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She was on a planet, somewhere unfamiliar but the 3
of dread and darkness Was strong below the red sky:‘
gigantic ship was falling from orbit, a fiery comet spmrrp:g
out thunks of metal as the burning air toré |_t apart. The
screaming was all around her as people ran in terron but
she knew there would be no escape. Soon the roar of the
crashing ship was even louder, just before... :

n ai's head jerked back up, the vision abruptly ended.
She still held her heirloom chisel and hammer this
time, thankfully. She wondered if she was getting more
used to the visions, and also wondered if that was a
good thing. Unfortunately, just like after all of her recent
visions, the dense block of bleeding rock in front of her
was still untouched. Rai's new patron had paid good cred-
its to import this prized coral from Li-Toran, and so far she
hadn't made even the slightest of designs in it.

She sighed and pushed back from her table. This vision
had been the worst yet. Visions were nothing new to her,
though she'd kept them a careful secret. Somehow she had
avoided the grasp of the Jedi as a child, meaning she was

alive when they were all dead. Rai didn't care whether or -

not they were the traitors the Empire called them, or if
they could have taught her more about using the Force,
but again—she was still alive. That was the important part.

And it was the Force that had made her famous. Col-
lectors far beyond Corellia knew of Quek Rai. Everyone

knew she worked alone and secluded in her isolated Tyre- -

nan warehouse; it was part of her mystery, after all. What
they didn't know was that she used the Force, and what it
revealed through her visions, to carve her sculptures.

It all came easily now, opening her mind and letting the
Force guide her, chisel and hammer moving more perfectly
than muscles alone could ever achieve. The visions inspired
the sculpted form from glimpses of its origins, the peoples
who lived there, or even just abstract weather patterns
_ above a quarry. Each work brought a new vision, each fad-
ing as she started a new sculpture. Until her last work, a
commission from one Yeel Dresk. A simple figure, designed

to hold an angular stone shard he provided—a shard she

was instructed to not alter in any way. All purely to increase
the auction price he could get for the shard.

Dresk’s desire was simple and cynical, but his credits
were good and the softly glowing stone seemed ‘to call to
her. The stylized figurine emerged without effort after just
one session, perfectly holding the shard aloft. The vision
Rai had while working, of the shard’s history far under-
ground as part of a larger cluster and the intense women
who brought the stones to the surface, added to the figu-
rine's yearning pose but stayed with her. Even after she
delivered the work to Dresk, related visions kept coming.

Visions of an angry young woman, growing up in darkness -

only to become dark herself, masked but burning with the
Force, Of a terrible betrayal, as the apprentice ended her
master's life and took up the double-bladed lightsaber as
her own, And of the bloody swath she began cutting across
the Quter Rim, gathering power but always wanting more.

She sighed again, and rose to fetch a block of local Corel-
lian stone. Perhaps inspiration would come once she'd
made a few practice carvings.

sense

. under her tattered cape. “Which is how I could find yo, -

*sit back down,” a female voice said eyep;
her. Ral suddenty felt terror, as if she was g Y from betirg
mountains where she had almost fallen to he:-‘? 3ain jy
all her will to collapse onto her stool insteaq ;Eath e

ooy
sou and | need to have a chat,” the ygj

the “GU[
more firmly now. “About a recent comm'rss'mne COntinyeq

 Rai didn't need to.turn to know who was e

but did anyway. “You,” she said. “I've seep ehing
She could feel the hate, the sheer evil roiling ur?u bef'o. :
pefore her. Rai gathered herself further, ang c::he Figur

teel the Force moving through her like never b%utu even

e,
The masked woman drew a circular band of o
Tom

crimson blades erupted from it, and Rai called on the
o lift the heavy coral into the air and hurl the block gt g

v ou think it was her?”

ISB Agent Jessen Pol pointed to the carvings along the
wall. “You see these?" she said. “Melted metal. Lightsaber
cuts. Rare now, thank the Emperor, but there are still some
of those Jedi swords floating around.”

“But does that mean it was fier?” Agent Darin Gento
asked agai_n"

“Examine’ the cuts closely, partner,” Pol replied. “They
missed the target, but the bladework was precise. This
wasn’t some common criminal, this was someone who had
training in that weapon. It was her, I'm sure of it.”

Pol studied the wreckage around her, pointing as she
spoke. “Look around us. Huge stone blocks cracked into
pieces, chunks embedded high into the walls. Heavy stat
ues thrown across the room or cut cleanly in two. But e
blaster marks, no signs of weapons fire at all. No reports
of loud noises either. Not a typical brawl, especially for
this...” She scanned through her datapad. “Quek Ral?
Famous sculptor, but it appears she was also 2 P‘J“"emjl
fighter. Quite powerful, if you take my meaning.”

“| concur...on both points,” he said, smiling now “This 8
quite major, really. She’s also never {eft so much evidenc
before. We should be able to even get some gene-samples
this time." His eyes followed a trail of dried biood 102
closed door. “Here, for example,” he said, pulling it opef

“Nol" Pol shouted and dove for his arm. Gent could onlY
gape at the line attaching the door to the thermal deto”
tor laying inside.

_—

5 she walthed

. ; a
l erserra’s eyes gleamed behind her mask P

the distant explosion. It was worth the risk @
to see that. Through the Force, she could also'f
feel their shock and terror. She had missed capt
shard, but there was news just in from hef opé
auction on Toydaria of a statue matching i
Soon it would be hers, and after that—the outer &Y
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Players who continue reading beyond this point risk
spoiling the adventure for themselves.
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THE CORPORATION

THE SHIP

n Sky a massive mobile proce
er than a Star Destroyer. It pi
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and preparing them for bulk trans
he galaxy. The ship had enormous bays
g raw matenals sent up from the surface, with
airlocks for docking with bulk freighters
The airlocks were capable of landing over a dozen
freighters simultaneously and holding triple that at
a time. Once in orbit above a suitable world, the Sky
Wal® antially a maneun ;
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decads
singly falled to take the
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th lack of upkeep
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THE CRASH
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THE CITY

0 teroa Zero-Twen m alled “Zero-
Twenty,” or sometimes just *ZT") hou d tens
ars. As the name

suggests, it was the h-e-ltn:th ina 5 of cities

created to support planetary operations. It was

situated in a large, wide valley, at the hase of a
lope side. Initial industrial oper
red much of the surrounding vege t-lr.r:n

As Dathomir's jungle relentle

reclaim the land, the workers fought ba

huge groundworking machines, making the

ble to landslides

The city was heavily fortified, with watc
strong walls. It had a sizable starport and speeder
pay, from which nonstop traffic carried resour
to The Oteroan Sky and sought new are
exploit. The city als
ing facilities in a |
were few, but Otero
pr.tmtan nt facilities for personnel. Crew on
from Thi Ofemﬂn Sky were frequent
mutl hing ZT :

Dathomir's
the area
s left of the city towers as well as
gground protrusions from the buried ship, sometimes
supporting broken Struct tures, semelimes weighing down
puildings to the point of Lo'lapqc After several vears, the
overgrowth covered most of the snipw reck. The occasiona
spire and broken tower was <till visible, though plant life
largely camouflaged them. Dangerous creatures oegan to
roam the site as well, making potential salvage operations
difficult. After examining the
losses due to animal attacks
and treacherous rra'rail—(_,t(.rc-‘-'(jﬁrti ultimately deemed
such efforts untenable. The \ oss of life and
equipment from the crash ruir ed the campany.

ur[:r"ri\'f— walls crumbled, and
tion reclaimed

The city's
JUres
5 entangled wha

QuUICKTY

even more nangf"wc and d
area—and incurring extensive

The Mardithi Cluster now rests aeep undergro the
ruin of The Oteroan Sky, glutted on the deaths Thp
crash. It sits at the center of a Force vergence h;\calwpr, by
the norrific events. The cluster's influence has grown across
the region, and terrible Force manifestations haunt tne area
T”r- Nightsisters typically avoid the territory. though they
hav ected it with the now almost-mythical tales of
the Nardithi separatists and the stalen stone Occasionall
offworlders will stumble across the ruins, but encounters
with predators and the ghostly mani festations frighten ther
ay. The creatures that infest the area are subject (O
effects of the Nardith C|JS"-‘|’ and typically take
side bent, even if they aren't truly Force-sensitive

tne
on a dark

INTRODUCTION
GHOSTS OF DATHOMIR




HE SH f o} i [
; . leal |
| i
I 1 r
| | |
| |
| |
1 1
[ | | ! ;
T i
|
| f
| i led neve { ! Siekh i
i 10 ( 15 4 i I 1 If
| l I | { | I
Ll 1 | 1 £ ! fi i |
Talndl: Erious
: E
i | | ( cted in e w restil i ned
Eor | | it Ju ed to Yes ) f nd hire: 3 g
) [0 his artisti e did not subscrib ; profits. Goren !
Whe ew Li | hind the dis :
1a ] i I rk \ PCs at ea

price
han hi

Fumors

arew
attention thal was
quite unwanted

S0r

lowing li es
the events
er

their full entries late

NEre I
of GHos

Irce, even

and > 2
but cleary lin dua

f lividual. B
ferclan’s shard of the arditt

dccepted her sisters o
{BFE0tten, and her Forc :
@r8at power for ihe

1S OF DATHOMIR &

{4 (-
: i
fogte Hope p 1
1y ¥
i | I "l
'
IR g
by bill '
1]
1
ke
dljr
{1t
17
A |
£
’
.
1l D

JERSERRA

sister on Dathomir. Althouet
nnery

the cost o

Juth sk

dnyone around ner




The Inquisitor took Jerserra on as her secrel apprentice

keeping Jerserra’s existence hidden from her fellow Inquits)
ors Jerserra spent years with her master, learning of the
Force and how to wield a lighlsaber, as well as becoming
proficient in the Inguisitor's own methods for usir 12 the Force
The appren also spent a great deal of lime studying the
shard, becoming obsessed with unraveling its secrets She

became increasingly impatient with the pace of her lessons,
and desired to openly carve her fate across the stars
v, she decided she had learned all she could Jerserra
fAirst stole her ster's lightsaber, then used it to kill her She
erased all signs of her own existence, and crafted evidence
pointing to other Inguisitors as possible culprits to ensure
they would chase each other and nat sus spect anyone else
ashion n; a mask to conceal her true heritage, she took her
ster's starship and left to forge her own destiny

hough

N ma

v oM

In the intervening ~,e rs, Jerserra has continued to study
the shard. She has come to believe that there S at least one
other fragment from the long-ago crash. Search ng for leads,
she has left a trail of bodies and growing legend across
the Outer Rim of a merciless, masked killer armed with a
Crimsor Indiscriminate in her actions, Jerserra
nas amassed an extensive entry in [nternal Security Bureau
ISB) da |d ases. The Empire doesn’t know who she is or her
1 Inquisitor, but it still desires to br ing her in.
‘mation about her, Imperial agents will ta
lyane or anything in which she shows an int £ F'vo-
art, Jerserra displays little fear of the Empire, especially
she ope in the Quter Rim. However, she knows
when aimed properly, Imperial agents can be useful
work far her

that
tools for doing her dirty

time, Jerserra has built a strong power base of her
own on many systems—a mix of hired guns and loyal follow-
ers who fear ner wrath more than death. This has allowed
e a secretive criminal network thal primar-
( t mercenary, smuggling, and assassination
ons. Jerserra acts equally against the Empire and
she has no external allies, and she views anyone or

Alliance
anything that stands in her way as a foe. She has operatives
worlds, including on Toydaria. Her personnel there
sve not had much to do other than overseeing
minor smuggling rings and monitoring channels for anything
that might inter

st her.

This changed recently when these agents got a lead—a
t be the other shard. Jerserra has ordered
them to arrange for a kidnapping, and she is rushing to Toy-
D clain h:-:e shard for herself. She knows the original
thi Cluster still exists somewhere on Dathomir, and
he is confident that this new shard, along with the one she
already possesses, can help lead her to its exact location.

By the first time she encounters the RCs in this adven
. determined that the shard enhances ner
her ability to delect other Force-sensitive
as two prof n the adventure, one
first meets the PCs [page 42),

owers, especially
JlAuals. Jerserr:

iting her when she
and the other after she has grown (n power from using the
Nariithi € Iu','-'_-; (page 93)
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ng cam-

0 customize the
of the structur
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it with a station the PCs h

WALISI

Walisi i1s a Toydarian who deals in rare artifacts from across
the galaxy. Mast know he has ties to the Hutts' Gorensla
kajidic. However, few realize that these ties are quite deep
and that he relies heavily on Gorensla's network of black

=rkcteers for acquisitions, sales, and distribution. Now

thal he has acquired the statue incorporating Yeel Dresk's
stone shard, his eagerness for the profit it will bring at auc
tion has blinded him to the danger it poses. See page 38
for Walisi's profile,

WRECKER

Wrecker, 2 local Toydarian mercenary, and his hired guns
have a reputalion across several systems. This tough and
experienced leader was hired to kidnap Walisi and Irag-
ic Hope, but even he doesn't know the true nature of his
employer. He's primarily interested in credits, though, and
can offer the PCs what information he does have for a price.
See page 28 for Wrecker's profile.

“BOSS” TRELON

Trelon has been the leader of Jerserra's local Toydarian
agents for three years now. He keeps a low profile, acting to
disguise who the agents really work for and to avoid any Hutt
or Impenal attention. He has nevertheless been competent
In running numerous smuggling operations and gathering
ntelligence for Jerserra, the latter having now drawn her
attention. Trelon s eager lo impress her, hoping to leave Toy-
daria for better things. Set e 40 for Trelon's profile

IRRICA THE HUTT

Irrica the Hutt, who oversees the Gorensla Kajidic’s opera-
tions in the Toydarian city of Riar, hides a keen, calculating
mind behind a bembastic and arrogant personality. The
rivalry between the Gorensla and Desilijic kajidics has
harmed both clans, but she Is sure Gorensla will prevail, To
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AVENT R SeALAR Y

T he encounters (n this adventure have been bullt
for Knight-level Player Characters (see the side:
bar of the Force ano Destinv Core Rulebook, page
104), These are characters who have grown Into
powerful Force users, able to wield their abilities
and lightsabers with familiar expertise, However,
the GM can scale the adventure down for less expe-
rienced parties by lessening the severity of slkill
checks, removing minions from groups, decreasing
the defenses and wound thresholds of rivals and
nemeses, and subtracting ranks from NPCs’' char-
acteristics and skills.

isode I: Inquiring Minds

NEW OR REPLACEMENT CHARACTERS

ﬂ s the adventure progresses, it may be necessary
to introduce new Player Characters due to the
death of a PC or the addition of a new player to the
group. The exact method of introduction and the type
of characters available depend on the PCS’ current
circumstances, but suggestions include the following;

* Toydaria is dominated by Toydarians and
Hutts; other species generally support the
ruling classes in a variety of ways or serve
as corporate representatives. New charac-
ters can also be found in wilderness areas,
operating farms, smuggling spice, or engag
ing in hermit-like lifestyles to meditate on
the Force in solitude. Information on Toy-
darian PCs can be found in the Epge of THE
EmPIRE sourcebook ENTER THE Unknown.

Kwenn Space Station offers an excellent
place for new PCs to join the adventure
near the end of Episode Il. Almost any type
of character can pass through here; work
for one of its many shops, criminal organi
zations, or entertainment facilities: or even
assist infochant Red-Eye Dren.

Dathomir is a sparsely populated world,
but new PCs could be found in its remote
areas, possibly studying the ways in which
the Nightsisters use the Force, seeking out
ancient Force relics, or simply desiring iso-
lation from others. Some individuals could
even be searching for the cluster as well,
following legends they had heard in other
parts of the galaxy.



Episode ll: Deadly Visions

1se for any published a e, the Ga
modifyir nd addir
( re ng 2 PCs” bat Is and t

styles the group lavors. Groups that are investipgat

RUNNING GHOSTS OF DATHOMIR
WITH EDGE OF THE EMPIRE
AND AGE OF REBELLION

hile this adventure draws heavily on Force

visions and other Force-related themes, it can
also be used with PCs from other games in the Star
Wars Roleplaying line. Tragic Hope is sure to attract
the attention of art connoisseurs and thieves alike.
This could make it a focal point for EbGe oF THE
EmpiRe PCs such as Smugglers, who might wish
to steal or buy it themselves, or Hired Guns, who
could be brought on to attack or protect its owner.

Similarly, Spies from Ace oF ReBeLLioN could seek
to Intercept the sale to strike a blow against a Hutt
kajidic in league with the Empire. Diplomats might
wish to gain the statue to curry favor with a power-
ful art collector who is also a major arms supplier.

Ultimately, most of these PCs will find themselves
dealing with far more than simply a valuable work

of art. Altering plot details as needed to draw a

variety of PCs into the haunted history of the Nar-

dithi Cluster Is highly encouraged.

SURE, BUT IT'LL COST YA...

HosTs of Dammomir not only features high-level

combat and investigatory play, but also pres-
ents a need for serious credits in some encounters.
The PCs might need to pay for information, settle
onerous fines, or simply bribe others to gain what
they need. Not all PC groups may be ready for this.
no matter how advanced their training or weapon-
ry. As such, the GM should adjust costs required in
various situations in the adventure (though not for
purchasing vehicles or other equipment) as needed.
The PCs should always be sufficiently challenged.
but never faced with impossible fiscal demands.

AN .-'I‘.'..'"L‘.-“\'\!_'Iil..\"'\-'
his whereabouts. In Episode II, they might als

1 icefaring activities.
nalizes GHosts oF DATHOMIR |
* and successiul the aave
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ounters and completed plots appear at the end of
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FORCE POWER:
JERSERRA'S INFLUENCE

STUDIES IN FEAR

hile narmally, fear is the result of a physica

w encounter, Jerserra's Influence represents

the raw emotion of fear being impressed upon

il Th the target’s mind. Experiencing it is more intense

ntrol, and througt than experiencing fearsome characters or settings;

mplish anything instead, it induces personalized mental experienc-

n all she could es. The effects of the power should feel different to

thers wnile bund each subject, bringing on unique visions of things
that each individual fears the most.

ibject. Should the novice When the power is used on a PC, the GM should ask

u 1L the player to describe what is personally frightening
to that character, perhaps revealing hidden aspects
of the character. One PC might recall a terrifyingly
close duel with a mortal enemy. Others might sud-
denly find that an enclosed area triggers intense
claustrophobia, or relive a minor childhood acd-
dent, now magnified into a horrific event.

Such fears do not need to be forgotten after the
encounter; they can become an ongoing part of a
character’s progression. The GM can integrate these
fears into future encounters, providing characters
opportunities to overcome them or give into them,
thereby deepening their connections to the Force,
whether for good or ill.

ower that manip

BASIC POWER

hard of ti L
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JERSERRA'S INFLUENCE IN GHOSTS OF DATHOMIR

The PCs first gain notice of this power when they
encounter Jerserra toward the end of Episode I,
Later, as their shard imparts Force visions, they can
learn more of the power and its many applications.

jentun_'-: to Dathomir. Advanced uses can even thwart
Perserra when she calls on the Force and hamper her
access to her own powerful abilities.

: PCs coul - ;
In its most basic form, the power can be used offen- ould also use this power on recalcitrant NPC

sively to ward off : . such as when facing 2:!‘31 i hesitant Yeel Dresk, for example, could be

b : : 5 i 2 10 acce 8 Bl e i

the stormtroopers on Toydaria. This power can also approach is ;?L‘:}T}a’gy fthem after his rescue. J_':;ISI'

give the PCs valuable resistance to fear. something ing to the dark side, Suitaught with the dangencs &4

they will face often as they study the shard and later solutions that ”"iéhtt' bfm SUCht actions represent easy
o ecome habit over time.
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se the PCs to the Hutt Space world of Toy-
a in the Mid Rim in search of a statue that may have
connection to the Force. Their information on the
I urnsunmbemale. but when they arrive at the
: ifa ler's store, both merchant and statue
e, mey‘ve attracted unwanted

Mmusc The PCs learn of ﬁngrcHope.
statue with rumored connections to the Force.

a: The PCs travel to Toydaria and visit the
city of Riar, home of the highly exclusive and
falisi's Elegant and Exotic Artifacts.

ant and Exotic Artifacts: The PCs dis-
is missing, along with the statue. Their
d search begins.

si: The PCs uncover Walisi’s location in
of the Preelos Consortium, a local crimi-
7ation tied to the Desilijic Hutt kajidic. Their
pt is interrupted by the competing Gore-
and a terrifying Force user also hunting

*I'm a Toydarian
SMAind tricks don’t work on me. Only money.”

Watto

Running for Cover: During their escape, the PCs are
severely hindered by pursuers. The PCs hide in the
swamps while planning their next move.

This episode takes place on the planet Toydaria. in and
around the city of Riar. A Toydarian rare artifact and art
dealer named Walisi recently came into possession of
an unusual work of art, but buyers have been difficult to
entice. Even in Hutt Space, most sentients don’t want to
have anything to do with the Force or the Jedi. The risk of
Imperial attention threatens a person’s profit and even life.

Unfortunately for Walisi, he just learned this lesson the
hard way: mysterious kidnappers captured him in his own
shop. They ostensibly worked for the Desilijic kajidic, and
they delivered him to Desilijic’s local ally, the Preelos Con-
sortium. However, things are not what they seem.

As the adventure opens, the PCs learn of the statue’s exis-
tence and discover why it interests them. They then head
for Toydaria, Alternatively, the Game Master could open the
adventure with their arrival in the Toydaria system. In either
case, the GM should read aloud the opening crawl at the
beginning of the book, then proceed to Artifact Awareness
(page 17) or To Toydaria (page 18).
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Astronavigation Data: Toydaria system.
Hutt Space, Mid Rim region

Orbital Metrics: 184 days per year / 21
hours per day
Government: feudal monarchy

Population: 11 million (Toydarians
79%, Hutts 18%. other 3%)

Languages: Toydarian, Huttese, Basic
Terrain: swamps, lakes
Maijor Cities: Toydor, Riar

Areas of Interest: Toydor Merchant Dis-
trict, Royal Palace, Church of Toydaria

Major Exports: consumables, labor
Major Imports: consumables, technology
Trade Routes: Shag Pabol

Special Conditions: atmospheric flight restrictions

Background: Much of Toydaria is a vast, wet bog with a
pervasive dampness that allows fungi and vegetation to
thrive. Within the swamplands are rivers and shallow lakes.
Larger bodies of water exist, though they are limited in size
compared to those on other worlds. Tall hills and the occa-
sional mountain range tower over the dominant lowlands.
Toydarian nobles tend to build their residences on these
drier landforms.

For centuries, the Hutts have dominated the Toydar-
ians, who have become deeply integrated into Hutt society
and business dealings. Toydarians cultivate foodstuffs for
export, primarily to the Hutts, and Toydarian merchants
excel at profiting off of trade goods.

Despite the important trade and the planet's location
in Hutt Space, there are fewer Hutts here than might be
expected, Most who travel to Toydaria do so for business
deals or to handle troublesome underlings. The planet also
is a moderately popular vacation spot, where Hutts relax
in the premier bogs and slime pits.

Toydaria has a modest population scattered among small
cities, towns, and the wetiand countryside. The largest city,
Toydor. houses only about half a million beings. Most major
settlements have access to common galactic technology,
though more primitive areas do exist. Toydarian royalty
rule the lands in accordance with an ancient feudal system.
The Toydarian kingdom is surprisingly autonomous given
its extended history with the Hutts. There is a somewhat
limited Imperial presence on the world and in orbit.

Visitors are often surprised by the substantial limits on
air travel. As Toydarians can fly, they regard airspeeders and
other aircraft to be major hazards. Such vehicles are strictly
regulated: the penalties for breaking relevant laws can be
harsh. especially if injuries are involved. Large fines are
commonplace, and arvest and detention are regular
occurrences. Air travelers must stay strictly within specific

INQUIRING MINDS
GHOSTS OF DATHOMER

aeronautical lanes that crisscross the planet. Game
Masters seeking further information on Toydaria or looking
to expand the adventure possibilities on this world shoud
reference Loros ofF NaL Hurta from the Star Wars: Eoce o
e EMPIRE Series.

RIAR

n iar is an ancient Toydarian city situated on
ring of hills. Over time, various districts devel
oped—such as ones for administration, travel
services, dwellings, the starport, and so forth—with
each encompassing one of the hills. Riar is a city of
about 100,000 beings, about 80% of whom aré
Toydarians. Humans, Hutts, and other Hutt Spacé
species make up the rest. The city has long beena
popular trade and distribution hub.

Riar is ruled and nominally owned by Baron Reedl
a gregarious Toydarian noble. The Reeol line has
governed Riar for roughly a hundred years. Rega'*
ed as shrewd and fair in his dealings, the baro"
controls government services, security, and M
of the city's major businesses. Any changes in P
erty ownership require his personal approval &
he has a royal right to repurchase any property i
others hold. He has skillfully avoided al_ty'“g Ic:;
closely with any of the Hutt kajidics "“'“h.mﬂue; Is
in the area, but he doesn't shun them, it ent
not unheard of for him to deploy Riar’s deta-cmlﬂeﬂ'
of royal guards at the personal request g
tial Hutts. For more on Riar, see page 18-



ARTIFACT AWARENESS

e reason

as variea
emes thal ca d SEIVE
welow Some of t reasons can stand alone
s have the potential to tie into the Game Maslers

VEry Imy

tories are as much tall tales as t
ts. Hints through the Force can guide the
should feature emotions and feelings rather

s of what is 1o come. Later in the ad
~come central to the story, so the GM should
g them in the early goings. Some

wers that they are likely to use to try
d. These should be allowed, tf .'JU;;"]
to focus and grant anly limited infor
btained this way is best used Lo reinforce

should be difficult

e reasons for the character's interest in finding the shard

o Force Connections: Characters might view the shard as
3 way to further develop their abilities, learn new po

ers, ar gai oader understanding of the Force

« Historical Connections: Tales could connect the shard
to the Jedi, the Sith, or some er-known Force-
wielding organization, and the PC n sh to discover
whether the rumaors are accurate > grigin 15 com-
pletely obscured, though, by the few stories available

s (Connection to Walisi: Th racter might have a

friendship or working relationship ith the Toydarian
\ant selling the statue that holds the shard The
up Ir ance in previous adventures
GM is adapting this adv
\Walisi could be replaced with
ing NPC who is already part of the campaign. In this case,
the PC could be more concerned with the NPC's survival

e ch

s Ancestral Connection to the Nardithi Cluster or
Shards: Since the PCs won't know the shard's back
history, this connection shouldn't be obvious in the
bepinning of the adventure However, it could become
more apparent via the Force visions In Episode Il lde
ally, any PC with this connection isn't aware of it, and
the reveal is a surprise. The ancestor might be a Nar-
dithi Nightsister, a Nightbrother, or another Force user
who made a trip to Dathomir while the Nardithi Cluster
was active. The ancestor might have had access Lo one
of the shards when they were in the possession of Aloen
Dresk’s family and the Nightsisters

e Extended Family or Friend Connection to Yeel Dresk:
A BC might learn of the shard due o being a friend or
extended family member of Yeel Dresk. Perhaps the PC
heard of the shard but never saw it hecause Yeel lived
far away or needed to sell it too quickly. The PC m ght
have discovered Loo late that it was for sale, or might

been unable to reach Dresk pefore he sold it. This

connection raises the stakes in Episode Il for the PC.

The PCs should come across Walisi's no
tion of the artifact

on the auction location. It 13

about the aul

T

t should contain only sketcny in

hat mas

of the PCs haven't heard o > object before

nature of the iten

instead, the news 15 disse

Due

prec

et i natice
SENSILIVE ofice

> Thrt

public
market via other artifact dealers
also started a rumor thal the iter

the Clone Wars, in a bid to drum up mare

Walisi has

and
was connected In SOME
way to the Jedi or the Clone
interest while maintaining plausinie deniabihty In
questioning b yuthorities. In reality, €
ing potential buyers away The PCs might hear of |
the rumor mill, or a connected infochant

tr

through

10 knows the PCs

them (for a suitable

might receive the information and a
oud to the PCs

fee). Read or paraphrase the notice :

“Attention, Republic-era artifact collectors! Walisi's
Elegant and Exotic Artifacts is proud to announce to
its most exclusive clients the imminent auction of a
ane-of-a-kind work of art never before seen outside
of a private collection. The item is an elegant stone
statuette of a stylized humanoid upper body with arms
strelched overhead, holding a sizeable, green-tinted
angular stone over its head. It's called Tragic Hope,
verbalizing the strange emotional connection some feel
when viewing the statue in person. Such is the power of
this fantastic piece of art!

“Interested? The sale is coming soon, exclusively at
Walisi’s. Bring your credits! We expect high demand
for such a unique and emotionally powerful piece!”

The notice may be delivered via datapad or holoprojector
In either case, a quality holopic of Tragic Hope is included.
The notice appears as a short presentation by Walisi with
accompanying text. It ends with the date of sale, but no loca-
tion. However, whoever is dealing with the PCs can tell them
(or sell them the information) that Wa isi's Elegant and Exotic
Artifacts is located on Toydaria, in the city of Riar. The source
doesn’t have an exact address, though. Time is short: the
s will need to start traveling fast to get to Toydaria by the
day of the auction. The contact should give them information
on the landing location in Riar called Bog Bay. assuring them
that the off-putting name is some kind of Toydarian joke

True to the notice, the PCs don't turn up anything from
investigating the statue’s image. Searches about the piece
come up empty. aside from other ads for the sale. However,
diligent investigation er a consultation with an art historian can
provide the name of the sculptor: Quek Rai, a female human
She was a popular artist on Corellia who worked for private
patrons, and appears to have died soon after completing the
work_ If the PCs try to delve deeper into the item’s past, ar
their backstory includes connections to the Dresk '.minlx,-, see
Finding Yeel Dresk, on page b2, [or additional details
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The Royal Highland

Factory Hill

Transit Hill

The Merchant Mounds

Low Park

THE RIAR STARPORT AND Bog Bay

ns) Bog B

jritma

s land essentially OW

ikes some credits off its services, bu

; for transporting its own goods and ha
- ' too much government intenvenist
Al ay's ownership unsolicited, alificse
an easily garner the informatior .“\-:
&l he streets No Hutts are visibie i
their Toydarian underlings conduct most of tEE

running




TOYDARIANS AND THE FORCE

n ne of the most unu sual aspects of Toydarians has

pothing to do with thelr exterlor appearance.
Rather, it Concerns the makeup of their brains.
Toydarian brains containalittle understood but very
pc{weriul feature that makes Toydarians completely
immune to any mental manipulations via the Force,
This does not, though, negate physical powers such
as Move or Bind from affecting them.

pCs can recall this fact through an Average
Knowledge (Lore) or Hard [ ¢ )

[Xenology] check. Otherwise, they may be in for an
unpleasant surprise when they try to use Misdirect

or Influence on the natives of Toydaria.

ama swdarian named Nel Henol is the administra-

for Bo should be the PCs' main contact here

she quotes docking fees that start at 200 credits, but she

ts [0 1 ] 1 to about 100 credits. She will drop

ower if she thinks the PCs will purchase other ser-
Bop Bay

Bay, anc

J& an item the PCs need on hand, she

cluded in the docking services, Nel can
for a significant fee. If the PCs try
tifies them of Toydaria's rather
tions that landspeeders are

flight 1

e readily ava

NEL HENOL [RIVAL]

. practiced bargainer and negotiator, Nel
Henol is always pushing a new service or sale to her custom-
ers. Sh e Gorensla payroll, acting as the kajidic’s
eves and ears for any unusual activity at Bog Bay.

Skills: Charm 2, Deception 2, Knowledge (Underworld) 2
Negoliation 2, Perception 2, Streetwise A

Talents: Congenial (may suffer up to 2 strain to downgrade
of Charm or Negotiation checks or upgrade diffi-
when targeted by Charm or Negotiation checks, by an
equal numoer|
Abilities: Hoverer
adait

difnculty

(Toydarians do not have 1O spend
navigating difficult terrain),

maneuy when

Equipment: Holdout blaster [Ranged |Light]; Damage 5; Crit-
cal 4 Range [Short); Stun setting), heavy clothing (+ 1 soak),

k (handheld), datapad

RIAR ROYAL GUARD
PATROL OFFICER [MINIDN]

to ay for crimi
Local Royal Guard Patrol Officers monitor Bog Bay for crim:
46 the anes in Toydor. they

riminal element One
that the flhight

nal activities. Though not as elite
can be formidable against the lacal ¢
af their mosl |r:|i|rJ"[-|rI duties Is O ensune
restrictions in the area are followed;
uncempromising concerning any violations they

they are notoriously
find

Skills (group only): Coercion, Melee, Perception, Rranged
(Light), Vigilance

Talents: None

Abilities: Hoverer (Toydarians do not have to spend addition-
2l maneuvers when navigating difficult terrain), Silnouette O
Equipment: Blaster pistol (Ranged [Light]; Damage 6; Criti-
cal 3. Range [Medium| stun setting), truncheon (Melee.
Damage 4: Critical 5; Range (Engaged]; Disorient 2), royal
guard armor (4 1 soak), comlink (handheld).

FINDING WALISI'S SHOP

While it isn't hard to find someone in the art world or under
world who has heard apout Walisi's Elegant and Exotic
Artifacts, no one ever seems o know where it is actually
located. There are even lales that it changes location peri-
odically; this is what Nel Henol has heard. Regular shipments
for Walisi's shop route through Bog Bay, but she’s not privy
to the details. She has heard rumors of trouble at the snop
this week, though. If the PCs ask ner about Walisi's, she'll
secretly let her bosses at Gorensla know of their interest.

Further clouding the shop’s location is the fact that it has
six entrances on different streets and alleys, with winding
underground corridors and tunnels. It actually hasn't moved
n years, but its entrances change to create the illusion that
its location is not constant. When one entrance becomes too
well known, it is closed up, and a tunnel to a different entry
is opened up later. If the PCs find an old entrance, they might
e able to detect the barrier and work their way around or
through it. Abandoned entrances include old storefronts
(perhaps with new tenants), alley doaors, cellar entries, and
a secret stop in at least one freignt lift in a major warehouse

Tne PCs may utilize any of a number of methods te track
down the snop. See Table 1-1: Searching for Walisi's
Shop, on page 20, for several possibilities and the skill
checks required. The Results column in the table provides
nfarmation that can be discovered on successful checks.

Net Y generated on a search attempt check doesnt
prohibit another effort to locate the shop, but it does add
time ral hours to half a day—before the skill check can
be tried again. If the PCs' failed attempts push them beyond
the auction date, the rumaor mill takes notice that no win

A3

ning bid has been annou

ced This guickly becomes tied to

another rumaor: that Walisi hasn't been seen for days
AL uay
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TABLE 1-1: SEARCHING FOR WALISI'S SHOP
Search Type | Skill Check Required

\ 1eral informa lisi and his pyg
L ~ et gnarey

s news articles and holorecordings He appeare | .,J:tr.:h:

ted aegk

1l [publi Average (@ ) Computers cquis

world
stworks Hard l“ ”} Computers

nfiltrating the Riar royal network requires either access to a govermment
com pu er or remote/wireless ne rk slicing (add M to check if the |at te)
ds include a list of his past business addresses, which ara

sur [!r:.u :'1'0unhuul the Merchant Mounds

Sc:Jril\* and

-riminal dalabases contain the current suspected coordinates
: il access Lo thesa requires anot her skill check of the
They also summarize Nalisi's criminal and surveillar Ce fE(r'j\
est deals (including one with Yeel Dresk), occasional fines and
tints in the Royal Detention Center. His difficulties wit

us, as are his Gorensla connections and trafficking deals

Daunting (@ § ¢ §

Computers

There is no publicly known local Imperial network on Toydarna, though there
s a subnetwork connection to it through the Riar royal network: The Imperials
have some records of Ndh;ua sales on other worlds.

L popuiar art commurities
[ vlr‘ 5. A successiul resyle

Average (¢ @)
Knowledge (Education]

Y Jh.)l h|_,\.'z=ll bein
the of the artist Quek Rai
purc

|
!
that it '1|I{’: ted Lo the Jedi. Mone of the dealers know where Walisis
shop IS ¢l ocated
[ T PC has helpl Srience w | f Toydarian society. This
Hard (@ ‘] he M ful experience with or knowledge o ¥

adds one or more [Jto a Charm, Deception, ‘\Jegollauun or Streetwise chedk
when dealing with a Toydarian, at the GM's discretion.

hing 5 2 [ot of time and effort
Shop location | Daunting (044 @)

Knowledge (Outer Rim)

i < a potential address frem

Streetwise riminal boss, depending on
|r 600 c I”F'iltw
itation for working with Hutts is well known, as is his year long
! the Desilijic kajidic. Rumors abound as to the source of the
i e Al Was
Average (§ @) conflict hl most assume the kajidic was displeased with an item o

somehow
mdc.u kn-,,.\-n aruj many

ated in an earlier deal. Walisi's Gorensla kajidic cor.necu?qsdre

eve they could alse tie into this conflict { U
-k, Walisi's connection to Yeel Dresk is reve
evious owner of fragic Hope

Knowledge (Underworld)

aled

Average [00) The auction has de-\l some attention, but thanks to fear of atlr vC"r'glr;a.
Knowledge (Underworld) Force-related past, no one Seems

perd

Speculation abounds a5 to where Walisi found Tragic Hope Some think “[f
om a private collector, just as he claimed (&) £} of @ ll: e
the name Yeel Dresk). Others think it might be fram a s
jund in an old Jedi temple, maybe even the main remple 'Jr\
-[Jh1 ant. A few think it is a forgery, but this is not a populdf 0[)II’1IOI’] Eig'ﬂ o
Walisi's eputation and the dangers involved in owning a rumored Jed!

Hard (@ $ §)

Knowledge (Underworld)
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: loca
a falled check,
d shop entrance
) but still connected to the shop.

~ People in the area can report that it once had a fair

amount of traffic, but It dried up weeks or months ago.

» @: On a successful check, the PCs find a source who
knows ane of the actual entrances, even if their original
line of investigation concentrated on another aspect
of the business or on Tragic Hope instead of focusing
directly on the shop's location, On a failed check, they
determine a better way to attempt their search and
may immediately try again, adding [l to the check.

» @@: If successful on their check, the PCs do find the
location, but gain the attention of street informers
with ties to the Gorensla kajidic. This can lead to
greater complications later on when the PCs encoun-
ter the kajidic’s forces. On a failed check, the PCs are
confused with erroneous information, adding one or
more [l to future skill checks while searching.

+ . The PCs tip off or annoy an influential person or
organization with their questions. Either the Desilijic
or Gorensla kajidic may send lesser enforcers to scare
the PCs off (use the Street Tough profile on page 405

-

al G pag MII:] ﬁ:wy question them
1bout the artifact or thelr slicing activities. Alte;‘
natively, the PCs might simply stray far off wu:sh .
wasting many hours or an entire day searching
wrong part of town,

TOYDARIAN INFOCHANT [RIVAL]

The PCs might wish to confer with a local infochant to gain
information concerning Walisi or the statue. Several are
in the Bog Bay area. Developing one or more as well-paid
contacts could not only gain the PCs a valuable resource
but also help establish a false pretense if they are using
aliases as part of their hunt,

Skills: Charm 2, Cool 2, Deception 3, Knowledge (Under-
world) 3, Negotiation 2, Perception 3, Streetwise 3.
Talents: Natural Negotiator (once per session, may reroll
any one Cool or Negotiation check), Nobody's Fool 2
(upgrade the difficulty of any Charm, Coercion, or Decep-
tion checks attempted against the character twice).
Abilities: Hoverer (Toydarians do not have to spend
additional maneuvers when navigating difficult terrain),
Silhouette 0.

Equipment: Holdout blaster (Ranged [Light]; Damage 5:
Critical 4; Range [Short]; Stun setting), heavy clothing [+ 1

. soa k), comlink (handheld), datapad.

MERCHANT MOUND ONE: OLD TOWN

Walisi's Elegant and Exotic Artifacts is located at
the top of Merchant Mound One, also known as
Old Town. Winding roads and alleyways from
Riar's earliest days cover the mound. Run-
down businesses selling cheaper goods occupy
the lower slopes, while historic and seemingly

reputable businesses ring the top of the hill. The

mound teems with activity that lessens only slightly

overnight. The larger streets can accommodate

landspeeders, but as is the case throughout

Toydaria, airspeeders are limited strictly to
designated landing zones and travel lanes.

Almost any legal items and many black-
market items can be found in the markets,
Most operations are semilegitimate, but

choosing the wrong shop means encoun-

tering charlatans or thieves. Entering
shops can be challenging, since some
seem to cater only to Toydarians, with
raised entrances that require flight
1o access. A notable number of royal
guards patrol the streets and hover
over the top of the hill, but their pres-
ence farther downslope is minimal.
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WALISI'S ELEGANT

AND EXOTIC ARTIFACTS

n basement of

g [OrgoLlE

since crumbled

w_||-. s shop s
1 once decadent mansion that has

sk, alt = e The shop 15 a8 snort distanc
underground. near the top of Transit Hill along its southern
slope Walisi likes it because its owner was particularly fearful
enem nd buill f which cor
ne ighboring ba
[here o currently functioning entrances to Walis's
nare The PCs may

e blocked

e of them :
s well (such as

The GM can i
d on previous search ef

E malr

n working entrances are

This location is the clo

st to Walisi's shop. What apr
Jusiness speeder gara

(o] a small, out e s the

st en ) zable items are transferred in and out
1sing Lhe sy truck-sized garage lift, whic h has a

that opens th par and lowers the platform

shaft to Walisi's tunnel level. A thirty-meter |O’IgtU nel con-

'“wore- doors—this
A pair of destroyed

) Walisi's warehouse at a pair of a
s wh re his kidnappers entered and left.

security droids lie at the warehouse doors.
SUNSET TOWER
This ten-story-tall, historic business tower still operates, but

it has seen l)[—'l\.-‘r days. In th
ary lobby at the back

e virtually abandoned second
s an antigue-looking passenger |ift
marked “out of order.” The lift, which is actually functicnal,
owers to an old, automated repulsorlift—cart track that con-
tinues to Walisi's, Two long carts, cleaned up and made to
ook welcoming, wait on the track. This Is Walisi's customer
y when he absolutely needs to bring the
buyer to him. Each cart czn hold four human-sized individu-
als. The winding tunnel is low and dark, abruptly changing
direction and angle as travel proceeds. If the PCs travel in the
carts, at some point the lead cart breaks down and crashes.
The PCs can try to repair it (2 Hard [4p 4 4] Mechanics
check]. overload the other cart (which will cause it to break
down a short time later), or walk the rest of the way (which is
uneventful but takes about an hour).

entrance, used on

ART ALLEY

nis entrance

the farth from the shop,
artist district: a small community :f t
The area is downt ':xdjer but still bus-

1est away s loca rer

downslop

studios in @ back alley

ng In the alley, a nondescript door marked “condemned”
opens to a steep, worn, and cumbersome stair leading down
C ne bottom is a short hallway ending in
s locked. The door is heavily

INQUS

al machinery or powerful
counts as having a soak value of 5 and

i threst lz e |lock can be 1r~r»:—a' d [hr, igh,
2 Hard [’QQ] Skulduggery check A failed attempt

breach
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(or the sound ol weapons) Eriggers an alarm 4 Waljg
It 1 d -
nolifving his administration: droid, R 2P0y I pr 5 8
( ! i - > g
warned, it has the cleaning droids clustereg aroling PO
Ihe
when the P( rive (see I

Enterlng Walisi'g Shop .

short |

Beyond the doar s a
series

nat leacle 1

r.f,.nl

of steeply
e galaxy, there would be stairs in syer » 1.
= alor ak
e halls obviously built for oy
8 Ty Oar|ay
can simply fly above ||][— steep floor The PCs must
3 [ELT

ok [”.] Athletics check to climb up to \,-,'4I|f...\”r|. i
ng gear or other appropriate tools can aid the effory (i :l

THE ABANDONED BALCONIES

The remaining three entrances CONNect to stonewark me
ocks built into the north, south, and west sides -)rg'pr.;,.l
These room-we] porches jut out from the hillsiqe

forming its own small precipice. Once serving as pr
r€ [n‘-;JL’ from the bustling mansion, they were a fad amap;
nobility, who abandoned them as their popularity droppeq
Now gforec and overgrown, the overlooks loom over g

plazas about three stories below. Climbing up to the bale
nies or down the hill from above requires 2 Hard (@ ¢ ¢)
Athletics check. To avoid being seen by shoppers (o the
plazas' stores and market stalls, PCs must succeed on a
Hard (§ ¢ @) Stealth check. Each balcony fronts a heal;
damaged, sculptural metal door that appears to be [amme
shut. A Hard (@ 4 4) Perception check, though re
2 keypad hidden behind a triangular decorative element o
ﬂach door; a Hard (4 ¢ 4) Computers check can be used
to bypass the keypad and open cne. Beyond each doof 54
narrow tunnel that runs several hundred meters to the snop

ENTERING WALISI’'S SHOP

Walisi's shop has two huge rooms: one is the warehouse anc
the other is the gallery. All of the passageways [0 '-\-3--_
end up in the gallery, except the cne from the speeder snic

DWever,

If the PCs arrive via the speeder shop entrance 1o

warehouse, read or paraphrase the following aloud

The speeder shop passageway op
room around fifty meters wide by
long. Dust hangs in the air, lit from a}:m.. iy |
floating globes producing a «

The room is filled with rows of s

up metal crates, and outright jc
massive metal doors is partially

A profocol droid :,rarni-: bety

with one flickerin

el security droids i

own personal junk pil

Blaster fire damage is

of the boxes.




art and artifacts, including a variety ol all statues, off
d iewelry, and tunaing holos gellar vistas, are

nd boxes on the shelves. While much of it

Lhe
b ding the right buyer 15 kKey for

Cs can i . .Harld (& 0‘) Knowledge (Lore)

i

|I.I... y } 1 1
checks dentify ILems ir terms. Successful checks

tern:

pensive

s the room, or if they stop

speaks [oudly

“please halt. | regret to convey that Walisi's Elegant
and Exotic Artifacts is temporarily closed. If you
are customers, | assure you that you will receive
invitations to Master Walisi's triumphant return cel-
ebration, assuming he is rescued from those awful
brutes. If you are not customers, | regret to inform you
that if you do not leave immediately, | will be forced
to implement Protocol 1059n. The security droids
told me it is quite intimidating and deadly, but | must
admit that their attempts to carry it out recentiy were
regrettably ineffective.” The droid’s lighted eye sud-
denly winks out. “Oh, no! There go the lights again.”

towards the
In charge of
[ to keep the
ral days ago,
s needed based
k to give the

rs. All of the

yrotocol 103590
d in combat,
] Ll

There are
it is all

h droids in th

oy them, as most sustainet

arrive in the gallery instead of the

e following aloud

Over the last fifty meters, the passageway has become

significantly shorter in f Ange
cate abstract carvings line the walls; while very Ofﬂ'-
they have obviously been cleaned re._:_:ur‘ar{:_.r. "5'_“
come to an expensive-looking arched door painted "
a similar style. The door has a high security modern
lock designed to mimic the much older daor.

ight and more ornate. Intri-

Imp on security
& ¢ §) skuldue-
force; tne door

bypassing the

gery check The PCs

3 50

ts as hav

royed

eck to slide
lowing aloud

cry 5 a
# #) Athletics ch

e it is open, read or paraphrase L

Beyond the door is an oval-shaped room at least ere
hu;:dre-d meters long and seventy-five meters wide,
featuring a towering oblong dome rising some fifty
meters :5verhead, The enormous space is brightly and
artfully it and absolutely dripping in intricate decora-
tions. Carvings surround all Openings, anq a stylized
jungie canopy has been painted on the ceiling. On the
floor are large sculptures and abstract installations,
with smaller works on pedestals and cabinets. The
entire room seems centuries old, steeped in the sen-
sibilities of Toydarian royaity and nobility. Although it
initially seems spectacular, after a few moments you
begin to notice flaking paint and chipped carvings.

For the main floor level of the gallery

At the main floor level are at least a dozen small doors
like the one you came through, spaced equally along
each curved wall to the north and south. The rounded
east end has what must be the formal entrance to the
room, with a large double door raised off the floor,
fronted by a monumental stairway and flanked with
elegant sculpture and art. Curiously, a large desk sits
on the landing before the doors, impeding their use.
At the west end, massive double doors stand slightly
open. A profocol droid stands between the doors,
looking at you with one ﬂfckerfng photoreceptor.

For the upper half of the gallery and the dome

About five meters below the base of the dome is
another ring of about thirty doors spa around the
room, with a narrow balcony connecting them. Four
spiral stairways descend from the balcony to the
main floor. On bath the upper and lower levels, some
of the arched doorways have been turned into display
spaces featuring small ¢ s of art atop pedes.'mrs.“

INQUIRING MINDS
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For physical clues aboul the kidnapping CLEARIEG DRDID [M
|

\Walisl purchased a Series of these drojde . N]n

Amid the elegance are clear signs of @ recent shaot- { themn arh i MG

Y10 ENSirg

Cut

Out ;,'.3:‘“_-}!. e
USEINE Or imnes. 200
SO 'Propey, I

out in the room. Many blaster burns are evident on f
the walls and some of the art. You see maybe A€ nty
old, wrecked security droids scattered about the floor :
and on the balcony. Dozens of pall-shaped cleaning
droids float around the room. All of the droids are

obviously damaged.

ol droid is RT-3PO. If the PCs arrive
he same speech it weuld have if

hec |t informs thent regret-
fully that the nis ossible, since not
only is Walisi gone, but the kidnappers aiso
{ se. RT points to a damaged
abinet where the piece was
the droid was programmed

Nnes ex

pat, or drink and can survive in
underwater; immune to poisons
Silhouette 0. i
Equipment: Two buil:
tentacles (Melee; Dar

stored
to help ru
vincea [o d1scuss
and :
droid mentions that W
the piece from a humar
Yeel Dresk (see Finding Yeel Dresk,

on page 52)

orient 1 [spray in target's

RT-3P0 [RIVAL] Knockdown 1 [spray on floor

Brought on to aid In translations and negotiations
RT.3P0O has excelled especially in running Walisi's
auctions. It is loyal and competent but scarcely 4
fighter, and it was I not to have been seriously
damaged in the attack

fall prone).

Skills: Charm 2 Knowledge (Education) 3, Knowl-
edge (Xenology) 7 Negotiation 2, Perception 18
Talents: N
Abilities: Dr (does not need to breathe, eat,
or drink and can survive in vacuum and: under-
water: IMmune to poisons and toxins), Etiguette
) (protacol droids allow allies to add
O to any Negotiation checks or other Checks
made to negotiate or mediate)

Equipment: Com ink, datapad

Current Status: © uffering 4 wounds, malfunction
ing visual sysretm (photoreceptors)

and Protoc

INQUIRING MINDS
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tl \arehouse (see page 23). RT and Skills (group only): Iygln

the o droids are ineffective in a fight and were easily Ranged (Light) & Perceyy,
defeated in the shootout. The PCs may attempl to talk to Talents: MNone.

t i 1f the PCs say they are there for the auction R1 Abilities: Droid (does not negq ¢

 Dreathe
vatyy

A}

Alcung

target]; when sprayed on floor, cleanins
fluid remains for the rest of the encourte
causing all characters in the area o mske
a Hard [¢ ¢ @] Coordination check o



arm ent ! " i 1 IPEH
) 1 q P
1 | { 1
frold bec i L It | I i
i Lion Woula 0e f1ke U |
| \ L} L [ 1 i | [ - A L
Vi ? : ha I
W ek pla Bl entry. It t BUEIT g Witz
| 1 i, datachips, reader rn e heip 1 t | 1)
ther ite have beer about on the e i appi ire g ¥
A ! he de ms to run the security Hol
3 Hard t Perceptmn check cr Easy (@)
”. y‘ Table 1-2: S(.archmg !or the Krdnapperq !

1..- there the 26, autlines these
dnapping by slicing nformaticn t
a Streetwise check, or from a Computer

QQ Q} Computers check hows thirty well-arme ;
Ic N underwarl

darians breaking through the wars

Computcrs check re

tra I‘ ey | :
r
ould also helg PC
smast rapy  could also hel
1 the he
L s les
R A ocked down early in the fight ned  Once the PCs locate the mercenaries, they h 3 couple
of additiona -noices on how to approach therm. By now. t P paid
! Lhe have the distinct impression that Mracker's M ariars r
t certz respo bl (4 he Kidnap | Th d
1d the can seek a meeting with Wr i rh inderlings throug!
> ff""'-‘" an Intermediary, or they can go dire fhe Royal Metal
works—announced o
| 1€ SECU- If the PCs use an infachar o annecte vl
weals ary to contact the mercenar 2
calle & kidnat
been nteresiin
If activated i
RT destroyed lead P
d s willing | lemand a
; Br r PCs migr i
f munica 4

Hard [’0‘} Mechanics check
OO o & Wa SeCLU em
Ime £ r 3 re i
n pote al witnesses around frigs The Roval Me
Average (@ @) Streetwise ( Charm te-alana Fa i b
checks I ’ nle who ‘ i ,
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FABLE 1-2: SEARCHING FOR THE Ki0
Search Type  Skill Check Required Result

General :
imzflic- networks) Average [.’} i i

Hard (4 ¢ @) Computers

Government Daunting (¢ ¢ §)

networks (shcing) Computers

General inquiries | Average (§ §) Streetwise

Hard (9§

Knowledge (Underworld)

ructions to enter

{ haven't

The Royal Metalworks has clearly seen better days.
It is an enormous complex built on three terraces on
the Low Park side of Factory Hill. It is surrounded by
a collection of crumbling pourstone walls and ru ;
intricate fences with visible gaps. Four massive amsl
tic metal gates are spac fr:r(rund the complex, with

the main entry at the center
On the terraces are almost a d

that dominate the rest of the facility, Gi

of decay and overgrowth, it'’s likely the place hasn't
2n used for its original purpose in decades

i® & & § Stealth check] The sec

ROUIRING MINDS
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through the
here the gl ards are told to expect
ng, they may choose
earned more
location, the PCs may
: When they approach the
paraphrase the following aloud:

NAPPERS

one o Wret ker's

The hex symbwols bel
repu

mercenary group w
authorities with its |
laws, the group has nevt : :
imprisoned for long, making some Uf the cenarie
(Oﬂlll.‘LlI.OI . They are not known for kidnapy .[\Q ord

I !‘

Desilijic Lc.qklu 1‘| rg[tvp 5t months

The PCs gain the public an d underworld results, plus the -[,,-,.;i‘-,,! of 3
Factor” Hill-area metalworks in which Wrecker's M

to be ur:aorwkmp son‘ﬂ kind of training

lercenaries are s

The hex symt‘.uis are easily ident
There seems to be a large cont
specifically in the old Royal Meta
Reeol or .‘lﬂ'ﬂbﬁ‘\ of his staff are somehow
The PC knows which bounty hunters, mercenaries, or criminals should have
relevant information. If approached by the PC, a contact identifies the hr—Y
symbeols as belonging to a local mercenary group: ar 1d offers
information listed above. The contact has heard that the mer
developing an elite commando force, which is currently unde
arts training in the Factory Hill area. Their Toydarian ¢
“Wrecker.” has been expanding the unit's footprint of oper:
annoying some of the kajidics.

s and perforated plates. The gate rises
a metal curtain, to alfow you to enief
grounds. A human and a Toydarian, both of th
armed and armored, wave for you ti ach the
e"qu:;u'!:rm;,ur /e metal-plated guard station ne .r to
the entry road. The s” triple-hexagon Symbor

] e s - i
are clearly visible on their shoulders and hefneé

differ

onvincec
pefore

- approval

ermselves

cenaries each arrive as

Royal Gu

They demand pPr¥

therm,




motioning for you & kes) u;')
massive, latticelike structures |

! ﬂ pa“- of once
plegant doors emil

ssed with the Metahworks royor

seal. You hiear people barking orders ahead of |
A bit farther inside, you pass through a basketve
metol tunnel, which opens onte an enormous room
about two hundred meters long and half again ds

wide. The room houses a number of la
trial machines. In addition, there see

zens of mercenaries working out and trair
in groups throughout the room. Some sguad
rappelling down from above or climbing irreg
structures. Toydarran trainers hover und their non
flying charges, yelling a familiar collection of insults,
encouragement, and instructions to the
to complete the climb.

truggling

a few moments to adjust
tinue and read or paraphrase the

Your guide takes you over to onie of the lar
al machines, which a group of offic

maintenance. As you approach, through a scratc
safety window on the machine you s

bars, weaving cables, and welding plates, g

a nearby industrial artisan dro

A scarred Toydarian male with genera

says to you, “Hold up; it's nearly dor

later, the machine grinds te a halt. Tl

and a massive metal plate slides out t
intricate sculpture featuring a sty

Wrecker's Mercs symbol. The merce
approval, and the scarred Toydarian orc

and taken to a large transport ship i the r
complex. Then, he turns and says ct
cenary lard and now, it seems, oc

s payment up front. If the PCs have the
simply a formality as long as
he mercenaries. If the PCs are
they will have 2 taugh time of it
d enough to know a Iot of cons and
y through them and nave the PCs

nremises (if the PCs try 8spec ally
" this can be automatic,

if the PCs didn't
Wrecker immediately
credits

with no

5,

required). A ternati
before they arrived
-eartine the negotiations at 2,000

\elming backup 15
he chaotic layout of the plant
nities for the PCs Lo hide am-',f-ng
rer-ending maze of pipe

Wrecker's Overw

If the PCs sneak
Inside instead, it doesn't
take long to discover a
control center overlook-
ing the plant floor The
mercenaries have turned
t into a makeshift" com-
mand center and have
moved their own portable
electronics equipment into:
it. Only three or four mier-
cenaries are staffing the station
when the PCs arrive, tHe TESERS
are actively training below: The
basics of the mercenaries” Kid==
napping mission are available as
printouts in the center's fecords,
including the ultimate drop-off point
However, the details of the mission’'s fags s
tics and the reason behind it aren’t recordediEg i
there are questioned. they may krow 2 little 2BeUE the mis:
sion’s rationale, but Wrecker is the only one who'knows the
entire story.

WRECKER

Wrecker is a relentless haggler who sells his mercs sefvices
at a hefty price. He prizes credits over loyalty to his clients
once a job Is done, and is quite willing o sell their secrets
(though for very high fees). After he answers a few of the PCs’
questions, Wrecker starts frying to bill them by the guestion
anywhere from 30 to 100 credits at a time. He catis them
“service charges,” *finder’s fees,” “analysis lewies,” or whal-
ever else he thinks ne can get away with.

If the PCs complain, he offers to bundle answers 1o ive
questions at a slight discoank. If they refuse, he offers a small
amount of information to pique their interest, then starts
adding 20 credits to the fee every fifteen seconds oF 50 unti
they agree to pay Afterward, he starts over with the next
item. If their credits are rurning low, the PCs right be am_e
to convince him (o take something else in exchange, au; f
must be tangitle and immediately avaliable—he womn't risk
waiting for later payment.

INQUIRING MINDS
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.
I
1 \A I I
» eh the r | W\
: Ji r
ed e erc L :
e eI st ¢ e
numcatior il 3 .
WAl I n v
® KO AT provided W
1 [ [0}
with onl
+ The kidna i :
nor inju :
oy drold ~
s raaic Hope
> \ [ steal anything OLN ! |
b he rest behind I INe
tract. He suspects the patron had OLNer L
' Sl ~ker doe it,
aining artifacts. (Although Wrecxer dee
2 . SR heme
<erra’s Toydarian agents have con octed a sCNEME
to use the items as + of their Preelos Consortiufm
~re Hhair Ol 0
cover. They haven't had time to advance their plans [«
do so, however.)
e Walisi sustained some injuries during the kidnapping

recker. Wreck

but they didn't seem life threatening to W
er ensured that Walisi received first aid, though

e \Wrecker dropped Walisi at the abandoned bC
by the old Merchant-Baron's mansion near the base 0l
Merchant Mound Three. This location is at the dge ¢ f
town, along the banks of the Windswepl Lakes. He left
Walisi tied up in a crate. His final payment was ting
there, delivered in several large satchels filled with coins
and credit chips

e The Preelos Consortium, a local criminal syndicate knowr

Deg

to be aligned with the Desilijic kajidic,

uses the mansior

e \Wrecker thinks that either Preelos or someone wiic
owed Preelos a great deal hired his forces, likely due L
Walisi's rumored troubles with the Desilijic kajidi

Vi
Once business is concluded (or when the PCs run out o
credits), Wrecker tosses them out

WRECKER [NEMESIS]

One aof the more prominent mercenaries operating in the
region, Wrecker styles himself as more than just a cheap
tough. Lately, he has been branching out into information
brokering Although the bulk of his credits still come from
violence—like the thelt and kidnapping the PCs are investi
galing—he knows time catches up with everyone, and that
t_le- needs 1o shift to a less physical line of work at some pmni
If he wants to maintain his power base

INQUIRING MINDS
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THE GORENSLA CONNgy,

Gorensla kajidic is actively .

Walisi, having heard rumors of the

a few hours pefore the Player Charactere a,:F
walisi's shop- The PCs beat Gorens|a t, B
r. Gorensla’s searchers have p,

oning RT-3PO. if the droid is left ld t‘Jr,

Gorensla is not -curr.ently 0N good ter r:d :
wrecker's Mercs, so it will pave trouble n»-;r
ing a meeting. If the P_Cs gain @ on Stfeen:,;
Computers checks whal_e sear_chme, for Waj i
can learn that Gorensla is looking for the Toyq

dr
Most SuS|

questi
shop-

pect that Walisi angered Gorens), o
a5 the Desilijic kajidic. S Wall
Gorensla and Walisi have had a profitabje 1,
ness relationship in which Walisi appraises (;niu;};
artifacts ~acquired” through Gorensla’s s
and recommends potential buyers. This tnat\jn
Walisi to profit from stolen_ works and works ‘ m;
questiouable provenance without actually handiine
the thefts himself. Gorensla also buys art ang 5"
facts directly from Walisi to present as gifts, bribes
or payments to Hutts, oﬁ_icials_ and others th:
deal with on Toydaria and in other systems, Thf‘*si
artifacts are shipped through Bog Bay. o5

id

Skills: Brawl 2, Charm 2. Lo¢
jerworld) 3, Leadership 3.

Rar il ~ P 4 \_\_-._. elwIsE ]V

Talents: Adversar rade  diffculty of

vice), Nobody's Fool 2

or Deception che

iny Lnar _oerciof

sttempted against Wrecker ance)
Abilities: Hoverel

Equipment: Heav,

blaster pistol (R

Crnitical 3; Range [Medium]; Stun s
o nse, + | spak), con Nk, aatapaa
| 1
f thino: o not oo wall - [ i
If t S do not go well with Wrecker, Walisi's emergency

beacon eventually activates when one of Jerserra’s agefs
mistakes it for a normal comlink. RT-3PO contacts the PG
=_’_ they are on good terms, or the PCs might get the signal
directly if they retrieved relevant information from Wallsis
yhere

security system. The beacon clearly comes from SOMEX
rops

on the Preelos Consortium mansion grounds, but I£3
Oroadcasting after fifteen minutes




athering Information about the old Merchant-Baron’s
& mansion and the Preelos Consortium isn't difficult. The
Consortium Is well known in the Riar underworld. During
their earlier searches, the PCs might have heard the name
in passing from a troubled local smuggler or street tough.
If not, it doesn't take long with a successful Average () O)
Streetwise or Knowledge (Underworld) check to discover
that the Preelos Consortium has been very quiet since los-
ing the backing of the Desilljic kajidic several weeks ago. If
the PCs try to set up a meeting, no one can raise their nor-
mal contacts in the Consortium (if they have any). There are
rumors that Preelos is trying to get back into Desilijic good
graces but might be failing since it is also making overtures
to ally with other syndicates.

The Preelos Consortium is heavily associated with the
century-old Merchant-Baron's mansion. Some say it is the
Consortium's headquarters, while others think this is just
its most public front and that its main headquarters are
elsewhere in Riar. The mansion is located on a dramatic
embankment at the edge of one of the Windswept Lakes.
Tall trees with thick canopies conceal it from the air, but it
is known to have a dramatic facade visible from the lake's
surface. It has a private dock, and there are a few neigh-
boring docks that are assumed to belong to others, but
no one can seem to confirm this. (The Cansortium secretly
owns the adjacent properties as well.) The grounds are
vast, but mostly for show, Toydarian-style. The lake and
relatively historic mansion are easily located on any
Riar maps the PCs might acquire.

It is difficult for the PCs to find anyone with more
than a passing knowledge of the area. They can dis-
cover the general arrangement of the lake, docks, and
mansion grounds, but no one seems to have detailed
information on the interior. Ultimately, the PCs need
to go there and perhaps scout it out before they
attempt to enter. What the PCs do not know (yet)
is that Jerserra’s Toydarian agents have taken
it over to use as a base of operations for the
kidnapping as well as her secure hideout
when she arrives.

GETTING TO
THE MANSION

The mansion is located on the outskirts of
Riar, at the base of Merchant Mound Three.
Though it sits at the very edge of the city,
flying vehicles (including jetpacks) are still
prohibited. Landspeeders and wave-skim-
ming speederboats are the quickest way to
the mansion.

Flying any sort of aerial vehicle or starship
to the location immediately attracts a Riar
air patrol (see page 19). The patrol pur-
sues any such vehicle and attempts to arrest
the occupants and impound the vehicle At

g s
} =

minimum, the driver is fined 10,000 credits for an aver-
age airspeeder or speeder bike, and the amount multiplies
for larger vehicles and faster speeds. Nel Henol or anyone
else the PCs try to rent a speeder from informs them of
the restrictions, and the PCs might also see the royal guard
arrest someone for such viclations. There are two main
approaches to the mansion; the Merchants' Raised Road
and the Windswept Lakes.

THE MERCHANTS' RAISED ROAD

The Merchants' Raised Road is a historic thoroughfare, It
winds through the wetland estates of the wealthy merchant
class, whose power is a close second to royal power in Riar.
The four-lane divided thoroughfare comprises a well-main-
tained series of bridges and roads that cut through the
swampland, jumping fram island to island. Some bridges
are old stone or wood structures, while others are modern
metal replacements. The road has a moderate amount of
traffic, including speeder trucks, as it was originally built
to facilitate faster trade between Riar and nearby fowns.
More efficient routes superseded it long ago. Royal guard
landspeeders patrol the road regularly.




MANSION STATUS

he PCs arrive at an opportune moment (perhaps

the Force is with them). Fearful that something
might go wrong, “Boss” Trelon (the commander of
Jerserra’s local group of smugglers and infochants)
decided to make sure her arrival on Toydaria and trip
to the mansion would go smoothly. He met Jerserra
and twelve of her most loyal mercenaries at Riar Star-
port with two airspeeders in order to escort them to
the mansion’s premises. This was totally unwanted,
though; Jerserra was unimpressed and angry that
Trelon wasn't guarding Walisi and the shard himself.

When the PCs arrive at the mansion, Jerserra, who
is still at the starport, senses through the Force that
something isn't right. Instead of taking Trelon's trans-
port, she reboarded her vessel (an HT-2200 medium
freighter modified to carry up to twenty passengers;
see page 264 of the Force anp Destiny Core Rulebook
for the standard profile) and orders the pilot to fly her,
her mercenaries, and Trelon directly to the mansion.

About hall of the residences along it are visible from the
Raised Road. Privale roads of similar configuration connect
estate to the thoroughfare. Each residence has a fancy

gale clearly bullt to impress visitors, as well as for security
Many appear Lo have been built by the Royal Melalworks,
ncluding the one for the Merchant-Baron's mansion. It Lakes
about thirty five minutes to gel to the mansion gate from the

Lop of Merchant Mound Three via landspeeder

If the Player Characters arrive via road, read of para

ohrase Lhe lollowing aloud

steady rain to blankel the area in a
iht. After you pass over one of the Ralsed

This one features a pailr of massive, rusty
metal gates hung with heavy-duty hinges, Decora:
tive elements Include geometric patterns. A similar
perimeter fence Is equally old and Impressive. Not
everything Is old, however: you notice a palr of new
security sensors at the top of the galeposts. No
f}f.ffif'(f'a.l"!f'f." ! le, although you see a corroded call
button and speaker on the right gatepost.
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Inside the mansion, six of Jerserry's To
are actively converting the buildin
mand center. These agents are
of the Preelos Consortium, Two of tha el
and lleon) help four technicians l;nhﬂrg:j: :
new electronic equipment, almost non_e qufn.J
currently operative. Loorek and lleon "f-'-]l vih
face-to-face meetings with visitors, pey.,
drolds always act as members of the Pre
tium and never mention any hint of oyt
(and certainly never mention Jerserra's

8 intg a.
pGSing as

Ide ¢
Name
Rounding out the operation are twenty i
droids, dozens of maintenance droids, ang fy,, .
cal droids. The medical droids tend to Walisi
actual Preelos Consortium members cyrreniy .
unconscious in stasis pods hidden in the yay
page 34). Two security droids patrol the arey.
and are sent to Investigate any suspicious
while ten more patral the building itself, The

dangerous than those the Consortium left be
they are held back and out of sight until need

[he sensors are aclive, and similar units are space

fences and walls around the perimeter of the

Lthe ones on the doors are new, however, the rest d
and in greal need of repair. Sneaking by the gate
requires an upgraded Hard (.0’] Stealth check
gelting past the perimeler sensors requires an b
Average Stealth (@ @) check. With a @ resulton s
check, the Player Characlers might discover a sensort
longer functions, I the perimeter sensors detect

or threal, a security droid [see page 59) 1§ dipd

Investigate, arriving in a few minutes

If the Player Characters push the call buttor
Loorek, a Toydarian agent, answers Read or pardpis
[ollowing aloud

A small, disk-shaped portion of the metal e’
down en a hinge to form the base of
projector, sitting about at eye level.
Toyclarian male dressed in formal clc
existence, The Image peers at you an
do you want? We dicn't arder anything!

| SOUS

obvious Force users, Il the PCS rep!t
pas e

:”II"..IIIH[I'L",|‘|:| hemselves as such, of Jal i

of polentlal allies, Loorek may agree @ i ¥
I (e - n\.’“io

lront fover (see map location G1-Entry 1P ro @560

3). He sends one of the security droiss

ey | |'E|;!!:|I].-.




TOYDARIAN AGENT [RivaL]

ra has a small group ¢ ks on I\."\"-I“: 115 mem
bers keep a low profile du > Hult ope ons here, Led
by “Boss™ Trelon, the grouy 2 II-JI-H-'-T'IH""'IID'IFLJI
her growing power base until one of its members reporte

news of the auction. Ir TECognizing the -.h.a--'
within the statue, Jerserra ordered the 1gents to arrange |.
retrieve it kidnap its seller. Now, they hold 'll".':i||k!--.'|[|-"
r [ awaiting her arrival i

following praofils

1 local Tovdarian

asneeded for Lo

s who serve Jer 4]
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clon 2

1. Coer

2rworld) 2

Computers 1, Deception 2

Perceplion 3, Ranged (Light) 2,

1dnce

Talents: M
Abilities: Hoverer do rot

have to

difficult

spend
terrainj,

ht]; Damage 6&; Criti-

neavy clothing (+1

AT THE DOOR

If lI e PCs reach the mansion's fi

100r, read or p

Following the long private lane, you emerge from the
trees into an enormous paved roundabout in front
of the mansion. Abutting half of the entry ellipse is
a concave, two-story, stone-and-metal fagade with
a round, three-story tower at each end. Set into the
facade and towers are small, dark, round windows,
although the towers appear to be garages, given their
large doors. In front of the facade is a single-story,
pavilion-like entry building with a curved stone-and-
glass front that extends into the paved area. The
stonework is a dirty white shade. The glass is hegv-
ily tinted and difficult to see through, but you notice
blinking lights that float and bob to either side of the
ornate metal doors.

The ng to the L-hl'[’1"1‘-"4-‘::|\.‘.'S and

0 se joor. If the PCs have been
nvited | as they approach. Ifnot,
i itside, the doors closing and

ks

those Inside via coir
dentify themselves
the droids defend

@

hem. They notiiy
'Cs stop and |

nstead of compl

it the

until reinfc
1ay be opened

stall the ¢
Any of the mansto

nts arrive

With a Hard (¢ ¢ ) Skulduggery check

If Loorek has the PCs escaorted in,
he assesses their potential If suitably impressed, he
them to stay until his supervisor arrives (Boss Trelon, who
should be back soon) He relon via comlink: If the
PCs aren't convine ing ar cause any trouble, he arders secu

n
rty droids to escort them back to the road

once they are inside

asks

notifies

It the PCs disp ay any recopnizable Force powers or wield
lightsabers, Loorek Iries to stall them to keep them on the
Brounds until Trelon and Jerserra arrive. He immediately

Calls Trelon to report the situation, and he arders the droids
o play cat-and-mouse games with the PCs to prevent them
from leaving, even if it means allowing the PCs farther into
the building

THE WINDSWEPT LAKES

areas of water
Mounds
ous sizes, divided by

The Windswept Lakes are a cluster of oper
wnere the swamp meets the bases of lhp Merchant
Ihere are over a dozen lakes of v
island chains and small hills. The !‘v err_hanl Baron's man
sion sits on the shore of the lar lake. The lakes are aptly
named, as strong winds generate white-capped waves daily
calm water exists only briefly.

It takes about forty-five minutes via Iandspec‘zlr (or a
combination of landspeeder and speederboat or repulsorlift
waveskimmer] to reach the mansion’s lakes from the top of
Merchant Mound Three. While it is possible for landspeed-
ers to make the entire journe r are difficult to maneuver
igh the strong wind and tall waves. The GM can call for
period Difficult (¢ 4 4) Piloting (Planetary) checks |
represent the rough conditions, with Y indicating the F’Cs
should slow down. If they do not, the difficulty on the next
Piloting check should be upgraded once (@ 4 4), and @

means their vessel has capsized

Boats and waveskimmers are easily rented at the base of
the Merchant Mounds or at one end of Transit Hill. Getting
from Transit Hill to Merchant Mound Three requires traveling
across most of the city via the lakes and swamps; takes four
or five hours due to the labyrinthian nature of Riar's streets
Air routes take half the time, but travelers must remain in
designated lanes or face the wrath of local air patrols

Navigating tt onnecting waterways requires
electronic n "15 or a guide. The PCs might als
to use Force apil I|r.-‘..\ to guide the way, although this is difficult
and likely to take longer even if successful. When the PCs can
see Lhe mansion, read or paraphrase the following aloud

As your craft bounces on the choppy waves battering
the hull, you can start to make out a massive white
structure tucked into the darkness of the tree-covered
lakeshore. Despite dark clouds and rain, the lake's
reflective shimmer contrasts with the dimness under
the trees. The building is a prominent dwelling atop
a rocky embankment rising fifteen meters above the
shore. A formal, glassed-in entertainment hall sits
at the top of an outcropping, the rest of the building
fading into the mist behind it. You can make out the
vague autlin 'es several stories
tall immediately behind the hali
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11 where the shoré begins and

It is difficult to ascertal w b out the water,

the lake ends. Some trees Gro 4
while others rise from the Jand. You see huge, comp

speeder and skimmer docks f!m;tm? G?r rzekgsf:;tzﬁ
' ] 5 rated abot ;

the neighboring estates, located :

away to each side, providing d different example of

what can be purchased with significant weaith.

The dock at the Merchant-Baron’s mansion is Fo_ng.
wcture at the base of the outcropping.

emicircular str
2 ers, but

There are spaces for a dozen boats or skimm e
they're all empty. At each end of the docf'. is .whaf
appears to be an elegant lift from the dock level up
into the base of the mansion above. Several mansion
windows glaw with light from within, but you don't see
anyone outside or on the docks.

Each of the three docks has a visible sensor pod mounted
high on a pole. These function the same as the sensors on
the fences

e neighbors’ docks each have three open-air
slips and two sli ]

by a raised metal boardwalk. The boardwalks disappear into
the trees, leading to the currently abandoned mansions,
which are not visible from the shore. At the Merchant-Bar-
on's mansion, lifts are used instead of boardwalks. Each of
these lifts can carry up to ten passengers from the floating
dock level up through the battom of the overhanging build-
Ing structure and inta a reception area [see G7—Lakeside
Lifts, on page 34).

There are other options if the Player Characters want
to sneak in and avoid the obvious paths. With a successful
Hard (4 ¢ #) Perception check, they see several areas
where clusters and rows of trees block views from the man-
sion. This enables the PCs to bring their vehicle close without
easy abservation from the mansion, if desired. With £, they
also see a dark opening at water level in one of the small
coves that might lead to a cave or an underground garage
for the mansicn.

The sensors detect landings at any of the docks and alert
Loorek in the command center, He sends a pair of sec_lrit'J,.r
droids to Investigate. If the PCs try to talk to the droids in a
gambit similar to the one that could occur at the front gate,
the droids function as conduits for communication and nego-
tiation using a built-in holoprojector. See The Merchants'
Raised Road, on page 29.

The cave holds a private dock. lleon looked it over when
the group took over the mansian; he thinks it is unusable and
hasn't checked it out beyond determining that, If the PCs
attempt to drive their vehicle into the cave, it is inur@diutvl'-f
apparent that the water level is higher than nop IT|&1|_-IT'5‘|Jkil[|;
it & very tight squeeze to get the vehicle inside P\f].;)-\,-'m, .3’.'
speed without hitting the walls requires an Average [”i
Piloting check, If they go sloy )

VY. No check is neege .
' s Neeaged, b
takes a couple of minutes . Dut it
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(4 # 9) Athletics o Skulduggery che, .
open The PCs can pe

207101 = Hard (4,4, gy

check to repair the

Once the PCs are on the premise
33 and use the area descriptions
characters proceed (o sea
prises eight curved wings
wing forms the entry

the last wing is a large ent
lake. Most of the wings hold a cor
and display spaces. The original
building for grand entertainment
show off wares from throughout and b
Preelos Consortium hasn't had nearly
the mansion, but it used it far impres
own headquarters. Since Jerserra’s perso
number of inhabitants has dwindled e

the number

Jerserra’s agents and the
own until their commander

are triggered just after the PCs discover (I
a stasis pod in the vault (see G5—The Vault on 0
and have had a moment to assess the situation ¢
PCs start to act, they are interrupted by Corense
ers, who have finally tracked Walisi's loc
38). The enforcers assume the PCs are invo
kidnapping operation and try to take Walis
Just as that happens, Trelon arrives with Je
40), and things get very hectic for all three sid

Since this is a sprawling, multilevel ma
areas are covered in detail. Most of the m
the Grand Promenade level. The rest of the
Upper levels are similar to the
Ber of them have gone unused for years. Te
elaborate as needed if the PCs go off exploris
carry any characters into unexpected locatio®

ise descr bed .;'|.‘-I

he

pk

THE GRAND PROVEN
The main level features the Grand promenace
_the main®

NECLs the front entry, all of the wi
rooms, the kigcl
Hall 1t also offe

y sPACES

ens, some of the v

1 he yault
rs the only access to the




GRAND PROMENADE LOCATIONS
G1: Entry Pavilior
G2: The Grand Promenade
G3: Promenade Service Alcoves
G4: Promenade 1 i
G5: The Vault (Hidden Entr
G6: Lakeside Hall
G7: Lakeside Lifts

WING LOCATIONS
W1: Entry Wing, Garages, and Service Rooms
W2: Staff Wing
W3: Business Guest Wing
i1siness Partner Guest Wing
: Friend Guest Wing
W6: Family Guest Wing
WT: Business Administration Wing
W8: Master Suite
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Cutting communications wor but lerserra’s per

nris Iready hav heilr n 1 SELUp ope rating
1 their new cor and center. The wing's second level
holds what appear to be long-abandoned administra

The South Wing includes the mansion's original

cecurity conlr serras agents here are
the o] Lhe grounds, they sta

> of the technicians in this room to keep track

of the The basic house security is still routed through
this room, but it is obviously undergoing some work

There are new but incomplete security systems in the

command center. The second level has several current \,*

unused offices, Slicing the basic house system require

a Hard [Q Q @) Computers check This gives access
ho he sensors on the grounds, the basic

nd roughly a third of the still-connected

A successful slicing attempt also lets the slicer detect
number of ongeing encrypted data transfers

nfirmary and an unlabeled system some
the mansion. Getting into the new system
Daunting (¢ 4 ¢ ¢) Computers check. If
ssful, the PCs can access the rermainder of the
m and the infirmary's computers located
er Guest Wing. The remaining
outh wing store various household sup
ounds I\(‘.E‘.D. g equipment.

W2-Staff Wing: This two-story wing was primarily
used for housing live-in staff and their personal guests.
It also holds staff-only entertainment areas, a kitchen,
and a di Pl'“g room. It is Llno:;umdri at the moment (and

N e Jerserra’s Lursur took over), but it
relatively recent

W3-Business Guest Wing: This two-story wing was
1d meet with guests wno were pr rimarily
I s with the Merchant-Baron.
L—:ge-ﬂlll-‘ 1a@p rsonal friends or family, SO
orp stringent than I it was for

s wing was

entire sultes co

SUILES ©

W4—Business Partner Guest Wing: Similar 1© the
Business Guest -J. n; this wing was reserved for those
t-Baron C;Ilr‘-‘-.‘d[ f h"’i ﬂflc-r'p

s fully stocked, as tne Const
ired members here whern nee
that normally work here are all
er the medical comput
anyane who 1ul,c;'~.-,ullx ACCESSes
] Hard (2 Q 4) Computers check quickly
3 significant amount of medical monitor r’.g
. somewhere near the m ddle of the
he signal comes from the vault)

al check needed)
duals [six Toydar-

of the fee J‘» S
eral

3NiZe SE

INTRUDERS!

L some point in the operation, Jerserra’s agents

detect the PCs' presence, Exactly when relies

avily an the PCs' approach to entering the man-
sion. If they are careful, stealthy, and have a plan
Lc ible the security droids without sounding the
alarm immediately, the PCs might not be discov-
ered until they find the vault. If they successfully
talk their way in, they might get far inside before
there . More likely, the PCs will try to
sneak in and at some stage set off a security sen-
sor alarm in the command center or attract the
attention of the security droids. Since the security
system is incomplete, the GM has some leeway. Per-
haps the sensors aren't working (an excellent way

or are old and regularly malfunction.

The mansion is sizeable and understaffed to the
point that the PCs should have many chances to
hide or escape before reinforcements arrive. Once
anyone detects the PCs on the grounds or in the
mansion, the security droids go on high alert.
They actively patrol the grounds and the building.
The number of droids in the Grand Promenade
is doubled, with two of the newer models taking
up positions near the vault in opposite alcoves to
ambush intruders. When the PCs are discovered in
the building ts Loorek and lleon each lead a
team of three droids. The techs working in the Mas-
ter Suite Wing rely on the security droids for safety
and only engage if discovered or if the agents order
them to protect the vault as a last resort.

The agents immediately notify Boss Trelon of any

spicious activity on the grounds. Trelon and Jer-
serra don’t arrive, though, until the PCs reach the
vault (see Opening the Vault, on page 36). They
also arrive if the PCs decide to leave without find-
ing the vault first.

of the others listed as being known Preelos Consortium
members. The PCs can also locate Walisi's interroga-
tion recording on the system, which reveals Yeel Dresk's
identity as the statue’s previous owner.

W5—Friend Guest Wing: Nearly identical to the Busi
ness Guest Wing, but once reserved for personal friends
of the Merchant-Baron and his family. A secret lift at the
far end of the wing lowers lift passengers into the hill-
side to access a hidden cave entrance to the northwest
of the mansion.

W6—Family Guest Wing: Also similar to the Bus
ness Guest Wing, but with much nicer finishes and
many more amenities. This wing housed the Merchant-

aron's extended family in a series of rooms, su
and full-fledged apartments. The Preelos Con cfwr[mr*-
allowed p"os1 of its members to live here when using
Many of the rooms still co
yods and illegal items, as Ine

't to search or otherwise deal with

haven't had t
the rooms

INQUIRING MINDS
GHOSTS OF DATHOMIR




with
meaice
under the floor of U‘“- Crand Prom
nat obvious

Je. while Walisi is be
S mem b”- I"r__l up in
al droids attend to them.

ten Pree

However, there are severa

discover it

When the PCs are on top of the vault in

the Grand Prom-
enade, a Hard (4p 4 4) Perception check reveals deep
scratches in the tile floor that stop abruptly at a particu-

lar seam bety
agents weren’
the vault

n tiles. The Consortium and Jerserra’s

t careful enough when

moving items into
and periodically damaged the floor in the pro-
cess. The scratches stop where the door is located wher
the vault is raised.

The security droids know where the vault is, but they
are highly unlikely to reveal its location. It might h-‘:-
discove f the PCs reprogram or slice the droids (a
Daunting [ ¢ ¢ $] Computers check),

All of Jerserra’s agents and techs know the vault's loca-
tion. The agents, the lead technician, and the medical
droids all have the access code. Boss Trelon and Jer
serra have code cylinders that provide access.

Using the Force can help guide their way. The PCs mi eht
sense the feeling of living beings under the floor. [f they
try to use a Force power (0 see the future or past, they

mighl catch a glimpse of the vault in a raised position
How much of the rest of the area they see is up to the
GM, the more the GM allows the PCs to see. the Quicker
their search 1s. Of course, the better their abilities, the
more they should see or sense e
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OPENING THE vy

v gre several ways Lo ralse the vaull

A -"\L"\'F‘-'Jll and a code « :r-|.[|-||" nork are hide

an ancient and gaudy Toydarian royal b
on a display pedestal located nalfway slor
Promenade. Moving the helmet
the mansion's security control roor
on page 34) and in the new corm ;|
Master Suite Wing (W8), but it does not does ngt
in the Grand Promenade itself, A Daun‘t--s__
(@ ¢ & §) Perception check reveals the kepz
tion if the PCs conduct a general s
Raising the vault from its conc
the FI:‘J-- r takes 2 Daunting (’ ” .] Skuldu“"'
check, or a Hard (4 ¢ 4) Computers check -

the code i:yi nder port.

N [aee

Entry Wise

1mar

SUCCESS

to lift the vault
. Unless they find a way t
It h-t_,w.y lowers when th
The slow descent is a safety fe
from slamming down in case
It takes the vault about two mir
pletely return to its lowered position

The PCs ':’:n use the Force
silnouette 3
though,
position
the vault
mishap

A PC can use a lightsaber to cut a hole in the ha’
thick floor of the Grand Promenade te
Cutting a hale big enough for a hum
one minute. The chunk of floor mi g
more droids or sarcophagi if it falls to he ¥
IF It falls, the crash booms and echogs are
attracting security droids or other n P'rt'

medical droids in the vault assume It 1S
accident and call it in to security if they

tunity to do so.




THE SHARD

he angular gray stone that Tragic Hope holds glows

with a slight greenish hue, The shard is about forty
centimeters long and fifteen centimeters at its widest
points. It has a damaged hexagonal shape, and obyi
ously broke off of a larger cluster. The shard is held
by a short, polished stone statue: a stylized humanoid
head and torso with arms outstretched overhead. the
shard clasped between both hands. It is easy to slide
the shard out with a small amount of effort.

The PCs' initial encounter with the shard probably
occurs when they first enter the mansion: they detect
a subtle disturbance in the Force that conveys a mix
of fear and opportunity. The PCs can get a general
sense of what direction it comes from, but they can-
not pinpoint a location. The feeling gets substantially
stronger when they are within about twenty meters
of the shard.

When the PCs first see the shard, they feel a distinc
tive presence in the Force, one that they have never
experienced before. It seems significant, and the feel-
ing of opportunity actively draws their attention to
the stone for about a minute (add a (] to any Force
user's skill checks during this time, unless the PC suc-
ceeds on a Hard [ ) O] Discipline check).

Whenever a PC touches the shard itself with his bare
hands (not the statue holding it), all other Force-sen-
sitive characters within ten meters feel a distinct chill
and uneasiness. The character touching the shard
instantly feels a momentary surge in one aspect of

An enormous section of the dark, multicolored tile
fioor slowly begins to rise. The mechanism is Surpris-
ingly quiet for such an old installation. An area fifteen
meters sguare rises up ten metres, forming a room
with short extensions on the two sides nearest the
Grand Promenade’s side walls. As the lid proceeds
upward, you see a thick, two-meter-tall band of win

dow that wraps around the structure, enabling you to
see in and even through the brightly lit cubical room.
The room’s heavy appearance and reinforced ele
ments reveal that it is some kind of vault

the Force that character is familiar with, If the PC is
actively trying to use a particular Force power or Force
talent, that power or talent gets a minimal surge. The
exact effect is up to the GM: |l could be added to the
next check, for instance. However, a randomly chosen
Force-sensitive PC within ten meters instantly receives
] to that character’s next skill check (if one is made
within a few minutes). A positive effect of longer dura
tion is harder to achieve on purpose without practice
When to allow such an effect is up to the GM. See the
Using the Shard sidebar, on page 51, when the
PCs have time to study the shard more thoroughly

A PC who isn't actively using a Force power when
touching the shard might receive a brief and murky
vision instead. While the vision can convey any
thing the GM finds useful for the PC in the current
situation, it is likely a sudden feeling of something or
someone sinister and harmful—such as a dark side
Force user—approaching in the immediate future
Note that the the PCs receive more frequent visions
over time (see Terrible Visions on page 48).

PCs receive 1 Conflict the first time each day that
they touch the shard barehanded. Thereafter, they
receive an additional Conflict whenever they inten-
tionally try to gain benefit from it. Any PCs who are
negatively affected by the shard's power also receive
1 Conflict, as they are likely angered, worried, con-
fused, or frightened by whatever the shard’'s power
has done to them. Such PCs are absolutely certain
their feelings have been caused by the shard's use

Inside you see four 2-1B medical droids tending to
what appear to be almost a dozen substantial metal
coffins or sarcophagi. The droids look at you, and
then they appear to start conversing with each other,
although you can’t hear them, The extensions built
into either end of the room seem likely to be high
security display cases accessed from inside the vault
One is empty, but the other holds Tragic Hope on a
glowing shelf, looking every bit as artistic as the holos
depicted it. True to its advertising, it does seem to
make you feel uneasy, but maybe that's just your
imagination. The bright light from above refracts
through the shard. casting a greenish tint onto the
rest of the statue.

The vault stops. It is ten meters tall and has two doors
on opposite sides. The doors also sport the transpar
ent window band. The doors are closed, and there is a
maodern security keypad adjacent to each

INQUIRING MINDS
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The locks are adjacent to the vault doors, On the
exterior walls. Opening th-’: vault will require a Dauntln.g]
@ ¢ ¢ § Skulduggery check or a Daunting (X X/ ;
Computers check to slice the code cylinder port. Once tne
PCs are inside and engaged with the medical droids of s
starting to break into Tragic Hope's display ca
Gorensla to the Rescue |ater on this page

5 l'_-I'DL'L‘i‘H [o

v to nrot '

The droids are focused on their patients and try to protect
them from harm. They notify security via comlinks, but won !
he PCs except to try to push them away from tneir

attack tl

patients. The droids can be convinced to divulge nforma
tion such as that they are owned t‘_‘.' the Precl Consortium
and that Boss Trelon ordered them to hold these palients

unconscious until he calls for them. Since it is medically risky
to keep patients unconscious but not in stasis, they have
converted some sarcophagi into stasis pods; however, the
patients still need constant monitoring and attention

Walisi's pod, in the middle of the room, is the center of
activity. Two medical droids are working with Walisi's pod
controls; they ignore the PCs unless directly spoken to. [f
asked, the droids say his condition is very serious due to
recent, significant injuries and because the droids were
forced to keep him conscious for Trelon's questioning. Walis
sustained a serious blow to the head and far more stun blasts
than was healthy or necessary. Whether or not the PCs talk
with the droids, Walisi's pod suddenly emits the sustained
tone that signals cardiac arrest. All four medical droids open
the pod and try to save his life; see page 410 of the Force
anp Destiny Core Rulebook for their profile, if needed.

The clear display cases along each end of the room are
closed and have their own keypads, but the droids don't
have the codes to open them. Opening one requires a Hard
CX X ] Skulduggery check. The GM can populate the cas-
es with any manner of interesting items, such as a lightsaber,
a kyber :.ry.\tal and odd relics from ancient temples. There is
also a small crate with a built-in repulsorlift, which was used
to secretly and safely transport Tragic Hope to the vault.

WALISI [NEMESIS]

Walisi has run his shop for years now, slowly rising in influ-
ence across Toydaria and becoming known at an interstellar
level. Though he has been somewhat concerned about how
much power the Gorensla kajidic has over him, so far the
arrangement has been mutually profitable. He had antici-
pated that the auction of Tragic Hope would be his grandest
achievement yet, but he was guite unprepared for the
unwanted attention it brought—perhaps enough to make
the statue his final acquisition

Skills: Charm 3, Cool 2, Deception 3, Knowl ledge
3, Knowledge (Underworld] 3, Negotiation 4, Pe
CLreetwm 1

(Education)
rception 3,
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"-’(FO(.C'L.| or Negot E'”Jrlrr.-, g
Foal 2 (when targeted by Charm Coerc K.\
checks, upgrade difficulty twice)
Abilities: Hoverer (Toydarians do not
additicnal maneuvers when
Silhouette O
Equipment: Panic recall beacon,
7

Current Status: Suffering 7 wounds, g
Injuries

on, gr Dr"‘]ﬂ‘

“Dn

have o

navigatin o =
I;\.J_;rg dfnr_“ ':llf,w;-‘.
U terpy,

Strain and 7 ol

GORENSLA TO THg Rescy,

The Gorensla kajidic finally discovers Walisi'c (-
haps following the PCs’ lead) and sends 3 m?r
Weequay enforcers to rescue Walisi. Gorensjy beli

Preclos Consortium kidnapped Walisi, eithe, '"Jg"rz i
from Gorensla’s rival, the Desilijic ﬂ,,|d~ or in a pig
back into Desilijic's favor. Garensla's enforcers ara
mansion to get him back, and they {'"‘”TC"%b"v
Hope. They're led by Pravon, an aggressive and gy
tenant. If needed, he does the talking by way of intim
demands, and orders. He knows of the PCs, byt h

them in person until now.

When the PCs get inside the vault, the enforcers sre
They aren't subtle. They park their two heavy speeder i
n front of the mansion, blast their “'ay through the
door, and run straight down the Grand Promenade Gl
use the A-A3 Dray light speeder truck from page 255
Force anp Destiny Core Rulebook for the speede' tr
needed. Holding prisoners in the vault is an infamaus Pra:
los tactic, and the enforcers know all about it. They destr
any remaining security droids between the front door and
the vault. Read or paraphrase the following aloud:

A loud explosion suddenly booms and echoes down
the Grand Promenade from the direction of the
door. Bursts of blaster fire follow. As they get I
you hear a large number of people running I"'JI
you. Far down the hall, you see about a dozen arme
Weequay racing your way. A security droid

from a side hali, but withering blaster fire blo
pieces. The enforcers don't even slow down.

The PCs have a short amount of time before the Fr“‘.c
ers arrive, A medically trained PC can try to help Ik” :
stabilize Walisi enough to saf fely close the pod. but

€asy. Walisi has already sustained seven Criticd
S0 this requires that a PC or the droids ’WB"" g
Daunting (@ @ & ¢ Medicine check /
droids” check if 2 PC actively aids them but 'Lek b
!'.hle check himself (have a PC roll for the droids). I'* ! ;ég.]
fails, roll with a + 70 on Table 6—10: Criticallf'!"”’
N the Force anp Destiny Core Rulebook, page -
Cneck succeeds, Walisi stabilizes enough that t
Sust about ten minutes before nis ""J.\
Crisis requires another check, A repulsorlift sléd -!?-- 1€
outside the vault and can be used to slol
Bod. The pod has an encumbrance value of 12 :
PCs wish to try to carry it out thems

ef

n him fg

yly Mo

slves




After the PCS have a Tew moments

Ll ana reddy

o improve their situa
defense, the enfarcers arrive Pravon volls in
enhanced,

Wallsi Pravon's enforcers

II the PCs {1y

0 haggle

a cvberetically booming voice, demanding thal

fake up positions
o negoliate thelr way oul,
long as he gets Waljsi O} by

they surrende
yound the vault
iyl B Al

ombat breaks oul

WISE, (

The enforcers hight in thiee minion groups of four (along
and they aren't mterested in |'{'|1'
ng to the death. They make a run at Walisi's pod arnc [ry to

T T S (o AT
escape with 1 I Lhe

vith Pravan in the lead),

pod s apen, the enforcers may be con
[ the severity ol his wounds and alter their plans to
However, that might mean Just grabbing
with them. I Walisi is dead. they are
t the PCs and I'\ Lo Kill them . If that proves difficult,
v retreat. In any case, one 1565 a comlink
o call the group’s Gorensla boss and report the situation.

 0f the enforcers

PREELOS CONSORTIUM CUSTOMIZED
SECURITY DROID [RIVAL]

ds are deploy

d throughout the mansion, and nor
¢ : quite effective in maintaining security, When
faced with the superior firepower that the Gorensla enforcers
bring to bear at .l their brash attack, however, they
traction. On the ather hand, later
farces are thinned, these droids could

ojooio

eption 3, Ranged (Light) 2, Stealth 2, Sur-

the \I.i

Talents: I'.J'-'
Abiimes Dre r drink ﬂnd
mmung to poisens

to spend add 1.|cr¢|

:rs when naviga

Equipment:

[Light]; Damage 8;

Built-in

Critica [Me net gun (Ranged

Ligt _. Critical P—r.‘h- IS - Ensnare 3,
Knockd ited Ammo 1), built-in comlink

ISB SECURITY DROID [RIVAL]

agents earlie grammed these

J fvanc 14 jels to patrol the

3 for their lower

Skills: ¢ / rce N5, hafe

Talents; Nono
Abilities: Droid (daes nol need to broathe, eat, or drink and
LAl survive in vacium and anderwater,

Hoverer (does

ITHnune 1o poIsons

and loxins), addcitiona

nol have to spericl
maneuvers wher navigating difficult terrain)

Equipment; Buill in lighl repeating blaster (Ranged [Heavy|,
Damage 11, Critical 4, Range [Long|

armar plating ( + | soak), built in comlink

Auto-fire, Pierce 1]

GORENSLA WEEQUAY
ENFORCER [MINION]

The Gorensla kajidic has
roll. Most don't

many blasters
survive their firs
always more to be found
guite often, some of whorm have
bounty hunters or bodyguards

or-nire on Its pay
bt the

(uay Enrorcers

sslgnmerit re are

[he clan uses Wee

already been operating as

Skills (group only): Athletics, Brawl, Melee,
Ranged (Heavy)

Talents: None

Abilities: Pheromone Communications
[Weequay can communicate with each
other when within short range
undetectable to non-We (-md,.
Equipment: Blasler ca 2
[Ranged [Heavy]; Damage 9,
Critical 3; Range [Medium];
Stun setting), vibroknife
[Melee; Damage 4;
Critical 2; Range
|[Engaged]; Pierce
2, Vicious 1],
heavy clothing
[+ 1 soak)




PRAVON, GORENSLA
IEUTENANT [RIVAL]

1o has led on f the Gorensla’s p Ay ¢

raups lor only a few months, and he is eager |
el worthy of even higher advancemen

ernel including an artificial voice hox This allo

nlo wien louder than he 5 before, something ne Use
effectively to poad his | Veeaqua ) € Cl
) violence against the nemi

0:0:0:0
( 15 ) 0lo

Skills: Brawl Coercion 2 tion 2, Pert
2d (Hes 2, Streetwise 2, Vigilance 2
Talents: Adversary 1 (upgrade difficulty of all comb
this target once)
Abilities: Pheromone Communications
restricled to Weequay only; undetectable
Equipment: Blaster Damage 9;
Critical 3; Range [Medium]; Stun setting), vibroknife (Melee;
Damage 5; Critical 2; Range [Engaged]; Pierce 2, Vicious 1)
clothing (+ 1 soak), comlink, cybernetic v

ception 2,

o
Rang

CNECKS

against
(Range
by other beings).
carbine (Ranged [Heavyl], D

[Short];

neavy

When the PCs get Tragic Hope out of the vault's display case,

Jerserra and her mercenaries arrive, along with Boss Trelon

and the two airspeeder escorts. This could occur right on the
heels of the enforcers’ arrival or sometime during or after the
enforcers and PCs engage in combat or negotiations Read
or paraphrase the following aloud:

The building suddenly shakes as you hear some Kind

of large ship fly overhead and land out front.

The ship is Jerserra’s ship Force-sensitive PCs feel a brief
shadowlike effect through the Force as it passes aver. After a

couple of rounds, read the following aloud

From the front entry, you hear the unmistakable high-
pitched whine of speeder bikes. In seconds, two come
screaming down the Grand Promenade, flying over
and around artwork obstacles. aleng with a Toydar-
jan flying under his own power. Ten heavily armed and
dangerous-looking toughs follow them, blasters ready
for action. Leading all is a masked humanoid female
clad in a tan and brown armared jumpsuit.

The masked fermale 1S Jerserra, a powerful dark le Fo
.l eight of her mercenaries (fighting i

inion eroups of wo each) follow on foot, but taking a |
sgr LI }u 1 Lh ngth of the Grand Promenad I

INQUIRING MINDS
CHOSTS OF DATHOMIR

use the Civilia
anD DEesTINY L
and the Toy

for their pilots

the statue (or

?Cs is holding 1t or t sed for its trans
view. she chases or atta I11 character first §

her lightsaber on her back, but doesnt achivate
forced to do so. Unless the PCs have encounte

tor before, a Daunting (¢ ¢ ¢ ’] Knowledgo [lore]
Knowledge (Underworld] check is needed [or

ognize its circular hilt

RUNNING THE SKIRMISH

The scene should quickly devalve Into a chiaotl o
between the Gorensla enforcers and Jerserras Mt Ll
Either side engages the PCs when necessdry If the Pt
tiated a deal with the enforcers, the enlorcers s fe witl
against the mercenaries, but tney don't necessarl
the PCs' orders. They also stay fac
of there, I

The GM should use the
manipulate what happens between the PCs and
If she is dominating the PCs, of the enforcét
intentionally or accidentally come to their @ L
come close (o killing Jerserra, all of the availabie &
ies quickly descend 1o keep her alive until she &

10k
used on getting Wa
he's still alive

ongoing hghting ds & &

SOMme

3 plet |

run in

During the chaos, the PCs should gt
tunities to escape the battle They can
direc from the vault, escaping into 0
to hnd outside or 19 [oubl
different leve

Lon away
Ing's wings 1 way

ls and the stairs or TS

18]
“BOSS” TRELON [NEMES

reion ha Boss Jersert
Nmmeande her s 10 I
loydar g he ] ed U .
| [S ped a wide net | !
1C KT ard o furth I
to Jer 1 ( H
r jiva




JERSERRA'S MERCENARY [MiNlﬂN]

SFETTUIER

o J 1§ JULTE

219191909

Skill

Talent

Abilities

Equipment : Skills (group only)
Talents
Abilities

Equipment

580-AVA “DASH” SPEEDER BIKE

_‘,-sf T

Ty
Wz_" ~ige
sunpuerie | seeen L noLms /l_? (?

Vehicle Type/Model
Manufacturer
Maximum Altitude
Sensor Range
Crew
Encumbrance Capacity
Passenger Capacity
Price/Rarity
Customization Hard Points
Weapons

ADDITIONAL RULES

Collapsible

.

MOUIRING MINDS

CHOSTS OF DATHOMIR




5 he vears since she left Dathomir, but Jerserrd

eVE ; .-:'|--.-,~\\-','_|-|‘\‘| wrdithi. Through her recern
Ice e shard sl DOSSESS0S, she [ecl LTt
1at hinally she has found a link tl Wil ren he resting
1ce of the lost cluster

) ‘\u U
Skills: Athletics 1 Coercion 2, Cool 1
Decept Leadership 2, Lightsaber 4,

3, (Planetary) 2
Talents: Adversary Il combat
checks against this target thre 5, Parry

ng soak
e damage by 6), Scathing Tiradk
make ar A\.rerage [’0] Coercion

one enemy within sho suffers

checks for

twor
spent, an affectec 3¢
Abilities: Side Force

instead of

L suffers 1 additional strain).
User [uses Dark Side res
Light Side results: see page 281

™yl
Ldli

the

of

jerserra's Inquisitor spent years teachi

tactics and lightsaber use to her app
should thus feel free to use the rules f
tional Combat Turns sidebar on pay
Force aND Destiny Core Rulebook fc
NPC slot in the Initiative order whene
part of a combat encounter. This is rec
in particular if the PCs are Knight-le

Jerserra should also target the PCs
Force power several times, such that they
realize they are facing a new Force power.

Force aNp DesTiny Core Rulebook], Fo
Influence, Move

rce Pawers

» Unleast

Jerserra’s Influence: Jerserra may spend (Jand fargel

one character within short range. That character must

1ake ar |Average (@ §) fear cher.k as an out of

If the target suffers strain as an

( wvers from an r"quai amount :;f','_';m She
also spend [|1f ’r.-i he [-[ er's range to medium
Move: Jerserra ove one silhougtie

object within shor
range
to increz

She can spend(
2 silhouette
number of object:

mum of twao)
Fo

, Spen

> at one Lime h)r ane
an hurl objects Dy marir
check and o a ranged é

Jerserra
ree power
ij'rll'f
to the silhoue
only succeeds if s

to move the c-h|f1{_'

equal to

rollin
of t

Uf the object be

can als
The
sinouet

10 [silr

one per 3¢ To thro
multiple object € [T
Aversé”
19 $! Discipline check ;
e chaok " : : )
7 . ]

Equipment

he pool. The f'ldff‘ difficulty IS €M

ilt of that fea




are out of immediale danger, they have se
1hi
entrance,

il LS
2ral OpLion:

iary ways oul of the boilding are the main

tor escaping the building and ground

e, and the hi | ehltance

Addditionally a
0rs on the ground Noor el
1t loor, Even a w
matter which way the

ANE are exil ¢

nneh Mo

o Lhe

1ow mighl
PCs go, Jerserrals
d possibly the Gorensla enforcers start sear hing

| the PCs manage o take Walisi wilh 1em, Gorensla's
I Walish isn't with the
I'to rescue him, even if he survives The:

10 survive are ardered (o try Lo grab one

lorcers

ke up the chase

nare so Gorensla can extracl suitable paymen
or d 5 from the gro
sE dispatches her mercenaries and

any remaining
Is to patrol the grounds and the by Iding. Elud
a is difficult, but the PCs might be able to detec
through the Fo 1 adjust according
, Jerserra should be tre
wld not en the PCs
Y poor decision. Any ¢
chases ar minor skirmishes
f Il escape. No matter what
they face substantial abstacles
1Ngs calm down considerably once the
he mansion

ited
loom

s
Y I

opponents should be short

lo the urgency

Overhead Watch: Throughout the events at the mansion.
the t alrspeeders tha

escorted Jerserra's ship
vity to
f Trelon is ir

The Main Entrance: Jerser
main ance, under

the aries (who
the GM should

OUS Chal-

| L
the PCs

lantit

The tw

Yt
)
L]

NG
¢ Discovering the kidnappers' identity and location: 5 XF
s [ ) ng where Walis| s beir » XP

Ferniain parkad aear the e Mgty Ari

the PCs toft a vkl e

Hesren Fonir reieere ifie | (2t e

Lakeside Lift and Dock: After the weirm

secunty drold or pale of miercenaries patrols the dek

PCs lefl o vehicle there it romair g Ao €
vehie los at this loeation he PCs car e g

apen

S5We

mpy, treeline

The Hidden Entrance: |l oo

FCs ta the secret exit out of the mansion. they dor

search the caverr. If the ssarch goes o for 2 3

of mercenaries is eventually dispatcher thecx th i
The Grounds: Mercen | Is ¢

erounds arouricl Lhe mans o to -

lo a neight state taki I nir

hour to get there, depending on how stealtr £ F

There are plenty of places to hide on the s, fro 4

(= al caves to thick g of trees o smiz 8 O

ings. The neigh | 2 D ) i

ir smaller, ye ansio

doned. However, each hz
up at its docks. While
larly operable
venicles, and they
Lakes, cn p 31

Pree

ser them up as er

vork perfectly fine See The Windswept

OUT OF SIGHT

Once the PCs shake off any
they get a moment to
attend to medical or other
that one or more of ther
lead to rescue attempts
page 64, for suggest

mansion and the various

have calmed down a & GM sk i

on to Episode Il

* Keeping Walisi alive and escaping ]

gscape with the i WP
® Finding the shard and escapi 18 Wi 00X
* Rescuing the Preelos Con i \
\s always, the CM I aw I

playing and [ | o

INQUIRING MINDS
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E pisode Il finds the Player Characters on the run from
Jerserra's forces, the Riar Royal Guard, and the Gore-

nsla kajidic, As it opens, the PCs are hiding in the wetlands

on the outskirts of Riar, when more trouble unexpectedly
calls, Even worse, they start to suffer the side effects of

- using and being around the shard. They also receive dis-

ences that may be in store if she acquires their
ind gains control of the entire Nardithi Cluster. This

1sla Calling: Irrica the Hutt demands that the
sturn Walisi, and holds their ship for ransom.

: sions: The Force-sensitive PCs experience
visions of death and destruction, especially concern-
Jerserra's pursuit of the shard and the potential
mage she could do with it.

 Finding Yeel Dresk: Irrica, Walisi, or both demand
that the PCs find Tragic Hope's previous owner, Yeel
Dresk, and bring him back to work for Gorensla in
‘Wallsl's stead.

“Through the Force, things yvou wi

The future. ._the past. Old friends

* Dresk's Landing: The PCs find Dresk’s ship stranded
in a flooding river and must act quickly to save him
and the vessel. Since Dresk was the original owner
of Tragic Hope, the Imperials have been searching
for him. Jerserra's arrival spurs the ISB to step up its
efforts, and sends a patrol to capture him.

= Showdown with Gorensla: The PCs return to Riar
to collect their vessel. They must complete their deal
with Irrica the Hutt, but the Imperials attack the land-
ing bay in a bid to capture the PCs and the shard.

* Next Stop?: After departing Toydaria, the PCs may
need to |learn more information before heading to
Dathomir. They can travel to Kwenn Space Station to
prepare, When ready, the PCs make their way to the
dark world that their investigations and Force visions
have revealed holds Jerserra's final objective.

The PCs begin the episode in a precarious position made
warse by the realization that they are now wanted by the
authorities and by one of the most powerful Hutt kajidics
in the galaxy. As they try to make their way back into the
city of Riar, the PCs are pursued by enemy forces at every
turn. They need a break, and one comes quickly from a
most unexpected source,

o



A Toydarian voice begins, "You are now speaking with !
the honorable and fearsome lrrica the Hutt. Do not E
displease her." After a moment, @ sharp-voiced Hutt
begins speaking in Huttese:

“Angering the Gorensla kajidic is quite foolish. You've
made quite a mess of one of our operations, and that
foss of income cannot be allowed to go unpunished.
However, you are clearly individuals of some skill, and
we haven't built our masterful and glorious operation
by overlooking potential opportunities. Do you want
to deal, or do we simply sell your ship and belongings
on the black market? Better yet, afier today’s events
I'm sure the Empire will pay a substantial reward for
turning over your ship and whatever secrets it holds. the airs &
Simply everyone is out looking for you fools.™ of the

ing Yeel Dresk :_ : Dage

IRRICA THE HUTT [NEMESIS]

with Gorensla nage 60

=r Sez= Finding Yeel Dresk - -.—.:

Ay HOSTAGES OF THE HUTT

It's also possible that the PCs arrived via 2
ship or some other vessel they don't e
selves_ In this case. Irrica has captured T
and its crew. She is holding them all at the ha
Possibly within the ship, as ransom aganst
tional docking fees” or some other excuse
the PCs to do her bidding.



‘.m\l CUETETT, | EUTARTID n case the PCs !Ian to gain information about Yeel
Dresk from Walisi or Irrica the Hutt, the following

| | | [ B DTk 3
S\ ]_-ﬂ gt 30 I el JL :
> - []_ other ways they could learn about him over the

ckills: Charm 2, Coercion 4, Cool 4, Deception 5 course of their investigations.

o o ADDITIONAL SOURCES: YEEL DRESK
,,T e S CMTRARED - 2L o | oo ;] j

ar

¢ |fthe PCs questioned or made a deal with

g ¢ e ' 5 Range RT-3PO, the droid might have mentioned
i Dresk as the former owner of Tragic Hope
and offered details of his current pre-
dicament. If the PCs and the droid can
contact each other via comlink, the droid
may reveal this at any time as informa-
tion that might help their investigation.

If the PCs investigated the provenance of
AT, Lo on, and LEC n checks targeting the statue via the Riar underworld, they

! mes might have heard of Dresk's sale of the
Abilities: Awkward (HULts 3 h. bu item and his ill-fated starship purchase.

hey add M 1, Melee, and Coc ..:..‘. If they sliced Imperial or local databases,

<5 T n p the PCs might have seen reports men

er S (o] ] 18 M tioning that Dresk is connected to Tragic

Equipment: Blaster pistol Lig DariaeelE Hope and listing the basics of his current
vieal 3 Range [Mediuml; Stun setting starship troubles.

A PC might have a Force vision about
Dresk's ownership of the statue and the
worsening situation at his ship's crash site

£5
5 complaints and
= opposed Charm,
. the Hutt mo

_5 MUt
checks It



TERRIBLE VISIONS

t

Using

the Shard s

1sed he GM can use the v

have the r.

15, Later, the Game Mast ould
Hard (4 4 @) Discipline check during !
1al scenes. If the check is successful, the

Nith no adve
fear check and even assig

nting the t

based on the specific vision and the PC's reat

Call tor -ﬂa;ntirg

RUNNING SHARED PARTICIPATORY VISIONS

T his type of vision requires players who are willing
and able to separate player knowledge and char-
acter knowledge during play. If the players don't like
to do that, aren’t very good at it, or are relatively new
to roleplaying, the Game Master should stay with
individual visions.

If the GM wants to build up the mystical nature of the
Force and the shard, the PCs can share one or more
of the visions as a group. However, instead of just wit-
nessing a scene, the PCs become active participants.
Some shared visions are clearly of events occurring
elsewhere. Others might be set where the characters
are—perhaps starting when they are all at rest while
traveling, such as on board a ship. With care, a vision
can occur while or more of the participants are
occupied with other tasks, such as piloting a vehicle.

The secret of these encounters is
to let everyone play their
or dangerous vision, but i

that they are ways
characters during a mystica

N actuality, only so0me of the

PCs are truly part of the vision. In other words, several
PCs are in the vision and remember it when the vis
ends. The other players participate in the vision, but
their actual Player Characters don'’t remember it and
weren't actually part of it. Characters who are not
Force users, for example, wouldn't see one of t
visians; they would just provide what this echo of thei
character would do in such a situation.

During this type of vision, none of the PCs ki

only some will remember the results. This is

true the first time a shared vision occurs, as t
shouldn't tip anyone off until the vision end ﬂza_ll
means, for example, that if the vision occurs V'€
someone is flying a vehicle, that person prob
actually seeing the vision and can continue With _[“
task at hand (and avoid endangering anyone): " "
the rest truly experience it. The GM may use @ ?
the visions in this chapter as a starting point "’
tYPe of encounter, though some visions have
details to work with than others.

he




rr_ Bir

) ‘ & §) Discipline check
JERSERRA Il
Using the Shard

-

Emotional Weaknesses:

A blast of heat and noise averwhelms you as a

c " e s hold. You're in a crowded market-
place in a desert. You feel old. You're part of a group

of peaple surrounded by a ring of armed ;-.-arnb.r: A

humanoid female with white hair leaps atap an open-

topped transport containing a large cluster of angular

JERSERRA | grey sl‘o_nes that pulse with a greenish hue. Suddenly,

you're choking. An unseen force wraps around your

neck. You and four others float high in the air, help:
less and gasping for oxygen. You can't breathe. You
can't fight back. Everyone else is yelling. The woman
is laughing. The vision blacks out as you start to fall...

gmotional Weaknesses

With a sudden surge of emotion, your sight blurs as a
vision takes over your senses. Amid a torrent of noise,
the mass of swirling colors resolves into a fuzzy p-r'e;-',.-
of a humanoid female with a white ponytail, w'ean'ng
tan and brown and looking, looking very clo 7

JERSERRA I

ely at a .

glowing stone object in her hand. Somehow, you feel

her focus as she concentrates on the object. Sudden-
ly, there is @ feeling of recognition in the Force, and
she looks up to see a young Rodian male in a crowd-
ed corridor abruptly run away in panic. You see her
point toward him as he flees, and blasters open fire.

s Emotional Weaknesses: A

There is a blinding flash. Your vision is fuzzy and unfo-
cused, unlike your hate, which is pure and powerful.
A blur flashes by your head, met by a crimson
blade of your own. The weapon I all that stands
between you and your overwhelming opponent. She
is fast. and her blade is faster. It takes everything you
have to keep her at bay.

To your amazement, she is fighting single-handed,
her other hand wielding @ grey stone, angular with
an emerald glimmer. You call on the Farce to shave
her away, but the Force blasts back and smashes
into you. Did her object reflect it, or did her blast just
averwhelm your comparatively pitiful effart? You're
thrown back, tripping over something low behind you.
As you land an your back, you realize it's a body with-
out a head. It’s dressed as you are. There is a blinding
red flash, a surge of pain, and then blackness.

JERSERRA IV

» A vision Of @ pOSSIDIE TULLIE

s Emotional Weaknesses: ridl

Run. Run faster. You're far underground and you can't
see her in the darkness, but you know she’s coming,
and crimson death cames with her. Some say there is
no fear, but there's only fear now. Panic. Run faster.
Hide. Do SOMETHING! SHE'S C! OMING!

DEADLY VISIONS
GHOSTS OF DATHOMIR




JERSERRAV

s Emotional Weaknesses:
® Emotional Weakne

Smoke clouds your vision. Fire SUrrouncs
strange wilderness is burning. Enarmoy Yoy,

. » : r's s
Power is all. She seeks it. You seek it. Everyone Wart i b mous ang
it, but only the powerful can take it. You're POwe ul. ing creatures Iun pas: you, Ut you're trappy

5 choking. You crawl, trying to get under the 7,

She’s powerful, and she burns for more. You're Sf_fo-"i' / i
ger. Vrij know it. You can learn from her and tahe_rt for ;ry:ngdto !;ri.:ggtl; \;?}i; c;;.-t ?guf hand on Sﬁmeaf,";
yourself. Who cares about dark or light? power is all. jagged an . You try to pull back, py , "
clawed paw from an impossibly large monsge, ., %
on your hand, impaling it on the...thing, - Stom
A split second later, another paw crushes

into the ground, and everything goes biack

5 tog | g
Your fiagq

JERSERRAVI

* Emotional Weaknesses: A

You see a woman in black-and-gray body armor thi
standing with her back to you, and you can barely ;
suppress your hate. Why won't she teach you more,
and faster? She deserves this! You slowly move
behind her, then suddenly draw her—now your—Ilight-
saber. With a fast motion, two crimson blades extend
and rapidly spin across her exposed neck. You barely
notice her body crumple and fall. Finally! You have
freedom. You draw the anguiar gray stone from your
pocket, watching as it glows with green light. And you
have power. Nothing can stand in your way now.

+ Emotional Weaknesses: ;




You see nothing thorough o
morning, but you feel'a presence, Th .

ing for you. They don't stop. They don't o °*
power. They have mysterious technology cmd(’_ your
see you through the mist. They don't un, dérsr it can
you can see them just as well, and maybe bet:;?d that
know this dangerous wilderness, You're ane | ‘—: Yo_u
wilderness. They bring nothing, grow norhi‘:' i
add nothing. They just take and kill and ag' and
They're coming to destroy you. You can use mSptr;J A
est. They cannot. Today, they will fail. 2 for-

gray mist on this cofq

DATHOMIR 111

Emotional Weaknesses: Fear

Your vision is shaking. Everything around you is
shaking. Something is burning behind you maybe
everything. You can feel the searing heat, ‘but you
can’t look. The thick metal wall you're on top of is
rocking. The impossibly huge hillside beyond the wall
is...sliding. A massive wave of mud and rock cas-
cades down the clear-cut hill, right at you. The town
wall shatters from the impact. You're thrown into the
tarrent of land become liquid. You tumble into the
burning town, hoping to stop before you're crushed
by debris or tossed into a blazing building. Amaz-
ingly, someone catches your hand, and you're hauled
into a floating speeder. You're safe, for now.

DATHOMIR IV

Emotional Weaknesses:

You're in a cold, dark wilderness you have never vis
ited before, You sense the fear and danger all around
you. The hunters and hunted are locked in their
nightly duel to the death. Fear is creeping in. You're
nat just late: you're lost. You can't keep focused. You
feel overwhelmed through the Force. The dark side.
Jt's here. You're locked in your own battle between
hunter and hunted, between light and the relentless
dark side that stalks your every move.

It tempts you. You feel the raw anger in the forest. it
would be so easy to tap into that power. The power ta
keep you safe from the very real hunters that could
find you at any moment. What's s0 bad about using
your power to save yourself? There’s a sudden shriek
behind you. You lost focus. Something's found you-
Something big. You've never felt so afraid..

DATHOMIR V

during it

Emoti
tional Weaknesses: A

You feel an
el an wave of shock and sadness, like a deci

;fz;:lgysur;j:zrc:qlre turned arat_ lo be disastrous to many
; gef;rmg msscmds are paying for your error. Someone
e you. un look up to see a woman's face
So ng the greemsn nanl coming from behind you.
S eels familiar, yet you've never seen her before
This wasn't what was foretold! Your visions wertl?
FALSE! We've lost EVERYTHING.” You're confused and
overwhelimed. How could you have been so wrong?

DATHOMIR VI

he P( thin The
liary Memory Core,

Emotional Weaknesses:

You see a body, leaning precariously in a chair. Behind
it, through a door, you see a massive bank of comput-
er memory cores. You see [NAME OF THE MOST TECHNICALLY
minoeo PC) hunched over an old control panel, looking
confused. and then looking very worried.

USING THE SHARD

I ndividuals typically need several hours of medita-
tion and study before using the shard deliberately.
The GM, though, may allow a PC to use it inadver-
tently while holding it to provide a clue about its
power (as noted in The Shard, on page 37). It
allows the user to channel a Force power through
it. The user gains a benefit, but there is also a cost.

A PC must make a Hard () () Discipline check
as a maneuver to route the power or talent through
the shard. If successful, the user gains one ¥ and
one &'} to spend on the user’s next Force-related
check. If the Force power doesn’t benefit from dice
results, the GM should instead grant a minor ben-
efit that matches the power.

The two characters closest to the PC must make
a Hard (O O ¢) Discipline check, or a Hard
© O ©) Resilience check if they are not Force
users. If they fail, they are staggered for one round,
plus one round for every Y. They also suffer |
strain for every uncanceled 5 (whether or not the
roll is successful). Characters who suffer this effect
more than twice in one day suffer 1 wound (ignor-
ing soak each time after the second time.




FINDING YEEL DRESK

el Dresk is a young adull human male .':!!'h*'['i'.l'.‘..] l ,(,?,

Aloen Dresk, the Force-sensibive "3’“‘-'"-‘"{-“:_” [_‘|'[I|,..fJI\'- [i
who found one of the shards in the Wret kage. AS |h_':_‘ i’.i"m_l
was passed down through the years, the story about It
became distorted. Yeel Dresk knows some of Its S
he isn'L Force-sensitive, and neither were mos! piithoze BE-G1S
him who passed down the n. He thinks any sociatior
with the Force is just a tale to make the shard seem nu)l.[-'
interesting. That didn’t stop him from playing up the i li].
get Wa isi to buy <tatue featuring the shard from him for
150 000 credits when Yeel saw the opportunity.
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have more jebris, and are more dangeroys a

d{,rper. = anle If the PCs h few
RIVAL] e fyer e/ avaislicr 1e PCs have Cra,
GRAx AND GREMKA[ IP.\I“-,: [I.]u]“.LﬂUl" el §_“JI-".'_' along, tney take a d::(.rt”:;‘ and

. Grax and GremKd ™ = "\t the PCs are on their own, th Ute

outside of Arne ¥
ey have made @
o make

the maie

ash site ; ey'| Neeg +.
neriodic Hard @ 4 §) Survival checks 1 TIa.'IEaEU
of bogs, streams. and primitive roads. Fajlyra ‘iclde

> adgs

Twin Toydarians [rom a village r
Gremka work mostly as annra farmers, bu

| 2 round-
I le _ditions into the surrot
side operation out of [eading expeditio (e, whereby

b
t
!
!

i : ) e W or puts the characters |
ing swamplands. Their rapid-fire ne!?’o“dm}g . ally hag time to the journey OF | L“{aL i s r:Ctr:S N IMMedigtg
. | or than actu 2 ' a~ndwaters, debris, or siluuk eels {
r z - mare with each other than actu 2 : - from loodwaters, de ris, O cels. Darkna
il e e : ; n very effective with ghosess dones ' the difficulty of the checks once arknesg
gle over their fees as guides, is often ve ye upgrades the di ficulty Of | €
unprepared for their act.

: o of food, these snakelike fish range from ¢

r J

A valued sourc : : e
= (CPESEALES, to eight meters in length and have glowing rings running “'lr;

length of their bOdIES Farmers in Arnel grow and hapyes
them in huge numbers for local sale and shipment offworld
thletic endeavor, as the eels fight the =a,r,pj$

Skills: Athletics 2, Brawl 1, Charm 1. Negotiation 2, Percep- Tending is an @

ot i ach step of the Process. often by leaping several meters
tion 1. Piloti tary nged (Heavy) 1. gach st S it Brs
']ll":lr‘ealis IE‘):S (R s e out of the water to snap at one of the hovering Toydarians

2 INOT

Abilities: Hoverer (Toydarians do not have to spend af_jﬂl siluuk Eels can pe found in a vareity of sizes depending oy
tional. maneuvers when navigating difficult Lertai. TWin i maturity, but all can DE ageressive regardless of thei
Negotiators (when working logether, can spend LYt (meaning all are pretty aggressive)

add automatic 3¢ or & @ to add automatic Y when mak- =
ing oppased Social checks), Silhouette O.

Equipment: Blaster rifle (Ranged [Heavyl; Damage 9: Criti-
cal 3: Range [Long]; Stun setting), heavy clothing (+ 1 soak),
comlink (handheld), macrobinoculars, stimpack, tool belt.

APPROACHING
: i'e il ANDING cEITE Skills: Athletics 1, Brawl 3
DRESK'S LANDING 51TE -
mg 5 l o 1 S_—_"a’ ﬂ % {'JI] L l__l Talents: None.
The streams in the area around Arnel and the tributar- Abilities: S:MH GIU.W "ﬂl::. dafkness. I Fr;-c;::-hmescgr:;
ies running into the Leleen River are far more swollen than SIOWIIaBCAIIDE 0> illuminating as a brignt light)
the waterways seen earlier in the trip. They are faster and Equipment: Teeth (Brawl; Damage 9; Critical 4; Range
: |Engaged]).

DRESK’'S LANDING

ﬂ ficedtitey eactiite vicinity) of Ine landing (Site. the Fies

can start their detailed search. The GM may ask far i j

. v y ask for a The Leleen River is cl L i [

25 X 2 2 early the largest in the region

;?'nbrgf ‘;: a?l‘:: :c:] [E?S’U’ij\rg:];l\:hec;(&-Sll(‘h as Percep- and it is massively ﬂoocﬁné the are% It a\mmge;m-
ol Iy | searches, Surv or ground navigation, and me in wi e ; g : A

Computers for sensor sweeps. If the PCs approach by arr, it L Sl ce that ok TER 5

is reasonably easy for them to spot the ship tucked under a iﬁe’r_:iedr ;';;f the river, you see a narrow, tree-<o
B St St oy = Y e OTe
massive tree at the upstream point of a narrow island in the = s quickly succumbing to the flood a
middle of the Leleen River. If 1??& PCs a;:roalcc;:\'tﬁ‘rl-d-::gl; s']t: f*irs, A_f the island’s upstream pomg you see a luxury
via landspeeder or waterway, they intersect the s € starship tucked party s i
L [F terway, they intersect the river some- T h' partway under a massive. looming
where far downstream and must search the river for a while shade tree. The fast-moving waters alre

ks : e TR SR cover : : : ;

How |;pg derw.ntlis on heir navigation of the wilderness and f‘f»'e? T’UC-‘! of the space yacht's landing gear. el

roads, Poor results on their skill checks result in t E '€r sweeps an uproo -0 ol

: skill checks result in their taki | i tre > ship as

much longer to reach the ship. With a g =icrr- t| rl their taking watch. The tree fﬁdgeie(;LFr’;'iqLEI{];je: mé; 5}:}{' .-gm

he < gUIQL, LNEY emerge g = ains wo sels of i

the river about a kilometer upstream of the ship. QUECEEN  struts and starts coHectr‘n; more g;b:; You see the
Wi 5 . shi T i AT 4 3 5€¢€
When the PCs spot Dresk's vessel, rez P's lights flicker and pulse ¢ inps whine

y S spot SKS vessel, read or paraphrac pu)‘_,e as the eng wh

following aloud. paraphrase the and then sputter to g disturbing final pop. Smoke bil

0Ws o i
ut from one of the engines. Upstream, d lo

€hnormous, vehj o T
s . Vehicle-sized debris is lined up to pit the
shipiand island. ris is lined up
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Hard (4 4 4) Skulduggery check




| | & while fending off
direct hit the PCs should see it coming while fend

the tanks, It bumps against hidden obstat les under the
water and spins into other debris, 50 the GM can vary
its speed Lo maximize dramatic effect. |t should arrive
aboul the same Lime as the Imperials are spoli ||l
the dish hits the ship, the collision results in 8 points of
hull trauma and a Critical Hit It serlously damages tne

| | v collapses, dipping
landing gear and Lhe ship partially collapses, pPRING

=l B ol Auma
ts fronl end into the water The dish has a1 Fraut

o e clrIkKIng
threshold of 20 and five points of armor After SLNKING

i cinole 4+ 20
the ship, it spins along one side nflicting a single il

Cntical Hit before continuing downriver

e The engine room is a mess Live power cables spar

ng and hanging low from the ceiling must be ¢ eared Lo

to Dresk. Acrid smoke is filling the chamber. Freeing

Dresk from the pled control pane t] lires a Suc
cessful Hard {"’} Athletics check | rrently

6 wounds and has two Critical Injuries of Average
[001 severity

® Convincing Dresk Lo leave the ship requires e

Sor.la] check 12ainst his Dlsmpime ad '|f"

i He automatics

the Imperials ar

in if the sh

1sn't interested in talking about any future w

or otherwise until he is out of danger

¢ Rapidly analyzing the ship's issues
{”0] Mechanics check Du
and Dresk’s failed jury-ri

.-;-'.ti subhight sy
Mechanics check !
can assist. The repairs
skill check results can

sttempts, the repulsorlif

Dauntmg (XX X))
nporarily. Up to two people
(& [En minutes, al Lhe

er that amount of time

* Launching the ship and freeing it from the debris is
a minmum Daunting (4 4 ¢ @) Piloting (Space)
check. The difficulty

ay be reduced if the PCs clear the

WATER RESCUE

f the PCs find themselves in real danger with

a severely damaged vehicle or medical issue,
they may call the Royal Emergency Team for aid.
Response times are typically thirty minutes to an
hour and result in on cue airspeeder arriving

ith a pilot and two medical technicians. They aren't
law enforcement officers, and they are unlikely to
know that the PCs are wanted unless the PCs did
something newsworthy or caused a problem locally
in the hours leading up to the call.

A water rescue could also be needed if the PCs run
across a vehicle or dwelling in immediate danger
from the floodwaters. A tremaor in the Force caused
by someone panicking nearby could get the PCs’
attention. They could spot a land vehicle floating
downstream with several individuals aboard or
one trapped by debris. After the PCs offer urgently
needed help, the emergency team could be called
to take the rescued people to a hospital ar evacu-
ate more residents from the area.

irep and other major debris from Inder the
&

debris has signific intly stacked up 3 -'I‘|rh:|r1h
gear ol the gear ha been damaged by debrie __FIUIPE
mpact, Lhe difficulty of _""’li"!*. ':"J-Jr! be ,,u:n
once for each situation. Fai H"'. CBUSEs one pojn r'[’""
uma per Y and one point ol system strajpy ryrrrﬂtr
causes del ECOME AlTDRLHEtiE 'rr'n, ,.n:fr‘é
nie adding Mo al oling ¢ {r“

Yoe| has seer rl J'-‘:|.l|z:

riches in credits o a rul

of repair skills 1s matcned }
vel to leave the planet. Now strandec
ise, Yeel 1S =)

: i
might finally be amenable to outside |

ning to f

Skills: C"."l 1
I' nowled
g(sp
Talcnts None
Abilities: Nore.
Equipment: Duelist b
5; Critical 4; Range [Sf
equipment on boart

TIRELESS WANDERER, SORO5UUB
LUXURY 3000 SPACE YACHT

Yeel Dresk hadn't
found riches from the sale of > Hope L"“'] SEEIng
yacht at i

ove. He

uy a ship with his new-

ecially

mounted, alt

was already
Lo use it before the ship's eng
and the Wanderer crashed.

Hull Type/Class: Vacnt/Luxury 3
Manufacturer: S*"“u 1b (
Hyperdrive: Prir
Navicomputer: Yes.

Sensor Range: Short.

Ship’s Complement: One pilot, one co-pilet/enginee’
Encumbrance Capacity: 100

Passenger Capacity: 10

Consumables: One month [ ntly one week
Price/Rarity: 120 00¢ 0 credit 5/6 .
Customization Hard Points: -
Weapons: Fory

)
S 2

ard-mounted
rorward, Damage

=
= L




g
e g——— ———%
| TR | T P (CEE |
Ca )Gz ) Jele)
Skills: |
(n J\ :
pre Talents: A«
They Ahilitics.: None
Equipment: Blas rbine (Ranged [Heavy), Damage =
Cr | % Rangt | ned
1K), St I

red from doing S
nditions caused B
F y nearby Cleals
hack Lo the crash le vid Al

¢ provides air sup

ks oul

g brea



NN-01 IMPERIAL
MINION
R SO | 4 ENFORCEMENT AIRSPEEDER

N
re's power Or

Skills (group only): Athletics, Discipline, Melet
Planetary), Ranged (Heavy

Talents: Nor

Abilities: MNon¢
Equipment: Blaster rifle
Critical 3; Range il h:'|

il vbrokmife (o Vehicle Type/Model: Airspeeder/NN-01
e e S S S Manutacturer: Rothana Heavy Ind

; : S e e 5 o Maximum Altitude: 500 k elers
ades [Ranged [Light]. Damage ..”\ itical 4, Rangg SEnSBrRange; A
[ ;] A ( | nkr Der armi
|Shorl Blas y, Limited AT 1 | ( I Crew:t‘--\ S
( k), |etpack (allows user to function as a Silhoue : .
Speed 2. Handling ywystem Strain Threshold 2 vehicl Encumbrance Cnpamty. Bl

S tmosphere, and requires Pilatine Passenger Capacity: 10, Secure Holding 10
it can only operate in atmosphe M EIAC, Price/Rarity: 31 500 credits/7
Lo R Customization Hard Points: | -
ne membi ol eac) o n [FIre
ight repeating blasker with sli Weapons: Forward mounted light laser cannen it
: | d UM E For ward: Dam Jae

tical 3: R nge |'\. 0se
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L=

hna n T e b
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NC communicator. Ir rica

wants to reestablis

ad developed with Wal-
achieve that. In addition
to find
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Id be all
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owed
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1ing Im :
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Dr ched repair attempts.
futt ca ouple of times a

1e PCs succeed in
dare returni

r progress. If, for some
to go with them, rrica

ng so

(s are most
| slarsr
PCs s
[ d be thelr next desting jon if the
J Ha I = 163
crupt Jerserra's plans. They may

y 10 deie Q : - F the
rmation about (,-l::[‘.--Jf_.f rp to fill in more of tN6
2y ' | st P L Jerserrd
ry. The PCs might also be curio! 5 abou ¥

ORESK AND TRAGIC HOPE

whf_’ﬁ the PCs question Dresk 3
Ho ' :

he is initially reluctant to
However. it doesn't take

{bribes, threats, begging, }
Fi\'e in :md tell a few raler Df 2

C"""-"S"‘OHE in his family thinks an ancestor som
found it on Dathomir, generations ago in the

math of a terrible catastrophe that destre

city. The ancestor had worked for a company called
OteroaCorp, now long-bankrupt and rr;n,n[wn

Dresk knows little else, except that he once planned
f(o research records from the relevant era for more
information on the company. He can point to specif-
ic Republic archives in the Imperial databases that
might be of interest. Any major Imperial network
should have a s. However, given the sensitive
nature of the object, those database entries are
likely to be monitored. He’s heard that there is
a black market service on the Kwenn Space Sta-
tion on the edge of Hutt Space that specializes in
digging out old data without attracting Imperial
attention. See Data Mining, on page 65.

Should the PCs ask about them, he doesn’t know
about the main Nardithi Cluster, the crash of The
Oteroan Sky, or any of the events that led to the
shard's creation or to its acquisition by his family.
He knows that past family members claimed it had
ties to the Force, Jedi, or Sith. Since he’s not Force-
sensitive, he only believes it enough to have profited
from the connection when he sold Tragic Hope.
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SHOWDOWN WITH GORENSLA

slarship ind

o abandon then
Jrrica and It

ess the PCs decide | ]
wilt
beloneines they eventually must deal wi

3 -.|\r¢-||
Gorensla kajidic If the PCs have Dresk, things could g
B ; sCs don't have Dresk
tively smoothiv al least at frst I the PCs :
' ' \ y plan
| caoliate anothi lea ! neoct a |
! rial et ind li
| i Hi and 1 hen v, Imperian f :
teh up with th poliations or their clandesting
1
| v b T i e e P y demand to conclude any
| elr landing 1 nd she agrees to this stipulation

| e { | hir I ut i Allo SINce
I 1 OwWn Al locked at Riar Sta [ Qme

her | lin lity. | brike itens Lhe ort

T nd admimistratie Ve fier sir Mron Over

I lar I

It th " wanl meet elsey re due to a clever plar

( ve dreamed up, it not easy o persuade Irrica (o

gree, but (it s not imy ble If a different location i1s used,

ind brings along similar

es If all goes well, the PCs slill have to return 1o collect
el ship, i hich case the Interceptions encounter. on
page 61, occurs when they arrive at their vessel

GORENSLA'S SETUP

tance Irrica s placing on regaining Walisi [or
gements to kKeep the PCs under

to help ensure they don't
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SNEAKING IN

| |
I th i
I
| guards ::..
IR TEIRET I thi
| i bier) | flt
Negotiations ape 60 If the P
! ILusalle WIpear 1o
| the guard
Havigal L Inelued
1 ke A .mnlmp [’ )
skulduggery check pen . Shcir ”’
Hard (@ ¢ §) Cﬁmnulcrs fh('(_k ar rJ
I it Bvani termn control camputers
11 | remole 148 nother check [ the
| | I 10 [} f o alert the puard:
th .
li f e pudards sound the alarm. four
[ e wo al a lime ik ¥l tw
b a minule) el rrives aflerward
n Ner repulsor slet wo more enloncers
10 d he avolds highting, but loudly yells a
d demand irious things of, the PCs while they battle
FRONTAL ASSAULT
It thee PL sltack the hanger bay oulnght, they hir d the same
n Sneaking In However, explosions and fght
o corridor ound a facility-wide alarm and bring a
{ fs N SECUT n Bog Bay, this means
I ind | irmed Weequay reinforcements
epularly arrive. In the starport, it soon brings Royal Guard
1 { rs tod vl he matter. The i
1T e PCs and anyone else involved ir ng, but
let Irrica "escape” just belore the Imperiais arrve.
DIVERSIONS
; s in b octive | Lhi v of diversion 1S
rtant The bieeer nore threateni and more dar
: he diversion appears to be, ||,.-- yre likely It Is 1o
iw off ars of ity Unles: ire obviously
cal | 1y ship guards remain at ther
bvious diversions (particularly around a set Met Ling
nake lrrica suspicious, prompting her [« check on [he bay

rsonally with a pair il W equay gu irds

DISGUISED BUYERS

ica is trying to sell the ship, she is 5 jsceplible
posing as legitimate buyers, She Is anxios
thirds ol it usual price

ol 75%, bu

to gel

al two

15 11 s used) as a start, She'll take a minimuim

o lalling

CUT AND RUN

abandon their ship, they
s of getting of
mercial transport
or face possible ar
part security, If the

miust find other
f try 1o use

s of at least
find a suitable ¢

somewhere
of running
into allies -ul' thu (,nn'rh}rl

Ifthe PCs try to buy a ne

ships start asking

hackgrounds, Licensing is also a problem,
Imperial and royal guard interest in fhP PCs. Elark
market purchases are possible, but

a smuggler, anyone who knows that Cr.'arens'la is not
happy with the PCs is loath to help them. Credits
still talk, but the costs are at least one and a half
times higher than normal for the craft they select.

If the PCs draw attention to themselves thraugh
their purchase or departure attempts, | al or
other forces may catch up to them before they
escape. The Imperials might arrive as the PCs are
boarding or preparing their vessel. This allows the
GM to use and modify the Interceptions encoun-
ter, on this page, for the new circumstances.

tisn't o { Ll talk her e 14 af. Tt (
11 must Acellent stand up to Hi ny
he realizes who they are, she tries not to et
AN itempts NAre r tnem 1 pla n
ner u s can capture them. If the PC h i
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have garnered valuable (nformatio mncerning her
oes and their own abi Shi
nly gained misteading )i 111
11 she Qoes T neournts
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THEY LOST THE SHARD

f the PCs lose their shard to Jerserra, no

: lost. Having already been exposed to it for 2
icant period of time, they still receive Fo
related to it and her, In fact, visions about Je
plans increase both in frequency and in their ¢
tions of the level of havoc she causes while W
the item. If the PCs decide to abandon their |
suit of the shard, the visions haunt them ut
either go to Dathomir or encounter
later date. At that point, she wields the powe
full Nardithi Cluster (see Always in Motion Is the
Future, on page 95] and has establisne
iNg control over several Outer Rim systems

rra has the full
vhen the PCs con
here
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tempt to latch onto the
n ““ﬁ:mp:t weapons, or
ort 16 dist critical system
magnetically attaching itself to the ship's hull WJ’;‘L‘,.,,L',I:
(e lon miesh array on its underside. This detivers a large
and focused fon charge to the ship's systems that passes
within & two-meter-diameter area centered on the drone

Thie PCs must defend against the drones seeking to latch
onto their vessel, Drones that latch on can be pried off
e hull with a Hard (O © O) Athletics eheck. With ar
Average (O ) Mechanics check, a character may know
or realize that a directed electrical surge could be created
that wouldl overpower the drone and burn it out. However,
the surge would also completely fry the ship's electronic
gystems near the drone in the process. It isn't easy to over-
ride the ship's safety systems and properly direct the surge,
requiring a Hard (§  ¢) Mechanics check. Particularly
poor results might burn out or severely damage systems
farther away from the drone as well. The ion mesh array
takes a lot of power, limiting its use to two rounds. If their
attack doesn't work, the drones emit an easily detectable
homing beacon to call for reinforcements.

An Imperial patrol consisting of two minion groups of
two Imperial TIE/LN Starfighters each [see page 261 of the
Fonce anp Destiny Core Rulebook) intercepts the ship as it
clears the atmosphere. The patrol pursues the ship until it
escapes the planet's gravity well or is destroyed. If desired,
the fighters can be backed up with an Imperial Customs
patrol ship (an IR-3F-class light frigate, from page 267 of
the Force anp Destiny Core Rulebook).

RIAR AIR PATROL
PURSUIT DRONE [MINION]

These disk shaped drones are fast, but not particularly well
armored. They are designed to capture suspects rather
than destroy their craft, and so are armed with potent ion
mesh arrays. As they are relatively cheap but effective. Riar
Starport authorities use them in high numbers to ensure
that air traffic routes remain clear

TR L L »
w \

Skills (group only): Perception 3, Piloting (Planetary) 2
Ranged (Light)

Talents: None.

Abilities: Droid (does not need to breathe, eat, or drink
and can survive in vacuum and underwater; immune to
poisons and toxins), Latch-On (once at close range, make
an opposed Piloting [Planetary] check against target
vehicle to affix drone to target), Jet Powered [while aloft.
the drone functions as a Silhouette 1, Speed 3, Handling
+ 2, System Strain Threshold 2 vehicle).

Equipment: Ventral turret-mounted lon mesh array [Fire
Arc All, Damage 5: Critical 3; Range [Engaged]; lon)




REPERCUSSIONS

e evenls on Toydaria can cause FOpercussions
T that follow e PCe a8 they travel the galaxy. To
what exten! depends ofl the circumstances of then
departure and other events on Tovdana Here are
the GM should feel free to adapt

few likely scenanos
fit evenits as they unfold

them or create new ones (o

Captured PCs: PCs whom Gorensla captured are
eventually turned over to the Imperials for a reward
PCs whom the Riar royal guard captured are held in
a detention center in Riar and handed over to the
Imperials after all paperwork has been filed and com
pleted. The Imperials take any PCs they capture and
put them aboard a transport shuttle in Riar Starport
along with other criminals

Before it departs, Agent Bal leads an interrogation
session to learn more about his masked quarry. At
this point, the PCs might be able to trade informa
tion or even learn more about Jerserra by flipping
the interrogation via successful opposed Social skill
checks against him

Iimperial Authorities: Warrants or other notices
go out based on what the Imperials know of the
PCs' actions. If any PCs were observed using
Force powers, it is noted in warning, so that any
response to disturbances they cause will include a
larger-than-usual number of ISB agents or security
personnel. However, transmission of such data is not
instantaneous or evenly distributed to other Imperial
units. Quickly moving PCs have a few hours or days
before the news catches up with authorities outside
ol Inyrl'lll.l

Other Mercenaries: Other mercenary groups in the
Outer Rim have noted Jerserra's interest in the shard,
but so far they regard it as just another Force-related
artifact. They are not yet aware of her ultimate plans
o use it along with her own shard to find the cluster
and build her own empire in the Outer Rim

NEXT STOP?

iit is uniikely that the PCs will encounter .,
asislevel NPC a9 thelr main foe, unjess 1.
seriously wounded Jerserra or otherwise i ,.
out of the picture. if they did, another ¢,
mercenary of similar abilities (but armeq
traditional lightsaber of the GM's thoosing
been covertly monitoring her actions steps i, ..,
to capture what must be a very valuable g, |
Jerserra’s intense interest

In this case, this NPC gains access to Jerser, .
and, thanks to the visions, Soon surmises s ..
ness. The new Force user takes over Jerserry. .
for the Nardithi Cluster, but lacks her bacigy,
knowledge. This NPC tracks the PCs 1 Oters J
Twenty, but, without Jerserra's Dathomirign .
brings guilded bounty hunters (see page 404 .
Force ano Destiny Core Rulebook) along ine o
The PCs are likely to uncover the Nardithi Cluster -
Dathomir just ahead of this NPC

.

If the GM has previously included Force-using Npr
opponents in the campaign, one of them might mak
a surprise appearance if the PCs stop on their way
Dathomir. This NPC could possibly éven be willing |
work with the PCs to prevent Jerserra from becon
too powerful and thus a personal threat

Gorensla Kajidic: If the PCs successfully concluded »
deal with Irrica or otherwise ended their relationshi
on good terms, they have no trouble from others
the kajidic. If the PCs reneged on a deal or fough
repeatedly with the kajidic, the PCs will at the leas!
face higher fees from Corensia allies aware of the slu
ation, though they might gain new allies from f
kajidics such as the Desilijic. If the PCs killed lrrica

if she perished during a confrontation with them, the
kajidic immediately issues a sizable “dead or aive
bounty on the PCs they believe to be responsible. and
Gorensla allies refuse to work with the PCs. This new
travels fast, and the PCs are likely to encounter a
least one band of opportunistic bounty hunters du
ing the adventure




r homeworid

HOw them g

I base 0l

W5 al
: il IS8 ape BAarce o invest pate
: ! . ngered the Gorensla Kajidic,
. . WY LI the same ar 1y Lirme
Cs do Ve etordged address bul are Known Lo
2 rti ney likely gain a few days
; I" .| : hunters get on their trajl
Cs lay low and some bribe money 0 cover
ks
enn Space Station is a well-known destination and Nay

moving

ter Rim, particularly |

1eart of t
Space The station
cture three kilometers in diameter
1 y |ower

and even
1 enormous dry
€sL capital ships, enough
a time. The upper sec
ltitude of corporations, a major
t for lh ISE W an afford it, and a noto-
tion most relevant to this
1 this on. If desired, the GM can
bout Kwenn Space Station in Loros oF
1 the Epce oF THE EMPIRE the
A e GM still can adapl

) their chosen

sections |

for even the larg
Star De
fices for

IS al

ore de
NaL Hutra, |

ies. Should
probably
deslination

e station
g trafhc
Its ’:p

on, they notice a high level
f they have been to the
alize there is

nitially worry

know
by than

Jre or tation, they
normal. Though this is
5 Clear that there are no Star l,:-'s royers
jal ships currently moored in dry d ICK
Hutts, and other
e taking full advantage
while it lasts. The next
in approximately two

reeleers, criminais,

Lerprises e

an estimale.

y assigned to a
t looks chaolic,
trol. The inside of the station is just
evervone seems to be in a hurry. The
Jk they require on their ship, pur
rinjuries

large landing bay serv
put is actl |

or obtain treatment for thei

il Hard (4 @ #) Streetwise check, the
ate Red-Eye Dren, a cyborg Sullustan inf ant with
mperial and Ref )nhl{ databases they need HL
diest section of the car tina distr
tronics-flled, spherical comg zrtmc?nL
bunctious drinking gstablishments.
tation’s network and
See Data Mining,

255 the 5

in glowing, red
Dren has a pair of inte nsely ElOWINng,
o rs to look at him
he thinks the
Cren

lvertised,
Ves,

ifficult for othe
the brightness, but
an advantage over his

clienks

on gives

BROvS chaillen h
IO¥S & ¢h |HI nge, and he 15 ve ty disappointed when the

PCS' raaac
[ HHESLS prove to be relatively easy. His starting price [s
)
I ‘-'|'|I|' for the informatic
dle exle

o,

., bul he expects Lo negoth
‘ely. See Data Mining, on page G4, for th
tion he can Lypically

novice
IF the PCs make
tion af patrons from

oo much trouble, it attracts the
both of the adjoining businesses
mob quickly forms to remove the [rog blema

produce a momentarily blinding Mash from his ¢
dazzle anyone who

atten

andd a

Dren can
s That may

1005 al him during the alte

RED-EYE DREN [RIVAL]
Dren

trading tidbits of informa
tion. His signature ;gl

has operated deep within Kwenn for m

VEArs now
and mare
the most obvious of

tion for credits
owing ey

inforra
15 are only

ess [0 a wide

] ,rnrrr 1&.(‘ Drrn has mat Ia- nimse
crimin d| elements throughout the region

valuable o

Skills: Astrogation |
Deception 1, wiedge
world) 2, Megotiation 5,
Streetwise 2.

Talents: Codebreaker (remove I lro
codes or decrypt communications
on Cemputers and [ntellect checks
Abilities: (mt'\r“1 i
ception jon and similar checks
made y yoking at his eyes), Optical
Flare (may use cybernetic eyes as Range [Engaged|;
Firing 2 effect; characters who see the flare must ma
Daunting [’0.’] Resilience check or become blind fc
wo rounds per Y cmi gain a Il for every %} until the end
'f the e h V means the target is

Charm 2, Coercion 2, Computers 4,
Know e (Under

5. Ranged (Light)

Perception

m attem p 5 to break

FBRCE AND DLbHN\-’ Core R'atlJf‘ k, page 225]
Equipment: Bl2 ol (Ranged [Light]; Damag
cal 3; Range [Med Stun setting)

NG

Dren to gain the inforr
series of Compu
stem and find the data, while avoiding setting
See Table 2—1: Data Mining, on page
¢ slicing tasks, difficulty of the associated c

essful, The first task listed i

far spe
and results il checks are succ
gaining access to the correct system
though slicing the wireless system or entering
network is also | If the PC is rushed, ¢
add Il to the dic
once if disrupti
they have ac
to gain spec

5 lor
Le 255 IS easiest
remote
1 should
e check
t). Once

airec

s are
55, the PCs can then attemp
¢ information

DEADLY VISIONS
GHOSTS OF DATHOMIR




TABLE 2-1: DATA MINING _
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OTEROACORP

s ¢
: she se 316 inte ;
+ OteroaCorp was a small but powerful interstol; S S€€ms mare interested in using her operatives for
i roweriul intersteliar ce ganing speci :
ration that speciaiized in harvesting bioloal, al e act IH m}[ fic intelligence than for standard criminal
= i B dl FESDUTre pe dCivities. th B E i i
and mining raw materials. It was active for over 4 ca. - hough crime does help fund her actwvities
i . Fdcen ®*  Rimore i
tiry, but 1snt any more '-li””f-r:- atiound about her unknown homeworld her
alleged inhuman | < ahe bty
o [t used extremely long-term strategies fu S i powers, and her use of weaponry nol
: ekl % CRIf Vpically eslab Openly seen since the Clane Wars
settlement and growing it intp 3 large town *  Spver; {
cap supporting all personnel and initj o 2EVeral unaemworld sources have whispered that her
1g procedure @ Initial process motives seem to involve searching for F tifacts
ing procedures Welve searching for Force artifacts,
b e specifically ones involving particular stone formations
he cor y WOUIG place a massive mobile procecs; |
f v olle processing o ISB is highhv in | -
P ing The ISB is highly interested in learn ng more about her

center in orbit above the planet or near « : 3 :
: I r near other resour and her operations, but has been humiliated in each

111 BT e
uld remainin place attempl to capture her

anctary operation ended or a more
lucrative source demanded a change . " P —— ™ B
- i ¥
P went bankrupt following a disaster that T RQV%[LEN‘Q; KE@ Eﬁ@qﬂﬁ?_@ :iwﬁd
-J:‘\"'l‘\P"I‘- the City dL’SIQIﬂJU'!ﬂ “Oterca Zero-Twenty,”  Getting to Dathomir isn't easy. Its data is only periodicz
ts operation on Dathomir. Most believe the corpora-  updated in the official navigation charts. and it |,>n'r anany o
tion covered up the details of the catz ophe, as it the well-traveled h}’I}E-.‘rS.:JB;{E routes. The PCs easily discover
didn’t wanl its methods exposed to Republic scrutiny. that their data for [Hc aﬁ;a is significantly outdated _r'i_',',"—‘.;,],'y
Ing the difficulty to their Astrogation check twice). and they
may decide to find an update before making a final jump
was ordered elsewhere just before the disaster. system. Their primary options are using bootlegged
, the ship was reported lost in hyperspace er navigation charts from the underworld, and trying
when it failed to arrive at its new deployment area, The  to slice into the navigation system of an [mperial ship that
nt survivors of the disaster that had befallen the city  has more recent data
ned otherwise, and the company dissolved in scan- The travel time depends on their starting point. Dathomir
3 year of the tragedy. is a long way from Toy ) take a mini

e, suct

5, such as asteroids. The centers we
for years, until the r

ria, making the jourr

* >ro-Twenty was located is listed, but  mum of one week. |t could take many more, d
their class of hyperdrive and the results of their Ast
& The corporation’s assets were sold off. often in shady check. With no direct route, choosing from so many route
3 pETAliA S dostls WLIL SBIL U, Vs T = options could easily add several days to the journey.

that obscured their final destinations. OteroaCorp

Is were widely accused of embezzling or profiting

Not IS precise coorainates

Jerserra has access to several fast ships, including those

with Class | hyperdrives. She aiso has the most up-to-date

une

JERSERRA ing contraband and mercenaries across systems. However, it
is possible that a higher-pr ority crises could divert her from
e and  Making the trip immediately. Sh Id also need to recover
Mercenan n for an especially aggressive and z &
slfE I LA Il ,‘_:J'n Crha:sh[‘f __.]:1;‘. from wounds gained in one af the earlier clashes with the
Sl ek o » Wants -
IrSty approacrt in getting witds ) PCs ar Imperial forces. The GM is free to fashion this or other

* Her appearance matches that of a mysterious, masked

he apparently leads a wide-ranging group of SMUE  details as needed to ensure they meld with the adventure
srs-for-hire, and other criminals, but has kept gt this point
an the larger syndicates

EPISODE Il XP REWARDS

. : a deal with Irrica the Hutt and/or the Gore
]| Eplqude Il Completing a dea r [ Hut
‘ idic: 10 XP

eal with Gorensla 5 XF

lard experience point rewaras nsla kaj

® Successfully making an initial d ; e Escaping Toydaria: 5 XP
Yeel Dresk's

- A orNess ; e
* Navigating the Toydarian wilderness 4 e Gaining information on OteroaCorp ot Jerserra: 5 Xf

crash s 510 %P 3 ; 1
3sh site: 510 X As always, the CM should award bonus XP for good rcle

Yee| Dresk. 5 XP playing and engaging with the PCs' Motivations
XP

- v e
* Convincing Dresk to join up with Gore (HERRS
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THE PAST

!pliode 1Nl begins with the Player Characters arriving in
s the Dathomir system. Once in orbit around the planet,
first order of business is to ascertain where to begin
search for Oteroa Zero-Twenty. Once it is located,
PCs feel the effects of the Nardithi Cluster and seek
out. All they know for certain is that they must reach it
before Jerserra arrives. Ultimately, the PCs clash directly
with Jerserra and her allies, deep in the buried ruins of The
_ Oteroan Sky. The winner gains control over the Nardithi
~ Cluster—or destroys it—and must escape the collapsing
ruins, This chapter includes:
Arrival at Dathomir: The PCs arrive at Dathomir and
~must determine where to begin their search for Oter-
a Zero-Twenty. As they approach the ruins of the city,
though, they begin to feel the uneasy effects of the
vergence surrounding the Nardithi Cluster. Once the
- PCs find a suitable location to land their ship, though,

is also triggers new hazards as little in this region is
Icamln\g to them.
Ruins Above and Below: The PCs search the ruins of

roa Zero-Twenty and then descend into the buried
‘wreckage, They soon discover they must head farther

underground to find the long-lost Force artifact. After
soem exploration, they realize that they are not in the
depths of the devastated city, but instead are actually
inside the remains of a gigantic industrial starship.

» Across the Refinery Floor: The PCs determine the
location of the powerful stone cluster, but getting to it
will require facing dangerous crossings and even more
dangerous opponents.

+ The Nardithi Cluster: The PCs reach the bulk cargo
container where the Nardithi Cluster is held. Jerserra
is already there, having used her past contacts to pro-
vide her with support personnel and a more efficient
path through the ruined city.

« Escape the Sky: The PCs must escape the collapsing
starship. The disruption of the cluster causes turmoil
within the vergence, producing chaotic, terrifying, and
highly dangerous conditions.

This chapter concludes with the consequences of the
adventure. It also provides adventure ideas for a continu-
ing campaign involving the shards, the Nardithi Cluster,
Dathomir, and the PCs’ new nemesis, Jerserra.

ECHOES OF THE PAST
CHOSTS OF DATHOMIR




Astronavigation Data: Dathomir system.
Quelli sector, Outer Rim Territories

Orbital Metrics: 491 days per year /
24 hours per day

Government: tribal

Population: roughly 8,000 (humans
80°%, Zabracks 17%, other 3%)

Languages: Basic, Paecian
Terrain: forest, desert, mountains -
Major Cities: none

Areas of Interest: Assorted Night-
sister and Nightbrother villages, a
single Imperial garrison

Major Exports: labor
Major Imports: none

Trade Routes: none (in the region of the
Hydian Way and Salin Corridor)

Special Conditions: extrémely dangerous crea-
tures; Nightsister and Nightbrother clans

Background: Dathomir is a wild and extremely perilous

world filled with violent creatures and foreboding forests.

It is very lightly populated: a Star Destroyer’s crew comple-

ment is many times larger in number to the current sentient

population of the world. The galaxy has largely forgotten
or ignored Dathomir. Those who know of it are probably
aware on account of the rancors that roam its wilderness.
Some Force users and historians specializing in the Clone

* Wars also know it as the reported home of the mysterious,
magic-wielding Nightsisters.

During the Clone Wars, some of the mysterious Night-
sisters sided with Count Dooku and the Separatists, using
their “magic” to aid their allies. However, the only side the
Nightsisters are ever really on is their own, and any such
alliances are inevitably temporary. .

The Nightsisters wield the Force in a manner most
unusual compared to the Jedi or the Sith. They are nei-
ther. They seem to rely on rituals and talismans to manifest
their powers, and their methods are purposely confounding
1o outsiders. They are strong in the Force, but they follow
their own path. The Nightsister clans keep to themselves,
but they also support and dominate separate villages of
Nightbrothers. The Nightbrothers are Zabrak who long ago
moved to Dathomir and have lived here ever since. A few

of them are powerfully Force-sensitive, and most
trained in combat and survival. o ek

The Emperor is well aware of the Ni tsiste though
and a small iImperial garrison nomina!l?lkmps r:ﬂtdl :
their activities. The garrison's real i rish

. to replace personnel, who are often lost to wilderness

dangers—which are a constant threat on Dathomir.
Life here is rough and rugged, and not for the timid.

_ Settlements must be well defended by barriers or the

Nightsisters’ special powers, or they don’t last long. Preda
tors roam at all hours. Some are relatively easy to frigften
away, but most are not. The thick forests make overiand
travel slow and difficult. Rivers and other waterways
somewhat faster, but equally dangerous.

THE HAUNTED LANDS

T he Nightsister clans nearest to the ruins of Olef:
0a Zero-Twenty call them “the Haunted
Strange lights and noises are common. Creatur®
here are exceptionally aggressive, even "“F"""'
T A e
the reported apparitions and mysterious P
unfriendly to the Nightsisters and others. Few
the area, so it is difficult to determine which =
are somewhat true, and which are embellishme”
on long-told tales. Occasionally, the Ni

suffer disturbing visions about the ruins.

The GM can evoke the ominous nature of this ¥
Wmnﬂwbﬁcmmmmlwi iiar
occurring just out of sight in the ioliaee»“";ww
sounds in the distance, and similar items. = . .
ﬁonsdmisnamremmimm%w
PCs move through the remains of the citY

the haunted wreckage of The Oteroan Sky-



. _-,.Hard |¢ ® &) Perception chec

min i (g e

es a Daunting (@ ¢ 0] Percep
1 day for the a g

As you meditate with the shard, you feel a strong
gonnecf!wr between it and the planet below. There
is a.sense of sameness with the world, an uncanny
familiarity. Focusing on those thoughts and feelings
as your ship passes over the world begins to draw
Yyour attention to a rugged region near the equator.
You feel a definite connection between the shard and
someone or something down there, but you'll have to
be much closer to determine anything more.

. region, to narrow the
. Hard (4 ¢ @) Survival

Perception checks e:
[ a

JERSERRA'S ACTION PLAN

erserra has the advantage over the PCs in that she

has a good idea of when they should arrive, thanks
to her Force visions. However, not all is perfect for
Jerserra, as she manages to arrive at Dathomir only a
day or two earlier. Unlike the PCs, she knows roughly
where Oteroa Zero-Twenty is. She doesn't know the
exact position of the Nardithi Cluster, but she thinks
she knows who does.

Jerserra lands at her old Nightsister clan’s village,
which is about fifty kilometers from Oteroa Zero-
Twenty. She is not surprised that the clan foresaw her
arrival. She expects the clan to <till be angry over her
theft, and couldn't be more surprised at her peace-
ful reception. Since she removed the shard, @ shadow
has been lifted from the clan. Their Force-magic has
improved and become easier 10 manipulate.

In essence. the lives of these Nightsisters have
improved to such an extent that they have no desire
o take back the shard. When they discover she plans
o eecover the Nardithi Cluster and remove it from
Dathomir, they are pleased Lo be rid of it. They know

the cluster has had a hugely detrimental effect on
the forest for decades and want it gone. If Jerserra
fails, they will be in no worse shape. If she succeeds
or destroys the cluster while trying to remove it,
things should be much improved. The Nightsisters
are not naive, however: they have contingency plans
to defend themselves should she turn on them again.
Jerserra has no such plans at the moment.

The clan gives Jerserra all the information it has
regarding the Nardithi Cluster’s location in the
wreckage. It is precise enough that she can reach
the cluster not long before the PCs do. by taking a
quicker path that is highly unlikely to cross theirs.
Jerserra didn’t want to share knowledge of this new
power source even with her most loyal of followers,
so she plans to go alone. Having foreseen Jerserra's
arrival and needs, the Nightsisters arranged for fif-
teen Nightbrothers to be present when she landed at
their village. The clan orders the Nightbrothers to go
with Jerserra to help her and defend her if needed.
ee Nightbrother Ambush (page 88) and The
Nardithi Cluster (page 90) for more details.



THE NIGHTSISTERS AND THE PCS

hile the Nightsisters' village is a very long way
from Oteroa Ze it is possible that the
could detect the village if they use a wide search
pattern to look for it. The clan's dwellings are v hid-
:"1-=|1 by trees, and some are partially underground,
but a detailed and thorough search might reveal the
village. Force L anning the area through the
y .r are unable to detect the Night
e all skilled at hiding their

If the PCs

clan is well av their approach. The Nightsist

attitudes toward the PCs are neutral, but they some-
what favor Jerserra. If the PCs have detected and

area appears as overgrown as the rest of the hilly, rugged
region, the PCs’ success reveals that the entire valley and ari
area tens of kilometers around it have significantly smaller
trees and plants compared to those in the rest of the region.
They have detected the extent of OteroaCorp's once clear
cut harvesting area. As a reminder, the GM should take care
to describe all structures and chambers as though they are
all buildings or industrial zones, and not a ship. Ideally, the
PCs don't realize that The Oteroan Sky is buried underneath
Zero-Twenty's remains until they are actually underground

As the town was crushed by The Oteroan Sky and then the
entire area buried in a giant landslide that the crash trig-
gered, there isn't much left visibly intact. It doesn’t take long
for their ship's sensors, though, to detect large swaths of
metal structures under the vegetation that has overgrown
the city. If they are reasonably perceptive, they might start to
ascertain where some streets were located along the out
skirts of the city. Read or paraphrase the following aloud:

> as old
in areas mm.u uﬁefd It is
cmr:! dangerous, howe

More worry
dread that

ECHOES OF THE PAST
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recognized Jerserra’s presence in the Force .
though Force vision confrontations, she
her pians reaving immediatph' for rhe st

on her starship. The Nightsisters I_hr‘n lﬂ

PCs while Jerserra makes her run to the fhm

are ready to defend themselves and Jerserrs
lutely necessary.

If the PCs convince the Nightsisters that the
could remove or destroy the cluster, the clan gy N
ally lets them go. The witches have visions of thei,

desire. If the PCs seek to Ieam rrom the mtche: th:
clan laughs and rebuffs them.

The PCs eventually find a few cl
landing their starship Each has its ¢
he PCs are careful, they
beforehand. The PCs might insteac
city, in which case they should face
Modular Encounters [see page
into it from their lanc 1

with. If t

way

If the PCs land on the north side of town
zone, the ground is mushy. The ship’s landing
the soil a bit,
slowed drastically, but
nolice for about
way to the ship’'s lower hul
ship sinks to the point that t
and the next day,

but then appears (o stabilize
n]‘- T

six hours, when t
Afle!'
he hull is restin

the top is still visible

1L 15 S

round

g on the g

only

Extracting the ship "I"J'Tl the ground becomes more dif
cult the deeper it sinks. Fully sunk, this requires a Daunting
@ & ¢ ¢ Piloting (Space) check o yARreRtne
engines and lift it out of the muck. On a fa
Game N r may spend & to inflict minor
¥ to impart a Critical Hit. The PCs might in
dig it out; this requires they achieve a cumulative total of
¥EIE P Y oY "3[“. a series of Hard [”‘] Athletics
checks. This process takes onger (each check should repre:
sent roughly thirty l"iinu[m'i | time l‘ Lis less [RELY
to harm the ship. T :
approaches (di
3 Y¥ on the A

the nex

ssing)

:.it:t a Lnr -
> tics checks should reduce the difficulty
L Piloting (Space) check by one level

nen rnet e en gn.:. !sc- £

Orice the ship is out of the ground, o\
worthy until it is cleaned up and repaire d Ce."-l nly

the landing gear is impossible without a lot of time an
Lo clear it

LA\L




LOCAL LAl

Hard (4 & @] Percaption check

sprantal Attack

" .
surface Modular Encounters

CITY COLLAPSE
Undergrouncd

Modular Encounters

Hard [4 @ @) Piloting [Space] check NARDITHI VERGENCE EFFECTS

T he crash of The Oteroan Sky killed many tens of
thousands in an instant, ranging from the star
ship crew to those on the ground. These de iths,
along with the rituals the Nardithi Nightsisters per
formed on the cluster aboard the ship, created a
dark side vergence centered on the cratered ruins
GMs can use the following suggestions t ortray
how this affects Farce users In ways beyond the
Force visions described in this eplsode

As it is a dark side vergence whenever they are in
the region, all Force sensitives add an automatic
O whenever making Force power checks or using
Force talents. The vergence IS particularly s

with Force visions; characters who use Force pow
ers that invoke visions |S ch as Foresee or Insight)
add automatic £ on their Force power checks

The vergence manifests numerous ghaostly visions
to Force sensitives as they tr avel through its area
of effect (see Manifestations of Tragedy, on page
75). These require fear checks by those who
witness them, but Game Masters can also allow
a PC who passes the first fear check from one ¢ ]
the manifestations to gain a pool of I equ
number of uncanceled €} in the check. These I
can be added to dice pc fou
character makes while in th
until the pool is exhausted. The CM
ate a pool of [] equal to the numbe
& from the heck, to be arly added 1o skill
checks the PC mak this area until the pool 1$
exhausted. This appre ach should be adopte for
¢ all. If it is used, the CM
the difficulty of the first

enge



from to get
made mMore

he PCs have innumerable paths to choose
T rough the sprawling city ruins, Their [@sk 15 T e
difficult by the fact that they don't know exactly where HI{'." ' .
going. They should know they are looking for 50.!".':'”” ;
powerful, and they should find hints during their ﬁef,nhlfu:x‘
through the Force. It could and should take them H(.'me '.[ e
to determine a direction and then work out a route that taKes
them that way, They are eventually headed underground, but
finding the right entry point is ¢ hallenging.

The GM should drop in several of the following modular
encounters as the opportunity arises during their searcn
The encounters are divided into two sections: Surface Mod-
ular Encounters [starting on this page) and Undergrqund
Modular Encounters [starting on page 81). Aside from
these location restrictions, they may be used in any order,
or the GM can create similar encounters to better fit the
circumstances. Note that the first underground modular
encounter includes one way to enter the area of The Oteroarn
Sky wreckag - the PCs are searching for.

When the PCs start exploring the ruins, the GM can use
the following as an example of the general look and feel of
the area. The GM can read the following aloud or work iLinto
descriptions as the journey progresses.

As you begin to explore, it is obvious that the ground
[ d than it looked from the air. You're
constantly walking up and down slopes or ravines
zepness and size. fla
quent, and the v 1
icounter dense gro
nes, ranging from delicate te
r ding through the hilly
-ape. There are occasional clearings, but they
are usually small.

The ruined buildings are covered in vegetation, but
you can still make out some of their form
taller structures. The farther info fown you get, the
[ ving
due o their d
that something may
city landscape is dotted with cavern
from the dangers with-
ntial hazards within.
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¥ fl then
constantly as

over obstacles
plating under much

under too uch v
travel slowly o av oid be
find ways to fit through r
and ruins. An airspeeder
pilot may have Issues finding suitable
I;ar'e;ls of interest

The GM can cal for various ¢
ress. but should take care

ow difficul

ayers get an igea of n
of the search time can O« Ccur
checks can be used [0 climb or jump over ¢ C
nation checks might prevent falls unexp openinas
Hard (@ @ 9) Resilience checks
should occur every hour of near-continuous travel f
ception, Survival, and Vigilance checks help spot z

trouble or threatening creatures.

or slioping on a slope

Knowledge checks are also useful for searching the ruins

5 help the |

e Xenology and Education Cne
dangers posed Dy unfamiliar crez
encounter. Just because a plant can't m
doesn’t mean it Nge
opposite is true as well: just
menacing doesn't mean It 1s actus

ires and plants t|

mething

ly aggressive

e Lore and Education checks enable the PCs to
ruined equipment and clothing they find along the way,
providing clues as to their use or ownership. These
checks are especially beneficial when the PCs start to
nead deeper underground. The differences pr
ment and clothing offer clues that there is sometning
more than just a city here.

n eq

* Education checks enable the PCs to assess the stability

of decayed structures and plan ways to byf
up dangerous areas.

AT

or jear the ruins of the city. If the PCs land outside of tow!
and try to fly speeders or walk in, they should encounter at
least two of these before reaching the outskirts of Ot
Zero-Taenty. The GM, though, is free to use them wheneve
L Ieels appropriate; the ruins of the city can extend quite
some distance, after all, given the nature of the disaster




THE STONE CLUSTER'S POWER

u nce the PCs are in the city, they start to fee|
the effects of the Nardithi Cluster itself. Thouah
deep underground, it is a subtle drain on al| (.r;_
rures in the area, causing PCs and NPCs to éufj:er 1
additional strain in skill and fear checks whenever
they gain any strain from uncanceled !5}, 3

The cluster also makes recovering health more
sifficult, adding [ to all Medicine checks while
in this area. Strain is particularly affected. |f P(';.
are on the surface, then when they make Simp{e
) piscipline or Cool checks at the end of an
encounter to recover from strain, they redu
strain by half of the normal amount (rounding
down). Once the PCs are around twenty meters
or more underground, their recovery check (Coal
or Discipline) is still half as effective but is no
jonger Simple (=); instead it now has a difficulty r.:-_f
Average (). These drawbacks are eliminated if
the Nardithi Cluster is removed or destroyed,

Further complicating matters is the fact that Jer-

serra starts experimenting with the cluster once

she arrives. This produces temporary effects, noted
later in this chapter.

MANIFESTATIONS OF TRAGEDY

nard brought the PC

s disturbing visions of
¢ end, the ruins of the city are also dis
tions of the Force. The vergence that
the Nardithi Cluster creates these g
- regularly in and around the ruins.
rce ghosts, but rather Force illusions
some hardly at all, but none glow blue.
Iy grey-white, sometimes with a hint of pale
& of the Nightsisters' green-tinted
he characters may not know of recognize it).

1 around 05t

ritions that c

has formec

Characters witt e powers that counter illusions ben-
i from those abilities as usual. A character carrying or
he shard does not need o Maxe a fear check, and

If any 11l effec erated by the illusion itself.
\ard to avoid the effects,
e

gain 1 Conflict each whenever they do this, as perti

usual guidance when using tne shard.

tions can be observed and sometimes inter-
as aften occur autonomously and are
ctions. Apparitions seen on the .u_._,r'f::ce
t forms and disturting sounds to figures
rmer OteroaCorp inhabitants. They
any species, bul their translucent,
N ages make itd fficult to distinguish

Ly s o

manaoias.

Each manife

chotk T tion requires its observers to make a fear
the dif ¢ manifestation type descriptions below include
e difficulty and
he < '”'ﬁ and suggested minimum results for a failed
check. The GM should feel free ¢

Rro e o include additional effects
Fane sl CotioH s et ISP Pl of
Rulet section on page 328 of the Force anp Destiny Core

Ulebook or should create unique effects that tie into the

Character's background and current circumstances
REGULAR OCCURRENCES

The apparitions are a common but not constant sight In
ne city; eac
or Lragic

PC should encounter at least one apparition
scene before heading underground. Multiple PCs
might encounter one together, or individual PCs might each
have a sudden and disturbing encounter while away from
the other characters. The encounters should be troubling
and some should pose a real, immediate danger to the PCs
that their Force visions in Episode I did not. Unlike most of
the PCs’ previous visions, these manifestations are visible to
everyone in a given area. The encounters may occur at any
time during the or night and last anywhere from a few
seconds to a few minutes .

RUNNERS

Fear Check Difficulty: Average (@ ), upgraded once due
to the unnatural nature of the vision

A dim but [t
hovering about twenty-five meters away. It shift
shape and size randomly as you look. It drifts slowly
ir, avoiding acles like trees and
continuing to change shape as it mo
from a cloudlike mist to something r

midair. losing its shape. Moments later, it reforms as
a thin humanoid. It runs away, then turns around,
shields its face with its hands. A strong wind blows
the misty apparition away.

< suffer 2 s
o succeed only suffer 2 strain

PCs who fail their fear
and gain 1 Conflict. PCs wi
for each 8

CHASERS

Fear Check Difficulty: Hard (@ 4 @), upgraded once due
to the unnatural nature of the vision.

s of sickly yellow-green pinpoints of light
explode upward from the ground several meters
ahead of you, as though bursting from a ruptured
pipe or power cable. They form a swarm of lights
that burst and flash like living sparks. In the blink of

ye, they suddenly surge toward you at a breath-
speed, intensifying into bright, et jercing
s of light.

ECHOES OF THE PAST
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& Flssers ot ely lgnore droids (PCs o otherwist SPRANTAL ATTAcy
e el - ke an Average This encounter could he U ' Local Lair ¢ .
strain Tor ¢ canceted @ They 1y IKe an ¢ ag 4 & oy | r walk through a i
(@ @) Athletics 01 Coordination check ) outrun ar ot j st .” e o e .I- | M

( Ata i " ; ; yre achil e i 1 | Inciu Drog y
e These ’ ( 1Nks a " [ Ih foul wa don
: with an abunda f plant and 1 he to i
) each a P( I iracter must make a | ra-rlg W er [ level bBul he |r o

vay at hig

£ e PCs investigate the m h. Sprantal are capable of spitting a sticky fluid
gnts appeared, there is nothing differe slow ¢ l prey. The ke d
grr : g necl ( ’
Ju ble
STAMPEDING MOB ine around if neal o € an opj
When the PCs enter the area, read or paraphrast

Fear Check lef‘lcult}.r Dauntlng [. . ‘ L )

owing aloud

2el the ground rumbling, but nothing around you

9 shaking. An enormous roar, like a thousand pan-

ed people, erupts from a gap between the adjacent
ruins. A wall of ghostly beings slams into you almost
immediately, and you are caught in a river of terrified
and terrifying apparitions. They move, dissipate, and
re-farm too quickly for you to distinguish or trc
viduals, though. Due to the sheer numbers, however,
you are able to notice that many wear the insignia of
Oteroa-Corp. You can't see your companions. Appari-
tions pass right through you, and the shock steals
your breath. The overwhelming rumble threatens
knock you to the ground.

You see a series of round ponds ranging from five to
fifteen meters in diameter. They seem to be clustered
in small groups that are lined up along the edge of
the rugged surface of the clearing you are passing
through. They are muddy and choked with vegeta-
tion. A shift in the breeze brings a foul stench as it
passes over a few of the ponds.

k suffer 2 str
fall to the grounc

> a Dauntlng (‘ ’ & ’) Resrhence check su

f the '_-.-Dauntmg ..’01‘
Perception or Vlg:lance check
A successful Average (¢ ’] Pe:l:eptlon Survwal
or Vlgilance check allows a ¢ e

C h-_i' J(_LL") W
2ach oy and must make a
or Coordination check to escape th
mohb catches them

a nl]I In the mot

strain for

ure means
1. Once all the

and tf .eJ suffe

esilience check, the

Hiusion and atl ifs efn

atures h\.\-
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check

s N Hard 1@ & ‘! P“rll‘T)”n‘jn

I Survival

o b
i heir pond r a4 Hard
[”.l fear check o .
. I Ire CIVE iddenly unde ne al
I | ’ Clear | o y
H I the 12 /
| I | It a ir | A
[ 1§ 1| 1H Al €d ( 1k F:
| but the creatus clot ( nent .
' %:Hemtiagk SPRANTAL [RIVAL]
Sprantal are massive ar phibla with thick hicle
olor that helps camoufla i (
Their flat heads have thres spherica i
with a huge splash of water, the large head of q gular arrangemer |. iving Iheina SO0 e ..
great amphibious beast rapidly rises skyward, until they hids l'a' rJ-. rwater trz.r Facl ar I 5
it is several meters in the air. It looks directly at you Gkl 'I "I-'P_’I"_ "I e | dnariae SRR
with the three globe-like eyes on top of its wide, flat Bt RN o - beloy: B IR A
head and a fourth eye below its almost equally wide | AT
mouth. Its long neck is relatively thin, stretching back ['I"'I‘_"' :‘r W when attacking prey. Their stout bodies
to its body somewhere under the water. There is a il el :|'Ir-' i oo g
sudden intake of breath, and the head tips and low- i ".P.Ir'.l | II'I-I-. i .
ers as it spits a glob of purplish goo straight at you. I'” 5 gl sk

creatures everywhnere except directly to the rear

Fret attacker is the one closest to the PCs, Al
[ in a pond on the |.[JJ.|.-T side ©
P( fr sprantal hght

from their ponds. The pt substance




“
Skills: Athletics 1, Brawl 3
[Heavy) 3, Stealth 2
Talents: Adversary 2 (upgrade difficulty of
against this target twice)

Abilities: Silhouette 3, Sprantal Spit (If Blast activates,
any additional targets that are hit suffer the same effects
as the target. Ensnare requires {3 Lo activate. Any creature
ensnared may attempt an Athletics check Lo free itself. the
difficulty starts at Average [§ ’] and increases by one leve
each round, to a maximum of Formidable [0 040

After three hours, the spit becomes brittle and falls apart.)

uj L‘i’“‘T“”ﬁ'W

2, Ranged

Cool 2, Perceplion

all combat checks

Equipment: Teeth (Brawl. Damage 8: Critical 4; Range
[Engaged]), Sprantal Spit (Ranged [Heavy]: Damage 6;

Critical 5;
Limited A

Range [Medium|
mma 5, Sunder)

Blast 6, Ensnare, Knockdown,

BELONUK ATTACK

The PCs enter an area with a variety of overgrown shelters or
cave-like openings all around them. The PCs may have just
anded (see Local Lair, on page 73) or may be making
their way to or from the city's ruins. A pack consisting of
two adult belonuks and six juveniles waits to ambush them
from the shadows. The pack works together to take down
ana drag away their prey quickly and efficiently. They are
especially dangerous to isolated targets. The pack hides
among the vegetation and in dark recesses in the landscape
nd ruins.

PCs may detect the danger using one or more of the fal-
lowing approaches:

® Asuccessful opposed Perception check (if the PCs are
actively searching the area for something) or opposed
Vigilance check vs. an adult belonuk’s Stealth allows
2 character to notice one or more of the creatures try
ing to hide nearby.

e A successful Hard (@ 4 ) Survival check allows a
character to notice fresh tracks pressed into the ground.
Depending on the outcome of the check, the PC might
detect that there are two large creatures of significant
size and about a half- d'wen smaller creatures Some

tracks lead into the vegetation or shelters,
& The Sense Force power can detect the creatures.

If the pack is detected, they attack immediately. Other

wise, they wait until one or two characters are somewhat
separated from the rest and target them first. At the begin-
ning of the attack, read or paraphrase the following aloud

ECHOES OF THE PAST
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The two largest creatures are aboyt o
are barrellng toward [Name oF 1ug pe
fROM THE REST OF THE GROUFL. The apim als
ered thelr heads, intent on ramming
knocking the target down. Smajler pm.fn'u s
same species swarm out of every dary Hole or ¢
you can see. They're speeding toward t

Meter o,
WHo

the PC one is s
I simply trz

g second attempts £o k

down. |

the st

(t round turning around to atiar

Once the

. a halfl dozen of th

target is down
nuks g clothes, or eqy oment

orab the PC's limbs
try to drag their pr 1t T
take ¢ ple of rounds at a minin
age to get their prey

farther and far int
nto the cave by the PCs, another half-d
follow the PCs in and swarm them in

en .-|f:_ L

) the

cave o

the cave or ch;

The large belonuks defer
nuks try to drag targets a
to run down their opponen
their enemies. The
the swarms are abc
tures are killed. If the circumstance
may grab and drag a prone t f.;h*r

BELONUK (ADULT) [RIVAL]

Belonuks are powerful guadrupeds. Tt
armored head, which t
them over. Their pow
of motion, but their deep-set eyes are
them an excellent field of vision. Adult
claws and even s

rper neadlelike teeth that
hide of even the toughest of Dathomir’

e legenn
S IEgE

against this lenf:et twi
Abilities: Belonuk Charge [make an gpposed Bran! (he{k
Vs. Athletics or Coordmatlon if the belc
the target is knocked L,r.JI'I[‘
5lrf|n equal to §'p),
that is almad\f L’
the belonuk t action, mz
Coordlnatxon or Resnllem:e check |
ful, target is knocked prone until the
suffers wounds equal to ¥¥ and strain
Equipment: Teeth (Brawl; Damag
[Engaged); Pierce 2). Claws (Braw!
Range [Enpaged])




BELONUK (YOUNG) [MINION]

= untineer of the species refrain |
he younger ¢ el fralr rom charging individya))
Aoty v T 4 LUy

foes, They
IS DY grabbing thelr

{ hidine them awav ac aiickly
and mamng n ay 15 quickly ac possible

0]010]0:010

Skills (group only): Athletics, Brawl, Stealth.
Talents: Norne

Abilities: Belonuk Pack Tactics (add [0 to the combat check
; ch belonuk in the group). Belonuk Scramble [may grab a
with a successful Brawl check and immediately

drag the target one range band; the target is immobilized by
) obilized by

rwhelm their

minimize their expe ure to ather r

18l

pIey

each bel

e pack, and subseguent attempt

ag the targel require
in opposed Athletics check), Silhouette ()

Equipment: Teeth (Brawl; Damage 4: Critical 4 Range
[Engaged]; Plerce 1), Claws (Brawl; Damage 3; Critical 5

NO ENTRY

search the city, they have num

y OUS opportuni
openings Lo the buried ship below. However, the
arts, and not all of them connect
s need to go. This modular

a dead end. The GM

s broken

or their goal, but it
equally frustrated
Id be handled
er

from most attempts

the start of this
th a collapsed outer

to see the

Climbing over the hilly terrain, you see the ruins G_ff
large structure ahead of you that is both very wide
and very tall, The arching top is covered over in veg-
etation and mud, forming what looks ﬁhg a wide .Ifrfff.
Had you approached from another direction. 4ou
might have walked right over it without realizing there

was anything under it.

Al ike the
From this direction, the structure’s side gapes ke tf

broad opening of an enormous warehouse or hanga,
but there is no evidence of any remaining doors. T
even a wall, Twisted vines and other vegetation f..rm_q‘
down from above, like fringes of curtains OVer €
opening. It appears very dark insi

CREATURES AND DARK
SIDE CORRUPTION

T he da
spranta

that roam the ruir
ing Average (¢
conduct co

[Jto the attz
who att e during encounters
es, perhaps through removing
one or more @ from each Fo wer check.

The vergence may also ha reatures to
develop Force abilities that they can wield against
the PCs. Cert tures could gain the Sh
talent, or have the ability to use the Sense Advan-
tage talent (from the Force Anp Destiny Core
Rulebook, page 151). Corrupted creatures might
also be able to use Intuitive Shot (see the Force AND
Destiny Core Rulebook, page 145; u

ing of 1 for the creature and spend on

especially if they have already encountered dangerous c
tures using such structures as shelter. Despite the size
the space, there are currently no predators living here. T
numerous smaller creatures avoid the PCs, scurryin
f seen. From the opening, the ground slopes downwa
toward the back walls

Although they have t
still jagged metal shards and
sround. PCs who spend sc
plasteel packaging,
effects of the former |

the city. This ¢
ted Oteroa Zero-Twenty

While the roof resembles a domed building’s, if ¢
were o climb up and inspe they r
nsir : with tha a star
dark to pick out
|

L Clos
prsisten
vever, it is
Attached to the ce
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sts from a variety o
n use. Their inhabitants b

sit at an angle a

has droppec

cats of double doors
as though the che
s lower third of ez

Or IS buriet
debris. Manually forcing a door open with the debris
requires a Daunting (¢ @ ¢ @) Athletics check Dig
out the entry Ne thirty minutes}, and reduces
the difficulty through th

saber or cutling torch Is als

one level Cu
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DOOR OPTIONA
doors apens into a crushed room U BE 1A
Sheniist A determined Plaver Character couid
enance bay. A determined Pl ;
npt 1o chimb through the dense wrechage i Halld
S 1O CHETHE { ! the characle
{® ¢ @) Coordination check If successiul. the I .“]1 n
finds a variety of tools and mining machinery, INclutiile <

5

L eHll |
sensor pack St n

ind-penetrating |
> container. With a power cell and

- 1 -t M1 | e
the PCs could reactivate it The

Enance wot

ina rock and strata
sensor pack was normally used for analyzing rock and stre

" A = o help
The PCs could use it to find gaps in the wreckage, to he Jl
mdaaroro d passages |

them fnd their way through the underground passagt

- 3t a|
will scan through up to five meters of dirt, rock, and meta

DOOR OPTION B

A second set of doors leads to a storage closet filled with
dozens of pressurized tanks and canisters. Maintenance
per 1 sed these to recharge mining torches and equip-
ment tanks are empty, while a fair number were
crushe crash. However, against the back side of the
1€ large tank of a noxious gas, posing a signifi-
zard to the PCs.

cant

If the PCs open the doar, the tank falls out and damages
Its valve in the process. If they cut through the door, they
pierce the tank. A high-pressure stream of poisonous gas
quickly envelops everyone within short range of the door
The PCs opening the door must each make a Hard (¢ 4 )
Coordination check cr take eight points of damage from
the falling tank. A PC who fails is also trapped or pinned
immobilized) by the tank. The cloud of gas is conside
d cormosive atmosphere with a rating of 5 (see Force AND
Destiny Core Rulebook, page 220], so all PCs within the
cloud of gas take 5 wounds each round in which they breathe
In the gas. PCs may hold their breath for a number of rounds
to their Brawn. The cloud dissipates after 2 minute

ath masks or other breathing apparatus are

M

DOOR OPTION C

The third set of doors opens onto a wide ramp that spirals
downward. After descending about ten meters. the passage
necomes completely choked with stone and metal debris.
Moving any of the large pieces of debris causes the res| to
hift. possibly collapsing on nearby PCs. ¢ earing the ramp

shift
would take a major operation using shoring. labor droids
salvagers would employ.

and other support that commercial

DRAIN FROM THE CLUSTER

The GM should only use this encounter ifJerser
reached the Mardithi Cluster. She is starting
with It, and is Lrying to fit her shard into IS original spot,
She does not yet realize that this is Causing a doming effect
across the ruins, even though her tests dre relatively minor
The repercussions can occur on their OWn, but they can also

strike during other modular encounters to Increase the dap-
ger and drama

ranas already
to experi ment

ECHOES OF THE PAST
CHOITS OF DATHOMIR

Darkness seems o well up under yoy You ¢g,

it enveloping the entire area, inducing feey;,
dread, and mortality. It Stops you and ey, Yior

you, hitting you with intense fatigue. It rep "
of the effects of the shard, multiplied q ¢y, ISQAe L,
Then, the darkness fades, leaving you feeling drg

Hard (@ @ ®) Discipline check |
gy drain caused by the cluster A i

iches the group’s shard at this t gains E g
check. Those fte o : :
for three rounds (or for a f¢
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make a Hard (¢ 4 @) Discipline check every 1
try L  themselves from the fear
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he shard is quite certain that tF

ing feelings are from a similar but fr
powerful source

® Itis not a coincidence th
welling up from t
s below the surface

source Is deep underground, and have a sense 0
general direction in which it |

IF any creatures were it
layer Characters may hav
momentarily affected.

The PCs may make an Average {’ ¥ Perception
Or Survival check Lo notice that the lo
either disappeared or
tures the PCs are fight
avoid animal attacks for

IS running for cover
. - Pl
g leave the area. The P(

the next hour
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3t they Just
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of feelings and darkness

o
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Any PC carrying or touch
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that it is not their
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Across the Refinery Floor

The Nardithi Cluster

THE OESERVATION PORT ENTRY

Abead of you, at the top of a large bulging mound
of soil, you see a small tree growing up through
the misshapen metal framework of what appears to
have been a glassed-in dome. Broken remnants of
transparent panels still sit in the edges of the frqmqs..
The dome is roughly four meters in diameter. :wr!_i a[_fj
top crushed in about a meter. Low control s_mnm_:s.
ring the dome’s inside perimeter. They are in poor
shape after decades of exposure. with s-'_ege'mgr;vz
growing over and through their broken screens. & ne
side of the dome is solid and partially €nc J_-‘:E’ﬂ‘-
forming a Jow overhang that shelters a metal door.

l:-iau'm.mg EX 2 #) Athletics check :

g

ORAIN FROM THE CLUSTER, PART Il

 the Drain from the Cluster en aunter (see page

BO) did not occur ile the PC g ab
ground, they should experience it e:
descent, unl
prevented J
Cluster, Whe
ground, howey
the PCs’ jou
page 86).

in the
extenuating circumstances have
erra from reaching the Nardithi
1 urred above

The CM can use this encounter }
efforts to prevent Jerserra from gaining her prize.
If the PCs are having ¢ Ity locating the Nardithi

on page 80 could reveal more clues about its
surroundings. The PCs might see more i

the room in the vision, or amid the draining s

tion they might feel a distinct pull that points them
in the general direction of the chamber.
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THE OTERDAN SKY

T he starship Oteroan Sky was the largest of Oteroa
Corp’s three custom: ed mobile processing
facilities. It was built to maximize capacity for the ini-

tial processing and refinement of a wide variety of raw
materials, from rock and metal ore to plar
mals. ;

and ani
C p would typically place one of these
s in a stationary orbit over a cc ny town
or other active site, Workers would gather raw materi
als from a wide area around the town, bringing them
to planet-side storage and light processing facilities.
The materials would then be packed in building-sized
bulk cargo containers, which huge tugs ferried to the
ship. The containers slotted into sockets designed
specifically to hold them for unloading raw materials
and reloading with processed goods. The containers
were then transferred to huge cargo ships and deliv-
ered to clients across the galaxy.

The rean Sky was approximately two kilometers
long and 1.75 kilometers at its widest point. It was
relatively flat: about 500 meters at its tallest, not
including various antennae and external equipment
needed for industrial-scale processing. The ship had
two lines of cargo container sockets that ran the
length of the vessel on its underside, Two top-mounted
massive engine clusters sat outboard of the sockets
and provided primary power and mobility. A pair of
large hangar bays was located topside, in front of the

roaCo

TOUGH DESCENT

The Player C L¢ quickly aiscover that finding a
dov as tough as finding
entran re. There is no powe )
Ne ire I« ht sources ey have
them often pitched at such
] treme angle i ) fcult to walk across at
, ancar » Sy ( 1l YOMS are relative 1y
naged. but bris, dirt, rocks, and
ther h 5 | [ nd and having to find
rou mi F f r walking su
3 [ i eak T | 1

Hard (4 4 #) Resilience check

ECHOES OF THE PAST
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engines, Smaller bays dotted the vesse)'g Peimate.
The bridge was on the ship's centerline, topside . j

Ide ap,
relatively close to the nose, énd

The ship had a crew of about 80,000 beings .
droids, and could also carry up to 25 ot
sengers to further bolster OteroaCorp's coffers
ship was reasonably self-sufficient, using pjane
operations to supplement onboard resources,

When the Nardithi set The Oteroan Sky o, , colf
sion course with Zera-Twenty, they sought to sloy its
descent so that it would harm only the city rather
than devastate the entire planet. The crash turned
out to be much more uncontrollable and harder than
their Force visions had led them to expect, howeyer
Only one of the Nardithi survived, expending ai| of
her powers in the effort.

When the Sky crashed, it hit the surface of Dathomir
at about a thirty-degree angle, nose down. The gigan-
tic craft had started to break apart as it plummeteq,
and when it hit the ground, enormous chunks sepa-
rated from the rest of the vessel. Most of the leading
cargo containers in the sockets were completely
crushed, but many of those from midship back to the
stern survived relatively intact. The lowest levels of
the ship were likewise crushed, but the middle levels
survived, with a lot of damage. The ensuing landslide
destroyed and buried the top levels.

Average (@ @) Survival checks can give characl
at A | 00T T

L the safest

and best way to proceed

lead the characters into dead-end passas
& might temporarily strand the chara vhe
shifts and unexpectedly blocks tt
wander into an area filled with machinery. 5 J
orengine room, a Hard (4 4 4) Mechanics check
SEMVE a similar purpose for finding a way thr |
TILTED AREAS
lted areas ca ¢
ff at 1a f
T KIT 1
even a n i
cha
Cr [ 4 r AT
led areas are difficy rra ¢ Force anp DesT™
R F




while

gheer size means that the
nside. The PCs periodically run across an unfortunate soy|
who didn't make it, now reduced to shattered bones within
aripped corporate uniform. The number of victims the PCs
find should not be extreme, but if the GM and players are
qunning @ game with darker themes, they may discover
more bodies in disturbing settings. Otherwise, the PCs
should be aware of the victims, but not overwhelmed with
them. They are more likely found in collapsed areas or at
the bottoms of long drops. The GM should keep in mind
that the state of some victims could tie into and reinforce
a PCs emotional strengths or weaknesses, providing
potential story opportunities.

HAZARDS

There are all manner of physical hazards in the wreckage.
These can provide short encounters, or in some cases add
an unexpected problem to another encounter. The follow-
ing are a few of the typical dangers and the difficulties
associated with avoiding or encountering them:

» Collapsing roof/cave-in: The chamber or corridor
suddenly begins to collapse from the strain of untold
tons of metal and rock above it. Deep in the ship, the
falling material includes metal conduit, pipes, panels,
and loose equipment. In areas where the landslide
covered the ship, dirt and rock may come falling
down. The PCs may make Hard (> { {) Coordina-
tion checks to avoid or partially avoid the collapse.
They may make Hard (> { {)) Athletic checks to pull
themselves or others from the debris.

Collapsing floor/walking surface: The poor condition
of the ship means that falling through old decks or
wall panels is a real danger. The Player Characters
should be able to ascertain what is safe to walk on for
the most part. However, with a bad skill check result
or a poor choice, they could go tumbling unexpect-
edly through the surface they are on. PCs may make a
Hard ({){) {) Coordination check to grab something
before falling through. If they fail, they take falling
damage per page 221 of the Force anp Destiny Core
Rulebaok for a short- or medium-range fall.

¢ Hazardous liquids: The industrial nature of the ship
means that there are all manner of holding tanks and
large pipes still filled with dangerous liquids that could
burst out thanks to an errant shot, inopportune fall,
collapse, or attempt to cut away debris, The PCs may
make Hard () ¢ ) Coordination checks to avoid or
partially avoid the initial spray. They may make Hard
(& O ©) Resilience checks to resist burns from dan-
gerous chemicals (rating 8; see page 220-221 of the
Force anp Destiny Core Rulebook). Spilled liquids can
add [Jto physical skill checks.

® Hazardous gas: If the PCs have not encountered
No Entry, Door Option B, on page 80, they may
encounter it belowdecks.

SHIP'S SYSTEMS

The PCs may try to investigate The Sky's computers or other
systems in an effort to piece together what happened, or
they may try to use a system to their advantage. The lack of
power and the severe damage to the old systems make most
efforts futile. However, if the PCs have brought along their
own power sources, like portable generators, sizable batter-
ies, or droid rechargers, they might get an isolated control
panel or piece of equipment semifunctional. Even a droid
itself might power a small part of a system. If the PCs

lack the equipment to do so, the GM may allow

them to discover small, portable emergency
generators that might be repairable to provide
limited power. The information they can retrieve
is confined to the last of the damage reports
and evacuation orders in the current com-
partment or location, but there are
indications that some central
memory banks might have sur-
vived on the main refinery level
(see Auxiliary Memory Core,

on page 87).



MANIFESTATIONS OF THE DOOMED

AS in the ruined city above. the versence unding thi
Nardithi Cluster manifes rrifying, ilusory images of the
disaster and its viclims wit e WIer ke h )
around, the ealure the ( { f
Nightsisters he trouble. The P Icl
encounter at le; nanitestation of the crew as well
15 one of a Nightsister, either on the way down or in the

Across the Refinery Floor. on page 86

S provide the PCs with clues that the wve

them directly they set up aspects of LS

idventure in The Nardithi Clus-

(Il accur later in the

inter, on page 90
THE DESPERATE
Fear Check Difficulty: Hard (@ 4 ). upgraded once due

Lo the unnatural nature of the vision

You are walking down a long, scorched passageway
that has twisted ninety degrees. The “floor” you tread
Is in fact the right wall, and the “ceiling” is the left wall.
Just as you reach an intersection with gaping open-
ings where once there were sets of double doors on
each wall, a scream comes from the opening below. A
pale greenish-yellow glow rises from the opening and
coalesces into the ghostly forms of a dozen beings
reaching desperately for something above them. The
doorway looks Iike a pit full of desperate victims
unable to flee.

The wall—the surface you're standing on—is ablaze

with fire. Some try to jump up, but most flail their

arms around, yelling toward the ‘ceiling.” Another

yell echoes down the corridor from directly above the

opening. You look up and see another mass of people

reaching down or waiting for others to hurry and grab

one of the waiting arms. You dan't know how they’re

g up there...a trick of artificial gravity, or just

ss of the illusion? There is a desperate yelf

e of the crew above falls and is swallowed up by

1 below. Suddenly the ones in front of you

notice your existence. They turn and call for help, try-

ing to waw Their arms reach out, flailing

J‘!);‘ you or pointing at the unnatural fire between you
and them.

tart to

Jickly away or tur
- e suddenly y
prone, and are pulle
PCs may attempt to
to grab onto somethl
(equipment, the
nta the il

range dowr

3y they came
] / the Force,
1 quickly toward the opening. The
¢ Hard (¢ ¢ @) Athletics checks
id enough to slow their progress
ne, etc ). Those who fail are pulled
a distance equal to

wall of a T

of their

SOry Crov

vd
the corridor to the far intersection

page 221 of the Force aNp Desminy Core Rule
book for details on falling damage)

below [5ee
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THE FORGOTTEN NIGHTSISTER
Fear Check Difficulty: Daunting (@ ® ‘ ’J

You turn down a wide hallway to find 9hostly Oter,
Corp guards stationed at doors off in the darkpess
Another translucent, green-tinted figure sfr;‘deg
confidently down the center of the corridor. heading
in your direction. As the shimmering figure nears g,
of the guards, the guard raises a blaster jn Surprise
and motions for the individual to stop. It appens
to be a humanoid woman dressed in flowing robes
adorned with wide embroidered ribbons. Withoyt
breaking stride, she waves a hand at the guard. who
immediately returns to his position, staring blankly
at the wall opposite him. The entire process repeats
itself twice more with the next two guards. The
apparition continues toward you, never slowing down
or hesitating.

and ever

Lo continue down the or. Anyone she pass
must make a Hard | ) Resilience check |
fail suffer 5 stra n, plt 3 oy T

additional strain per o
succeed suffer only 1 str

the PCs, she fades into nothineness i
dttempts her memory o
h L
she
J | The Nig ' line
nfluence, making an opposed DiscPT™
_ fwith an Influence power check
PCs' Discipline. The ay panticn counts as havifi:

Ing 1 ".’\-'I|p.|\\'1'| 4,

generating O O ¢ ¢ ¢ fo!

TE] r This (1] IR
scipline 1 fc F

he dice pot




DARKNESS IN THE SKY

he atmosphere within The Oteroan Sky's crushed

remains should be dark in ways independent of
the effects of the vergence. As noted earlier, there
is no power; the PCs must provide their own ||ght__-.
ing as they make their way downward. Wherever
they direct illumination, scampering creatures dis-
appear too quickly to be seen in any detail. Those
areas still unlit provide hiding places where uncer-
tain threats might lurk.

To maintain tension as the PCs descend toward the
stone formation, Game Masters can introduce the
sounds of clawed feet scampering across ruined
decks, dripping liquids, creaking as the metal roof-
ing increasingly destabilizes, and growling from
unseen predators in the darkness. The PCs could
also hear the sounds of distant areas of the ship
collapsing, sending clouds of dust, bits of debris,
and dank air billowing toward them. GMs can also
build these up as ways to set the stage for immi-
nent attacks.

THE ESCAPE
Fear Check Difficulty: Average (@ ). upgraded once

You enter a circular chamber through a wide set of
doors marked “Emergency Evacuation. " An identi-
cal set is open on the far side, some thirty meters
away. Around the perimeter of the room are ten much
smaller hatches. Eight of them are closed, but two
are open. This looks to be an escape-pod embarka:
tion room, despite its location deep within the ship.
All manner of medical supplies and other emergency
gear are strewn about the roon.

As you look around, a dozen yellowish-green appart
tions run through the opposite door and -srr'ars?!}r to
the nearest escape-pod hatch. The hatch is closed
but for the apparitions, it is wide open. They dive
in while a crewperson waves them in. He slams Uif
button next to the hatch, but nothing happens. He
s on the button, until an exceptionally v olent
1eaval rips through the deck and tosses him into

the ceiling. Others also try to activate pods. but only
those left behind
an shudder: en

s bulkheads begin to tear open into the roaring
air, and then abruptly el

more

THERE'S SOMETHING ALIVE IN HERE

e PCs. The GN I
mig v PCs | i 1
14 1
Creatures and Dark Side Corruption sidcbar
19 Belonuks or sprant 1lso apf
ollowing or sing the P

the creature. Read or paraphrase the W ]
nav instead use Perception checks and sir

As you pass through what appears to be an organ-
ic materials processing area, you see a variety of
machinery used for such things as cutting vegetation
into building materials, and pulping smaller plants
for separation into more profitable component parts.
As you find your way through the area, you begin to
realize that all the machinery is empty. There are no
remains of organic material anywhere, as you would
expect to find. since organic materials were almost
certainly in use when the tragedy struck.

Next, you realize that the control panels have been
stripped down to just metal and glass components.
There are no plastoid parts or synthetic gaskets. In
fact. the chairs are missing their cushions. It a
strikes you that this is the cleanest area you ha
seen. While metal and other hard debris remains,
there is no trash or discarded clothing. Broken metlal
equipment an the floor is similarly bare.

ECHOES OF THE PAST
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Al Average (@ @) Knowledge (Xenology) or Knowl:
edge (Education) check reveals that it s highly likely that

the missing organic material was eaten by a creature There

1asn't been enough time for it to all rol away. As the char
icters pass through the area, they may make Perception
of Vigilance checks vs. [he vursonk's Stealth

Four of the creatures are hiding under
cantrol panels or on the back sides
of equipment, ready to ambush the
PCs. When attacking, the crealures
try to make off with any organic or
apparently organic material, such as

npping ofl jackets, backpacks, or
hats. Up to three more creatures
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instead of Light
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Hard [§ ¢ #1 Mechanics check 4 )
)
! i : nis
2 fie btk e “ Sorr s

| K1 pe byt :
- S0 E 1 » the control pane r nt oeT 1 the
Tﬁc Esr;ap-e 't i rom the :._ ard is nd X r‘ 3 Averf\’ge *® Percepti;m check
| y Tough Descent seen In Manifestations of Doom
i Dathomir VI Force

- aarr
i esson e una
, s st e = e s L

he Tough Descen ey shou
rence at least The Forgotten Nightsister

Make a Hard (¢ ¢ €) Mechanics check (o use a

. wrtable power source to restart one of the wres, dna
er from Manifestatiol f the Doomed - £ e
R : ] '7'5' ot i Daunting (¢ ¢ ¢ $) Computers check i
ik i ot RbL cess the old and quite obsolete systemn directly via

= Nake an Average (4 €) Mechanics check to remove
{ata chips from the core, a Hard Me -
This level is unlike any you have seen up to this point. < to adapt a datapad o l" ‘lJr lc:‘a?
It is far taller and more heavily reinforced than any the and a Hard (¢ ¢ ¢) Computers check o
other level. The damage from the crash is still evident iccess the data
in the buckling floors andl other bent structures, but it
has survived better than the rest of the ship. You get
the sense that the areas are enormous and open. at
least those between the massive articles of process:

If successiul, the Player Characters locat

graphs and reports that allow ther

f the Nardithi Mig

Lo piece

tsisters’ actions aboart

part

14 edyiii) vl ar vere are three holographic clips in particule
£ - N

quipment you see around’ you. are of g terest for the PCs. The GM may add add

details or scenes based on the back 1d of the att

This place feels different in the Force. The vergences the PCs delve deeply into t
power and strength feels far greater than you've
experienced befo, en when traveling through the S e e o
decks above, But that isn't ail. Of in the darkness, ”‘,f,’_m\" 22 hlf \\}I\;. I"-U); .” ',]:. h
you're surprised to catch a glimpse of amoving. faint :“ T NardithiN £
Iy glowing, horizontal line of yellowish-Green ..'.Jr-|t-.l it look like Ni 1e PCs. i nl -:-'-U-‘--'-
that rises quickly upward. After you nati :.::.l:[:;l._l_ .\-.l;-;|| \|-_-m.E 'II\.(-‘s.:' L:'.il'l\.'ll\'.. ans) L C R
you realize it is happening In different areas € ? i

Minutes, You also feel a very strong pre e in (e

Force pushing you in that same direction.

e The first vid shows one of the bulk cargo containers in

rew mem
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Average (§ @) Perception check

opposed Perception
Vigllance checks vs i

Daunting (¢ ¢ ¢ §) Athletics checks
L] |

Aver
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\ Hard (
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“EGRIG, NIGHTBROTHER LIEUTENANT
[RIVAL]

Daunting (4 E % LY Coordination
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Force AND DESTINY
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Equipment

NIGHTBROTHER [MINION]

Skills (group only)
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THE NARDITHI CLUSTER
1

The green glow gets brighter the closer you approach
the container. The pulsing lights that move up the
Superstructure and into the ceiling are more intense
and frequent. They clearly radiate outward from the
glow. The draining feeling through the Force is also
much greater, and very unpleasant. You sense that at
least one person is already there ahead of you.

Cs must make a Force power check
Hard (@ 4 @) Discipline check to resist

eck

Enormous cargo containers and numerous crates gr
stacked three or four times the height of q person
around the roughly twenty-meter-square Perimeter
of the unloading area for the bulk container that js
the source of the green glow. Inside the Perimeter, the
crates randomly stair-step down in size and height. A
wide area in front of the container’s hatch is fifleq with
hundreds of smaller tumbled crates. Even the enor-
mous surrounding crates are tilted and shifted frop
the crash. Not all seem entirely stable. and a once.
clear, five-meter-wide cargo transfer path from the
unloading area is partially blocked by fallen crates
You see modern tool boxes apen on a large repulsor
sled in front of the bulk container’s hatch.

The wide hatch to the bulk container is open, and the
greenish-yellow glow is the brightest you have seen
thus far. The contrast between light and dark makes
it difficult to look in that direction, but you manage to
see a muscular Nightbrother holding an electrostaff
standing silhouetted in the opening.

USING THE NARDITHI CLUSTER

T he Cluster can only be controlled by one person at
a time, though the GM may permit others to help
focus a character’s efforts. Initially, taking control of
it requires contact. After that, the person remains in
control as long as they stay within short range of it. It
takes a Force power check combined with a Daunt-
ing (O & ¢ Q) Discipline check to take control of
the stone formation if it is not already under another
character's control. If someone else is controlling the
cluster, it takes an opposed Discipline vs. Discipline
check to wrest control away; both parties may make
a Force power check as part of the check. In both
instances, the character may spend @ to gain 3%,
Additional @ the cluster provides (see below) are not
available to the controller for this check.

The incomplete cluster adds @ to the controller’s Force
power checks. It has a second @ that is already com:-
mitted to sustaining the ship's structure; if this is lost
for any reason (such as the cluster being destroyed),
the ship’s structure begins to collapse—see Escape
the Sky, on page 94. Instead of roling @, the
controller may opt to commit it to gain a Force pow-
er upgrade the character doesn't currently have. For
example, this allows the character to increase the mag-
nitude or range of a power. @ may also be committed
to sustain one of the controller's powers; Jerserra uses
this to sustain the illusionary Nardithi witches.

When Jerserra's shard is in place, it restores part of
the flow of the Force and adds @. If the PCs' shard
is returned to its place, it adds automatic ¥x to the
controller's skill checks used with Force power checks.
It takes a Daunting ( ) ¢) {) Discipline check
to properly align the cluster in the cage Jerserra
jury-rigged to hold the broken shards. Jerserra had
difficulty fashioning the cage to do this, prompting her
to send the Nightbrothers to delay the PCs.

The cost of using the cluster is substantial, with long-
term effects in an area as previously described in this
adventure. The following occurs immediately when a
power is channeled through the stone formation; if
the power is sustained by committing @, this affect
happens only when the power is started.

* Al characters (except the controller) within
Mmedium range of the cluster must make
a Daunting (© ¢) ¢ ©) Discipline check
(upgraded once due to the cluster's effects),
sustaining 2 wounds (ignoring soak) upon
failing and 1 additional strain for every .
W doubles all wounds and strain [to a mini-
mum of 2 of each). @ allows the character
to add automatie ¥* to other checks until
the end of the encounter.
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JERSERRA'S REAPER
TACTICAL ASSAULT SPEEDER

Vehicle Type Model
Manufacturer: >

Maximum Altitude:

Sensor Range: >

Crew:

Encumbrance Capacity
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Price/Rarity: .
Customization Hard Points:
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