, and
south sides, which provides ] on all Stealth checks
made to approach the camp unnoticed. However, a
nest of monkey-lizards inhabits the trees to the east
of the camp. They chatter and whoop loudly if the
PCs come within short range, which imposes [l on all
Stealth checks. Gamma Encampment is at short range
from Beta Encampment.

The Thalassian security is tight. with a pair of
Thalassian slavers doing perimeter patrols at random
intervals, one pair of slavers patrolling the yard, and
one pair guarding the watch house door, The camp
houses more than one hundred Togruta slaves, most
of whom are sleeping inside their huts. If the PCs
arrive at the camp after spending more than six hours
on Kowak, the Prince's Sword is located within the
CGamma Encampment watch house.

THALASSIAN SLAVER [RIVAL]

Members of a society of slavers thousands of years old,
Thalassians are some of the most resourceful slave trad-
ers in the galaxy. Even though their shell-covered bod-
ies would normally inhibit their mobility. the cunning
reptiles rely on various technologies, such as repulsors
and jetpacks, to travel quickly. Thaiassians are rarely
without their armor or array of gadgets. Seeing most
other species as nothing more than animals, they utilize
electronets, repulsor traps, stun grenades. and all man-
ner of non-lethal weapons to round up and ensnare
their targets. These slavers operate out of the New Ter-
ritories, using ion cannon-equipped Z-95 Headhunters
to prey on unsuspecting hyperspace travelers, but they
are also common elsewhere in the galaxy.

Skills: Mechanics 2, Piloting [Planetary) 3, Ranged
(Heavy) 2, Ranged (Light) 1, Vigilance 2.

Talents: Contraption (once per session, as an action,
may make a Hard [@ 4 €] Mechanics check to
fashion a device to solve a current problem using just
the tools and parts on hand),

Abilities: Hoverer [Thalassian repulsor packs allow
Thalassians to hover slightly off the ground:; when
hovering. Thalassians do not have to spend additional
maneuvers when navigating difficult terrain; other-
wise, their repulsor packs allow Thalassians no extra
capabilities), Ponderous (without their repulsor packs,
T'halassians cannot spend more than one maneuver
moving per turny.




Equipment: Electronet launcher (Ranged [Heavy]:
Damage 6; Critical —; Range [Short]; Ensnare 5,
Stun Damage), 2 stun grenades (Ranged [Light];
Damage 8; Critical —; Range [Short]; Blast 8, Disori-
ent 3, Limited Ammo 1, Stun Damage), repulsor-
equipped heavy battle armor (+ 1 defense, +2
soak), comlink, jetpack, utility belt.

NEGOTIATION

The Thalassians are business-minded first, but they
are also calculating and guarded. The PCs must make
a Formidable () () O { Q) social skill check, with
][] to account for the abnormal circumstances of
the meeting, in order to enter into some form of nego-
tiation with the Thalassians to obtain the Prince's
Sword. The Thalassians demand 50,000 credits for
the sword to start, but £} can lower this by 5,000,
and @ by 10,000, to a minimum of 35,000 credits.
Failure on the check or the inability to produce the
money up front results in the Thalassians' trying to
capture the PCs as slaves, while a @ could abruptly
end the negotiation and start a combat encounter.

STEALTH

The Thalassian camp is defended w
technology, and the Thalassiags
trespassing, making infiltr

perimeter patrols, the GM is encouraged to use traps
such as those found in the Slaver Tech sidebar, on
page 60, to complicate a stealthy approach. A Hard
(O Q) Perception check is necessary to locate and
avoid any traps laid by the Thalassians around their
camp perimeter, and a Daunting () { { {)) Stealth
check is needed to enter the camp unnoticed. The
Thalassians have a sensor net that imposes [ 1 1]
on any attempts to sneak into the camp.

ATTACK

Charging into the Thalassian camp to retrieve the
sword by force is inadvisable, but the PCs may make
the attempt if they wish. If the PCs do not attempt
(or fail) to sneak into the camp before launching
their assault, the sensor net set up by the Thalas-
sians alerts the camp of the PCs’ presence, making a
surprise round impossible. Thalassians are capable
fighters, and they defend their encampment to their
last breath, if necessary.




RECLAIMING THE SWORD

If the PC
the Prin

eat or strike a deal with whomever has
they can retrie from the
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figure wi

squares off

shabuir

before he gets carted offw ? Well, what are
you waiting for, hut'uun? I haven't got all day!

MORAL DILEMMAS

After the PCs discover the sword is a person rather
than an object, they must decide how to proceed. If
the PCs want to take him into custody, he is considered
helpless while chained, and he can easily be knocked
nconscious. The sword is, of course, Nam Beroy:
hock to the PCs. If the F’Cz-

his

e

Zygerrians one toc

years e shabuir g;t me with a
strung me up, and that blasted drag
Molec had me nursed back to health.~

WILD LN

* Why do they call you the Prince’s Sword? "The
prince tossed me into the slave tunnels beneath
the city to fight for his amusement. | don't know
how long I've been fighting.”

* What are/were you doing in Sevelle’s camp?
‘Some bet between Molec and one of those
sarad landuurs. | was too busted up to take on
six Barabels after fighting a Coynite gladiator”

* Why is Sevelle selling/Why did Sevelle sell you
to the Thalassians? “From the way the guards have
been talkin’, the prince is telling everyone Sevelle
stole me, so Sevelle is getting rid of the hot palle.”

* Why hashe beentorturmgyou” He's a chakaar

I\ not? Eve

sword. Looks wors
abe kisses that hurt m¢
Nam has
1a ”{-,ﬂ g Je 1 N L ) O
his own. A Hard [. .’] Medn:me check sufficiently
mends Beroya to make him ambulatory. Regardless, it
takes a Formidable (@ ¢ ¢ € @) social skill check
to get Beroya to agree to go back to the prince willingly
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DUTY (PERSONNEL]): EXPERIENCE
IS THE PARENT OF WISDOM

embers of the Rebel Alliance fight for what
; even when it is the hardest option
nnel Duty was gen d during this

} mpelled
from the 'utches of Prince
of the mission objectives

To free Nam instead of taking him to the
prince, the PCs must deactivate Beroya's
explosive implant and smugele him offworld
without the prince and his agents discover-
ing it. Unfortunately, to gain an audience with
Molec without uishing Beroya requires a
Formidable (¢ ) social skill check
ptain Armin when he meets with the
PCs to retrieve the sword. If the PCs still secure
Molec's help without handing over Beroya, it
also increases the difficulty on all social skill
checks with Molec in Episode IV by one.
However, the PCs gain several advant
having |

arrive back ¢
back in Clan A

PCs gain a powerful ally, as Beroya is grateful to
the PCs uing him.

THE PRICE OF MORALITY

If the PCs suggest rescuing Beroya, the Mandalorian
informs the PCs that he was fitted with an explosive
implant [see Slaver Tech, on page 50). To remaove the
device without risk, the PCs must obtain the handheld
transmitter paired to the implant from the prince.

If the PCs inform Beroya of their mission, he sug-
gests that if they free the slaves held in the camps
outside the city, some may join their cause. He also
mentions that if the PCs call in his clan, they could
launch an assault on the palace to free the slaves held
within the auction grounds. If the PCs agree to call in
Clan Awaud, it arrives within five hours.

Though this strategy may be a2 moral one, GMs
should remind players that they risk not only ti
lives, but he lives of siaves, C

ry Four,
y

ts of Foun

1S may gnnad

3 sizable force of ensiav e-f] soldie
jefend FOLJ’!Q!’ Fouri iat
allowed to proceed. If the PCs free I‘_re slaves, only a
fraction volunteer unless the PCs force them to fight,
making them no better than slavers.




While the PCs wait for the Mandalorian reinforce-
ments to arrive, they can attempt to free the slaves
from the slave sector outside the palace using aug-
mented tactics such as those detailed in Under
Cover of Night, on page 63. Alternatively, they could
attempt to infiltrate the palace using methods simi-
lar to those found in Other Avenues. on page 58,
to confront the prince at his banquet and attempt to
obtain the transmitter for Nam Beroya's implant.

When Nam and the PCs head back to the city to
escape on the PCs' ship or to free the slaves at the auc-
tion, Captain Armin awaits them at the main gates with
eight royal guards, ready to take them into custody and
escort the PCs to the prince, While bluffing their way
to an audience with the prince may be the most direct
route, deceiving Armin should be no small task. GMs are
encouraged Lo spend Destiny Points to give the captain
a greater edge during the crucial point in the PCs' plan.

The arrival of thirty-five warriors from Clan Awaud
sparks a small three-phase battle, which can be resolved
using the Mass Combat rules on pages 10 and 11.
Each of these phases takes fifteen minutes to unfold,
as the PCs chase the prince through the arena to catch
him before he reaches the remote system controlling the
slave impiants. The GM is encouraged to spend Destiny
Points to make this encounter an uphill fight. Success for
the PCs on any Mass Combat check moves them to the
next phase of the battle, while failure means that they
are bogged down in the current location and must fight
the phase again, taking a another fifteen minutes.

In addition, failure on a Mass Combat check also rep-
resents a number of Mandalorians falling in combat.
One Mandalorian warrior falls for each net ¥ on the
Mass Combat check. A PC who wishes to act as field
medic in the mass combat can make a Hard (¢ 4 )
Medicine check to reduce these casualties by one.
Eventually, these losses take their toll on the attack-
ing force. For every ten Mandalorian warriors who
fall in battle, the ability of the Mass Combat check is
decreased once. If the Mandalorians are all killed, the
mass combat is over, and the PCs must work quickly or
be captured and enslaved by the Zygerrians,

The results of each Mass Combat check should be
spent according to Table 0-3: Spending {3, @, .
and ¥ in Mass Combat, on page 11.

SLAVE LIBERATION PHASE 1

A platoon-strength force of Mandalorian commandos
arrives in dropships to storm the palace, taking the pal-
ace gate guards completely by surprise, This provides[]
to the Mass Combat check for this phase. The ability dice
for the check are ¢ @ @ €. and with Vera Beroya lead-
ing the commandos, the ability dice are upgraded twice.

A few dozen royal guards are stationed at the gates
and on the palace walls, setting the difficulty at Q
but a competent sergeant leads the patrol, which
upgrades the difficulty twice.

There are a number of ways the PCs can get involved
in Phase 1 of the mass combat. Of course, one of the
PCs could take the leadership role, upgrading the origi-
nal ability dice of the pool by that PC's ranksin the Lead-
ership skill instead of twice for Beroya's two. PCs who
get involved in the fighting find themselves in a combat
against one Zygerrian royal guard (see page 55) forevery
PCinvolved. Given how few royal guards there are guard-
ingthe gates, if the PCs are victorious in this combat, add
Clto the Mass Combat check this phase. A PC may also
wish to jam the guards’ comms or otherwise hinder their
ability to sound the alarm. Doing so requires a Hard
@ & 9 Computers or Mechanics check. I the PC
succeeds, no reinforcements arrive in the case of a failed
Mass Combat check, and the difficulty of repeated Mass
Combat checks in this phase are not increased.

The base dice poal for this phase's Mass Combat
checkiss OO ¢ L@ ¢

* |fthe PCs Fail the Mass Combat check: Alarms
alert dozens of palace guards and Zygerrian sla-
vers that the palace is under siege, and they rush
to reinforce the gate guards. The Mandalorians
remain outside the palace and fight Phase 1
again. To represent the new reinforcements ro
the Zygerrians, increase the difficulty of the next
Mass Combat check by one.

» |If the PCs Succeed on the Mass Combat check:
Using their jetpacks. the commandos overwhelm
the gate and rare the battlements from above.
They move on to Phase 2,

SLAVE LIBERATION PHASE 2

The slave auction is in full swing, and hundreds of slavers
and their representatives line the bleachers. With the
prince in attendance, security is on high alert. The Abil-
ity and Proficiency dice remain the same as in the previ-
ous phase {unless modified by negative results in that
phase). However the royal guards and slavers at the
royal slave auction now outnumber the PCs and their
allies nearly three to one, and Prince Molec calls the
shots there, making the difficulty @ 4 @ @. The pres-
ence of dozens of innocent slaves and servants among
the crowd also imposes [l on the Mass Combat check.

During this phase, the PCs can try to rouse the slaves
to action against their cruel master. This reguires a
Daunting (¢ ¢ ¢ #) social skill check |i the PC
succeeds, the slaves in the auction rise up and join
in the fight against the Zygerrians. As the Zygerrians
are already overpowering the slaves, any attempt by
the PCs to use Coercion for this social skill check will
automatically fail. The slaves count as an additional
element adding to the force strength of the PC's side of
the fight. This upgrades the ability of the Mass Combat
check once. If the PCs wish to participate directly in the
fighting, they encounter one Zygerrian royal guard and
a minion group of four Zygerrian slavers per fighting
PC. If they overcome these foes, they decrease the dif-
ficulty of this phase's Mass Combat check once.

THE ZYGERRIAN PARADOX
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The base dice pool for this phase's Mass Combat
check isQO GO O SN

*+ If the PCs Fail the Mass Combat check: Cuards
from all over the city rush into the auction stadium
o protect the prince and quell the upnsing. The
Zygerrian forces stall the Mandalonans, pinning
them down in the bleachers and on the auction
grounds, leaving them caught in the open. Unless
they give up the fight and retreat, the Mandalorians
are pinned down in the arena and must fight Phase
2 again. |fthe PCs fail at the Phase 2 Mass Combat
check twice without retreating, the prince and his
bodyguards make their way to the palace interior. If
they fail four times, the prince reaches the transmit-
ter for the slave implants and activates them at a
lethal setting, killing hundreds of slaves—including
Nam Beroya—and effectively subduing the rest

* If the PCs Succeed on the Mass Combat
check: The Mandalorian forces surge into the
auction grounds and get the jump on a signifi
cant number of Zygerrian guards before they can
respond to the threat. While the fight takes place,
the prince and his bodyguards retreat to the pal
ace interior and Phase 3.

SLAVE LIBERATION PHASE 3

The prince retreats to his chambers through a narrow
corridor that effectively bottlenecks the PCs and their
allies, slowing their advance. He directs his royal guards
from the relative safety of his fortified secret chambers
within the heart of the paiace. The Ability and Profi
ciency dice remain the same as they were in the pre
vious phase (unless modified by negative results in
that phase). As the palace interior is defended only by
Zygerrian royal guards without the aid of the slavers in
the arena, the difficulty drops to @ @ @. The confined
corridors and the cover arranged by the royal guards
add [l to the Mass Combat check.

As a result of the close-quarters fighting, the PCs are
engageddirectly in combat by two Zygerrian royal guards
per PC. If the PCs overcome these enemies, decrease the
difficulty of the Mass Combat check by one.

In addition, the PCs can use grenades, flame projec-
tors, or other area weapons to force the roval guards
outof cover. Doing so requires an Average (@ 4) Com-
bat skill check appropriate to the weapon used, and
if successful removes [l provided by the cover from
the Mass Combat check. @ on this check removes
the remaining lll provided by the cover. Alternatively
the PCs can attempt to destroy the cover entirely
using explesives or particularly heavy weaponry. This
requires a Hard (¢ 4 4) Mechanics or Cunnery
skill check Stuccess on this check removes both IR
provided by the cover to the Mass Combat check.

The base dice pool for this phase’s Mass Combat

check :300”. eenn

If the PCs Fail the Mass Combat check: The
Zygerrians manage to hold their ground in the pal
ace hallways and bring the Mandalorian advance to
a hait. Zygerrian reinforcements arrive and fiank the
Mandalorians at the entrance, cutting them off from
escape Unless the PCs come up with a particularly
inspired plan (such as having struck a de
Jorec and Mard to bypass any call for reinforce-
ments), they must repeat this phase until they suc-
ceed or their allies are kilied, at which point, they,
Vera Beroya, and Kad Solus are taken prisoner, If
the PCs fail at the Phase 3 Mass Combat check
three times, the prince reaches the transmitter for
the slave implants and activates them at a lethal
setting, Killing hundreds of slaves—including Nam
Beroya—and effectively subduing the rest

If the PCs Succeed on the Mass Combat
check: The Mandalorians overpower the Zyger-
rian defense and breach the prince's inner
stronghold. The commandos subdue the prince
and take him into custody before he can send an
execution command on his transmitter. The Man-
dalorians neutralize any further threats in short
order. Prince Molec is captured. and it is up to the
PCs to decide what to do next

with




AGAINST ALL ODDS

If the PCs overpower the prince and his royal guards,
Nam Beroya offers lend his weight (o the PCs cause
He then leaves (o reunite with his daughter and mazke
good on his word, If the PCs failed to secure the aid of
Clan Awaud before now, Nam Beroya convinces them
to assist in defending Xorrn. If the PCs already obtained
Vera Beroya's help, eight additional veteran Mandalo-
rian commandos reinforce Clan Awaud.

The PCs then have the opportunity to meet with the
appointed leader of the slaves to forge an alliance to
defend Xorrn. The slaves’ representative is an older
Rutian Twi'lek male named Casch N'doss.

NEGOTIATING WITH GASCH N'DOSS

Gasch N'doss has been a slave of the Zygerrians most
of his life, and he has hardened toward abuse and trick-
ery. Therefore, any Coercion checks made to intimidate
N'doss into helping suffer Il Il and Deception checks
made promising things the PCs cannot guarantee suf-
fer ll However, the man only wants what is best for
his people; any Negotiation checks offering asylum
for the liberated slaves gain [J[] PCs must make two
opposed social skill checks (o convince Gasch o aid
in Xorrn's defense. The first determines how many for-
mer slaves accompany the PCs back to Xormn, while
the second decides what the PCs must provide to the
slaves to convince them to help. The PCs can secure as
many as one-hundred slaves, but they must procure

a means of transporting them back to Xorrn. Captain
Reniow could help, but waiting for him exhausts four
hours. Alternatively, if the slave revolt liberated any
Aurore-class freighters (see Zygerrian Air Support
on page 88). the PCs could make good use of such a
starship

GASCH N'DOSS [RIVAL]

Gasch N'doss is a gaunt Rutian Twi'lek with faded, ashen-
Dlue skin. He has been a slave since he was a teenage
boy, so he can barely remember what it means to be
free. N'doss has been abused both verbally and physi-
cally his entire adult life, desensitizing him to threats. He
has fielded lie after lie from his Zygerrian enslavers, mak-
ing him cynical and skeptical, The aged Twi'lek is, how-
ever, a plain and practical character who is unapologetic
abaout getting what is best for his fellow slaves.

Skills: Cool |, Perception 2, Resilience 3, Survival 1.

Talents: None

Abilities: Desert Dwellers (when making skill checks,
Twi'leks may remove ] imposed due to arid and hot
environmental conditions)

Equipment: None

A ROYAL WELCOME

I f the PCs choose not to lead a slave revolt against
house Molec, capturing Nam Beroya alive and bring-
ing him to the palace is the only surefire way to gain an
audience with the prince. Once the PCs retumn to the
city with Nam Beroya, read or paraphrase the following
aloud as they reach the gates;

Captain Armin mex

5 you at the ma

IJ—nI.I

» with me

PRIVATE MEETING

If the PCs accept Armin’s offer and board the skiff, he
leads them directly to the landing bay inside the pal-
ace walls. Upon landing, Beroya Is spirited away to the
dungeons while Armin escorts the PCs to Prince Molec
in his personal chambers, The expansive recltangular
room has vaulted ceilings, a central pool and fountain,
and several three-meter-tall archways leading to bal
conies overlooking the jungle north of Sclavos Plateau.
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NEGOTIATING WITH
PRINCE MOLEC

When the PCs gain an audience with the prince, read
or paraphrase the following aloud-

Prince Sono Molec has ruled Kowak for over a
decade, and he has prospered despite the murder-
ers, sycophants, traitors, and thieves surrounding him
Molec is egotistical and appreciates gracious compli-
ments, which provides [] to all Charm checks made
against him. Like most Zygerrians, Prince Molec is
bold and aggressive, even vicious in his negotia
tions, and he is highly resistant to intimidation, which
upgrades the difficulty of all Coercion checks against
the prince twice. However, Molec alsc admires bold-
ness in others, which lowers the difficuity of the next
check made after attempting a3 Coercion or Decep-
tion check against the Molec once. Unfortunately, this
tactic works only once, as Prince Molec quickly grows
bored of the conversation

DARK DEAL

The PCs can now open negotiations with Prince
Sono Maolec for aid. Obtaining the prince's assistance
requires three successful social skill checks. The first is
to convince Molec the job is worth taking, the second
dictates the prince's compensation, and the final check
determines how many slaves he dedicates to the effort
If any of the three checks result in faillure with &, nego-
tiations end and the party is sent away, potentially even
attacked by the prince and his guards.

A CONVINCING ARGUMENT

The first parley requires an opposed social skill
check to convince the prince to consider the party's
offer. Since the Empire gives preferential treatment to
the Zygerrian Empire’s slave permits, the prince has
no reason to betray the Emperor. However, Maolec
has a deep-seated hatred for Captain Nervi, whorr
he blames for his exile, and mentioning Nervi's name
reduces the difficulty of any social skill checks by two

THE ZYGERRIAN PARADOX
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Success means the prince is swaved and agrees to
help the PCs, while failure means Molec remains
unconvinced and will only consider lending assistance
if the party finds some way to sweeten the deal. The
prince is impressed by the PCs’ sharp wit with £ O
£ or @, which downgrades the difficuity of their next
social skill check once. & & allows the prince’s para-
noia to creep into the conversation, and he believes
the PCs are plotting against him with 2 member of his
court, imposing [l Il on the next social skill check
After the PCs have tried to win the prince’s support.
read the following aloud:

would risk angering the Emg

BLOOD MONEY

A second opposed social skill check is necessary to
present the prince with an enticing offer. The PCs might
be able to exploit one of the prince’s many vices, such
as gambling and spice addiction. The prince is also open
to any offer of assistance in Killing his father so he can
be crowned king of the Zygerrian Slave Empire; such an
offer adds (][] to the next social skill check. Molec may
be convinced to accept Alliance intelligence on his rival
slaver organizations and their movements throughout
the Quter Rim. If the PCs conspire with Jorec and Mard,
the prince may even be susceptible to blackmail

WHAT YOUR CREDITS BOUGHT

The final opposed social skill check determines how
many slaves, conscripts, guards, and ships the prince
devotes to the party's endeavor. Success means the
prince devotes two slaver ships crewed with eight royal
guards and two-hundred slaves each, escorted by four
HH-87 Starhoppers, to Foundry Four's defense. Each
additional net ¥¢ adds a further twenty slaves per ship,
and £} ) ) or @ adds another crewed slaver ship
and two escorts. The group of slaves is comprises mainly
Twi'lek laborers, but £} can be used to persuade Molec
to include more combat-worthy slaves, such as Talz.
With £} £} Molec may even indude some Mandalo-
rian prisoners.




DAMAGE CONTROL

w inning the support of the Zygerrian prince is no
small task, but keeping their new allies from fight-
ing each other could be even more difficult. If both
the Mandalorians and the Zygerrians come to assist
in Foundry Four's defense, the PCs must work to keep
the peace between the different parties until the battle
begins. Unfortunately, Zygerrians live to instigate mat-
ters with groups of those they see as lesser beings.

If Nam Beroya survived this episode and Molec
accompanies the PCs back to Xorrn, Nam Beroya
reluctantly agrees to serve as Molec's military counsel
and personal bodyguard after the prince threatens to
slay a thousand Talz in his name if he refuses. If Vera is
also with the Mandalorians on Xorrn, read the follow-
ing aloud when they first see each other:

EPISODE IlI: XP REWARDS

Standard experience point rewards for Episode I1l:
e Successfully navigating the slave bazaar: 5to 10 XP
» (aining access to the slave auction banquet: 10 XP

* Rescuing Nam Beroya from Baron Sevelle or the
Thalassians: 10 XP

s Freeing the slaves from the slave sector: 5 XP

e Defeating Prince Molec and freeing the Zygerri-
ans’ slaves: 5 XP

e Successfully securing the aid of Prince Molec to
defend Foundry Four: 10 XP

In addition to awarding experience points, the GM

DUTY [INTERNAL SECURITY]:
NOT ON MY WATCH

maimainir‘ig the se
paramount; all of the PCs’ efforts and the

lives lost defending the compound instead
of evacuating may be for naught if Imperi-
als outside ain Nervis command learn
of the facility's tence. When a new ally is
brought to the f the GM should use the
PC with this Duty to reinforce that, despite
any arrangements made through negotia-
tions, treachery is still a possibility. Assign-
a liaison or additional guard to
0 his mischief in
2ck or to ensure he does not betray Coorsa
or the Rebellion at the last minute is a great
way to emphasize this Duty's importance,
especially moving forward into Episode IV.

Cy of Foundry Four is

If Vera Beroya confronts the prince about her father's
captivity, Molec offers to release him in exchange for her
obedience and servitude. The PCs must make a Hard (4
& ) Leadership or Negotiation check to keep Vera
and Molec separated or to strike a bargain that would
keep them from abandoning Foundry Four’s defense.

In order to prevent the Mandalorians and the Alli-
ance from double-crossing him, Molec fits himself
with a life-sign monitor tied to Nam Beroya's explo-
sive implant and the other slave collars, so if the
prince dies, Nam's and the slaves die with him. He
also threatens to reveal the |location of Foundry Four
to Imperials outside Captain Nervi's circle of influence
to keep everyone in line. An opposed social skill
check is needed to reign in Molec and force him to
focus en the fortification efforts.

should also award the following:

e Duty: Players should each earn 1 to 10 Duty
based on their individual Motivations and Duty. A
bonus +5 Duty may be awarded for fulfilling the
triggered Duty or for any noteworthy heroic acts
made on behalf of the Rebel Alliance.
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he PCs have visited both Vlemoth Port and Kowak

in search of potential allies, but the time for talk
has ended. Imperial forces are due to arrive any
moment, and the newly assembled defenders of
Foundry Four have little time before they must fight
for their lives. This episode includes:

Preparing for Battle: The PCs have one last
chance to fortify Foundry Four and do any last-
minute planning or preparation for the attack.

Orbital Battleground (Phases 1-3): The
Empire arrives in Xorrn orbit, and the battle
begins! The PCs are asked to extract Agent
Alico from the Gladiator-class Star Destroyer
Blood Ambition.

Craveyard Battleground (Phases 4-6): The
Empire overruns the orbital defenses and
begins landing troops. The PCs must hold
back the tide of the Imperial forces.

\

E BATTLE
F XORRN

Foundry Four Battleground (Phases 7-9):
Imperials control the surface of Xorrn, and push
into the heart of the Xorrn base. The party must
make its last stand.

Backs to the Wall: The battle rages in the heart
of Foundry Four. A terrible truth is revealed
about Kal Coorsa and Captain Nervi. If the PCs
have succeeded at their task, the Rebel rein-
forcements arrives to relieve the beleaguered
defenders of Xorrn.

The players begin Episode IV as soon as the PCs
land on Xorrn after visiting both potential allies.
However, if the PCs took more than forty-eight hours
to visit those or other worlds, the battle may already
be in progress; if so, Episode IV begins as soon as
the PCs drop out of hyperspace in the Xorrn system.

Those allied with the Clan Assembly at Xorrn
have been preparing to fight the Empire since the
PCs started scouring the region for allies. Many
surprises should await the Imperial invaders when
they attack Foundry Four.

THE BATTLE OF XORRN
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PREPARING FOR BATTLE

s to organize prior to
ing which allies the PCs

I

the battle. In addition to tra
recruited and which battlegrounds have been fortified,
the GM must also make certain that the details of the
situation represent party choices made throughout the
adventure. Finally, the GM must begin a five-hour count
down to the arrival of the Alliance reinforcement fleet

FINAL FORTIFICATIONS

The PCs might return from their search for allies long
before the Imperial invasion begins. If so, they may use
that time directing, constructing, or modifying fortifica-
tions at various battlegrounds or performing other last-
minute actions (see Hardened Target, on page 26)

AL this time, the PCs might have access to the engi-
neers of Foundry Four, the Foundry Four security team,
up to three-dozen Mandalorians, a squad of Talz, over
a dozen Zygerrians, and several hundred slave laborers,
all capable of helping to make the defense of Foundry
Four a more survivable endeavor.
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PRECISE TIMING

After forty-eight hours have passed, Capfain Nervi
arrives in the Xorrn system with his task force. A new
five-hour countdown begins t

s to track. At the conclu-
sion of this countdown, the Rebel armada arrives to
relieve Foundry Four

The rest of Episode IV is resolved as a nine-phase
mass caombat using the Mass Combat rules on pages
10 and 11. Unless otherwise stated, each phase at
the battlegrounds detailed below takes twenty min-
utes to resolve. As the goal of the PCs and their allies
is to delay the Imperial advance as long as possible,
giving the Rebel armada time to reach the fight, suc-
cessful Mass Combat checks will lengthen the resolu-
tion of a phase, as described on a case by case basis.
The results of each Mass Combat check should be
spent according to Table 0—3: Spending {3}, @, &,
and ¥ in Mass Combat, on page 11.

At the end of the phase during which five hours
(300 minutes) has finally passed, immediately pro-
ceed to The Allied Armada Arrives, on page 94
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he PCs are patched into Foundry Four comms for
coordinating the coming defense. When the Impe-
rial invasion begins, read the following aloud:

“We’ve got three contacts at the edge of the sys-
tem,” a technician on board the repair yard shouts
over the comm. “Two Raiders and a Gladiator!”

“Just what we expected.” The cacique addresses
you: “We’ll need you on the front lines to han-
dle anything unexpected. | can keep an eye on
the big picture from back here at the Foundry.
Good luck, and may the Force be with you.”

"TIE fighters toward the shipyard,
" ioi ‘tigg the Battle of Xorrn.

ORBITAL BATTLEGROUND (PHASES 1-3)

TARGETS OF OPPORTUNITY

hroughout the course of the battle at

Foundry Four, objectives will arise that
present major narrative risks or rewards.
These objectives are the sort of thing that
the PCs are uniquely capable of achieving,
but they may not all be optimal for the out-
come of the battle with Nervi’s forces. If the
PCs choose to pursue any of these targets
of opportunity, doing so will take them the
entirety of the phase and they will be unable
to aid in that phase’s Mass Combat check.

Some targets of opportunity span the duration
of multiple phases. In such instances, pursuing
the target removes the PCs’ ability to aid in the
Mass Combat checks of each phase that takes
place concurrently. It is possible for the party
to split up, so that some PCs can take part in
the targets of opportunity while others help
with the mass combat phase. If GMs are com-
fortable running the PCs in two different cir-
cumstances at once, it is encouraged that they
do so, as long as it makes sense for the story.




CAPTAIN RALCHIO NERVI [NEMESIS]

Born Ralchio Sargan out of an affair between Vilola
Sargan and Jans Coorsa, Ralchio grew up knowing
his true parentage, but forbidden from discussing it.
Still, he felt entitled to both Jans Coorsa’s position
as cacique and to the strange, almost mystical tech-
niques Jans had used to combat the Republic and
later the Empire on Gall. Ralchio fought alongside
Jans, but he always felt his birth father treated him
worse than the Imperials ever did. Eventually, he was
driven to extremes by the emotional distress, and he
confronted his father, demanding to know his secrets.
When Jans refused, Ralchio gave in to rage and
blacked out. When he woke, Jans was dead, despite
the lack of any sign of external damage.

Ralchio fled. He decided to join the Empire, con-
vinced his family would never think to look for him
there, Before joining, he married Lila Nervi, a mem
ber of the influential Nervi family. Ralchio cautiously
explored his connection to the Force, but went to
extremes ta hide his powers for fear of Imperial dis
covery. His paranoia convinced him an Imperial
assault on Xorrn could expose him not just as an
associate of traitors to the Empire, but as a Force
user. Eventually, he knew the only way to protect his
secrets would be to launch an attack on Xorrn him-
self and destray any evidence.

Skills: Charm 2, Coercion 2, Discipline 2, Knowledge
(Education) 2, Knowledge (Warfare) 4, Leadership 3.
Talents: Adversary 2 (upgrade difficulty of all combat
checks against this target twice), Force Rating 2.
Abilities: Dark Side Force User (uses Dark Side results
instead of Light Side results, see page 294 of the Ace
of ReeeLLion Core Rulebook). Imperial Valor (may per-
form a maneuver to cause all ranged attacks target-
ing Captain Nervi to instead hit one ally or helpless
enemy he is engaged with until the beginning of his
next turn), Unnatural Luck (twice per session, can roll
O O after an NPC or PC makes a check for an activ-
ity that occurs within Captain Nervi's line of sight, but
before the check is resolved: may spend @ to remove
£} or add €, or @ @ to remove 3¥ or add Y.
Equipment: Comlink, datapad, holoprojector, scomplink.

THE BATTLE OF XORRN
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GLADIATOR-CLASS STAR DESTROYER

Originally conceived by the legendary Walex Blissex
as a Star Destroyer escort in the heavy battle lines of
the Clone Wars, the Gladiator | was repurposed by the
Galactic Empire as an independent, long-range patrol
craft. The overpowered patrol vessel is able to project
Imperial strength and pacify entire systems for up to
two years without resupply. The Gladiator also has
two battalions of stormtroopers, five AT-ST walkers,
and the various shuttlecraft necessary to land them.

The 600-meter Star Destroyer packs incredible
firepower, and it is equally comfortable performing
system patrol, orbital bombardment, anti-ship, and
escort missions. Its relatively low price
point enables the Empire to send
Gladiators  throughout  the
Outer Rim, where they are
unlikely to encounter any-
thing more threatening than
pirates in converted haulers
or salvaged starfighters.




HullTypefC’l'a'ss Star D'estr' C
Manufacturer: Kuat Drive Yards.
Hyperdrive: Primary: Class 1, Backup Class 8.
Navicomputer: Yes.

Sensor Range: Long.

Ship’s Complement: 1,255 officers,

pilots, and enlisted crew,

Starfighter Complement: 24 starfighters.

Vehicle Complement: Numerous shuttles, landing
craft, and utility vehicles.

Encumbrance Capacity: 5,000.

Passenger Capacity: 1,200 troops.

Consumables: Two years,

Price/Rarity: 34,000,000 credits (R)/7.
Customization Hard Points: 2.

Weapons: Twelve dual turret-mounted light turbo-
lasers (Fire Arc Forward, Port, and Aft or Forward,
Starboard, and Aft; Damage 9; Critical 3; Range
[Medium]; Breach 2, Linked 1, Slow-Firing 1).

Three port, three starboard, and four aft turret-
mounted medium laser cannons (Fire Arc All; Dam-
age 6; Critical 3; Range [Close]).

Ten assault concussion missile launchers (Fire Arc
All; Damage 7; Critical 3; Range [Short]; Blast 4,
Breach 5, Guided 2, Inaccurate 1, Slow-Firing 1).

Four forward, two port, and two starboard
medium Lractor beams (Fire Arc Forward, Porl, and
Starboard; Damage —; Critical —; Range [Short];
Tractor 4).

RAIDER 1I-CLASS CORVETTE

Designed six years before the
Battle of Yavin by famed ship-
wright Lira Wessex to counter
starfighters and other attack

craft, the Raider-class corvette
was panned by Imperial strate-
gists as an ineffective frontline
warship. However, its role as an
anti-starfighter platform proved
invaluable in campaigns against
pirates and the Rebel Alliance. Around
the time of the Battle of Yavin, an updated

model saw large-scale production. Raiders were
used in backwater systems as patrol craft, often
operating in pairs alongside escort frigates like the

Victory- and Gladiator-class Star Destroyers.

At 150 meters long, the familiar wedge-shaped hull
of the Imperial Raider features three massive solar
panel wings instead of an on-board reactor. This design
minimizes space for power generation and storage on
board, allowing room for additional systems. The Raid-
er’s deadly accurate double laser cannons feature
state-of-the-art tracking sensors. Most models also
carry an experimental jammer that confounds enemy
sensors and comms, making it difficult for nearby
starfighters to coordinate their efforts. Earlier models
designed with engaging Rebel Alliance starfighters in
mind trade the ion cannon for cluster missiles.

Hull Type/Class: Corvette/Raider |.

Manufacturer: Kuat Drive Yards,

Hyperdrive: Primary: Class 2, Backup: Class 15.
Navicomputer: Yes.

Sensor Range: Long.

Ship’s Complement: 15 officers and 77 enlisted crew.
Encumbrance Capacity: 300,

Passenger Capacity: 30 troops.

Consumables: Three months.

Price/Rarity: 3,000,000 credits (R)/7.
Customization Hard Points: 2.

Weapons: Chin-mounted twin light turbolasers (Fire
Arc Forward; Damage 9; Critical 3; Range [Medium];
Breach 2, Linked 1, Slow-Firing 1).

Three port and three starboard retractable turret-
mounted twin heavy laser cannons (Fire Arc For-
ward and Port or Forward and Starboard; Damage
6; Critical 3; Range [Short]; Accurate 2, Linked 1).

Chin-mounted ion cannon (Fire Arc Forward; Dam-
age 9; Critical 4; Range [Medium]; Breach 3, lon,
Slow-Firing 2).




PHASE 1: ORBITAL
1 BATTLEGROUND, PART 1

The allied forces in orbit consist of the PCs and techni-
cal personnel on board the repair yard, which sets the
Ability dice of the Mass Combat check at @ €. If at
least two capital-scale allies occupy the orbital battle-
ground, increase the ability once. Potential capital-scale
allies include automated turbolasers hidden within the
asteroid belt, Captain Renlow on board the lcari-7,
and Prince Molec aboard his corvette, the Unbreckable
Chain. Additionally, salvaged droid starfighters, Zyger-
rian HH-87 Starhoppers. and a group of Xorm-built fight-
ers flown by Mandalorians can each contribute, each
Increasing the ability of the Mass Combat check by one.
The commander of the orbital defense upgrades these
dice with the commander's ranks in the Leadership skill.

The Empire arrives in the Xorm system with one Glad-
iator-class Star Destroyer and two Raider I-class
corvettes, which immediately raise their shields
and deploy eighteen TIE fighters that zoomi for-
ward to attack [forming six minion groups of
three fighters each). The Imperials withhold six
TIE fighters as a defensive screen. The Impe-
rial capital ships move to assault the orbital
shipyard and any capital ships of Xorra and
its allies. The immense size of the Impe-
rial force sets the Difficulty dice at
666 Caoain Nervi com-
mands this force personally,
upgrading the difficulty three
times. for @ @@ ¢ ¢

If the PCs are in starfighters,
they can take the fight to the
Empire. If they choose to do so.
one minion group of three TIE
fighters disengages from the attack
on the orbital assets and engages the
PCs. Before the Mass Combat check is
resolved for this phase, resolve the out-
come of a dogfight between the PCs
and the TIE fighters (see page 243
of the Ace of Resewwon Core Rule-
book], If the PCs overcome the enemy
starfighters, this decreases the diffi-
culty of the Mass Combat check ence.

If the PCs are driven off, they have no
overall effect on the mass combat.
PCs may also attempt to manually
override any automated turbolasers’
or droid starfighters’ targeting proto-
cols and direct them remotely. Doing so
requires a Hard (@ @ @) Computers
check. Each ¥ generated on this check
can be spent to gain automatic £} on the
Phase 1 Mass Combat check.

THE BATTLE OF XDRRN
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TIE FIGHTER

T To)Ce )
Ce ) )

Hull Type/Class: Starfighter/TIE series.
Manufacturer: Seinar Fleet Systems.

Hyperdrive: None

Navicomputer: None

Sensor Range: Close

Ship’s Complement: Cne pilot.

Encumbrance Capacity: 4

Passenger Capacity: 0

Price/Rarity: 50,000 credits (R)/4.

Customization Hard Points: 0.

Weapons: Forward-mounted medium laser can-
nons' (Fire Are Forward; Damage 6; Critical 3; Range
[Close]; Linked 1).

The base dice pool for the Phase 1 Mass Com-
bat check is OO VB O$

+ |f the PCs Fail the Mass Combat
check: The Impernial task force advances
'on the orbital shipyard, bringing all its weap-
grfs o bear. Allied forces retreat to a fall-
Mg:k position in low orbit zround the planst
itoaregroup for a new standoff in Phase 2
S Foundry Four's orbital assets are damaged
Benough to decrease the ability of the
Mass Combat check in Phases 2 and
3. The CM can spend ¥ in this phase’s
Mass Combat check to inflict serious
damage 10 one of the defenders
orbital assets. This does not destroy
it, but if it suffers further damage in
later phases, it could very well be
destroyed. The CM should then
proceed to Phase 2

= If the PCs Succeed on
the Mass Combat Check:
Friendly forces harass Impe-
rial capital ships long enough
to delay the advance an extra
twenty minutes—meaning
that this phase takes forty
minutes to resolve in total, One
minicn greup of TIE fighters is
destroyed during this phase, in
addition to any casualties the PCs
inflicted, The PCs can spend {3}
£ O O O or @ in this phase's
Mass Combat check to inflict seri-
OUS damage to one of the Raid-
ers. This does not destroy it, but
i it suffers further damage in
dater phases, it could very well be

511 ‘destroyed. Proceed to Phase 2.
i
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TARGET OF OPPORTUNITY: SPY EXTRACTION, PART 1

nur:ng Phase |, the PCs receive word from
the plaret below that a deep-cover agent is
aboard the Gladiator

Coorsa explains that a transport can dock with
the Blood Ambition on the hatch that will be
exposed due to the missing escape pod to extract
their ally, the Rebel spy Nath Alico. The PCs need
access to a transport to perform this mission.

If the PCs can get their hands on a transport, they
must break away from the main combat without
drawing the attention of the Imperial craft. The
pilot of the transport must make a Hard ({) < {))
Piloting (Space) check. If the pilot succeeds, the
party's starships head toward the Blood Ambition
unopposed by the main force of TIE fighters. A
failed check means that a minion group of three
TIE fighters breaks away from the capital ship
guard and pursues the PCs at medium range

After the PCs deal with any pursuit, the Rebel
Spy ejects an empty escape pod from the Blood
Ambition. The bridge of the Gladiator takes
notice of the unauthorized launch. A security
detachment of six Imperial Navy troopers arrives
at the hatch in three combat rounds.

The PCs must dock with the now-vacant escape
pod docking ring, which requires a Daunt-
ing (O ¢ O Q) Piloting (Space) check, dur-
ing combat conditions. Success means the
seal Is achieved without complication after a
single combat round, A failed check results in
the transport's taking one point of hull trauma
per net ¥, and it requires an additional round
to achieve a seal. The GM may spend {6; 6 {0}
or ¥, from the check to have the seal become
damaged, requiring two rounds and a Hard
(O © ©) Mechanics check to repair.

If the PCs seal and open the hatch before three
rounds have passed since the escape pod was
ejected, Agent Alico is calmly awaiting their
extraction. If four or five rounds have passed, the
security detachment of Navy Troopers has arrived
and Alico is trying desperately to hold them off
with her holdout blaster. If six or more rounds
have passed, the spy is dead and the security
detail is waiting in ambush around the hatch.

When the ambush has been overcome or Agent
Alico has been rescued, the GM should resolve
the Mass Combat check for Phase 1. This Target
of Opportunity continues through Phase 2. Pro-
ceed o the Target of Opportunity: Spy Extrac-
tion, Phase 2 sidebar, on page 82.

AGENT NATH ALICO [NEMESIS]

Operation Ruby Audit was a Rebel Alliance deep-
cover mission in which an undercover agent oper-
ated for months as Imperial Navy Lieutenant
Nath Alico. The Nath Alico cover identity has
been serving as Captain Nervi's adjutant, with
access to Imperial Navy classified data as well
as fleet movements. It is only because of Agent
Alico’s quick thinking that Foundry Four has an
opportunity to reclaim the secrecy of its lecation.

The agent has assumed several different cover
identities during her time with Alliance Intelli-
gence, though often low-level Imperial officers and
functionaries. She is meticulous and prepares for
almost every contingency far in advance.

0§0]0]0{010

Skills: Brawl 3, Charm 2, Computers 2, Decep-
tion 3, Knowledge (Warfare) 3, Ranged (Light)
2, Skulduggery 2, Stealth 2, Vigilance 2.
Talents: Convincing Demeanor 2 (remove [ ][]
from all Deception and Skulduggery checks), Indis-
tinguishable 2 (upgrade the difficulty of checks to
identify character twice], Natural Charmer (once
per session, may reroll any one Charm or Decep
tion check), Kill with Kindness 2 (remove [][]
from all Charm and Leadership checks).
Abilities: None.

Equipment; Holdout blaster (Ranged [Light;
Damage 5; Critical 4; Range [Short]; Stun set-
ting), astromech droid, black ops data breaker,
comiink, datapad, electronic lock breaker.

IMPERIAL NAVY TROOPER

[ MINION]

Skills (group only): Perception, Ranged [Light).
Talents: None

Abilities: None,

Equipment: Blaster pistol (Ranged [Lightl;
Damage 6 Critical 3; Range [Medium]; Stun
setting), blast vest and helmet (+ 1 soak).




| PHASE 2: ORBITAL
BATTLEGROUND, PART 2

TARGET OF OPPORTUNITY:
SPY EXTRALCTION, PART 2

‘ 0 nce the PCs detach from the Blood Ambi-
. ‘ . tion, they must race toward the minefield,
| any capital &h,"ar F Xorrn or it f g I[P €
bombarding allied forces with a withe ering hail of tur ground, all of which are at extreme
bolaser fire, This adds [l to the Mass Combat check from their current location, 1o get Agent Al
| for Phase 2, as well as |l on the actions of any PCs 0 salety. Any remaining TIE TFEHLEIS in g
located on the orbital shipyard or surrounding aster [
‘ oids. Barring any outcomes from the previous phase,
the base Difficulty and Challenge dice remain the same -
as in that phase with [ts ion cannons. Before resolving rhe M.’-i.f.':.
Il the PCs continue to engage the Imperial forces in Combaticrieck f.riﬂ)l. Pivise 2, esalve 2 dog!laht
rrednsalnadviatnn aabidissetdbloiial between the PCs' transport and the TIE fight
starfighters, they come under attack from two minion ave. At the | ;
J groups of three TIE fighters each (see page 80) B"'h'”‘ port’s pilot must make a Daunting

the Mass Combat check is resolved
resolve the outcome L'Ithnjlﬁgﬁgi‘;ri‘-f‘".-.f‘ﬂ 1the PCs and
the TIE fighters both TIE

i for this phase

Piloting (Space) check. If the pil

"

are gestroyed .
Ak Raider’s ion canons. If the p

round during which the Ra
1S gle attack with the
nst the PCs' transport. Tt

¥ to maneuver the PCs in n cannon range

ke lers, and each may attack the
I[”‘]“Cor;lputers chedk by the PC slidn e the tar SRPIORY per round of the dog fight

geting system. If successful, the PC lands some punish If the PCs’ survive their flight from the Blood

hiows on the Imperial Raiders. Add additional. auto Ambition and reach extreme range from the

matic £} 4’} to the Mass Combat check for Phase 2 rial capital ships, they complete the objec-

tive of this Target of Opportunity. Resolve the
, Combat check and proceed to
Phase 3: Orbital Battieground, Part 3.

The base dice pool for the Phase 2 Mass Combat
check 1s: OO....‘.

« |If the PCs Fail the Mass Combat check: The
Empire swarms the orbital shipyard, bombarding
It with precision turbolaser strikes and ion cannon '
blasts, disabling the repair yard and any reacti
vated systems on the Acclamator-class cruiser in
which it hides. The allied forces lose the orbital
shipyard and any military assets housed there
This decreases the ability of the Mass Combat
check for Phase 3 one. The defe
0 the upper atmosg nder pursuit from Impe
rial forces. The GM should proceed to Phase 3

at this point

ers retreal

I

"\

= |Ifthe PCsSucceedon the Mass Combat check:
Holdin 1y

O U U U {.). ‘ r“ 0’* to Ph;a;éIS |

'i)' damaged Raider

il THE BATTLE OF XORRN
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pHASE 3: ORBITAL Check: The Imperial armada breaks through the

defenses and begins launching dropships. Many
BATTLEG ROUN D, PART 3 of the orbital defenses are destroyed in the bar-
rage, causing the remaining units to scatter and

head for the surface. The GM-should then pre-
ceed to the Graveyard Battleground.

The final phase of the orbital battleground begins
when the Empire parks its task force in low orbit.
The remaining forces friendly to Xorrn retreat to
the upper atmosphere, which provides cloud cover  * If the PCs Succeed on the Mass Combat

against incoming attacks and-a maneuvering advan- Check: Allied fighters outfly the TIE blockade
tage for allied craft, each of which in turn adds lito” -  and bring down a handful of the Imperial drop-
the next Mass Combat check: [l [l in total. Barring . =~ ships. In the next phase of the mass combat,
any outcomes. from the previous phase, the base the Imperial forces will be reduced.by fifty
Ability and Proficiency dice remain the same as in . stormtroopers and three scout speeder bikes.
that phase. Decrease the difficulty of the Phase 4 Mass
Combat check by one, Proceed’ tc the Grave- ,.

The Imperials redirect their remaining comple-
ment of TIE fighters to make way for their dropships.

The Imperial capital ships focus their attention on
the Xorrn-allied fighters, add [ to the Mass Combat ORRBEFAL BATTLEGROUNDA”ERMATH

check for this phase. Barring any outcomes from the  |mperials consolidate their control of Xorrn spac:e to
previous phase, the base leﬁCUIty and’ _Cha”ﬂ"lge trap the defenders on the planet Escape‘ pods jet.
dice remain the same as in that phase. tison from the repair yard toward thé surface. Fight-
Any PCs in starships find themselves suddenly free of ~ers make for Foundry Four, while the /carii-7‘and the
fighter opposition, as all of the remaining TIE fighters Unbreakable Chain disappear into thick clouds in
peel away to clear the way for the Imperial dropships.  the atmosphere. Move on to the
The PCs can target the TIE fighters and attempt to thin  Graveyard Battleground.
the number of fighters able to provide air support for '
the coming ground assault. Any PCs in starships have
three rounds of combat left in which to engage any
remaining TIE fighter minion groups. The TIE fighters
are preoccupied with clearing the landing lane of any
opposition and spare little attention for the PCs, who
ca nattack unhindered. Due to this
to all combat checks against the T
are on the orbital repair yard or su
they must find
resort to the repai 3
out until the last minu ifthey wish t
phase of the combat. Doing so require
make a Hard () © ) Cool or Disc
remain on the orbital platform, at lea
up) of the PCs must succeed on the ch

yard Battleground. g L

pre
the escape pods and spends the phase in their descent
to the planet below.

The base dice pool for the Phase 3 Mass Com-
bat check is: @ @OOOOOMMLL

« If the PCs Fail the Mass Combat




GRAVEYARD BATTLEGROUND

(PHASES 4-6)

0 nce the Empire controls Xorrn orDit, it Deg
ing its troops. Read the following aloud

leqr ( J
jard until they commit.”

On the far side of the wreck of the Acclamator-class
Star Destroyer Sentinel, on Xorm's surface, a steady
stream of Imperial landing craft disgorge infantry and
walkers. The troops immediately secure the land-
ing zone and dispatch scouts (o gauge the enemy
defenses. Once the Imperials build up their numbers
to the point at which Lieutenant Colonel Hovlinn feels
confident of success, they march on the core ship
graveyard

LT. COLONEL HOVLINN [RIVAL]

When the battle moves to Xorrn's surface, Cap
tain Nervi leaves the details of approach to the

Skills: Discipline 3,

Leadership : ged (Light]

Talents: rsary 1 (uperade difficulty of all
3 ag his target once).

Abiliti 5: Tactical Direction (may perform a

maneuver to direct one stormtrooper minion

group within medium range; the group may

perform an immediate free maneuv ~add

s next check), Improved Overwhelming Fire

form a maneuver to one storm
minion up within medium r.

S (Ran 1L'ph']
3; Range [NV Stun
~er uniform [+ 1 scak) t_‘m{lﬂk.

5 10 assassinate Hovlinn dur:
of the battle, Captain Nervi
akes command, and acts as the enemy

nder for later phases.

PHASE 4: GRAVEYARD
BATTLEGROUND, PART 1

Allied forces that may be deployed at the graveyard
nclude of a squad of security personnel and a com-
pany of lightly armed engineers, which sets the Ability
dice for the Mass Combat check to ¢ €. However, the
additional forces that have been rallied by the PCs
could shift the balance of the fight significantly. There
could be a platoon of Mandalorian commandos (@ @
® 9. a squad of Talz hunters (@ €. an army of sev-
eral hundred Zygerrian slaves (@ € © €). a platoon
of salvaged B1 battle droids (@ @ ). or a squad of
droidekas (@ @ €). When calculating the Ability dice
for the Mass Combat check for this phase, start with
the largest number of Ability dice provided by any
.';;|"|‘.1|{_' allied force present on the graveyard battie
ground, and increase the ability by one if any other
allied forces are present

IMPERIAL STORMTROOPER [MINION]

The majority of the fighting on the surface of
Xorrn and beneath it is against th SIVE Num-
ber of Imperial stormtroopers brought aboard
the Blood Ambition. The PCs are likely to engage
with many of them directly throughout the
course 'he ground assault in the remaining
phases of the attack on Foundry Four.

Ranged (Heavy).

Talents: Nor

Abilities: None.

Equipment: Blaster rifle (Ranged
Damz 1{m g. Cmtlmi 5: Range IL('.'WI-

L.rmteu Awmm 1), .stu
er armor [+ 2 soak], utility belt, extra
Individuals or groups of two may be

armed with light repeating blas




TARGET OF OPPORTUNITY: THE FLOATING FORTRESS

During Phase 4, the party learns of a new
threat. An Imperial Floating Fortress has disem-
barked from a drop vehicle and is moving to a
flanking position on the northern edge of the
graveyard. Read the following aloud:

‘Do you read? Sensors just detected an Impe-
rial repulsor signature entering the north side of
the graveyard. They might be trying to flank us.
Can you check it out? Lets hope it's not..." The
Cacigue’s voice culs out in a blizzard of static.

The comms have ceased to function, and the PCs
are cut off from communicating with their allies
electronically until they can disable the comms
jammer that is blocking their transmissions.

LOCATING THE REPULSOR VEHICLE

PCs can maneuver on foot toward the northwest
edge of the core ship graveyard. A successful Aver-
age () {)) Perception check reveals an Imperial
Floating Fortress, a minion group of six Imperial
scout troopers, and an Imperial officer. Failure
means the PCs have no warning, and instead walk
right into engaged range of the enemy soldiers.

If the PCs succeed on the Perception check, they
may choose to approach covertly. To do so, each
PC makes a Hard () O ) Stealth check. If at
least half of the PCs succeed, they may approach
the Floating Fortress to within short range. The
transport hovers at short range off the ground.

An Average () ) Computers check reveals the
jamming originates from the Floating Fortress.
Once they are in control of the vehicle, an Easy
() Computers check can end the jamming.

The PCs may try boarding the transport by mak-
ing an Average ({ {3) Athletics check. Failure
means the PC is hanging on by the fingertips, and
must take an action to regain purchase. ¥ can be
spent by the GM t0 make a PC suffer a fall from
short range (see page 228 of the Ace oF ReBELLION
Core Rulebook), PCs can access the ship by open
ing the aft bay doors or top hatch with an Aver-
age ({ {)) Computers or Skulduggery check or
a Hard (O O ©) Athletics or Mechanics check.
Once on board, the party can canvas the vehicle
and take control by defeating the two Imperial
officers and twe Imperial stormtroopers inside.

Once the Floating Fortress has been eliminated
as a threat, resolve the Mass Combat check for
Phase 4 and proceed to Phase 5.

IMPERIAL FLOATING FORTRESS

Designed as an urban counterpart to the ATAT
walker, the Floating Fortress is better at navi-
gating the narrow streets and sharp corners of
dense cities. It also has sophisticated sensor
software known as a target identification net-
work (TIN). In addition, the Floating Fortress is
mounted with comm jammers that require a
successful Formidable (O & & O $) Comput-
ers check to bypass within loang range.

0:0: 0 peages
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Vehicle Type/Model: Combat Speeder/HAVr A9
Floating Fortress.

Manufacturer: Ubrikkian Industries.

Sensor Range: Medium (add [l to all Comput-
ers checks to use sensors)

Crew: One pilot, one co-pilot, two gunners.
Encumbrance Capacity: 100

Passenger Capacity: 10 troops.

Price/Rarity: 80,000 credits [R)/6.
Customization Hard Points: 2.

Weapons: Two turret-mounted heavy blaster
cannons (Fire Arc All; Range [Close]; Damage
5; Critical 4).

IMPERIAL ARMY OFFICER [RIVAL]

oo

il

Skills: Discipline 3. Knowledge (Warfare) 2,
Ranged (Light) 2, Vigilance 2.

Talents: Adversary 1 [upgrade difficulty of all
combat checks against this target once).
Abilities: Tactical Direction (may perform 2
maneuver to direct one stormtrooper minion
group within medium range: the group may per-
form an immediate free maneuver or add [l to its
next check), Improved Overwhelming Fire (may
perform a maneuver to direct one stormtrooper
minion group within medium range; the group may
perform an immediate free combat check action).
Equipment: Blaster pistol (Ranged [Light]; Dam-
age 6; Critical 3; Range [Medium|; Stun setting),
officer uniform [ + 1 soak), long range comlink.
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The base dice pool provided below presents an exam-
ple baseline force of three ability dice. increased by the
allied forces, for a total of ¢ @ @ @. These dice are
upgraded by the Leadership skill of the commander
leading the assault on this battleground—the base dice
pool assumes two ranks of the Leadership skill. If the
Icarii-7, Unbreakable Chain, or both are on the battle-
ground, each can provide [0 to the check while bom
barding the landing zone.

The Imperial landing zone is on the far side of the
Sentinel wreckage, which provides cover for the inva
sion force and adds Il on the Mass Combat check
Assuming any of the TIE fighters survived the orbital
battleground, a minion group of up to four TIE fight
ers provides air support, adding an additional [l At the
start of the phase, the Empire deploys 200 troops with
ten speeder bikes and two AT-ST walkers, setting the

difficulty at 4 4p 4 @ €. The invasion force is corn-
manded by Lieutenant Colonel Hovlinn, which
upgrades the difficulty twice.

/< R0
I .
If the PCs are with the
Foundry Four ground forces during this phase, they
fave a number of options for assisting the battle. If the
PCs engage the AT-ST walkers or the speeder bikes and
either pull them away from the main attack force or
destroy them, their efforts downgrade the difficulty of
the Mass Combat check once. If they do so, the have to
face off against the Imperial assets on their own. These
assets comprise either two minion groups of three
speeder bikes each, or a lone AI-ST. This could pose
a sizable challenge to the PCs without a great deal of
forethought. PCs with access to atmosphere- capab
starships could engage any remaining Imperial TIE sup-
port, removing the [l the TIE fighters add to the Mass
Combat check.

THE BATTLE OF XORRN
FRIENDS LIKE THEST

AT-ST WALKER

Gis ) Caz )

Vehicle Type/Model: Reconnaissance Walker/AT-ST

Manufacturer: Kuat Drive Yards.

Sensor Range: Short

Crew: One pilot, one gunner.

Encumbrance Capacity: 18.

Passenger Capacity: O

Price/Rarity: 50,000 credits (R)/4.

Customization Hard Points: 1.

Weapons: Port-mounted light blaster cannon [Fire

Arc Forward; Damage 4; Critical 4; Range [Close]).
Chin-mounted twin heavy blaster cannons (Fire Arc

Forward; Damage 5; Critical 4; Range [Close]; Linked 1),

74-ZSP|ERE ﬁ

Vehicle Type/Model: Speeder Bike/74-Z.
Manufacturer: Aratech Repulsor Company
Maximum Altitude: 25 meters.
Sensor Range: Close.

Crew: One pilot.

Encumbrance Capacity: 5.

Passenger Capacity: |

Price/Rarity: 3,000 credits/4.
Customization Hard Points: 2.
Weapons: Forward-mounted light repeat-
ing blaster—this weapon's entire profile

uses personal scale, not planetary scale (Fire

Arc Forward; Damage 11; Critical 3; Range
= [Extreme]: Auto-fire, Pierce 1)

Any PC wishing Lo act as field medic for the allied
forces can make a Hard (4 4 4) Medicine check
to keep their fighting strength up. If the PC succeeds,
they significantly reduce casualties inflicted during
this phase and add [[] to the Mass Combat check to
reflect the positive effect this has on morale.

Given the terrain of this battlefield, the PCs could
attempt to bottleneck the Imperial forces by block-
ing their way through the graveyard. causing them to
progress more slowly. Doing so requires either explo-
sives or some form of heavy machinery capable of
moving parts of the wreck, along with a Hard (¢ 4 @)
Mechanics check. The GM is encouraged to flip a
Destiny Point to upgrade the difficuity of the check
to represent the danger on an active battleground
Should the PC succeed, add automatic 3 £} to the
Mass Combat check for this phase.

The base dice pool for the Phase & Mass Combat

cheeckis OO OO G ¢S HNR




« |f the PCs Fail the Mass Combat check: The in
tial invasion forms a beachhead at the landing zone
and presses forward, adding another 200 troops

and another AT-ST walker to its ground forces.
The defenders suffer losses throughout the phase,
enough to reduce the ability of the Mass Combat
check in Phases 5 and 6 by one unless the PCs
can pull elements stationed elsewhere in the Xorm
foundry to reinforce them. Proceed to Phase 5

* |f the PCs Succeed on the Mass Combat check:
The defenders dig in and successfully staill the
Imperial march. The Imperial force takes losses, but
more importantly, the intractable forces of Foundry
Four halt the Imperial advance, making the landing
process ever more difficult. No new Imperial troops
are landed this phase, and it takes the Imperial
forces an extra thirty minutes to secure their land-
ing site, meaning Phase & takes fifty minutes to
resolve in total, Proceed to Phase 5.

PHASE 5: GRAVEYARD
BATTLEGROUND, PART 2

The defenders continue their fighting retreat as the
Imperials march through the graveyard wreckage. More
Imperial troops pour in from the landing zone. The Abil-
ity and Proficiency dice remain the same as in the previ-
ous phase. Defending warriors have a number.of fire
positions from the cover of the wreckage, adding [
to the Mass Combat check. If the PCs failed the
Mass Combat check from Phase 4, the defend-
ers took significant losses and the ability
of the Mass Combat check for this
phase Is reduced by one. The
PCs can offset this by making a
Hard (@ ¢ 4) Leadership or
Daunting (@ ¢ @ @) Coer-
cion check. Il successful,
the PC is able to convince

a military asset deployed
within the landing shafts
or the foundry itself to
redeploy to the graveyard,
offsetting the losses suffered
in Phase &, but impacting the available asseis
at the foundry itself

Imperial troops and vehicles continue to land
as the initial force makes its way through the
wreckage. Any remaining TIE fighters coniinue
o provide air support, adding [} to the Mass
Combat check

If the fcarii-7 or Unbreakable Chain are pies
ent on the battleground, or if any PCs arein
atmosphere-capable starships. they carl
occupy any TIE support, harassing and dis-
tracting it, if nol outright destroying It

This removes the [l added to the check by the TIE fight-
ers. If the PCs are involved, they face the remaining TIE
fighters in combat. The TIE support is split intc one min-
ion group for every three TIES

The PCs can can engage with this phase of the com-
bat in the same ways that were available in Phase 4
taking on the TIE air support, speeder bikes, or AT-
STs directly; acting as medics; or attempting to fur-
ther bottleneck the Imperial advance. See page 86
for these options and relevant skill checks. However
any successful action the PCs took during Phase & is
not repeatable in Phase 5, as the benefit has already
been achieved. They may try any unexplored options
or retry unsuccessful options this phase. In addition,
if the PCs did not attempt the Target of Opportunity
in Phase 4, they may do so now

The base dice pool for the Phase 5 Mass Combat
checkis QO 90O ¢ LA

+ |f the PCs Fail the Mass Combat check: The
Empire persists in forcing the defenders back
toward the landing shafts. The Impen
als continue to land their ground
troops as the initial landing
zone fills with another 200
troops and another
AT-ST walker,




IYGERRIAN AIR SUPPORT

| it botiommai o bl AURORE-TLASS FREIGHTER
| sode Il n lend assis e dur
ing the ba irore-class slave ships The YV-865 is best known for its association
ide air support during with the Z rian Slave Empire, which uses the
yattle on the surface. transport with regularity. The standard modifi-
cation to the base model is called the Auro
| class and features a bank of grappling turrets

HH-87 STARHOPPER that can fire from the back when the bay d«
are opened., Ensnared victims are reeled into
Predominantly found throughout Hutt Space, the the cargo bay after four combat rounds.
is also used by the Zygerrian Slave Empire —————
d its facilities across the Outer Rim. Some

Hull Type/Class: Freighter/YV-865.
Manufacturer: Corellian Engineering Corp.
Hyperdrive: Primary: Class 2, Backup: Class 12,
Navicomputer: Yes.
Hull Type/Class: Starfighter'HH-87, Sensor Range: Medium.
Manufacturer: Ubrikkian Industries. Ship’s Complement: One pilot, optional co-
Hyperdrive: Primary: Class 2, Backup: None. pilot, one engineer, one comms/sensors opera
Navicomputer: Yes tor, two loadmasters, four gunners.
Sensor Range: Close. Encumbrance Capacity: 800
Ship's Complement: One pilot. Passenger Capacity: 15 passengers and 100
Encumbrance Capacity: 15. ensiaved prisoners
Passenger Capacity: 1. Consumables: Two months.
Consumables: Two | : Price/Rarity: 240,000 credi
Price/Rarity: 90,000 credits/t Customization Hard Points: 3.
Customization Hard Points: 3. Weapons: Forward-mounted twin medium laser
Weapons: Tw n light laser cannons (Fire Arc cannons (Fi ¢ Forward; Damage 6; Critical
Forward; oe 5; Critical 3;'Range [Close]; ; Range [Close]; Linked 1), 4 aft-mounted grap-
Linked 1) ling this weapon's entire profile v
: 3, hot planetary scale (Fire Arc Aft;
e |; Critical 4, Range [Long]; Ensnare 4
[Note: Ensnared victims are reeled into the cargo
bay after four combat rounds.], Slow-Firing 2).

which increases the difficulty of the Mass Com- PHASE 6: GRAVEYARD

bat check for Phase 6 by one. The PCs' allied
strength is reduced enough to reduce the ability BATTLEG ROUND; PART 3
of the Mass Combat check in Phase 6 by one.
The battle moves to Phase 6

For the final phase of the graveyard battleground, the
defenders retreat deeper into the graveyard. near the
* If the PCs Succeed on the Mass Combat landing shafts. The ability, Proficiency, Difficulty, and
o4 check: Ul-_'!eﬁs‘ve troops fTaﬂagE [0 catc h I.'npl-_ (khd”i'”g{' dice remain |he same as in Phase 5 modi-
b rfial soldiers in a crossfire, and anti-vehicle sup-  fied by the outcomes of previous phases. With the

port drive the AF-ST walkers or TIE fighters into @ mass of Imperial troops present on the battlefield, it
Il l elensive position, which decreases the difficulty i nearly impossible for the retreating aliied forces to

of the Mass Combat check for Phase 6 by one fall back without exposing themselves to enemy fire
The Imperial forces consolidate their strength at this adds [l to the Mass Combat check. As ir previous
: the landing zone before pressing ahead in a final phases in the braveyard battleground, any remaining
t push to the landing shafts. This delays the rese-  TIE air support adds [l to the Mass Combat check
ution of Phase 5 by twenty minutes, meaning ypjess mitigated by PC or allied air support

the phase takes a full forty minutes to resolve

Proceed (o Phase 6

ol = THE BATTLE OF XORRN
FRIENDS LIKE THESE




The PCs can attempt to provide covering fire for
their allies during the fighting retreat. To do so, a PC
must make an Easy (@ @) Gunnery, Ranged (Light),
or Ranged (Heavy) check. If successful, remove [l
from the Mass Combat check this phase.

PCs wishing to lead a feint against the Imperial
troops could take some vehicles and a handful of
Foundry Four troops and attempt to draw the attack-
ing forces away from the landing shafts. Such an
action requires a Hard (¢ ¢ 4) Deception check.
If successful, the PC draws off enemy pursuit, adding
5 minutes to the total time required to resolve this
phase for each net ¥¢. However, this is a very danger-
ous option, so the GM can spend & generated on this
check to inflict 1 wound on each PC involved.

The base dice pool for the Phase 6 Mass Combat
SIS erer TY I Y XY XY | |

« If the PCs Fail the Mass Combat check: The
Imperial troops overwhelm the retreating defend-
ers, driving them Into a hasty descent Massive

losses and crumbling morale add Il M to each

subsequent phase of the mass combat. During
each phase, the PCs or the acting force commander
can attempt to rally the defenders of Foundry

Four. Doing so requires a Daunting (@ ¢ ¢ ¢

Charm, Coercion, or Command check. I success-

ful, remove the [l Il their broken morale would

impose for the remainder of the battle. Meanwhile,
the Empire has taken full control of the graveyard,
and any remaining ground forces are able to land
without incident. Proceed to the Foundry Four
Battleground g

= If the PCs Succeed on the Mass Combat check:
The PCs’ allies succeed in retreating to cover near
the edge of the landing shaft and begin to make
their retreat into the bowels of the factory. Think-
ing they have their enemies on the run, the Impe-
rial troops consolidate their forces a good distance
from the landing shaft. Little do they know that the
defenders are retreating in good order, preparing
for the final confrontation with the invaders as they
£0. This adds automatic £3 £} to the Mass Combat
check of Phase 8.

In addition, the allied combatants who have
escaped the graveyard are added to those forces
that defend the foundry, increasing the numbers
within the foundry substantially. Depending on
which forces are left, this could increase the ability
of the Phase 7 Mass Combat check by up to two,
at the GM's discretion. The caution of the Impe-
rial invaders costs them precious time, and it isan
extra twenty minutes before the attackers make
a serious attempt on the landing shaft, meaning
this phase takes a full forty minutes to resolve.
Proceed to the Foundry Four Battleground.

GRAVEYARD BATTLEGROUND AFTERMATH

The defenders retreat to the landing shafts and take
transports (Mandalorian shuttles, Aurore-class freight-
ers, or other available vehicles) to the bottom. The
Empire consolidates control of the core ship grave-
yard, stomping out any isolated pockets of resistance
before massing near each landing shaft. The Imperi-
als bring up any remaining walkers and begin anchor-
ing rappelling lines. Any larger ships, if present, are
driven off. The lcarii-7 jumps into hyperspace, and the
Unbreakable Chain lands in a nearby canyon, where
any Zygerrian leaders on board transfer to a small air-
speeder to rejoin the fight. Move on to the Foundry
Four Battleground.




FOUNDRY FOUR BATTLEGROUND

(PHASES 7-9)

Dns_'u the Impenals overrun the graveyard battie
ground, they advance and divide their forces, mass
ing them arcund the east and west landing shafts (o
make their way into the factory of Foundry Four itself
Read the following aloud

olcd the
come

The defenders and their allies roar in defiance, sig
naling their readiness to give their all. Meanwhile, the
imperials begin dividing the invasion force to assault
both landing shafts simultaneously. The party may
want to split its efforts to meet the Empire on both
fronts. As the two landing shaft battles are happen-
ing concurrently and the defenders and atiackers at
each shaft are each part of a larger whole, the two
battles should be treated as a single whole mass
combat to avoid confusion and unnecessary com-
plication. Allied forces should be divided per the
PCs' direction, though for the purposes of the
Mass Combat check all
forces will be part of
a single combat.

PHASE 7: FOUNDRY FOUR
BATTLEGROUND, PART 1

Any remaining friendly forces retreat to the bottom of
the landing shaft and prepare to defend the key base
bottleneck. As with previous battlegrounds, the abil-
ity of the Mass Combat check is determined by the
strongest lorce allied to Foundry Four, upgraded once
by the presence of additional forces. The denizens of
Foundry Four, with Lira Hardin right in the middle (¢
@) are the least of the forces that could be fighting
to defend their home At this point, the PCs' allies
may have taken serious losses, so any of the follow-
ing force strengths should be mitigated by the GM
to represent these losses, Other forces that could be
present fighting alongside the PCs include: the Man-
dalorian commandos (@ ¢ @ @), a platoon of sal-
vaged B1 battle droids (@ @ €). 2 squad of droidekas
(@ ¢ 9. 2 squad of Talz hunters (@ §), or a platoan
of Zygerrian slaves " ’_I The battlefield commander
upgrades this check a number of times equal to the
commander’s ranks in the Leadership skill, per the
Who's In Charge Here, Anyway? sidebar, on page
76. The shafts are natural chokepoints, and Impes
rial troops are wulnerable to attack during their




descent, adding [] to the Mass Combat check. If the
Mandalorians are present for this battle, their affinity
for jet packs is of particular use in the landing shafts,
adding automatic {J £ to the Mass Combat check

With the graveyard under their complete control, the
Empire has landed its full invasion force, bringing the
grand total of deployed forces—prior to any losses—
to 1,200 stormtroopers, ten speeder bikes, five Al
STs, and a Floating Fortress. The stormitroopers are
deployed in three divisions: two attack divisions [one
to each landing shaft] and a third division to secure the
landing site and act as reinforcements when needed
Any AT-ST walkers that survived the previous phases
take up a mobile perimeter around the drop site.
Remaining speeder bikes scout the graveyard and sur-
rounding territory. The difficulty of this Mass Combat
check begins at @ @4 @ @. Captain Nervi takes com-
mand Inside the factories even if Hovlinn has survived.
He upgrades the difficulty of this check three times due
to his Leadership skill. Fortunately for the PCs, coordi-
nating two attack vectors while retaining a defensible
position at the landing zone is a tough job, so the PCs
add a further ][] to the Mass Combat check

During this phase, the PCs are in the thick of the
fighting. That the Imperials are going to take the land-
ing shafts is inevitable, but every minute counts. The
PCs can add their strength to the battle by each mak-
ing a Hard (4 @ €) Combat skill check. The GM is
encouraged to allow the PCs to modify this check with
any particular talents or gear applicable to combat
against the stormtroopers, who are rappeliing down
the shaft, providing covering fire, and landing on the
platform. Each successful check increases the dura-
tion of this phase by five minutes, and each @ can
be spent to increase it by ten minutes. Players can
eachspend £} ) on their check to add zutomatic )
To the Mass Combat check at the end of the phase
However, the GCM can spend & & from each check to
add [l to the Mass Combat check, and ¥ to remove
[l from the pool.

The base dice pool for the Phase 7 Mass Combat
check is OO 06 BB @SSO

* If the PCs Fail the Mass Combat check: Driven
back from the landing shafts by a hail of Imperial
blaster fire, the defenders slam the blast doors
between the landing platforms and the factory
shut, The defenders suffer significant losses dur-
ing the retreat, decreasing the ability of the Mass
Combat check during Phases 8 and 9 once. The

stormtroopers set a rally point on the platforms

o marshal their strength for the final assauit. Pro

ceed to Phase B

If the PCs Succeed on the Mass Combat
check: The defenders pull into the factory, slam-
ming the blast doors behind them. The storm-
troopers take the landing shaft, but it has cost

them dearly in Imperial lives and precious time.
While Nervi's forces are far too numerous to be
signifiicantly iImpacted by their losses, the effect
on both sides’ morale is palpable. Flip one dark
side Destiny Point to a light side Destiny Point.
This phase takes an extra twenty minutes, mean-
ing this phase takes a full forty minutes to resolve
bafore proceeding to Phase 8

PHASE B8: FOUNDRY FOUR
BATTLEGROUND, PART 2

Defensive forces retreat from the blast doors into the
mazelike factory, hiding among the machinery. The
Ability and Proficiency dice remain the same as in
Phase 7, modified by the outcomes of that phase.
The clutter of machinery and crates provides cover for
the defenders, adding [[] to the Mass Combat check.
Civen that the Imperial advance Is bottlenecked by
the two entrances from the landing shafts to the fac-
tories, the maximum force strength they are able
to bring to bear in this phase is 4 4 ¢ €. This is
upgraded according to their Leadership, as described
in the last phase

The PCs can further stymie the stormtroopers’
advance from the landing shafts by activating the
machinery of the factory, forcing the stormtroopers to
fight amid the uproar of an automated machining sys-
tem. To activate the factory systems, a PC must make
an Easy (@) Mechanics or Average (4 §) Computers
check. If the PC succeeds, downgrade the difficuity of
the Mass Combat check for this phase once, to repre-
sent the chaos that envelops the stormtroopers

The base dice pocl for the Phase 8 Mass Combat
checkis QOGO OOG[IL1

FAMILIAL TIES, PART 1

n uring Phase 8, Lira Hardin cat
glimpse of Captain Nervi, and the recog-
nition is instantaneous. She knows this man:
she knew him when he was Oy 2rowing up
the son of Vilola 3 Unfortu

gnmition s

assumes

id Foundry Four out t

1 her son, for some se

que. If the PLs wis

an opposed social skill check. Reg

the result, Hardin t comlink to inform
the Cacique ¢ t esence and identity

of the Imperial captain




If the PCs Fail the Mas_s Combat check: The

in drdmam. T_mhzon. This .\-|l. rem .
force from the last phase of the batile, s
the ability of the Phase 9 Mas :
one. The fighting during this phase t

nty minutes, but it takes the stc

doors, |'1'1r=an.ng Phase 8 takes forty minutes in total
o resolve. Proceed to Phase 9

If the PCs Succeed on the Mass combat check
Thv dr ders ; in lhelmp.c-nat storm

Ing to hold off the enemy until the Rebel r
ments arrives. The fighting during this phase ta
the usual twenty minutes, but it t2kes the
stormtroopers another twenty to breach

the control€enter blast doors. at which

PHASE 9: FOUNDRY FOUR
BATTLEGROUND, PART 3

Phase 8. IIH‘]ITIt d b
However, given Lhe clos
the fighting. the acting fi
need any sort of comn ther equipment to gi
orders, so any modifiers that have arisen due to
of communications or other disruptions to the chain
of comms gnored this phase. In addition, the
defenders know they are cornered and there is no
way out, This adds [:ll:[ to the Mass Combat check
as they Agnht for their lives. Lastly, unless Coorsa was
ousted In Episode |, he is mange y dbsem If Cn ¥
was acting force commander, so

» him in that role for this phase.

I'he Empire has entirely overrun the factory and has
surrounded the con enter. Yet, due to the limite
ground within the fact the Difficuity and Chzllenge
dice of this check r 1 the same as in Phase 8.

Given the superior position of the stormtroop-
ers, add [l to the Mass Combat check
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Ihe fighting at the control center is hard and fierce.
The PCs have little choice but to lend their strength
directly to the struggle to hold back the tide of storm-
trcopers. Any PC wishing to do so must make an
Average (@ @) Combat skill check. The CM is
encouraged to allow the PCs to modify this check with
any particular talents or gear applicable to combat
against the stormtroopers breaching the control cen-
ter. Each PC who succeeds adds automatic 3% or £}
to the Mass Combat check for the phase. PCs whao
fail take 1 wound per net 'Y and 1 strain per net ©}.
These wounds and strain are not mitigated by soak.

Any other PC wishing to act as field medic for the
allied forces may make a Hard (@ @ @) Medicine
check to Keep the defenders fighting strength up. If
the PC succeeds, the defenders reduce casuallies sus-
tained during this phase, adding [J to the Mass Combat
check to reflect the positive effect this has on morale.

Finally, in such close-guarters fighting, inspiring lead-
ers can make all the difference in the world. In addition to
the acting force commander, the defenders.can benefit
from other charismatic figures or heroic actions. Any PCs
wishing to inspire their allies may make z Hard () $ @)

Leadership check I successful, the PC has driven the
defenders to fight harder than ever, possibly making up
for their diminished numbers. Increase the ability of the
Mass Combat check for this phase by one. If § is rolled
on this check, the PC has moved directly into harms way
and has drawn the attention of the attackers. The PC
is targetted by the enemy and suffers a single Critical
Injury as the enemy concentrates fire on them.

The base dice pool for the Phase 9 Mass Combat

checkis OO ¢ ¢ @@ ¢ ¢L1A

# If the PCs Fail the Mass Combat check: The
Empire has solidified its position outside the
control center and within the breach. Proceed to
Backs to the Wall, below.

« Ifthe PCs Succeed on the Mass Combat check:
The PCs and their allies have held the Imperial
forces at bay, for the moment. The allies are suffer-
ing losses, but they have been mitigated by clever
deployment and overlapping cover. The phase
takes an extra twenty minutes, meaning Phase 9
takes forty minutes in total to resolve. Proceed to
Backs to the Wall, below.

BACKS TO THE WALL

he PCs have only two choices now. Either they must

keep fighting, or they must surrender. This is effec-
tively a death sentence for the PCs and the allies they
have gathered. If the PCs choose to fight, repeat Phase
9 until the Rebel forces arrive or the PCs have fought
Phase 9 a total of four times, and they are forcad to sur-
render. If the Rebel fleet arrives, proceed to The Allied
Armada Arrives, on page 94.

If the PCs complete Phase 9 for the fourth time,
and the Rebel armada has not yet arrived, the PCs
and their allies are overwhelmed, the control center
is overrun, and the defenders of Foundry Four are
forced to surrender.

FAMILIAL TIES, PART 2

fter the PCs complete Phase 9 for the first
time, unless he was ousted in Episode I,
Coorsa reappears from his unexplained
absence. He o5 Vilola Sargan alongside him,
restrained in binders. Read the following aloud:

e Empire into this to install

y i

the young man s

If the PCs rescued Agent Alico during Phase 1
(see the Target of Opportunity sidebar on page
81), she has some insight into the relationship
between Captain Ne and Patrician Sargan.
ser ¢olluded
i That, in fact, the Ir rial cap-
tain is h specifi ) get ahold of the data
on the Rebel and then wipe Foundry Four
off the map, to f his connec-
tion to this ¢ of Rebel sympathiz
ely his priori

1as divulge
add Il [l to the PCs’ skill ch




FAMILIAL TIES, PART 3

fter the PCs complete Phase 9 for the second

time, Ralchio Nervi shows himself. He enters
the control center surrounded by a bodyguard ¢

dozen stormtroopers. Coorsa, if present, is con-

sumed with rage as he sees the man responsible

for so much destruction to his home. Coorsa con

5 the Imperial captain. If Coorsa still believes

is Nervi's ally, he threatens to kill her

Coorsa lashes out at Nervi. Use Coor

sa’s Touch of Fate talent on the attack roll as he

gives in to his hatred. In either case, Coorsa's eyes

take on a sickly yellowish tinge and become flecked

with red. Read the following aloud:

‘Impressive, nephew. | didn't think you had

that in you,” Captain Nervi responds. "By all

means, throw your life ay That's what I'm

he or aniyv 2 (

foresaw this ]

bitter h:rr;! ter. Hﬂ never taught you, either!”
' acally. he didn’t!

THE ALLIED
ARMADA ARRIVES

Once five hours have passed since the start of the

Imperial invasion, read the following aloud

don't notice it at first, but after a fe

ands, rumbling explosions begin to shi

mfl!ormnmm facti 4
taken dc during the

[ HH'-,; something els Thﬁ HQHIUH.; um:

a Hr’ It as both si €

Alter a few more s

you can s

the Impe

sound must be
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ntary
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1 with mass surrender

THE BATTLE OF XORRN
FRIENDS LIKE THESE

At this point, Coorsa loses control and attempts
to charge the Imperial captain. If the PCs wish
to restrain him, they must make a Daunting
_ Coerclon or Charm check to per
suade him against doing so or a Hard :

Brawl check to pl _-1ILd||) restrain him. If the
PCs helped oust Coorsa from his position
as cacique, they add | || | to any social skil
checks to stop him

Regardless, Nervi orders his stormtroopers to
attack. Th:: PCs will have to take on the stor
mtroopers (split into three minion groups of
four stormtroopers each) and Nervi himself. If
the PCs are incapacitated during this fight
the defenders in the control center surrender
If the PCs overcome Nervi and his guards,
resolve the Mass Combat check for Phase 9
(counting as the third repetition of that
phase). During this resolution, the difficulty of
the pool is not upgraded, as Captain Nervi is
too consumed with the with the PCs
to effectively lead his troops.

The Rebel forces have arrived and pre;s the attack
on the Imperial ships in ¢

at the head of the aid flee

Blood Ambition. Within mint

rial capital ships plot course and jump to 5
abandoning their ground forces to capture or death
With their orbital strength suddenly absent, the Impe
rial ground troops are exposed and at the mercy of
the fighter wings that descend to the atmosphere. A
short, brutal battle takes place an the surface, and it
is not long before the landing shafts are cleared and
Rebel f.f()(}])(-.’T:. make the descent to relieve the belea-
guered denizens of Foundry Four

The battle is won, aru'l what Ir*-npﬂa'c haven" ku"(\.r‘.
destroyed by the firs
Ralchio Nervi (née gan) SUrviv ec f‘-v’ refus
to go down w '..i'll"J.J-. a "i—““ The PCs will have tc
nim into custody themselves. Depending on what the
PCs did during Familial Ties, Part 3, above, Coorsa
either tries to kill Sargan-Nervi or orders him jailed
If Coorsa tries to Kill the Imperial captain, it requires
a Formidable (¢ ¢ ¢ ¢ $) social skill check or
a Hard [Q Q Ql Braw! check to stop him. Once

:|."

>ated

cap
The PCs can
rate their

ttention and cele
|
i

ir newfound allies




- EPISODE IV
XP REWARDS

Standard experience point rewards for Episode IV:
= Surviving the Battle of Xorrn: 10 XP
« Extracting Agent Alico: 10 XP
« Overcoming the Floating Fortress: 10 XP
« Keeping Kal Coorsa under control: 10 XP

= Making a valiant last stand at the command
center: 5 XP per repetition of Phase 9

Duty: Each PC should earn 1 to 10 Duty based
on the character’s individual Maotivations and
Duty. A bonus +5 Duty may be awarded for
fulfilling a trigeered Duty or for any noteworthy
heroic acts made on behalf of the Rebel Alliance.

AFTERMATH OF VICTORY

After the battle, the Cacique convenes a Clan Assem-
bly meeting with the defenders of Xarrn, once those
who fled have returned. The Cacique has the PCs
list the things they agreed to give the Mandalori-
ans and Zygerrians during negotiations. As long as
the PCs didn’t promise anything too outlandish, the
assembly signs off on any deals and gives thanks to
everyone involved. The assembly gives the PCs med-
als at a celebration held the next day.

The GM can develop other adventures launched
from Xorrn to further a campaign beyond this adven-
ture. Some of the possibilities include:

» Run with Skahvi: Captain Skahvi Renlow of the
Icarii-7 is planning a major raid of an Imperial
prison station in the nearby Bundil system. His

plan involves hijacking a

prisoner transport ship and loading

it with Rebels. He wants to send the Rebels
into the prtson armed with concealed weapons.
Once the “prisoners” land in the hangar bay,
he plans to launch a surprise attack and take
over the station. What he doesn’t know is that
an Imperial frigate is scheduled to arrive shortty
after he launches his attack. ‘

Ruby Re-Audtt Agent Nath Aljco asks the PCs
for help in retrieving an intelligence cache. The
only problem is that she left it inside Grand .
Moff Ravik’s Imperial fortress on Ryloth dur-
ing Operation Ruby Audit. She needs the PCs
to help her find a way to infiltrate the garrison
and retrieve her intelligence under the noses of
thousands of Imperials.

Sargan-Nervi's Interrogation: After a few ses-
sions of intense interrogation, Captain Sargan-
Nervi reveals the Empire has developed another
superweapon like the Death Star. He isn't sure
what the weapon is. or what it can do, but he
believes it is being constructed in the Patriim
system in the not-too-distant Seswenna sector.
Agent Alico asks the PCs to fly with her to the
system to perform a recon mission. There, they
discover a massive dry dock, along with several
Imperial Star Destroyers, but no superweapon.
The PCs must collect as much information as they
can before returning to Xorrn,




EXTENDED CAMPAIGNS

GMs who choose to take their campaign away from
Xorrn have other options to pursue:

* Fleet Supply Run: The PCs are asked to person-

ally deliver a shipment of spare parts to the Rebel
Fleet, along with a recently converted bulk hauler.
During the trip, the PCs are given reason to doubt
the captain’s loyalty. Once he realizes he has
been discovered, he captures the PCs and inter-
rogates them, ripping apart their navicomputer
to look for the Fleet rendezvous coordinates. He
had planned to sell them to the Empire. If the
PCs don't break, he instead jumps for the near-
est Imperial world to turn the PCs in for a reward.
The PCs must escape, make sure the captain and
his crew don't give any vital intelligence to the
Empire, and do what they can to get the parts
and ship to the Fleet.

Return to Arumorut: The Mandalorians and Talz

e Zygerrian Crown: Prince Molec has been invited

home to Zygerria for a lavish feast, and poten-
tially to end his unofficial exile. However, rather
than being excited about the prospect of return-
ing home, Molec is interested only in exacting
revenge and increasing his power. He has a plan
to assassinate his father, take the crown of Zyger-
ria, and run the entire Zygerrian Slave Empire.
The prince knows of an attack on his father's
life planned to take place during the dinner. He
wants the PCs to stop the attack so that they
can gain the King's trust. Once they are safely in
the king's inner circle, the prince wants the PCs
to help him engineer his coup. This might appeal
to more villainous PCs, but ethical characters will
see this as extending an already odious relation-
ship, Perhaps clever PCs could take advantage
of this tense moment in Zygerrian history in
order to bring down a large portion of the Slave
Empire and liberate countless people from a life
of misery.

return to Arumorut, to find the camp abandoned  \whatever direction the GM plans to take the cam-
and in shambles. Attacked by a Weequay merce- paign from here, there are many exciting options to

nary band while the warriors were away, the Man-  ,rq6 in the ongoing battle for the fate of the galaxy.

dalorians that remained in Arumorut have been
captured and imprisoned. The Weequay, former
comrades of the Mandalorians, claim they are tak-
ing vengeance for a grievous betrayal. Vera or Nam
Beroya requests the PCs’ aid in rescuing their kin
and ending this feud once and for all, but are the
Mandalgrians telling the whole truth about what
happened between them and the Weequay?
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