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11 Introduction

The Star Wars phenomenon began in the middle of the
saga, The first film to hit the screen was actually the Tourth
maovie in the series. It marked the beginning of a three-flm
cycle that chronicled a specific era in Star Wars history—the
period of galactic civil war, 1t showed the highlights of a
great struggle as the Rebel Alliance battled the Empire, At
stake was nothing short of freedom—freedom for a galaxy.
and freedom for a Jedi caught in the grip of absolute dark-
ness, Lives were lost, victories were won by baoth sides, In
the end, Luke Skywalker found a way to redeem his father
and bring Anakin Skywalker back from the dark side and
into the light,

Now that time of strife and canflict has been detailed for
the new Star Wars Roleplaving Game, From A New Hope to
Retwen of the Jedi and be
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vond, this saurcebook provides

details on the Alliance, the Empire, and other organizations
struggling to find a place in the galaxy, Crime lords such as
Jabba the Hutt and Prince Xizor, as well as the minions that
serve them, can be found within these pages. Bounty hunters
haot on the trail of Rebel agents. Aliens of assorted back-
grounds and allegiances. A wide variety of starships and

The Death Stars. It's all in here,
Whether you're a Gamemaster (GM] looking for ideas on how

other weapons of »

to set up a campaign during this tumultuous time or a
player seeking new aptions for your hero—if it has to do with
the period of galactic civil war, this is the valume for you,

The Rebellion Era Campaign

What is a campaign? It's a series of adventures, featuring the
same heraes, who grow and advance while telling a larger,
mare complex story. The classic Srar Wars trilogy is the
primary example of a campaign set during the Galactic Civil

War, With the material in this sourcebook, you can create
YOur own campaign during that same time frame.

Lising the classic trilogy as a backdrop and adding
elements from the expanded universe, this sourcebook
provides the framework upon which to build your own
campaign. It offers starting points, adventure hooks, game
statistics, and a variety of allies and opponents to help and
hinder your hero characters, As always, we use the term
“hero™ not necessarily to refer to the "good guys,” but as an
expression of the pratagonists of the storics you create—the
player characters in your campaign.

Most of the material is presented assuming that your
heroes are working for {or at least toward the same goals as)
the Rebel Alliance, A limited amount of material discusses
setting up a campaign based around "evil” characters, such
as using Imperial heroes who are desperate to crush the
Rebellion and save the Empire. In maost cases, if this is the
type of campaign you wish to run, just reverse the situations

and scenarios provided in the adventure sections of the text.
@ With a little work and ingenuity, you can fashion any type of

campaign you want that takes place against the backdrop of
the Galactic Civil War.

How tao Use This Book

e make it as easy as possible for Gamemasters to shape the
Srar Wars galaxy for their campaigns, this sourcebook puts
a heavy emphasis on information for creating your own
adventures, The book covers the time from a few manths
priar to Star Wars: Episode TV A New Hope to the marriage
of Han Solo and Princess Leia at the end of the novel The
Courtship of Princess Lefa, While the material in this book
can be used to play through the events of the original Sear
Wars trilogy, the intent is to provide GMs with building
blocks for use in creating their own adventures set during
that same time frame,

Muost of the pages in this book feature two formats, each
farmal providing different types of information,

The tap portion of each two-format page contains general
information about an aspect of the Star Wars galaxy, such
as the rise of the New Order, the tricky weather conditions
o Hoth, or the Mightsisters of Dathomir. Often, this infor-
mation gives historical or cultural data that most people whao
exist in the Srar Wars galaxy would know, Some af this
information is designed for heroes to learn as the campaign
unfalds, Each GW must decide what is comman knowledge
and let players read the sections their characters would
already know about.

e hottom portion of each two-format page features
adventure material, outlines or hooks intended for a
Gamemaster to expand upon, These adventure ideas aren't
designed to be used on their own, but are intended to be
worked into an ongoing Rebellion era campaign.

Occasionally, a page contains only one kind of informa-
tion—either a full page of general information or a full page
af adventure material. Sometimes a section of text is accom-
panied by diagrams, maps, or descriptions of Gamemaster
characters. The diagrams and maps describe locations or
places that might play important roles in any Rebellion era
campaign. The characters are often key figures from the Srar
Wars universe complete with game statistics. The same is
true of equipment and starships,

Remember that you need the Srar Wars Roleplaving
Game to get the most out of the material in this sourceboak,

Species in the Rebellion Era

e Empire fostered an ongoing campaign to deny alien
species their rights and freedoms, Humans were looked upon
as the favored species in the Empire—as long as those
Humans followed Imperial law and pledged their lives to the
Emperor's New Order, Maost members of an alien species were
denied privileges and reduced to second-class status, Some
species, such as Wookiees, were enslaved and outlawed as
dangerous in most Imperial-controlled regions. While life was
somewhat easier away from the Core Worlds, the Quter Rim
also provided the secrecy the Empire needed to turn whole
planets inte labor colonies toiling to maintain the Imperial
war machine.
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Because of these abuses and atrocities, many alien species

el Alliance, From free Wookiees such as

yacea to the bulk of the Mon Calamari species, individ-
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Farce-Users in the Rebeallion Era
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.||"|i:-'._i||;| Ind level in that class, the character can hegin to
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“< s Fall of the Republic

For more than twenty thousand years, the Galactic Republic

:
stood at the center of a representative government that
helieved in equality and justice for all its citizens. With
control of approximately one million planets, the Republic
coexisted peacefully with other less venerable interstellar

ANDO HI3LdwHD

civilizations such as the Hutts and the Hapans. Republic
representatives—senators, diplomats, and the Jedi who had
protected its ideals from the Republic's inception—were
honored and respected throughout much of the galaxy.

3d0H M3N V]

“There are two things in this existence that will alwiys
he—the void between the stars and the munificent Galactic
Republic,” the Snivvian poet Zovaren wrote when his kind

was freed from Thalassian enslavement, This sentiment was
shared by many, but that didn't pratect the Repuhlic fram

the one foe it could not overcome—the greed and compla-
cency of its own leaders.

In same ways, the Republic fell victim to its own success.
This expansive government ruled Lerritories so vast, with laws
that were so camplex, that even simple decisions were at
times almost impossible to achieve, The Republic grew
increasingly stagnant, and its elected representatives became
more and more lazy and complacent, With complacency
came corruption; many senators were mare interested in
lining their packets than looking out for their constituents.

Where once wise leaders ruled over the Republic, bureau-
cracy and self-interest took contral, The government was

mired in complexity and debate, and those who thirsted for

€ HERD CHARACTERS W

wealth and power sald their influence to the highest bidder,

The Republic was rotting from within, and the institution ; : :
! Many hern characters during the Rebellion era never knew life

under the Republic. By the time they were born, Palpatine had
already been declared Emperor, In fact, the vast majority of
galactic citizens, even those old enough to remember the Re-
public, considered the Empire to be an improvement over the
last decades of the Republic. Many even bought into the
Empire’s denouncement of the Jedi Knights and the Force. It isn't
unitil later that the tyranny of the Empire begins to affect the
common galactic citizen and a larger voice calls for change. e

waiting to replace it was dark and oppressive,

The Republic's long descent into oblivian began with a
blockade, The Trade Federation, a massive conglomerate of
corporate interests based along the Galactic Rim, resorted to
armed resistance against what it felt was cavalier treatment
aof its interests, The veteran Chancellor of the Senate,
valorum, was remaved by a Vote of Mo Confidence, and,
despite the apparent best effarts of his successor, Palpatine,
the Republic spiraled into chaos. In a little more than a
decade’s time, the Empire replaced the ancient Republic,

The Rebellion Era : at 1st level and gain experience as the
; Setting a )

Campaign . . campaign advances, and the heroes

i . ! Campaign in the ) ! )
If you're going to play in the Rebelli n’ﬂ Ern waork to aid the Alliance. The material
Rebellion era campaign, stop read- . ) is designed as a starting point; you
g . . . This section of the presentation ) .
ing this section now. The material . ) need to develop it to suit your own

iy ' provides you, the Gamemaster, with
presented in this section (and o ) game.
. . , tools for building and running a , ,
sections like it all through this book) i , If you decide to try something
. successful Rebellion era campaign. It ) )
is intended for the Gamemaster , different, such as allowing the heroes
offers advice, adventure hooks, short : :
only. Players should not read any of . . to strive for the glory of the Empire
i : . ) scenarios, allies, and opponents for ) ,

this information, since doing so instead of the Rebellion, you must

170 % - . the heroes to meet. These items . . .
! w Y might spoil the surprise of adven- adjust the material accordingly. In any

, have been designed around two ,
tures to come in your game, i« , ' case, there should be enough ideas
basic assumptions: The heroes start

_;:@)‘ throughout this book to jurmp-start
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The Rise of a New Order 1100 >

“We will make a New Order. We will trade strengrh for
frailty, order for chaos, and decisiveness for uncertainiy,
—Palpatine

Abaut a century before the start of the Galactic Civil War,
the Republic began to slowly unravel. Corruption, greed, and
internal strife weakened the roots of the Republic and
allowed special interest groups and power-hungry bureau-
crats to chip away at the great government’s foundation,
This erasion fram within hampered the workings of govern-
ment and gave rise to apathy, social injustice. and ineffective
leaders. In the midst of chaos and indecision, Maboo Senator
Palpatine rose to power, For a time, peace and prosperity
seemed to return to the galaxy—but it was fleeting and
mostly illusory. As new crises appeared on the scene,
Palpatine claimed or was granted more and more power. He
eventually was named Emperor. The Old Republic passed
away, and the Empire was bom.

A NEw HOPE ||}

1l

& DID EVERYOME FOLLOW THE EMPEROR? €»

In those dark years between the crisis at Naboo and the
Battle of Yavin, a lot happened. While not all the details have
yet been made clear, the general story is known, There was
an event that history calls the Clone Wars, The Jedi Knights
disappeared, and belief in the Force was relegated to super-
stition by the galaxy at large. The Empire replaced the Old
Republic, and tyranny spread throughout the galaxy. At first,
the Mew Order that the Emperar imposed was seen as a vast
improvernent aver the ineffective government that preceded
it. But slowly, despite the Empire’s best efforts, word of the
atrocities heaped upon non-Human species began ta leak
aut, Some members of the Senate tried to work within the
system to effect change, but the bureaucracy had little
power over the Emperor. 1t took many years, but eventually
individuals began to rebel against the New Order.

Eventually, those rebels would became an Alliance, and
that Alliance would set out to restare freedom to the galaxy
through civil war. Not, however, before species were enslaved,
cultures were broken, opponents were assassinated, and the
great Imperial war machine was established to impose the
Emperar's will an all he surveyed.

For a long time, the last proponents of the Old Republic
believed that they could work within the system to temper
Palpatine’s New Order. Senators such as Mon Mothma, Bail
Organa, and Garm Bel Iblis sought fo pass laws and debate
policies according to the traditional method of government that
they believed in and were accustomed to. Though the Emperor
maintained the Senate and allowed the senators to believe they
had some modicum of power, the truth was that much of the
Senate did exactly whal the Emperor told it to do. The majority
easily defeated any bills proposed by the uncorrupted senators,
and at best Mon Mothma and her allies could barely maintain
the status quo. Some of those who opposed the Emperor drsap-
peared or were arrested as traitors to the New Order. It became
increasingly dangerous to speak out against Palpatine. In time,
a lew brave senators began to secretly support the growing
rebellion. Some of them went into hiding when they suspected
that the Emperor or his minions were becoming suspicious of
their activities. tof

your campaign and get your imagina-
tion working overtime—thus releasing
your own ideas for campaign story
arcs and adventures,

How do you start? That's easy. Let
the players create 1st-level heroes
using any of the methods described in
the Star Wars Roleplaying Game.
While they work an their characters,
you need to prepare the course of
your campaign. The material in this
book provides you with a starting
point and gives you ideas you can

incorporate into your adventures as
the storyline advances, but at best it
only gives you the framework for a
campaign. You need to layer on the
bricks and mortar. You aren't in this
alone, however. Your players add their
own elements to the campaign as
they interact with the situations you
put before them and develop the
personalities and ambitions of their
characters. It's up to you to take all the
elements and weave them into a
compelling whole—adventure hooks,

your own ideas, the inspiration of the
films and Expanded Universe sources,
and the actions of your players.
Together, these elements develop into
a fun and exciting campaign.

You also need to decide when you
want the campaign to start, and
whether or not the heroes begin play
as part of the Alliance or if the first
adventure revalves around their trying
to hook up with the Rebels. We
recommend that you start your
campaign slightly before the opening
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scene of A New Hope, We also recom-
mend that your heroes start out just
like Luke Skywalker and Han Solo did,
aware of the growing Rebellion but
not yet part of it. The first adventure
hook can be used to establish just
such a situation.

It's important to remember that
although the players’ characters aren't
Luke Skywalker or Han Solo, they are the
heroes of the adventures you're going to
run, The galaxy is a big place, and there
are plenty of Imperial foes for heroes to
take on beyond those detailed in the
movies and Expanded Universe sources.
Use the familiar characters in your
games sparingly, as Gamemaster charac-
ters, to establish direct ties to the films
and to serve as touchstones to the over-
arching Star Wars story. But that's all
they should be in your campaign—back-
ground characters. The stars of your
campaign are the players' heroes, and
they should be given every opportunity
to shine, Even if your heroes don't blow
up the Death Star at the battle of Yavin,
there are plenty of ways they can make
a difference in the success or failure of
the Rebellion.

Character
Connections
How does the first adventure in your
Rebellion era campaign begin? Are the
heraes friends and companions to
start with, or do you want them to
meet each other aver the course of
the opening scene? Either method
works; it's just a matter of what makes
the most sense for whatever story
you've planned out

In the case of the heroes knowing
each other, have the players discuss
wvays their characters can be
connected. They need to share with
each other a few details, including
their character classes and species
They could be old friends from the
same planet who have decided to join
the Rebellion against the Empire. Or
they could be in business tagether,
trying to make a living as traders with
their old clunker of a ship. The possi-
bilities of how they are connected are
endless. You should also ask each

player to decide what his or her char-
acter thinks about the Empire prior to
the start of the adventure.

If the heroes don't know each other
{ar anly know one or two other
members of the party), then you need
to get them working together early in
the adventure. This is sometimes
harder to do, so we recommend

having the heroes start out as compan-

ions. If you're up to it, however, letting
them meet in the first scene provides
quite a few opportunities for a more
meaningful connection to be made.

Imperial
Entanglements

This adventure idea presants a situa-
tion that leads to the heroes running
afoul of the Empire and puts them in
contact with a Rebel operative, It all
takes place on an out-of-the-way
planet deep in the Outer Rim
Territories—a planet called Kwevron.

Setup
The heroes have come to Kwevron for
reasons that have nothing to do with
the Empire or the growing Rebellion.
The Battle of Yavin is still weeks away,
the peaceful planet of Alderaan is still
intact, and no one has even heard of
the Death Star yet, Maybe the heroes
live on this backwater world. Maybe
business has brought them here, or at
least the hope of making some kind of
contact and earning a few credits, The
opening scene can be used to introduce
the heroes to each other (if you and the
players have decided they don't have 2
previous connection), but it works just
as well if they are life-long friends.
Ralling hills and fields of crops cover
the quiet world of Kwevron. Most of
the world's meager population works
the fields, farming the land and selling
produce to Imperial-authorized
merchants for a fraction of what it is
warth. Here, as on a hundred similar
worlds, the Empire and the bits of
news about a rebellion seem very far
away, Except in the spaceport, where

an Imperial prefect oversees a small
garrison and makes sure the Emperor’s
taxes and tariffs are paid

This adventure begins in Kwevron's
spaceport, Mal Ethon City, where the
heroes witness the cruel actions of the
Empire up close and personal. What
they do after that is up to them. ...

Scane I: The Will

of the Empire

The scene opens on a broad avenue in
the middle of Mal Ethon City, The city
boasts a fairly large spaceport for such
an out-of-the-way location. The planet
has always provided food for the neigh-
baring sectors, and the Empire has
taken an interest in Kwevron because
of this. It isn't that the Empire needs
more food, but the planet is far enough
from the Core to make it attractive to
the Rebels who have dared to chal-
lenge the Emperor's New Order. There's
na way in which the Empire will stand
by and allow the Rebellion to gain a
foothold on Kwevron.

For this reason, the Empire has
placed a small garrison in the space-
port to act as a deterrent to any illegal
activity. A prefect oversees the
Imperial presence, but mast of the
muscle comes from the prefect’s first
officer, Lt. Falto Dragen. He has been
making his presence known through-
out the spaceport, threatening shop
owners with fines and penalties,
mockingly accusing city leaders of
being Rebel sympathizers, and gener-
ally bullying everyone into a frightened
state, After all, Lt. Dragen believes, a
frightened subject is a loyal subject.

On this day, Lt Dragen makes his
rounds of the spaceport with two
stormtroopers in tow. The heroes are in
the spaceport for reasons of their own
{as determined by you and the players
when character connections, or the lack
thereaf were established). If the heroes
know each other, they're together when
the scene begins. If the heroes haven't
all met each other yet, then they're in
the area, each going about his or her
own business when the trouble starts.

Read the opening situation out loud
to the players to begin the action:

Mal
mic
the
loc




Mal Ethon City bustles as the
midday crowds pushes through
the streets. In addition to the
local shop owners and the work-
ers they employ, the place crawls
with a variety of spacers of a
dozen or mare species, There are
traders - and . freighter - crews,
scouts -and - rough-looking - sorts
who have to be smugglers or
pirates of one kind or another,
There - are representatives  of
merchant houses. from. all over
the sector, here to finalize deals
and complete their business
befare moving on to the next
planet on their routes, Farmers
from all over the planet are in the
city as well. 1t is harvest time,
and they all have excess produce
to sell.

One  farmer, 8 displaced

Ithorian far from the nearest herd
ship, sits at the front of a long
wagon full of heads of sweet
Kwevron lettuce and stalks of
blue-kernel corn. The wagon over-

flows with the fresh vegetables,
stacked so high that the piles
barely lack stable. 1t doesn't help
that the merf that pulls the load
seems to go out of its way to lead
the wagon over every bump and
pothole in the street. But the
Itharian farmer doesn't seem. 1o
mind. He just looks straight ahead,
gently slapping the reins every so
after to remind the nerf that he is
back there.

Ther, an Imperial officer and
two starmtroopers step into the
street, stopping directly in front
af ~the -merf. “A  moment,
farmer,” ‘the officer says. “We
need to inspect your wagon.”
The starmtroopers step to. each
side and start toward the wagon
full of vegetables,

Suddenly, the Itharian whips
the nerf hard. The animal squeals
and - dashes forward, narrowly
missing the dodging Imperial
officer. “Stop him!" the officer
commands., One of the storm-

troopers  casually = raises  his
blaster - rifle and shoots the
Ithorian in the back, With a low
gasp. the = farmer - crumbles
forward and falls to the street.
The  nerf, frightened by the
hlaster shot, drags the wagon
aver the fallen Ithorian as it tries
to: get away. Another shot, fired
by the second stormtrooper, hits
the nerf, causing the animal’s
legs to buckle. A moment later,
the wagon smashes into the
wounded animal. The wagon
averturns, which tosses lettuce
and corn in all directions.

The overturned wagon alsa
dumps - a  hidden  cargo: two
men, . one  Human and one
Duros, - “1t seems our informant
was correct,” the Imperial offi-
cer calls as he and the storm-
troopers step aver the dead
Ithorian and move toward the
dazed men. *There are Rebels
on Kwevron,”

What are vou going to do?
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“« i The Maturation of the Empire

During its early years, the New Order was a populist move-
ment, Grassroots organizations sprang up, and commaoners
became actively involved in the shaping of local and galactic
palitics as they hadn't been for centuries, These citizen
groups—foremost among them the Commission for the
Preservation of the New Order, or COMPNORE-became
absorbed into the Empire's evolving political structure, with
particularly energetic and faithful members put in positions
of power, In the early days of the Empire, many citizens felt
far the first time that they could impact their government in
a meaningful way. Compnor became a powerful palitical toal
af the New Order. Through subtle manipulations, it taught
the citizens of the Empire the ethics of the New Order, while
denouncing the tenets of the Old Republic,

But even as the Empire took form, there were signs thal
the Emperor's New Order would lead the galaxy down a dark
path, While strides were taken to involve some citizens in
government, further efforts cut athers out of the process.
Fram the very beginning, the New Order held at its core a
philosaphy that a lasting galactic civilization needed to be
dominated in all aspects by Humans,

Although on the surface it might seem odd that such a
nation could come to be widely accepted in a galaxy where
thousands of highly evolved species had coexisted for millen-
nia, it played well on the Human-dominated Core Warlds,
Few doubted that the alien-dominated Trade Federation had
touched off the chain of events that had culminated with
the establishment of the Empire. And it was an unguestion-
able fact that it had been the clear vision and superior lead-
ership abilities of a Human that had pulled civilization back
fram the brink of oblivion, The Emperor’s New Order cajoled
the Senate inte repealing antislavery laws, passing laws that
discouraged or outright restricted aliens from leaving their
native warlds, declaring entire species property of the
Empire, and imposing stiff tariffs on alien-owned businesses
that attempted to engage in commerce with anyane but
Imperial-contralled institutions. Within the space of a few
wears, Humans and near-Humans dominated nearly every
aspect of interstellar trade and politics. te

€ PLAYING NON-HUMANS DURING THE REBELLIDN W&

Unless the heroes keep to the Outer Rim Territories (where the
Empire’s ability to project its might is relatively weak), 1o worlds

with large non-Human populations, on their species’ home-
world, or to the spaceports and neighborhoods reserved for
aliens, they are going to run into trouble simply because they
aren’l Human. On some worlds, non-Humans are restncled from
using public facilities except those clearly labeled for “all
species.” They are often subjected to mare stringent customs
searches and fees (legal and not) than Humans. Law enforce-
ment officials often take the word of 3 Human over that of a
nor-Human, no matter what circumstances might otherwise
imply. Finally, non-Humans will invariably suffer harassment by
New Order believers should they venture beyond the spaceports
on Human-dominated worlds.

This may require careful play on the part of the Gamemaster,
and the GM should abways keep in mind that a Star Wars adven-
ture is supposed to be fun. The goal is not to constantly harass
the player of an alien character, but rather to make sure the
players see and feel the oppressive and evil nature of the Emepire
in select situations, thus providing the heroes wath a reason to
join the Rebel Alliance. tod

With this opening scene, you can
build a full-scale adventure to begin
your Rebellion era campaign. Will the
heroes come to the rescue of the two
suspected Rebels? Will they decide
not to get involved? Those are the
types of questions upon which an
adventure builds. If the heroes do
step in to battle the stormtroopers
and rescue the suspected Rebels, Lt.
Dragen does not stick around very
long. He participates in the first round
of combat, then leaves the storm-

troopers to fend for themselves as he
retreats to the garrison,

For the two stormtroopers, use the
statistics presented in Chapter 14
Allies and Opponents in the Star Wars
Roleplaying Game, For details on Lt.
Falto Dragen, see below.

Lt. Falto Dragen

Lt. Falto Dragen is a fairly typical
Imperial officer. He is a native of
Alderaan and comes from a well-
respected family. That respect does

not extend to Dragen, however, due
to his rejection of the peaceful philos-
ophy of his people. Dragen believes
that true peace can only come as the
result of a strong rule that places law
and order above individual freedoms.
Lt. Dragen, a pompous and over-
bearing man, enjoys throwing his
weight around. He's well aware of the
lax control the Empire holds over the
spacepart, but he has no intention of
allowing this state of affairs to con-
tinue. Dragen feels it's high time the

fal
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The galaxy was changing as the symbols of the Republic were
washed away by the tidal wave of the New Order. Coruscant, the
capital of the galactic government, became Imperial Center, The
Holohet galaxywide communications system was restricted for
military use only. The Empire continued a vast buildup of anms,
Everything that senators such as Bail Organa and Man Mothma
had feared was coming to pass.

The early rebels were unorganized splinter groups with only
their hatred of the New Order in common. They were isolated
pockets of resistance that provided minor problems for the
Empire. Some rebels started out as nonviolent demaonstrators,
but these were met with the full force of the Imperial war
machine. Various groups and even whole worlds provided quiel
support for the rebels, discreetly supplying weapons and other
aid where possible,

It was less than two years before the Battle of Yavin. Bail
Organa, Mon Mothma, and Garm Bel Iblis brought the largest
revolutionary proups together and created a single unified oppo-
sition force, The Corellian Treaty was signed, and the Alliance to
Restore the Republic was born. e

The Birth of the Rebellion (1ic: - >

A d

As the New Order grew more powerful and its tactics of =
oppression more blatant, some members of the lmperial N .Ll.l
Senate became concerned. They watched as dissident g i
groups led by non-Humans became more plentiful, as the g 0
Mew Order actively continued to silence political oppo- E T
nents thraugh threats of violence, and started 1o fear =
they had ereated a monster worse than the complacent, E;
corrupt Republic, L
Foremaost amang those who started expressing opposi- Z
tion to the Emperor was Maon Mothma from Chandrila. She g
had been a junior senator and frustrated reformer during .
the Emperar's rise. She had opposed granting the Emperor —

unlimited power and she grew increasingly horrified at how
he used that power, Her pleas to not make non-Humans—
valuable contributors to galactic civilization—into second-
class citizens were shouted down, When she saw violent
persecution start—and when she herself was subjected to
physical threats due to her opposition to the Emperor’s
Mew Order—she knew she had to give up trying lo refomm
the system from within, With her ahility to inspire others,
she would become the symbol of the Alliance to come.

Bail Organa of Alderaan was a chief ally of Maon Mothma.
He had heen troubled by Palpatine’s policies of military
expansion, and he and his people felt that less military was
the way to peace, not more, Garm Bel 1blis, a veteran sena-
tar from Corellia, also worked to reform the New Order, The
very embodiment of the rugged Corellian individualist, Bel
Iblis saw his power, prestige, and everything he loved about
his own people slip away as Corellia eagerly embraced the
New Order,

These three very different leaders emerged as the
centers of separate, highly successful movements to
resist the indulgences of the New Order, They eventually
came together on Corellia, and pledged to coordinate
their efforts. With this agreement, the resistance became
a Rebellion. The Alliance to Restore the Republic had
been born, and the New Order was about to face its first
real opposition. The Galactic Civil War was underway. to

e

local population gave up its idyllic
existence and faced the reality of the
Emperor's New Order. He has recently
received information that his suspi-
cions were true—some of the local
farmers have been helping the
Rebellion. The prefect has given him
permission to investigate the claims,

In addition to the two starm-
troopers who always remain by his
side, Dragen can call up the rest of the
garrison: ten more stormtroopers and
three other junior officers,

Lt. Falto Dragen: Male Human Moble
2/5oldier 2; Init +2; Defense 16 (+4
class, +2 Dex); Spd 10m; VP/WP
24/12; Atk +2 melee (2d6-1, vibro-
blade) or +5 ranged (3d6, blaster
pistal); 5Q Call in a favor, inspire confi-
dence +1; 5V Fort +4, Ref +4, Will +4;
SZM;FP 1; DSP 7; Rep 5. 5tr 9, Dex
14, Con 12, Int 10, Wis 13, Cha 15,
Challenge Code: C.

Equipment: Blaster pistal, uniform,
rank insignia, comlink, datapad,

Skills: Astrogate +4, Bluff +5,

Computer Use +7, Diplomacy +9,
Intimidate +5, Knowledge (New
Order) +7, Knowledge (military) +10,
Pilot +6, Read, Write Basic, Speak
Basic, Survival +4,

Feats: Armor Proficiencies (light,
medium), Alertness, Point Blank Shot,
Rapid Shot, Skill Emphasis
(Knowledge [military]), Weapon
Craup Proficiency (blaster pistals,
blaster rifles, heavy weapons, simple
weapans, vibro weapons).

- -
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Getting the Heroes
Involved

The best outcome for this opening
scene would be the heroes rushing to
the rescue of the suspected Rebels. If
they decide that attacking an Imperial
officer and a pair of starmtroopers is a
bad idea, they get to stand by and
watch what happens.

The Human draws a blaster and
fires wildly at the approaching
stormtroopers, missing them. With
hardly a concern, the starmtroopers
raise their blaster rifles simultane-
ously and cut down the Human with
a flurry of well-placed shots. The
Duros stays on the ground, his
hands empty and autstretched for
the Imperials to see, Lt. Dragen
shouts and points at the Duros
“Enough!” he commands, I want
the alien Rebel scum alive! Take him
into custody.”

At some point before the scene
breaks up, Dragen picks up a spilled
head of lettuce, examines it with a
distasteful look, then tosses it to any
non-Human character in the crowd, If
one of the heroes is a non-Human,
that character is Dragen's target. “Alien
grown,” he sneers, “Only good enough
for another alien. Enjoy.”

As all of this occurs, no one on the
street makes any kind of move against
the Imperials. No one even goes to
check on the Ithorian farmer or the
wounded nerf. They just stand around,
watching the show, hoping that the
Imperials don't turn their attention to
them next,

Of course, the heroes might
make a play at any time. Or they
might stand back and stay out of it,
Everyone knows better than to
mess with stormtroopers, after all.
If the heroes simply stand by and
let the Human get killed and the
Duros dragged away in binders,
then you have to provide them with
another opportunity to get involved.
That opportunity takes the form of
Cala Warner.

Cala Wornar
Young, confident, and beautiful, Cala
Warner is a recruiter for the Rebel

Alliance. She keeps her eyes open for
prospective recruits, anyone who can
help the Alliance, Of course, Cala
doesn't blurt out her affiliation to the
first people she meets. She warks as a
trade agent far the Quter Rim Trade
Consortium, a position that gives her
the freedom to move arcund a lot
without raising too much suspician,
She's on Kwevron to convince some
of the local farmers to provide aid to
the Alliance in the form of safe
houses, foodstuffs, and other
supplies. Everything was fine until Lt
Dragen showed up. Then things
started to go to the Final Jump with-
out a starship, and Cala Worner's
mission was jeapardized.

One of her best contacts on
Kwevron was |du Taanfaar, an Ithorian
who arrived on the planet long ago
and was (until his death just now) a
prosperous farmer. Cala has often
used Idu's farm as a safe house and
way station for new Alliance recruits.
The Ithorian was secretly transporting
two new Rebels to a ship in the
spaceport when the Imperials inter-
rupted. Mow Cala needs to come up
with a new plan.

If the heroes went to the aid of the
suspected Rebels, Cala approaches
them after the fight ends. Either way,
she needs their help. Only a few of
the details need to change, depending
an what happened up to this point.

Cala Worner: Female Human Scout
1/5oldier 2; Init +2; Defense 15 (+3
class, +2 Dex); Spd 10m; VP/WP
20/10; Atk +1 melee (2d6=1, vibro-
blade) or +4 ranged (3de6, blaster
pistol); SV Fort +4, Ref +3, Will +1; 52
M; FP 1; DSP 0; Rep 1. 5tr 8, Dex 14,
Con 10, Int 13, Wis 10, Cha 14,
Challenge Code: B,

Equipment: Blaster pistol, comlink,
datapad.

Skills: Astrogate +3, Bluff +5,
Computer Use +7, Demalitions +5,
Hide +6, Intimidate +4, Listen +4,
Pilot +8, Read,\Write Basic, Speak
Basic, Speak Shyriiwook, Spot +4.

Feats: Armor Proficiencies (light,
redium), Starship Operation (space
transport), Weapon Focus (blaster pistal),

Weapon Group Proficiency (blaster
pistols, blaster rifles, heavy weapons,
simple weapons, vibro weapons).

Scene 2: Freeing
the Midnight Star
Whether the heroes aided the
suspected Rebels or stood by and
watched the Imperial atrocities unfold,
they still have the look of people who
might be able to help. Cala Worner
approaches the heroes, offering them
a chance to put Lt. Dragen in his place
and get off Kwevron in the process.
She explains to the heroes:

“Prior to the scene you witnessed
on the street, that Imperial offi-
cer, Lt. Dragen, locked down the
docking bay where my ship is
parked,” Cala says. “The ship and
my copilot, Thul Kariss, can’t go
anywhere, At least not right now,
But 1've got the command codes
needed to bypass the docking
bay locks. 1 could use some help
dealing with the guards and
making sure the bay's tractor
beam can't be used to stop us
from leaving.”
If the Duros was captured, Cala first
asks the heroes to rescue him before
they take him to the garrison, “He's
Muuk Kuur, and if Dragen follows
standard procedures, Muuk will be
deported to the spice mines of
Kessel or some other labor prison,”
Cala explains.

Develop a short scene in which
the heroes ambush the speeder
carrying Nuuk Kuur to the Imperial
garrison. Two stormtroopers guard
the Duros while an Imperial officer
drives the speeder. Any reasonable
plan on the part of the heroes
should work. Then they can help
Cala free Midnight Star and escape
from Kwevron,

If the heroes ask Cala about the
Rebellion, she promises to put any
interested heroes in contact with
someone who can help them with
that situation, She never comes right
out and says she's a Rebel operative.

When the time comes, Cala heads
out to bypass the locks and get
Midnight Star ready to travel. In the
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meantime, she sends the heroes (and  the heroes have any ships of their escape from Kwevran and are well X

5 Muuk Kuur if he's with them) to deal own, they may want to get to thase  on their way to Duro, Cala
with the stormtroopers guarding the as well while the tractor beam is approaches them to discuss a few
control tower and knock out the trac- out of commissian. things. “Are you still interested in v L
tor beam, “We can't fly away if we're Once the heroes take to space, making contact with the Rebellion?” T n
caught in a tractor beam,” Cala tells they must get away from Kwevron's  she asks, She waits a moment, judg- I."f :_1,
the heroes. Use the Duros commoner  gravity well so they can safely make  ing their responses. Then, when she's i >

J statistics on page 15 to represent the jump into hyperspace. This satisfied that the heroes are every- B -

vold, Muuk Kuur. requires 3 minutes of flight time. Lt.  thing they seem ta be, she says, j;:

wha The tractor beam control room is Dragen hails Midnight Star on a “Friends, meet your Rebel contact” L

! located in the spaceport control comlink and demands its surrender Cala smiles, holding out her hand to Z

em tower, It's only a short distance fram  immediataly. He warns that any welcome the heroes into the struggle

lace the docking bay where Midnight Star  further resistance will result in the for freedom,

= is being held. Two stormtroopers ship’s destruction. After 1 minute of —
guard the tower, The heroes must flight, twa TIE fighters appear at Midnight Star

wedl decide whether they want to bluff sensor range, closing with Midnight  If the heroes don't have a ship, or if

ffi= their way into the control room, Star. The heroes must avoid the they don't have one large enough for

the sneak in, or take out the storm- fighters for 6 rounds or destroy the whole group, you may want to let

¥ troopers as quickly and quietly as them. Then they can make the jump  them have Midnight Star, It can be

nd possible. Once inside, they need to to lightspeed. Cala provides coordi- given ta them to use for a few

ge disable the tractor controls. This can  nates that will take the heroes to missions, then permanently assigned

. be done subtly with a Disable Device  Duro. She thanks the heroes for to themn by Alliance High Command in

.l:-f; check (DC 15), or they can just blast  their help and suggests that they recognition of their contributions.

ll‘li:l the contral panel. keep a low profile for a few weeks, Giving the heroes access to Midnight

md After taking care of the tractor It's a big universe, and while Lt. Star is a great way to keep them

tar beam, the heroes must make a Dragen should remember this for together. It also makes a great story

us dash for Midnight Star. As they many years, other imperial officers generataor, If the ship is damaged or
approach, alarms go off and they are unlikely to think twice about it malfunctions, the heroes must decide

rst see Cala running up the Star's load-  once some time has passed. Thus, it if they can risk setting down for

fore ing ramp. Six stormtroopers rush may never be a good idea to head repairs. If the heroes wish to make

' across the tarmac toward the ship, back to Kwevron, but the heroes improvements to the ship (such as
although they're still 100 meters should be safe enough elsewhere giving it better shields or perhaps a

8 away. The heroes can also see Lt. after everything cools off, faster hyperdrive), they must gather

Dragen in a nearby tower, safe
behind a transparisteel window.
The heroes need to run to beat the

stormtroopers to Midnight Star. If

Looking for a Faw
Good Heroes
When the heroes have helped Cala

the components and find someone to
install them. This could mean
salvaging parts from a junk dealer,
stealing them from a repair facility or

-
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~< i A Long Tradition of Service

For almost as long as the Republic had stood, so had the
Flanetary Security Forces, A dedicated core af beings
defended the borders of each star system from neighboring
stellar nations and the nearby space lanes from pirates,
Each existed apart from the Republic, and many enjoyed a
unique military culture. To the galactic citizens, only the
Jedi embodied more romance and adventure,

In the waning years of the Republic, each Security Force
became increasingly estranged from the others. Senators
began treating security personnel as their personal
servants, sometimes redirecting patrol missions to serve as
glorified shuttles for Senate junkets. In the years leading
up to the Clone Wars, due to budget cuts and conflicting
orders fram the Senate, many Planetary Security Forces
were disbanded,

When the Emperor ascended to power and the Empire was
born, he turned the remaining Security Forces into the
Imperial Navy and placed it in the hands of a council of
admirals and generals—the Imperial High Command, He then
increased military budgets acrass the board, from research
and development to recruitment, With the end of the Jedi,
the Emperor gave the MNavy additional reason to support the
New Order. In a famous speech, the Emperor referred to the
Navy as “heirs to the role abandoned by the Jedi—protectors
of the galaxy and its citizens.”

The Navy received a place of honor, and its members
rejoiced. Soon, however, the Mew Order began reshaping the
grand traditions that many of the Planetary Security Forces
shared, Many career officers from Planetary Security families
[called Generationals) were cast aside in favar of second-rate
functionaries who were rewarded for political favors rather
than command ahility.

The Generationals that were able to find a place in the
Imperial Navy had to, at least outwardly, abandon the tradi-
tions of the past in faver of the duplicity and backstabbing
inherent in the new system. They had to become political
instead of hanorable, ready to perform the expected instead
of what's right. 1f they couldn't, then the Generationalist
was replaced by a proponent of the New Order. fo

€ THE GENERATIDNALS W

For players who want to create heroes who are part of the Navy,

you might suggest they play a Generational character. Such
heroes have probably grown disgusted with the increasing
number of political appointments taking place in the officer
ranks. The Generational hero is usually a soldier or noble.
Generationals enjoy the following benefits and penalties:

& +2 circumstance bonus on Reputation when dealing with
other Navy personnel, due to the fame of their family.

@ +2 synergy bonus on skill checks relating to starship opera-
tions and information, due to a life spent aboard starships.

@ -2 penalty on checks relating to planet-based skills, because
many Generationals rarely set foot outside a spaceport. ted

shipyard, or boosting them off any
Imperial vessel they manage to defeat.
Midnight Star is a modified Y-
545 freighter registered to the Quter
Rim Trade Consortium. The YV line
was designed as replacements for
the aging YT series of freighters (of
which the Millennium Falcon is
one), but has never gained the
universal popularity of the older
series. YV freighters have lang, tall,
narrow bodies with command
compartments located at the top,

and a rear engine section with two
large maneuvering fins. This design
makes the YV series somewhat
faster and more maneuverable than
average ships of its size, as well as
slightly sturdier,

Midnight Star has been further
modified to include a single pop-
down ion cannon turret, an extend-
able docking tube that can be used to
attach to vessels in space, and a laser
cannon mounted forward. The dock-
ing tube was designed for use during

rescue missions and to connect to
small docking ports, A concussion
missile tube mounted to the rear is
designed to give the Star cover fire, A
low-powered shield generator was
added later, although it is unlikely to
survive more than a few weapon hits.

Midnight Star: Modified Corellion
Engineering Corporation YV-545
Transport; Class: Space transport;
Cost: Mot for sale, valued at 45,000
used; Size: Small (32 m long);
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& ABOUT THE DURDS &

The Duros hail from the Duro system, which is located at the
exfreme outer edge of the Core, Although not as numerous as
the Human population, the Duros are almost as omnipresent.
They have been traveling the galaxy for all of recorded history,
and seem to have innate abilities as pilols and astrogatars.,
Durgs professionals are usually diplomats or experts, Heroes
tend to be nobles, scoundrels, or scouts, Duros can speak Basic.

Duros Commomner: |nit +0; Defense 10; Spd 10m; VP/WP —/8;
Atk =1 melee (1d3-1, punch), -1 melee {by weapon) or +1
ranged (by weapon); 50 Species class skills; SV Fort -1, Ref +1,
Will +0; SZ M; FP 0; DSP 0; Rep 0. Str 8, Dex 12, Con 8, Int 12,
Wis 10, Cha 10, Challenge Code: A.

Equipment: Variety of personal belongings.

Skills: Astrogate +4 or Pilot +4, Knowledge (varies) +2,
Profession (varies) +2.

Spedial Qualities: Astrogate and Pilot are considered class
skills for Duros, Duros heroes for whom Astrogate or Pilot is a
chass skill receive a +2 species bonus on Astrogate and Pilol
checks. All Duros receive the Spacer feat as a species bonus.

Duros Hero; Make the following ability adjustments when creat-
ing a Duras hero character: <2 5tr, +2 Dex, =2 Con, +2 Int. 4=

Aliens and the New Order 1115z

One of the earliest arguments set forth by the architects of
the Emperor’s New Order was that diversity was a weakness
that the New Order could not telerate if it was to survive,
Mon-Humans were alien, and their agendas would never be
fully compatible with the Human mission, The Mew Order
held that conflicting agendas were the root cause far the
Republic's collapse, and IF the galaxy was to thrive it had to
be dominated by one vision, Naturally, that vision should be
presented by Humanity, since Humans had created the origi-
nal Republic and it was a3 Human who had saved the galaxy
from destruction,

What these thinkers ignored was that from the beginning
the galactic civilization had consisted of a multitude of
species, Prior to the rise of the New Order, historians widely
believed that Duras explorers introduced the hyperdrive to
Hurmans and thus had been just as important to the creation
af the Republic as the Humans of Caruscant and Corellia,
This theory fell inte disfavor, however, and non-Humans
wire set aside,

While the Duros as a whaole were never subjected to the
kind of abuses that, for example, the Wookiees suffered, they
nonetheless came to represent the impact of the Mew Order's
diseriminatory policies, The Duros people had long been
involved in businesses and occupations relating to space
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travel, As the Emperar's institutions grew in power, Duros e ["

businesses were nationalized by New Order-backed planetary
governments in the Core and Colonies regions, Duras ships
were fined more heavily for the least offenses, and Duros
employees were dismissed for the weakest of reasons,

All alien species were subjected to this treatment or worse,
Some, like the Bith, reacted to the growing discrimination by
doing exactly what the New Order wanted: They retreated to
their home systems and severely restricted their interaction
with worlds that didn’t contain large numbers of their kind,
The Duras, however, protested their ill treatment, seeking
redress through their representatives in the Senate. In the end,
though, the Duros attempted to remain neutral throughout
the Galactic Civil War, The governing stockholders believed
that that course would be best for business, e

on
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Initiative: +3 (+1 size, +2 crew);
Crew: 2 (Mormal +2); Passengers:

8; Cargo Capacity: 100 metric tons;

Consumables: 2 maonths; Hyper-
drive: <2 {(backup »12); Maximum
Speed: Ramming, Maneuver: +3
(+1 size, +2 crew); Defense: 21 (+1

size, +10 armaor); Shield Points: 10;

Hull Points: 150; DR: 15.
Weapon: Heavy ion cannons (2
fire-linked); Fire Arc: Turret; Attack
Bonus: +5 (+1 size, +4 fire control};
Damage: Special; Range Modifiers:

PB +0, S +0, M/L n/a.

Weapon: Laser cannon; Fire Arc:
Front; Attack Bonus: +5 (+1 size, +4 M-
fire control); Damage: 4d10+2; Range |
Modifiers: PE +0; 5 +0, M/L n/a. f

Weapon: Concussion missile tube
(6 missiles); Fire Arc: Rear; Attack
Bonus: +5 (+1 size, +4 fire control);
Damage: £d10-2; Range Modifiers:
PB +0; 5/M/L n/fa. i
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From the earliest days of the galactic civilization, the Care
Waorlds had been where trends and social movements started.
The New Order evolved the same way. It took hold on Core
Warlds such as Coruscant, Corellia, Corulag, Kuat, and
Chandrila. and eventually spread outward to other regions of
the Empire,

Coruscant was the jewel at the heart of the galaxy, the
capital world of galactic civilization from the first days of the
Republic and an into the Empire, This metropolis city-world
is covered in kilometer-tall buildings that spread from ane
end of the planet to the ather, In the wake of the Empire’s
New Order, it was renamed Imperial Center and the gavern-
ment complexes were renamed Imperial City. Virtually all
aliens were hanished to the decadent depths of the Lower
City. Young children were immersed in the New Order's
philosophies through education and COMPNOR-sponsored
youth groups. Adults who sought to get ahead in business of
sacial circles had to become members of COMPNOR and take
greal care 10 express appropriate support for the Empire,

On Corellia, the New Order gained a foothald when its
local proponents argued that non-Corellians and non-
Humans had stolen the grand Corellian traditions of explo-
ration and colonization. The five habitable worlds in the
Corellian system traded their independence for a local version
of Palpatine’s ruling council, the Diktat. 5till, many Corellians
feared the New Order would lead to the end of their cultural
uniqueness. Such individuals became outlaws and often
ended up in the ranks of the Alliance mmilitary.

The Mew Order never took hald on the Core world of
Alderaan. The world had long been a center of art, scholar-
ship, and philosaphy, and its citizens had developed an atti-
tude of extreme pacifism in the wake of the Clone Wars,
COMPNOR and its programs were unwelcome on Alderaan,
and Bail Organa did all he could 1o keep the New Order's 1ools
off his planet while secretly supporting the Alliance, Bail's
strong-willed daughter Leia shared her father's politics and
won election to his Senate seat when he retired. From the
moment Lela set foot on Coruscant, she proved to be a bigger
irritant to the Emperor than her father had ever been,  ted

© LORE WORLD HERDES W

Much of the Rebel leadership hailed from the Core Worlds.
Dispossessed businesspeople and nobles, disenchanted military
officers, patriots who feared their homeworld’s unique culture
would be eradicated by the New Order—all of these overtly or
covertly flocked to the Alliance.

A player creating a character from a Core system should not
select the fringer class at 15t level (though the hero can multi-
class into a fringer later in his or her career). The very definition
of a character from the Core precludes the character's having
any initial fringer status. ¢}

Council at Duro

Upon arriving at Duro, the heroes
find themselves bath local heroes
and hunted criminals. Word of the

Alliance leaders, although he waon't
say who. He coordinates Alliance
operations around Duro,

12, Int 15, Wis 13, Cha 16, Challenge
Code: B,

Equipment: Comlink, datapad,
hald-out blaster, vibroblade,

skills: Astrogate +8, Bluff +10,

heroes' escape on the Midnight Star
and a description of them has been
transmitted to all Imperial forces.
Unlike Kwevron, Duro has a sizable
Imperial presence. Cala Worner
takes the heroes to meet Thel
Erelen. Thel, a calm Human in his
late 50s, hails fram Chandrila. He
admits to being a friend of powerful

Thel Erelen: Male Human Expert
3/Mable 3; Init -1; Defense 12 (+3
class, -1 Dex); Spd 10m; VP/WP
13/12: Atk +4 melee (2d6, vibrab-
lade) or +3 ranged (3d4, hold-out
blaster); 50 Bonus class skill (Bluff),
call in a faver =2, inspire confidence
+1; 5V Fort +3, Ref +2, Will +7; 52 M;
FP 1: DSP O; Rep 6. 5tr 11, Dex B, Con

Computer Use +8, Craft {electranics)
+6, Craft (starships) +12, Diplomacy
+B, Disable Device +8, Gather
Information +8, Knowledge (Duro
politics) +7, Pilot +6, Read/Write
Basic, Repair +B, Speak Basic, Speak
Duro, Speak Itharese, Search +7,
Sense Motive +9.
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The Duter Rim Territories represent the farthest reaches of
extensive exploration of the galaxy. While effarts such as the
Jedi-sponsored Dutbound Flight Project and surveys by both
Imperial and corporate scouts have pushed into the mysteri-
ous star clusters of the Unknown Regions and Wild Space,
the Outer Rim remains the frontier of galactic civilization,

As the Republic stagnated, exploration of the Outer Rim
and beyond slowed due to lack of funding, For centuries, the
Outer Rim has been a place where individuals and groups
could get a fresh start. Some even created societies that
stood apart from the rest of the galaxy, Most Outer Rim
settlements arose from one of three sources: exploration
hubs, corporate development, or fringe movements,

Eriadu and Ord Mantell are examples of systems settled
when the Republic was still exploring the galaxy, The Eriadu

& DUTER RIM HEROES <

Waorlds of the Outer Rim range from plages like Tatoocine, where
peaple can get lost and go about their business in relative peace,
to Mon Calamari, where the full brunt of Imperial oppression
enslaved the entire world for a time. Heroes from the Outer Rim
run the gamut from idealistic fringers, 1o soldiers devoted to the
service of the Empire, to Jedi guardians trained in secret. Grand
Moff Tarkin serves as the Imperial Overlord for most of this
region, though many living in the Outer Rim still feel that the
Empire is very far away. After the desiruction of Alderaan,
however, the denizens of the Outer Rim realize that the Emipire s
choser than they imagined and flock ta the Alliance banner. e

The Outer Rim e

system is home to one of the oldest Outer Rim settlements
and is occasionally called “the Coruscant of the Rim.” It was
ariginally granted to the wealthy and influential Tarkin
family in the hope they would spearhead expansion efforts
into other systems. As the Republic lost interest in develop-
ing the Outer Rim, the efforts of the Tarkins ended up being
restricted to Eriadu, Most of the system is still a Tarkin
family holding. 1t remains one of the great industrial centers
of the Outer Rim.

Ord Mantell was originally home to a military supply
depot and refueling station, but when the anticipated explo-
ration and settlement boom never happened, funding to the
installation was cul, The system continued as a civilian refu-
cling point and soon developed into a center of commerce
that bordered an the illegal.

One of the Airst systems to howse @ corporate-sponsored
colony was Tatooine, The Corellians have traditionally been
at the forefront of exploration, so it was not surprising
that Corellia Engineering decided to fund a mining colony
on Tatoaoine, The Core-based company eventually aban-
doned its Tatooine mines when the Republic turmed
inward, but the world's harsh, unsettled expanses were
perfect havens for those who wished to live away from

CHAPTER OMNE
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prying eyes yel wanted easy access to spacepaorts and some i
semblance of civilization. - --“'
A system settled by those who wanted no part of the rest R

of galactic culture was Bakura, One of the most distant habit-
able planets in the Outer Rim, it was colonized by members
of a religious movement who believed that the galaxy was
always in a state of balance and that for every good deed
performed, someane somewhere committed an evil act to
balanece it oul. They believed the Jedi were a cause of great
sulfering in the galaxy because their great personal strength
and moral character was causing others to be weak-minded
and prone to moral decay. The Empire contacted the Bakura
calony after centuries of isolation. Bakura welcomed the
Imperial governor and his garrison, happy to rejoin the galac-
tic community now that the Jedi were gone. They soon real-
ized their mistake, but by then it was too late, &3

Feats: Persuasive, Sharp-eyed, Skill  Impernal retaliation for any serous
support they might show the Alliance.
He has set up a meeting on Duro

Emphasis (Craft [starships]), Starship
Operation (starfighter), Weapon

the Midnight Star with the heroes (if
you think they need a ship and some
incentive for aiding the Alliance).

Graup Proficiency (blaster pistols,
simple weapons).

Thel Erelen hopes to convince several
large Duro corporations and the all-
important Duro Shipwrights Guild to
step up their support of the Rebel
Alliance. The Duros have been mildly
supportive so far, but major Duro
organizations are still concerned about

Delta Twelve (DD 12), one of the huge
shipyards floating in the Duro system.
Thel asks the heroes to come to the
meeting and tell their account of the
events on Kwevron. He believes that
their description of what happened
could make a difference in his dipla-
matic efforts. Cala is unable to attend,
because she has other recruiting
missions waiting far her. She |leaves

DD 12 is a huge, antiquated ship-
yard that's rarely at even half capac-
ity—since the rise of the Empire most
non-Human-owned shipyards have
had less and less business, Many
sections of the station haven't seen
use in decades, offering unequaled
privacy, The Empire has given up
trying to catch every petty criminal

who uses the shipyard to fence goods.
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11 The Doctrine of Fear

“Fear will keep the local systems in line.”
—Grand Moff Tarkin

For centuries, the name Tarkin had been synonymous with
innovation and genius, The family had been at the forefront
of the galactic cultural elite for much of the Republic's
history, producing many great military commanders, engi-
neers, politicians, writers, and artists,

From his youngest days, Wilhuff Tarkin lived up to his
family legacy. He displayed immense talent as a philosophical
for poetry, created starship de-
signs that would form the basis for the [nrerdictor-class

thinker, showed a great gift

cruiser, proved himself a brilliant tactician, and even pre-
sented several groundbreaking theories in the field of xeno-
biology. Tarkin's path to greatness became a dark one,
however, He took a post as commander in the Republic's
Dutland Regions Security Force around the time of the Trade
Federation's blockade of Naboo, allving himself with then-
Senator Palpatine,

Tarkin and the New Ordar

Later, Tarkin lent his vast intellect to providing the frame-
work for the New Order's founding precepts, providing
schalarly and well-reasoned arguments to Emperor
Palpatine’s emotional speeches. Tarkin's seminal text
Visions af the New Order served as the blueprint for
COMPMOR-related organizations such as the Imperial
Security Bureau and the paramilitary group COMPForce,
This wark contained the genesis of what would become
known as the Tarkin Doctrine: “Rule through the fear of
farce, rather than force itself.”

Despite his firm beliel in the New Order, Tarkin was
intelligent enough not to follow it to extremes, He recog-
nized that certain non-Humans might have valuable
contributions to make, so he didn't dismiss their abilitics
out of hand the way many other Imperial leaders did.
Tarkin's research facilities employed more non-Human
scientists than mast other Imperial complexes. (On the
ather hand, his production facilities alse made mare exten-

sive use of non-Humans as disposable slave labor) He also
kept the capabilities of Force-users keenly in mind, main-
taining a close relationship with Darth Vader over the
decades, and calling on the Dark Lord's services almast as
frequently as the Emperor himself did.

Although he spent little time on Coruscant, preferring 1o
work from his Outer Rim home of Eradu, Tarkin was
nonctheless a powerful higure in the Emperar's court. In
matters of philosophy and policy, only the Emperar's opin-
ians carried mare weight, The Emperar eventually rewarded
Tarkin's service by granting him the title of Grand Maoff and
appointing him ruler of the Outer Rim Territories. Tarkin's
approach to governing his sectors demonstrated a textbook
implementation of the Tarkin Doctrine, with Project Death
Star as its ultimate expression.

Wilhuif Tarkin: Male Human, Nbl 8/5ol 1/0ffcer &: Init
+1 [+1 Dex); Def 20 [+9 class, +1 Dex); Spd 10m; VP/WP
BET; Atk +11/+6/+1 melee (1d3, unarmed), +12/+7/+2
ranged [3d4, hold-out blaster]; 50 Bonus class skill [Gather
Information). call in a favor (x5), inspire confidence (+2],
command (+4), leadership, reguisition supplies, tactics; 5V
Fart +7, Rel +8, Will +12; 5Z M; FP 2; DSP 14; Rep 12;
Stro10, Dex 13, Con 11, Int 15, Wis 13, Cha 17. Challenge
Code F

Skills: Appraise +6, Astrogate +6, Bluff +14, Computer
Lse +10, Diplemacy +20, Gather Information +10, Intimidate
+15, Knowledge (alien cultures) +6, Knowledge (capital ship
tactics) +7, Knowledge (Empire} +12, Knowledge [Jedi lore)
+6. Knowledge (New Order] +10, Knowledge (politics] +16,
Pilat +8, Profession [administrator] +13, Profession [starship
engineer] +4, Read/Write Basic, Ride +5, 5ense Motive +14,
Speak Basic,

Feats: Armaor Proficiency (light], Fame, lron Will,
Persuasive, Sharp-Eyed, Spacer, Starship Operation [capital
ships), Starship Operation (space transports), Weapon Group
Praficiencies (blaster pistals, blaster rifles, heavy weapons,
simple weapons, vibro weapons],
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The heroes and Thel fly in a shuttle
to a mostly powered-down section of
DD 12. The Duro guild delegates arrive
in a separate shuttle. Serrol Gathip, an
8th-level diplomat, leads the delega-
tion, which also includes three 4th-
level diplomats and two guards. Use
the Generic Administrator archetypes
for the delegates (see Chapter 14 of
the Star Wars Roleplaying Game). The
guards are Generic Thugs, 2nd level
(also see Chapter 14).

Unknown to Thel ar the Duros,

Imperial officials have known about
this meeting since it was set up
thanks to spies employed by COMP-
NOR member Sedret Fain. An old rival
of Thel Erelen, Fain is the head of the
Bureau of Science and Travel (BST), a
minor Imperial administration based
in the Duro systern. Fain has managed
to put together a small task force of
mercenaries using BST funds. He
hopes to secure a position as Imperial
Advisor, or at least a position in a
bureau based on Coruscant. He sees

the capture of Alliance sympathizers
in an act of sedition as a step to
promotion. Although many Imperial
groups are designed to deal with such
matters, including COMPNOR's own
Imperial Security Bureau, Fain is
unwilling to share the credit. As a
result, he can only send a small group
to capture Erelen and the Duro guild
members, (The group consists of
eight Generic Thugs, four 2nd-level
and four 4th-level; see Chapter 14 of
the Star Wars Roleplaying Game.)
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The Ultimate Battle Station 11ec >

He also For well over a decade, Alliance agents searched Tor an isalated chunks as necessary to keep the construction —
. main- Imperial weapons research facility under Tarkin's command muoving forward, "
the that was so secret that none of the personnel=military, Finished ahead of schedule thanks to the persuasive R
nost as selentific, or simple maintenance workers—ever left. Tarkin talents of Darth Vader, the Death Star was a formidable E 5
was repartedly the anly living person who knew of its loca- vessel, In addition to its great size and planet-busting 1T
Ting to tion: even the existence of a budget that Tfunded it was kept superlaser, the battle station carried the eguivalent of a i
secret from everyone but the Emperar, Sector Army within its armored shell, including more :-:
In The facility in question was the Maw Installation, a space than TIE fighter wings and two legions of stormiroopers, L
- opin- station and weapons testing area built near the cluster of siall attack craft such as assault shuttles, blastboats, 7
warded black holes from which it drew its name. In truth, Tarkin was  and dropships, various support vessels, and thousands af
off and the only person wha traveled to and from the facility who afficers and support persannel, 1ts final test upon
rkin’s knew how to safely traverse the gravitational pull between completion was the destruction of Horug, demonstrating —
Kthaok the black hales. the power of the Death Star's superlaser, .
Death Within this facility labored Bevel Lemelisk, an undistin- When the Death Star was ready for its maiden vayage,
guished engineer in whom Tarkin had nonetheless seen Tarkin finally permitted the full plans for the battle
potential. In isolation, and surrounded by the greatest collec-  station to be transferred to a standard Imperial data
v Init tion of weapons designers ever assembled, Lemelisk's twisted  bank. He believed that the fully functional battle statian
/FIWP genius bubbled to the surface and from it sprang Tarkin's was invincible—the ultimate, impervious pinnacle of mili-
FT+2 dream=the Death Star, This idea for a planetoid-sized, tary technalogy.
(Gather mabile battle station armed with a laser powerful enough to Within weeks, Tarkin would be proven to have made a
(+2), shatter a planet was a physical manifestation of the Tarkin fatal errar, Curiously, the genesis of his doom took place on
s HY Docirine. While some of Lemelisk's colleagues scoffed at the  Tatooine, a world in his own domain,
3123 concept because it would take the mineral resources of an
llenge entire star system to build it, a series of tests nonetheless Bevel Lemelisk: Human Male Expert 12; Init +1; Defense 15
convinced the Emperar that the concept was viable, and he {+4 class, +1 Dexl; Spd 10m; VP/WP —/9: Atk +8/+3 melee
uter ordered construction to begin. (1d3-1, punch] or +10/+5 ranged {by weapon): 5V Fort +3,
timidate Ref +5, Will +9: SZ M: FP (: DSP 1; Rep 4; Str 9, Dex 12,
al ship The Blood and Sweat of Millions Can 9, Int 16, Wis 13, Cha 10, Challenge Code: C.
li lore] The penal colony system of Horuz was turmed into a giant Eguipment: Datapad, tool kit, comlink,
| +16, construction yvard. Millions of beings were worked ta death Skills: Appraise +9, Astrogate +11, Computer Use +13,
tarship and the system was devastated as every planctary body was Gather Information +8, Knowledge [starship engineering]
e+1d, strip-mined for the raw materials the project demanded. +11, Profession (engineer]) + 15, Profession [weapons
Tarkin transferred Lemelisk to Horuz to supervise the designer] =14, Pilot +6, Read Write Basic, Repair +15, Speak
construction, but imposed the same kind of draconic security  Basic,
ipital procedures present at the Maw, Only Tarkin, certain selected Feats: Gearhead, Skill Emphasis [Profession [engineer]),
Group aides of the Grand Moff, and Lord Darth Vader were permit- Skill Emphasis (Repair), Skill Emphasis (Profession [weapons
NS, ter to leave the system once they had arrived there. Tarkin designer]). Spacer, Weapon Group Proficiencies (blaster
was 50 security-conscious that he didn't even permit the pistols, simple weapons).
Death Star plans to be released from the Maw except in
S The meeting opens with a few the Duros shuttle as they dock with Fain's cowardly attack, convinces
pleasantries, and then Gathip asks the DD 12, The heroes have 3 rounds to Gathip of the need for the Alliance. He
al heroes to relay the events surrounding  prepare before Fain shows up, yelling  agrees to help Erelen and offers the
such the escape of the Midnight Star from far Erelen to surrender and for every- heroes access ta his bacta tank, Erelen
VT Kwevron. Afterward, discussion begins  one else to drop to the floor. If the thanks the heroes profusely, and
in earnest. Two delegates argue that heroes defeat Fain's thugs, he flees at  suggests they head to Tatooine to
neutrality is the safest route to take, the first opportunity. If the heroes are avoid Imperial scrutiny. “Take this
oup while a third advocates supporting the  losing, Erelen offers to turn himself in datacard with you,” he says. "Deliver it
ild Empire in the hope of gaining more if Fain lets everyone else go. Fain to a shopkeeper in Mos Eisley space-
shipbuilding contracts. As the discus- agrees, but orders everyone arrested. port named Jun Seros. Seros will aid —
| sion progresses, an explosion rocks If Gathip has not supported the you and put you in contact with an w
of the station, heroes yet, he does so at this point, Alliance agent. From there, you'll be p=e
Sedret Fain and his thugs destroy The heroes’ victory, along with on your way to a Rebel base. o




(e Tatooine, the Desert Planet
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Tatooine is a curious world. The harsh, dry climate created by The maost inf
. s two suns makes it an unattractive place to settle, yet its Scholars disy
P i close proximity to a number of hyperspace lanes makes it too represent th
zZ i useful a system to ignore. system. For
!’ﬂ 2 Within decades of the first mines being established, all efforts tc
2" Tatooine emerged as an oft-visited resupply point far civil- and subsisti
- ian and military ships alike. When the Hutts turned their Bantha mo
].. attention to the planet after Carellia Engineering closed its 1t is now be
O mines. Tatooine became the perfect jump-off point for presentient
;% smuggling runs and slaving transports. In Fact, prior to the ar near-Hu
3 Clone Wars, Tatooine was the center of slave trade and part
f— of Hutt Space. Sand Peop
Despite the “business people” Tatooine attracted, the VPIWP -/
world's citizens during the Rebellion Era were primarily frecd slugthrowe
slaves and their children. However, as the Empire clased its desert con
grasp on the Core and Colonies Regions, non-Humans and Silently ch
others who could not find a place in the New Order flocked 0; Rep 0%
to Tatooine and similar backwater systems. Challenge
Tatooine was 2 particularly popular deslination because it Equipn
was so easily accessible by civilian transports. Imperial influ- Skills: !
ence on the world was mostly limited to the capital city aof deserts] +
Bestine and a tiny system patrol fleet, so many heings simply Feats:
- didn't reboard the passenger liners they were traveling on
N during layovers on Tatooine. Tusken F
uzu' Within a few short years the population of Mos Eisley, the 1om; VP
T world's primary stamport city, tripled. Most of these newcomers melee (11
e were soon reduced ta a life of crime, begging, or servitude, no thrower |
matter what their former occupation or social status was. desert 1
Blockade running and smuggling, ship repair, and moisture Silenthy
farming—the primary industries on Tatooine=required special- 2; Rep O
ized knowledge that most of the newcomers didn't possess. Challent
The Hutts, the masters of both Tatooine's legal and illegal Equiy
industries, didn't mind the influx of newcamers; they could ammun
serve as cheap labor and disposable minions, The Empire saw Skills
no reason to interfere with anyone who wanted to settle on deserts)
the world: better the rabble be assembled in one place so Survival
they could be easily controlled. So long as they didn't try to Feat:
organize resistance against the New Order, they were Proficie
welcome to live on the hellish backwater of Tatooine, teb weapo
Turmaoil on The next few pages present a a small diner in a rather rough part of Ret
Tatooine series of adventure hooks that you the spaceport. He has been a friend to me
The heroes arrive on Tatooine with a can use to craft adventures on the the Rebellion since the earliest days of the
datacard and a name and not much desert planet. Use them in any order,  the Empire, passing on information the
else to go on. It's a day or two before leave some out, add some ideas of and serving as a conduit for supplies, i5 2
Tantive IV enters the system (see The your awn, and develop them as you intelligence, and operatives moving the
Last Vioyage of Tantive IV, page 25), see fit. through the spaceport. He's a jovial '
which gives them some time to get sort with an infectious laugh and a ba
acclimated before Mos Eisley becomes  «JLIm1 Seros habit of telling dirty jokes. wi
inundated with hordes of Imperial After getting their ship settled in one He gladly accepts the datacard the Ei
i w » stormtroopers. There are more ways of Mes Eisley's many docking bays, the heroes have brought him and offers to ki
to get into trouble in Mos Eisley than heroes might want to make contact set them up in a cheap hotel while re
@ running afoul of Imperials, however. with Jun Seras. This shopkeeper runs they wait to meet their “friend” (the in
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Natives of Tatooine 1 -
The most infamous Tatoaine natives are the Sand People. Jawas, diminutive humanaoids with large yellow eyes, are = .
Scholars dispute whether they are non-Humans or if they seavengers, tinkerers, and traders. From the earliest days of J Ll
represent the outer extreme of the near-Human classification  Human habitation, they have helped keep Tatooine’s mois- 5 il
system, For hundreds of years, the Sand People have resisted  ture farms running by supplying refurbished droids and elec- i 0
all efforts to “civilize”™ them, staying true to their clannish tronic companents recovered from failed farms and crashed ] :‘E
and subsistence-level lifestyle that centers around their wvehicles, The Jawas live in tribal units. Many of these tribes ¢
Bantha mounts and nomadic wandering through the desert, make their homes in the ancient, immense orehaulers, or j“i
It is now believed that these beings exist at a postanimal, sandecrawlers, that were once used by the mines. L
presentient state of evolution generally not seen in Human Z
ar near-Human development. Jawa Commaner: Init +1; Defense 12 [+1 size, +1 Dex); Spd <
By WPIWP =75 Atk -2 melee [1d3-2, punch) or +1 ranged ) 4
Sand People Commaoner: Init +0; Defense 10; Spd 10m; [3d4, hold-out blaster]); SO Darkvision, +4 size bonus an f—
VP/WP —/10; Atk +0 melee (1d3, punch] or -4 ranged [2d8, Hide checks, +2 species bonus on Survival checks in desert
dugthrower rifle); S0 +2 species bonus on Survival checks in conditions: SV Fort =2, Rel +1, Will +0; 52 5; FF0: DSP O
desert conditions, +2 species bonus on Hide and Move Rep 0 Str 7, Dex 12, Can 7, Int 12, Wis 10, Cha &. Challenge
Silently checks: SV Fart +0, Ref +0, Will =13 SZ M; FP 0: DSP - Code: A
0; Rep 0; Str 11, Dex 10, Con 10, Int 6. Wis 8, Cha 8, Eguipment: Desert robes, variety of persanal belongings,
Challenge Code: A, Skills: Craft [mechanic) +1, Hide +5. Profession [scav-
Equipment: Slugthrower rifle, desert robes. enger] +1, Repair =1, Survival +3.
Skills: Craft [leatherworking] +1. Knowledge [Tatooine Feats: Weapon Group Proficiency (simple weapaons).
deserts) =1, Profession (nomad) +1, Speak Tusken,
Feats: Weapan Group Proficiency (simple weapons], Maisture Tarmers, a hardy breed, dwell in isolated areas and
use special equipment to collect much-needed water from s
Tusken Raider: Fringer 2; Init +0; Defense 14 [+4 class); Spd  the meager moisture in Tatocine’s atmosphere, They dislike S
10m: VEIWP 16/12: Atk +2 melee (1d3=1, punch] or +2 the press of civilization, To most farmers, what the gavern- = UZI*
melee [1d8+1/1d6+1, gaderfhi] or +1 ranged (2d8, slug- ment in the Core chooses to call itself is irrelevant—they have e >
thrower rifle); S0 +2 species honus on Survival checks in little interest in the galaxy beyond Tatooine. %
desert conditions, +2 species banus on Hide and Mowve
Silenthy checks; SV Fort +4, Ref <2, Will =13 52 M; FP 0; DSP Moisture Farmer Commaner: Init +0; Defense 10; Spd 10m;
z,.Rq]n. Str 12, Dex 10, Con 12, Int 8, Wis 8, Cha 10, VPIWP =18, Atk +1 melee [1d3, punch] or +0 ranged
Challenge Cade: A, [3d8/19-20, blaster carbine): SV Fort -1, Ref +0, Will «0; 52
Equipment: Gaderffii, slugthrower rifle, 5 rounds of M; FP O; DSP 0; Rep 0; Str 12, Dex 10, Con 8, Int 10, Wis 10,
ammunitian, desert robes, Cha 9. Challenge Code: A
Skills: Handle Animal +2, Hide +5, Knowledge [Tatooine Equipment: Blaster carbine, desert poncho, variety of
deserts) +4, Move Silently +5, Ride +3, Speak Tusken, personal belongings.
Survival +5. Skills: Knawledge (Tatooine) +2, Profession (maoisture
Feats: Armaor Proficiency (lightl, Exatic Weapon farmer] +2.
Proficiency [gaderffii), Weapon Group Proficiencies (simple Feats: Weapon Group Proficiencies (blaster rifle, simple
weapons, slugthrowers), weapons|, tod
art of Rebel contact). He provides as many some paint, when Jun and the 16, Dex 8, Con 14, Int 12, Wis 11, Cha
=nd to meals as they're willing to eat {and heroes have come to trust each 13, Challenge Code: A
ays of the food is particularly delicious), on other, the shopkeeper can ask for a Equipment: Datapad, hold-out
an the house, and all he asks for in return couple of favers, which inevitably blaster, chef's knives and utensils,
lies, is a few stories about other parts of results in an adventure or two for the Skills: Appraise +5, Bluff +7,
ng the galaxy. heroes to participate in, Computer Use +6, Gather Information
ial Use Jun and his diner as a kind of +7, Listen +2, Profession (chef) +7,
a base of operations for the heroes Jun Seros: Male Whiphid Diplomat 4;  Read/\Write Basic, Read/Write Whiphid,
while they're waiting around Mos Init =1; Defense 10 (+1 class, -1 Dex);  Sense Motive +5, Speak Basic, Speak
the Eisley, You can populate it with all Spd 10m; VP WP —/14; Atk +5 melee  Huttese, Speak Whiphid, Spot +2. —
ars to kinds of interesting characters—some  {1d3+3, punch) or +1 ranged (3d4, Feats: Alertness, Weapon Group {Ws
le regular customers, others wandering hold-out blaster); 5V Fort +3, Ref +0, Praficiencies (blaster pistols, -
he in on their way to someplace else, At Will #4; SZM; FP 0; DSP 2; Rep 1; 5t simple weapons), 4 fﬁx
A )
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i1 Mos Eisley Spaceport

“You will never find a more wretched hive of scum and
villginy.”
—(Obi-Wan “Ben”™ Kenobi

A spaceport city, this Tatooine landmark attracts interstellar
commerce and serves as a rest stop for all sors of spacers.
Glorified landing pits, called “docking bays" by the locals,
crater the city, providing plenty of facilities far small to mid-
sized ships and transports to park. Each docking bay features
a refueling and energizing station, tools to rent [if you dan't
have your awn], and some storage space for cargo. The pit
walls pravide some pratection from the elements [sand-
storms, primarily), and many bays have locking doors to keep
out unwanted visitors, OF course, the mare services the bay
provides, the more it costs to dock your ship there.

A vast number of species from around the galaxy con-
stantly move thraugh Mos Eisley, making it one of the masl
crowded areas an the desert planet, Jawas skitter everywhere,
offering merchandise for sale or looking to acrjuire some in-
teresting bit of technology. Landspeeders, dewbacks, ban-
thas. and rontos carry cargo and passengers from place 10
place, and droids of all makes and madels busy themselves at
all kinds of tasks. The central hub of the spaceport spirals
autward like the spokes of a wheel, radiating from the ruins
of an ancient colony ship. Shops, restaurants, inns, and resi-
dences fill ather wrecked ships and wehicles, as well as the
many half-buried, sand-colored buildings designed 1o main-
tain a level of comfart during the hottest part of the day.

Tharks ta corrupt officials, lax customs agents, distance
fram the Care Worlds, and the influence of Jabba the Hutt,
Mos Eisley attracts more than its share of pirates, thieves,
and smugglers. The spaceport city, located on an out-of-the-
way planet known far nothing more than its proximity to the
middle of nowhere, makes a great place to lay low or get
lost, Those looking to avoid Imperial entanglements meet in
shadowy cantinas to negotiate illicit deals of all sorts. As
long as blasters stay holstered or credits change hands [or
other appendages], the authorities [what few there are) turn

the other way,

While Tatooine is technically part of the Empire, most of

its citizens, as well as visitors passing through Mos Eisley, see
very little Imperial influence, An Imperial prefect maintains a
post in Mos Eisley, serviced by a squad of stormtroopers and
a customs frigate, but otherwise the place operates as an
independent world. Except for various Imperial spies and
agents working undercover in the spaceport city, watching
for any signs of the Rebellion or anything else that might he
worth # small fortune to an lmperial senator or naval officer,
the planet continues to be controlled by the reigning crime
lord, Jabba the Hutt, Jabba has held this lofty position since
well befare the Clane Wars, keeping the locals in line and
making 3 tidy profit through his many operations

All this changed when an Imperial task force, led by the
Star Destrover Devastatar, arrived in the Tatooine system in
pursuit of the consular ship Tantive IV, Suddenly there were
three Star Destrovers orbiting the desert planet, and legions
af stormtroopers patralled the Mos Eisley streets and spread
out into the wastes in search of a pair of droids, Many of the
locals considered these events to be among the lowest in
Tatooine's histary—maore terrible than the closing of the
mines, more horrific than the worst skirmishes with the
Tusken Raiders. o

Species:
Initiative:
Defense:
Speed:
VP WP
Attacks:

Damage:

Special Q
Saves:
Challenge
Force Poi
Dark Side
Reputatic
Abilities:

Skills:

Feats:

Equiprr

Cantina Brawl

At some paint, the heroes are going to
visit a cantina. Maybe they'll find a
place they like and use it as a nightly
hangout. Then, as mugs of lum and
lomin ale pass from bartender to
patrans, a brawl breaks out. The
heroes could be the focus of the
brawl, or they might be innocent
bystanders who get caught up in the
violence. Either way, a good knock-
down, drag-out brawl is a great oppor-
tunity for the heroes to make friends

and enemies in the spaceport. As long
as the brawl avoids blasters and vibro
weapaons, it can proceed with few seri-
ous injuries. Of course, if someone
draws a weapon, then all bets are off.
Even a place like Mos Eisley has
some semblance of law and order. If
the brawl goes on too long (more
than 10 rounds), then someone even-
tually alerts the local constables, These
poorly trained security personnel are
basically 2nd-level thugs. At some
point, a dozen or so of these toughs

show up to restare order, They rarely
arrest anyone; they'd much rather bust
a few heads and move on once the
brawl is finished than deal with the
administrative duties necessary to
process prisoners.

Protection Rackeat
The heroes walk into Jun Seros’s
diner to find that the place has been
wrecked, Overturned tables,
smashed chairs, and broken glass
litter the establishment, They hear a
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Species:
[nitiative:
Defense:
Speed:
VP/WP
Attacks:

Damage:

Special Qualities:
Saves:

Challenge Code:
Force Points:
Dark Side Points:
Reputation:
Abilities:

Skills:

Iinfo Broker (Diplomat 2)
Any

-1

9 (-1 Dex)

10m

=/6

Punch -1 meles
Hald-aut blaster -4 rngd
Punch 1d3-2

Hold-out blaster 3d4
MNone

F-2,R=-1,W+3

A

- O o

Str 7, Dex 9, Con &,

Int 12, Wis 10, Cha 13
Appraise +4, Bluff +4,
Diplomacy +4, Gather
Infarmation +6, Listen +2,
Read/Write Basic, 5ense
Motive +6, Search +86,
Speak Basic, Spot +5

Generic Spaceport Denizens i

Spacer (Expert &)
Any

+0

11 (+1 class)
10m

=

Punch +3 melee
Blaster =1 ranged

Punch 1d3
Blaster 3d6&
Mone
F+1,R+1,W+3
B

1

0

1

Str10, Dex 11, Con 11,

Int 14, Wis 9, Cha @
Astrogate +8, Computer
Use +8, Disable Device

+6, Listen +4, Pilot +6,
Professian (spacehand) +3,
Repair +8, Spot +4,
Survival +6, Treat Injury +6

Feats: Sharp-Eyed,
Weapon Group
Proficiency (simple
Weapaons)

Hold-out blaster,
comlink, datapad

Equipment:

€N

moan from behind the counter and
find Jun on the floor, beaten badly
and left beneath a pile of rubble, It
takes a bit, but eventually Jun
reveals what happened. | didn't
have the insurance money,” he
admits, “so Jabba's boys decided to
give me a lesson,

It turns out that Jun Seros, like most

of the shopkeepers and merchants in
the city, regularly pays protection to
thugs that work for Jabba the Hutt,
Whenever someone misses a

Gearhead,

Spacer, Weapon
Proficiency (simple
weapons)

Blaster, toal kit, comlink,
datapad, medpac

payment, as Jun just did, the thugs
remind that person why “insurance” is
such a good thing to have. Jun isn't
seriously hurt, but the diner needs to
be cleaned up and some decorative
items need to be replaced.

“I've got until tomorrow at closing
time to have the payment,” Jun tells
the heroes, “with interest” The
heroes should feel enough of an
attachment to Jun at this point that
they'll want to find a way to help him
out. They can try to earn the money

Law Enforcer (Soldier 2)
Ay

+5

16 (+4 armaor, +2 Dex)
10m

1710

Vibrodagger +3 melee
Blaster +4 ranged
Vibrodagger 2d4+1
Blaster 3d6

Mone

F+3 R +2 W-=1

B

|

4]

2

Str 12, Dex 14, Con 10,
Int 10, Wis 8, Cha 9
Climb +2, Intimidate +3, Listen
+1, Spot +1

Armor Proficiencies (light,
medium), Improved Initiative,
Quickness, Weapon Group
Proficiencies (blaster pistols,
blaster rifles, heavy weapons,
simple weapons, vibro
weapans)

Blast vest, blaster, vibradagger,
macrobinoculars, binders

(2,500 credits), or they can figure out
some way to drive off Jabba’s thugs.
If they do take out the thugs, Jabba
eventually sends more unless the
heroes can figure out a way to get
Jun's diner out from under the crime
lord's thumb.

The three thugs sent to rough up
lun include a 4th-level thug (the
leader) and two Znd-level thugs. Use
the Generic Thugs from Chapter 14 of
the Star Wars Roleplaying Game as
the basis for Jabba's goon squad, e
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a1 0ld Warriors Never Die . ..

— While Tatooine eventually becomes known galaxywide as the As Prince:
. home planet of Luke Skywalker, it holds another, lesser- to Tatooi
b E known place in history: 1t was also the home of Luke’s Alliance a
z i father, Anakin Skywalker. of a grou
g The elder Skywalker spent his early years on Tatoaine, These Rel
f:‘j " then was recruited by the Jedi Order and left to begin train- ous “Praj
o ing as a Jedi Knight. With great promise and the possibility The Al
,.J:, that he was the Chosen One, the ane who would bring since run
— balance to the Force, Anakin Skywalker embarked on a series This was
ﬁ of adventures with his master, Obi-Wan Kenobi, He eventu- and they
ally succumbed 1o his fear and aggression, becoming an However,
f— apprentice to the Emperor and a servant of the dark side with thei
now known as Darth Vader, Darth Va
As for Obi-Wan Kenobi, he managed to survive the terrible Bail O

fate that befell the Jedi and retreated to the one place Darth £ KENOBI'S CHDICES & gain the

Vader would not think to look for him=Tatooine, 1t s directed
helieved that Ohi-Wan accomplished one last task before he “With no one left alive from the time except the children them- Kenobi, |

went into hiding. He spirited away the children of Anakin sefves (who were obviously too young to remember many could ap
Skywalker, placing the twins in separate homes, The girl went dedails of the events), it falls to scholars such as | to try to piece a senatol
ta live on Alderaan as part of Bail Organa's royal family, history together. Why did Obi-Wan Kenobi decde to separate immunit;

while the boy was entrusted to the care of Owen and Beru the twins? What made him decde to place Leia with the royal to perfor

Lars, moisture farmers on Tatooine, family of Alderaan? Why did he allow Luke to keep his father's benefit

Once on the desert warld, Obi-Wan adopted the life of a name and hide him on his father's apparent homeworld? Onee |

hermit, living in a small hut at the edge of the Jundland Indeed, was it even Kenobi who actually set all this into mation, the Tapr

Wastes, He lived in abscurity for almost two decades, taking or did he simply inherit the situation? mission |

the name Ben Kenobi and watching the boy grow to These questions may never be answered fully, of course, as data and

manhood from afar as memaories of Obi-Wan were wiped Kenobi apparently kept no records, and any memoirs kept by Tantii

away by time and the New Order. Owen Lars went to great Bail Organa were undoubtedly destroyed along with the planet Leia insi:

lengths to keep his Family and his young ward, Luke, as far Alderaan. Still, | cannot help but speculate and atternpt to put populati

from the Skywalker legacy as possible, what few facts we know into a coherent whole. It does seem Empire ¢

But Bail Organa did not forget Obi-Wan. As the New curious, however, that the Emperar or Darth Vader could have IV maove

Order's reign of tyranny became stronger, Organa felt he had easily located Luke Skywalker had either chosen to go search- beamed

no choice but to make Kenobi part of his plans, He charged ing for him. Perhaps neither was aware that the former Anakin Unfor

his adopted daughter, Princess Leia Organa, recently elected Skywalker had been the father of twins. Or maybe they Destraye

Senator of Alderaan and secret Alliance leader, with contact- believed that the twins had died along with Kenobi and the rest crew det

ing Obi-Wan on Tatooine and bringing him to Alderaan. of thee Jedi, Darth V:

However, Frincess Leia’s mission went astray before it had I can only speculate. . , . ohserver

even started. fo ~from the persanal journal of Tionne, ledi historian ¢ ordered

were saf

Fickpockets Jawas as they are either coming or shouldn't be easy. The Jawas are fast, traps

A group of lawas like to hang around going, let each hero make a Spot small enough to go places that most of sible

outside Jun's diner (or in front of the check to see if they notice the pick- the heroes can't, and they know the the J

heroes’ hotel, or their favorite canting,  pockets in action. These Jawas are twists and turns of Mos Eisley like the ware

or wherever the heroes wind up particularly well-trained, with a Sleight  backs of their furry hands. It might be ous,

spending some of their time). Like all of Hand skill modifier of +7. better to try to locate the lair of these their

lawas, these small humanoids like to If the heroes don't notice, then one of  Jawas in some other way—asking ques- vario

paw shiny objects, examine bits of the heroes randomly loses an item to tions, searching the neighborhood, or maki

technology, and otherwise make a ane of the thieves, If the heroes notice leaning on other Jawa tribes. As

nuisance of themselves, Unlike mast the pickpocket, the Jawas flee in all If the itemn is important enough, the thro

lawas, these Jawas are also a gang of directions—perhaps still holding the heroes eventually track the Jawas to lawe

thieves and pickpockets. Every time stolen item! The heroes can try to follow  their lair in an abandoned warehouse. pre-:

the heroes push through the crowd of  one or more of the Jawas, but the chase  The place is rigged with all kinds of plac




As Princess Lefa Organa prepared to embark on her journey
to Tatooine to find Obi-Wan Kenobi and enlist him in the
Mliance at the behest of Bail Organa, news reached Alderaa
of a group of Rebels operating in the Toprawan system.

These Rebels had managed to steal the plans for the myster

The Last Voyage of Jantive [V

e brilliant astrogators on Devastator extrag ated
Tantive Vs destination, and the Star Destrover gave chase.
Both vessels ermerged in the Tatooine system, After a short,
intense battle, Tantive TV was crippled and tractored into

Devastator's hangar bay,

ous “Project Death Star” and were in need of assistance. Tantive IV and its crew were never heard from again,
The Alliance had been trying to gain the Death Star plans hut Princess Leia was placed in “protective” custody.
{ since rumors of the mysterious project first reached them. Befare she was captured, however, she managed to put L
| This was the closest the Alliance had come to success so far hoth the stalen plans and her message for Obi-Wan Kenabi Z
| and they still didn’t know exactly what a Death Star was, in the memary banks of an astromech droid, R2-D2. Along
| However, the Toprawan Rebels had not completely escaped with his counterpart, C-3P0, Artoo fled Tanrive [V in an
with their treasure: a blockade under the command of Lord pscape pod and undertook this important mission to
Darth Vader himself trapped them within the system. Cwith the fate of the Alliance hanging owver his
i Bail Organa knew he had to act fast if the Alliance was 10
li gain the plans. Topraw wasn't too far oul of the way, so he
directed Leia to retrieve the plans before she retrievec
Kenobi. Leia’s ship, the aging Corellian corvette Tantive IV
could approach the system freely because it was reqistered as
3 senatarial consular ship and thus enjoyed diplomatic
| immunity. [Indeed, Leia used the vessel on many occasions
i to perform very public “mercy missions’ that had the added
henefit of also serving the Alliance.)
i Once the ship was inside the blockade, the hope was that
the Tonrawan Rebels would manage to send a covert Lrans-
mission 1o the carvette, then destroy their awn copies of the
data and escape Imperial capture.
! Tantive IV was permitted through the Impertal Blockade.
Lefa insisted that she was there to make sure the innocent
population of the star system wasn't abused while the
Empire engaged in yet another “silly Rebel | unt,” As Tantive
IV moved inte orbit, the Toprawan Rebels sent a tightly
beamed data transmission to the corvette,
Unfortunately for the layal crew of Tanrive IV, the Star
Destrayer Devastator led the blockade, 1ts highly trained
ctew detected the transmission, and its commander. Lord
Darth Vader, “requested” a meeting with the senatorial
shserver. Sensing trouble, Captain Antilles of Tantive IV
ordered his vessel to jump to lightspeed, Leia and the plans
were safely away. But the danger was far from over,
: traps and alarms, so it's almost impos-  be small, but they are organized and Jawas an unusual leader. Perhaps 2
o sible for the heroes ta sneak up on an their own turf, which gives them a  droid with delusions of grandeur has
the Jawas, and trying to navigate the huge advantage over the unsuspect- organized these Jawas into a finely
e warehouse can prove to be danger- ing heroes. The best ending is for the  honed team of thieves and pickpock- ;
= ous. The Jawas ingeniously employ heroes and the Jawas to come to ets. The droid, of course, needs to
their technological know-how with some sort of agreement after a keep its role and identity a secret.
Bs- various bits of salvage and junk to period of truce and negotiations. The Another possibility is to put a
t make a trap-filled obstacle course. tribe doesn't want to be destroyed, tougher alien into the leader role,
As the heroes try to make their way  and its members don't necessarily such as a Gamorrean or Trandoshan
the through the obstacle course, the want to kill the heroes—the Jawas are  who is using the Jawas much like
o lawas attack from behind cover, using  thieves, not killers. Fagin used the street urchins in
158, pre-set fortifications and hiding if you want to develop this into a Oliver Twist. b |
{

places to best advantage. They may

bigger storyline, you can give the
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s f— If you trav
run into a

For the citizens of the galaxy, droids are an ever-present parl
of life. Designed to function as assistants or servants, or built

T o
3 ta tackle tasks that are cither too menial or too dangerous to at some p
z rT assign to sentient beings, droids come in a variety of shapes seven hun
m ;:_- and sizes. Some are fashioned in the likeness of their maintena
f-: ‘: creators: athers are built for a specific job or environment, system, sl
— Droids have been around, in one form or another, since in dozens
- before the advent of hyperspace travel, OF course, they have standard
- become more sophisticated and complex over time. Thanks capital sh
- to personality subrautines and an increasing capacity for and mech
) learning and adapting, each droid can aspire to some level of comes in
— individuality and independence—unless the droid is subjected interface/
-, ta frequent memaory wipes, for any b
Droids have been wtilized for all kinds of tasks, Labor, Anothe
maintenance, exploration, manufacturing, diplomacy, Cybot Ga
personal assistants, child care, domestic services: all these humanaoi

funetions and maore have a variety of droid models designed ities and
, A

to handle the job at hand, to their
For a time, the galaxy toyed with droids designed ta galactic |
serve as bodyguards, assassins, and even soldiers. A series of upscale 1
incidents, ranging fram palitical murders ta all-out war, from et
have occurred over the centuries to turn sentient beings Two d
hecome
MSE dro

The N

large Im

away from these uses Tor droids. The most recent examples,
assassin droids acting with wild abandon to murder sena-
tors, planetary leaders, and corporate executives [as well as
any innocent bystanders that got in the way), led to
Imperial laws banning assassin droids, officially, at any rate. on plane
And numerous conflicts in which war droids were employed prograr
against living beings [such as the Battle of Naboo) helped torial wi
the waning Republic and early Empire pass laws to restrict droid's
all dreids from receiving programming that could lead to and a s

injury or death for a living being, other ct

People today still harbor some level of resentment against anly be
all droids. Some fear that a missed memary wipe might cause Death =
a droid to go wild and attack them in their sleep, or that an gate its
ambitious leader might raise a new army of killer droids. Ponwe
That's why some planets still see prejudice against droids at sites

even in this day of Imperial peace and prosperity, o POWET |

power |

The Empire desert world of Tatocine. As the desert wind, Four of the storm- C

Arrives Imperials begin to clamp down the troopers take defensive positions con

After a day or two (or however long spacepart and explare the desert where they can watch a portion of alw

you decide), the Imperial presence on  beyond, the heroes get drawn into the restaurant and its occupants side

Tatooine increases, Unknown to most situations where they can't help but while the final two make a circuit of pro

of the inhabitants of Mos Eisley and deal with the Empire’s representatives.  the room, obviously looking far oW

the surrounding countryside, a Star something in particular. They pay givi

Destroyer has arrived in the system, Dinar of Uespair special attention to any droids that brir

hot on the tail of Tantive IV, Once the One day, while the heroes share a may be in the diner. The storm- sto

Rebel ship has been thoroughly rmeal and visit with Jun Seros, unex- troopers also make a paint of spe

{ searched, the only possible place for pected visitars barge into the diner. A hassling any non-Humans amaong the wil
the stolen Death Star plans to be squad of six starmtroopers crashes patrons, including taking a moment sto

E::i\ hidden is on the planet below: the through the door, sweeping in like a to give Jun a hard time. dra




If you travel the space lanes, then you have more than likely
ruen into an Industrial Automaton B2-model astromech droid
at some point. Capable of doing in-flight repairs on over
seven hundred starship models, performing diagnastics and
maintenance an virtually any tvpe of widely used ship-board
system, storing precaleulated hyperspace jumps, and assisting
in dozens of routine ship operations, R2 units have become
standard on most vessels, For vessels from starfighters to
capital ships, nothing makes & better all-around astrogation
and mechanical assistant than an B2 unit. The R2 unit
comes in a variety of maodels, each with the basic
interface /repair programming, as well as specialized features
for any budget

Another popular model is the protocol droid, with the
Cybot Galactica models being most commaon, These
humanaid droids are programmed with subservient personal-
itles and have become mainstays of diplomatic missions due
to their vast databases of cultural information, customs, and
galactic languages. Many wealthy houscholds and most
upscale restaurants employ protocol droids for everything
from negotiations to translations.,

[wo droid types so common and basic that they simply
hecome part of the background wherever they operate are
MSE droids and power droids,

The MSE droid is a tiny mechanized droid widely used at

large Imperial installations of all kinds, be they in space or
on planets, A single modular circuit matrix haolds ane
program at a time, including elementary repair, security, jani-
torial work, and basic computer programming. The scurrying
droid’s casing contains two retractable manipulator claws,
and a small compartment an top can hald sealed orders or
other courier documents, Once locked, the compartment can
only be opened by an authorized voice code. Aboard the
Death Star, these droids are also used as guides to help navi-
gate its labyrinthine corridors,

Power droids are literally walking batteries, They are used
al sites where equipment can't always be connected to
power grids, or they serve as reserve power supplies should

power be interrupted., Power droids are capable of keeping

Common Droids '/

equipment functioning without direction as long as they
have opportunities to occasionally recharge their onboard
power cells,

Statistics for astromech, protocol, and power droids can be
found in the Sfar Wars Roleplaving Game, The MSE droid is

presented helow,

MSE-6: General purpose droid, Expert 15 Init +1; Defense 13
(+1 Dex, +2 sizel; Spd 10m; VWP =/6; Atk <0 melee [1d2,
small claw); SV Rel +1, Fort -2, Will +1; SZ T; Rep O; 5tr 8,
Dew 12, Con 6, Int 10, Wis 8, Cha 6, Challenge Code: A,

Equipment: Fine manipulator claw, heavy manipulator
claw, auditory sensor, miniature holocam, electrophotorecep-
tor, one skill,

General Skills: One skill is programmed into an MSE droid
at a time, usually from this list: Computer Use +7,
Demalitions 47, Disable Device +7, Listen +7, Repair +7,
Search +7, Spot «7,

Feats: Skill Emphasis (ted to the skill programmed into

the droid).
Cost: 400 credits.
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One patron, an old spacer who
comes in once in a while for lunch,
always has a battered R4 droid at his
side. Jun Seros doesn’t have the same
prablem with droids that other shop
owners in Mas Eisley do, so he never
gives the old spacer a hard time about
bringing in the R4 unit. When the
stormtroopers try to examine the old
spacer’s droid, the old spacer goes
wild. He screams and shouts at the
stormtroopers, pushing one away and
drawing his blaster. Jun ducks behind

the counter, leaving the heroes to
decide whether they want to get
involved or not.

If the heroes stay out of it, the
stormtroapers blast the old spacer
and take possession of his droid.
They finish their business and depart
from the diner in short order, leav-
ing the smoldering ruin of the ald
spacer behind as a warning to
others who might want to defy the
will of the Empire.

If the heroes decide to rush to the

old spacer's aid, they should try to find
a way to defuse the situation without
resorting to killing any of the starm-
troopers, If they do kill a stormtrooper
{or possibly even the entire squad),
then they might wind up on the
Empire’s “most wanted" list and have
to worry about hiding from the
authorities during the rest of their time
on Tatooine, If they come up with a
way to keep the old spacer from
shooting at the stormtroopers, and
vice versa, they have a good chance of




/-
{

g =

"

AT

AMND HAL

a1 Imperial War Machine

The previous generation cancentrated military might in droids,
Destrover droids and battle droids were considered the pinna-
cle of destructive power, As the New Order took hald, so did a

new emphasis on technelogy and hardware, This emphasis had

already started in the waning days of the Republic, where new
generations of starfighters that augmented pilot abilities with
gstromech droids and battle armor that included onboard
rargeting sensors were introduced, As time went an, the
Empire turmed to larger, more powerful vessels such as Star
Destroners to keep the peace and maintain order, The Death
Star was the pinnacle in space superiority, but personal forces
also saw an upswing in technology,

e stormtrooper developed into the mainstay of the
Imperial military, Considered separate fram both the
Imperial Army and the Imperial Navy, stormtrooper legions
augment both branches far the glory of the Emperor,
I'rained apart from the typical Imperial soldier, a storm-
trooper is disciplined, obedient, and built for combar.
Stormtroopers help keep Imperial ships loval, since they
follow a chain of command that answers directly to the
Emperar. They also serve as elite shock troops, routinely
used to crush opposition and neutralize resistance to the
Mew Order,

While an individual trooper has his place, the true waorth
and power of the stormtrooper is best demonstrated at the
squad, battalion, and legion levels. In numbers, storm
troopers make formidable opponents, Trained to work
together, they are experts at dealing damage and bringing
order to chaotic situations through the judicious application
of force. Stormtroopers have come to symbolize the might of
the Mew Order. Commaon citizens either fear them or look to
them far protection, depending on what part of the galaxy
they live in.

The white and black armared spacesuits worn by storm-
troopers provide protection from a variety of hostile envi-
ranments and blaster fire. The 18-piece outer shell snaps
together and is worn over a black temperature-contral
body glove, The commaon stormtrooper carries a hlaster
rifle and at least one fragmentation grenade. tod
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talking their way out of this potentially
lethal situation.

Once the stormtroopers leave, Jun
Seros emerges from his hiding place.
“Something isn't right about all this,”
he tells the heroes. “Those weren't any
of the local stormtroopers.” He prom-
ises to put his ear to the ground and
try to dig up some details on what's
got the Empire so mobilized in Mos
Eisley. “Whatever it is," he adds before
striking out, “I'm sure we're not going
to like it

Imperials in the
Streets

As the heroes mave out from the
diner, they find that the streets of Mas
Eisley are filled with squads of storm-
troopers. The stormtroopers definitely
have a target in mind as they move
from door to door conducting their
searches, The heroes might feel that
the stormtroopers are looking for
themn because of what happened on
Kwevron, but unless they have a droid
or two with them, the Imperials tend

to ignore the heroes. The storm-
troopers have established checkpoints
throughout the spaceport, and they're
searching every speeder that ap-
proaches a checkpoint.

This isn't necessarily an adventure
idea, but it is an idea for a scene that
can help establish what's happening
in Mos Eisley in the wake of the
Empira's arrival, The stormtroopers
turn the spaceport upside down laok-
ing for a pair of droids. They search
vehicles, They search docking bays
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Feats:

Thug 4

Initiative: +0

Defense: 16 (+& armaor)

Speed: Bm

VP/WP =10

Attacks: Punch +4 meles
Blaster rifle +4 ranged

Damage: Punch 1d3

Blaster rifle 3d8,/19-20
Immune to bribes, blackmail, seduction, and routing. Such attempts automatically

Special Qualities:

Generic Stormtroopers™

Thug 8

+1

17 (+6 armor, +1 Dex)
Bm

=/13

Punch +8/+3 melee
Blaster rifle +9/+4 ranged
Punch 1d3

Blaster rifle 3d8,/19-20

fail, na check or saving throw required.

Saves: F+d, R+1,W+1
Challenge Code: B

Force Points: 0

Dark Side Points: 1

Reputation: 2

Abilities: Str 10, Dex 11, Con 10,

Int 10, Wis 10, Cha 10
Skills Climb =1, Intimidate +4,

Jump =1, Knowledge
(Imperial Army) +2,

Profession (stormtrooper)
+4, Search +2, Spot +2

medium, powered),

Weapon Group Proficiencies

(blaster rifles, heawy
weapans, simple
Weapons)

Equipment: Stormtrooper armar,

blaster rifle, fragmentation
grenade, grappling hook,

comlink, utility belt

oints
ay're

They even enter homes and busi-
nesses to look for the missing droids.
If anyone resists the search, the storm-
troopers use their blaster rifles as
clubs to beat the offenders into
submission. If someone is bold
enough to pull a weapon on the
stormtroopers, the Imperial soldiers
respond with equal or greater force
until the threat is neutralized.

At some point, you can have Jun
Seros catch up with the heroes and fill
them in on what he has found out.

Armar Proficiencies (light,

F+6, R+2,W+2

C

1

2

3

Str 10, Dex 12, Con 10,
Int 10, Wis 10, Cha 10
Climb <0, Intimidate +&,
Jump -1, Knowledge
{Imperial Army) +3,
Knowledge (New Order)
+2, Profession (storm-
trooper) +4, Search +4,
Spot +2

Armaor Proficiencies (light,

medium, powered), Toughness,

Weapon Group Proficiencies
(blaster rifles, heavy
weapons, simple

Weapons)

Stormtrooper armaor,

blaster rifle, fragmentation
grenade, grappling hook,
comlink, utility belt,

2 stun grenades

*The baseling starmtrooper appears in the Stor Wars Roleplaying Gome, Chapier 14: Allies and Opponents.

Thug 12

+1

17 (+6 armor, +1 Dex)

am

=17

Punch +12/47/+2 melee
Blaster rifle +13/+8/+3 ranged
Punch 1d3

Blaster rifle 3d8,/19-20

F+8 R+4, W +4

D

2

3

4

Str 10, Dex 12, Con 17,

Int 10, Wis 10, Cha 10

Climb +0, Intimidate +8, lump
-1, Knowledge (Imperial Army)
+4, Knowledge (New Order) +2,
Listen +2, Profession (storm-
trooper) +5, Search 45, Spot +3

Armor Proficiencies (light,
medium, powered), Toughness,
Point Blank Shot, Weapon
Group Proficiencies (blaster
rifles, heavy weapaons,
simple weapons
Stormtrooper armar,

blaster rifle, fragmentation
grenade, grappling hook,
comlink, utility belt,

2 stun grenades, medpac
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“The Imperials are after 2 couple of
droids, all right,” the Whiphid explains.
“seems there was some Kind of action
up in orbit, three Star Destroyers
against some kind of Rebel ship. |
haven't been able to find out much
mare than that, except that the
commander of the Imperial task force
has ordered his men to turn Tatooine
inside out until they find those droids,
They must have escaped from the
Rebel ship, I'm guessing.”

Sample Droids

The following sample droids may be
encountered on Tatooine, or almaost

anywhere else the heroes visit in the
course of their adventures

Ré-J1 {Jaywn

An old, battered, flattop astromech
droid purchased by a scavenger on the
Quter Rim many decades ago, this R4-
series droid was designed to help with
repairs and salvage jobs. Long overdue
for a memory wipe, R4-11 has picked
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L Specialized Troops

- [he basic stormtrooper is augmented by a varety of units
. that underga specialized training. From troopers trained to e
3 anerate in frozen terrain to troopers outfitted for combat in g::;:::;
: »- space, the stormirooper leqions feature a number of specia SpEQdZ I
'T:_ . units. One elite group operates in small units, handling VP/WP
' covert missions that call for stealth rather than force, These Attacks:
- are the storm commandos,
- lrained to execute |."'.'l.'|-\.i|.-l' strikes, covert assaults, Darnage:
= espionage, and sabotage, storm commandos wear black Special Qua
- armor modeled on the outhts worn by scout troopers,
Coated with an advanced polymer called reflec, the armaor Saves:
w— bends moast sensor and light energy away from it, making Challengle (
— . ) Force Point:
ts wearer virtually invisible to all but the most deter Dark Side P
mined scans, Built-in sound baffling allows a storm Reputation:
cammando to move silentlyv—at least compared to a Abilities:
commaon starmiraoper,
Starm commandos usually operate in squads of three Skills:
{0 six individuals, though certain suicide missions have
been undertaken by one or two commandas, They are
sent out to capture or assassinate Rebel leaders, gather
intelligence, or destroy an important Rebel base or -
rions olant, When the Mon Calamari cargo hauler Blue
Ware exploded on its approach to Daltarra, it was Pouts
assumed that the ship had been sabotaged by storm
commandos. 1ts cargo, medical supplies, and other
noncombatant equipment, apparently marked far distn
bution to Rebel cells throughout the sector, was
destroved, Shortly thereafter, a series of explosions rocked
the spaceport city of Quenin on Daltarra’s northern
continent, leading to further speculation that the storm Equipmen
commandos had traced the incoming shipment to specific
locations and individuals in Quenin,
Other specialized troop types developed from the ranks of
stormtroopers include the zero-g spacetrooper and the
assault trooper, bath of which employ heavier armaor and
weapans than the standard stormtrooper, The space trooper’s
armaor functions as a personal attack vehicle, 1t comes : "
complete with a sensor array, magnetic couplers, repulsorlifl » e
propulsion, and a wide assortment of weapanry. fe) ‘ .
up some unfortunate habits, including  its way into somecne’s POSSESSION. R4-11 (Jaywun): Tracked astromech vision,
the tendency to jury-rig things rather This usefulness has also pratected draid, Expert 2/Fringer 4; Init +0; appen
than repair them properly. It also likes  the droid from periodic memory Defense 14; Spd Bm; VP WP 20/14; tion (»
to scrounge for spare parts it “might wipes, because its skills might be lost Atk +4 melee (1d3, claw) or +4 melee storag
need later” Most of Jaywun's previous  if such a procedure were carried out, (2d4, saw) or +6 ranged (2d6, arc Ski
owners eventually sold or abandoned Although disrespectful and stubborn,  welder); SV Fort +8, Ref +4, Will +5; +10, ¢
it because they considered it to be the droid grudgingly obeys any S0 Barter, adaptive learning Use +
too antiquated, too temperamental, or  master that takes care of it. Amaster  (Appraise), jury-rig +2; SZ 5; Rep 1; 5tr Know
tao willful. who shows real concern far this R4 14, Dex 11, Con 14, Int 18, Wis 12, Read;
- However, Jaywun's ability to repair  unit is rewarded with true loyalty—at Cha 11, Challenge Code: B jury-ri
Iw\\ things, even if those repairs don't least as long as the droid's memory Equipment: Heuristic processor, only),
\.— always last long, has made the droid remains intact. improved sensor package, diagnostics Speak
oy useful enough that it eventually finds package, holorecording unit, infrared Speak
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Specialized Stormtroopers

Assault Trooper Iero-g Space Trooper Storm Commando
Thug 1/Scldier 3 Thug 1/5oldier 5 Thug 1/Soldier 7
Initiative: +1 +5 (Improved Initiative) +5 (Improved Initiative) z W
Defense: 19 (+9 armor) 20 (+10 armor) 16 (+5 armor, +1 Dex) o b
Speed: 6m 8m Bm 0
VR/WP 20/14 30/14 40/15 i
Attacks: Punch +5 melese Punch +7/+2 melee Punch +8/+4 melee 5=
Blaster rifle +6 ranged Blaster cannon +8,/+3 Blaster carbine +9/+4 ranged =
Damage: Punch 1d3+1 Punch 1d3+1 Punch 1d&+1 i
Blaster rifle 3d8/19-20 Blaster cannon 4d8/19-20 Blaster carbine 3d8/19-20 =
Special Qualities:  Immune ta bribes, blackmail, seduction, and routing. Such attempts automatically -
fail, no check or saving throw required. The zero-g trooper's armor has DR 8.
Saves: F+5 R+2 W+1 F+6 R+2, W+l F+7 R+3, W+2
Challenge Code:  C D E —
Force Points: 0 2 4 e
Dark Side Points: 2 2 5
Reputation: 3 4 1
Abilities: Str12, Dex 12, Con 11, str 12, Dex 13, Con 10, str 12, Dex 12, Con 12,
Int 10, Wis 10, Cha 10 Int 10, Wis 10, Cha 10 Int 10, Wis 10, Cha 10
Skills: Climb -4, Demaolitions +4, Astrogate +3, Climb -5, Astrogate +2, Climb +0,
Intimidate +5, Jump =5, Intimidate +6, Jump -6, Computer Use +4, Demaolitions
Knowledge (Imperial Army) +3, Knowledge (Imperial Army) +1, +4, Hide +8, Intimidate +5,
Professian (Stormtrooper) 45, Profession (Stormtrooper) +2, Jump +0, Listen +7, Pilot +3,
Search +2, Spot +3 Search +3, Spot +4, Tumble -5 Profession: Stormtrooper +2,
Move Silently +4, Search +4,
Spot +6
Feats: Armor Proficiencies (light, Armor Proficiencies (light, Armor Proficiencies (light,
medium, heawy), Weapaen Group medium, heavy, powered), Weapon medium, powered, heavy),
Proficiencies (blaster pistals, Group Proficiencies (blaster Weapon Group Proficiencies
blaster rifles, heavy weapans, pistols, blaster rifles, heavy {blaster pistols, blaster rifles,
simple weapons, vibro weapons),  weapons, simple weapons, vibro heavy weapons, simple
Point Blank Shot, Toughness, weapons), Heroic Surge, Improved  weapons, vibro weapons),
Weapon Focus (blaster rifle) Imitiative, Toughness, Weapon Alertness, Heroic Surge,
Facus (blaster cannon), Zero-G Improved Initiative, Martial
Combat Artist, Stealthy, Toughness
Equipment: Heavy battle armar, blaster rifle, Zero-g assault armor, built-in storm commando armor (built-,
2 frag grenades, survival kit, weapons (blaster cannon, 30 frag in comlink, breath mask, dark-
grenades, vision goggles, sensors provide
comlink, utility belt, 30 stun grenades, grenade +2 equipment bonus on Listen,
2 explosive charges launcher, laser cutters, search, Spot, reflec provides +4
mini proton torpedo equipment bonus on Hide and
launcher, & mini proton Move Silently), blaster carbine,
torpedos—dmg 6d6) blaster pistol, survival kit,
2 explosive charges,
2 frag grenades, 2 stun
grenades, utility belt, datapad
ch vision, tool mounts =4, telescopic sullustese (understand only), Spat +7.  chromite. Its head is shaped like an
appendage, environmental compensa- Unspent Skill Points: 15, inverted test tube and sports a single
4 tion (vacuum), magnetic feet, internal Feats: Cearhead, Skill Emphasis off-center photareceptor. Exthreedee
elee storage (2 kg). {Disable Device, Repair). performs the same basic function as
. skills: Appraise +13, Astrogate any pratocol droid: It translates and
5 +10, Craft (mechanic) +13, Computer X301 (Exthreedes advises on proper behavior in social
lUse +15, Disable Device +16, Like all 30 draid models, X30-10 (or situations. It is also equipped with
; Str Knowledge (astronomy) +10, Pilot +8,  “Exthreedee”) is a specialized proto- several concealed storage compart-
Read,Write Basic, Repair +18 (+20to  col droid designed to focus on ments and a heuristic processor,
jury-rig), Speak Basic (understand systems administration and formal Unlike maost protocol draids, —
: only), Speak Binary (understand only), etiquette. The droid is roughly Exthreedee isn't aloof and deferen- w}
tics Speak Huttese (understand only), humanaid in appearance with a tial, Obedient to a fault, Exthreedee
ed 1 Speak Ryl (understand only), Speak covering of highly polished silver has a tendency to remark on the
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wisdom (or lack thereof) of a course
af action even as it follows orders,
This attitude has resulted in
Exthreadee passing from owner to
owner. It takes a patient owner to
put up with Exthreedee’s constant,
sardonic commentary.

X3D-10 (Exthreedee): Walking proto-
col droid, Diplomat 1; Init +0; Defense
10; Spd Bm; VP/WP =/13; Atk +0
melee or +0 ranged; 5V Fort <1, Ref
+0, Will +2; 52 M; Rep 0; 5tr 10, Dex
10, Con 13, Int 16, Wis 10, Cha 16,
Challenge Code: A,

Equipment: Heuristic processor,
comlink, translator unit {DC 10},
recarding unit (audio), internal storage
(2kg), vocabulataor,

Skills: Bluff +7, Computer Use
+7, Diplomacy +7, Knowledge (busi-
ness) +10, Knowledge (etiguette)
+10, Read/Write Basic, Speak Basic,
Speak Binary, Speak Calamarian,
Speak Ithorese.

Unspent Skill Points: 7.

Feats: Skill Emphasis (Knowledge
[etiquette]).

AX-MIZ (Ayex)
Originally a standard Arakyd
Industries messenger droid seeker-
unit, the AX-M12 {or "Ayex”) has been
heavily modified by a long series of
owners, including vanous smugglers,
pirates, and mercenaries, The modifi-
cations allow the droid to serve as a
combat reconnaissance unit. Its main
chassis remains largely unchanged,
retaining the 20-inch-diameter hover-
ing droid body and single phatare-
ceptor commaon 1o most messenger
droids. To make room for its exten-
sive interior modifications, two bulky
cubes have been added to the sides
of the Ayex. This added weight
reduces its maximum hovering alti-
tude to a mere 4 meters

Ayex has had its halorecording unit
expanded to quadruple the normal
memory, allowing it up to 20 minutes
of recording and playback. The

holarecorder is also tied to its comlink,
allawing it to broadcast what it sees
and hears, The droid has very little
persanality, since much of its memory
was reconfigured to handle its modi-
fied duties.

AX-M12 (Ayex): Hovering reconnais-
sance droid, Scout 1; Init +2; Defense
17; Spd 15m; VP, WP 7/8; Atk +0
melee or +2 ranged; SV Fort +0, Ref
+3, Will +2; 52 T; Rep 0, 5tr 6, Dex 14,
Con 8, Int 10, Wis 12, Cha 8.
Challenge Cade: A,

Equipment: Locked access,
improved sensor package, infrared
vision, telescopic vision, motion Sensors,
sonic sensors, comlink, holorecording
unit «4, telescoping appendage.

skills: Computer Use +4, Hide +5,
Listen +11, Search +6, Speak Basic
(understand only), 5peak Binary, Spot
+11, Survival =5,

Unspent Skill Points: O.

Feats: Alertness, Track

The Protocal Droirt
As the spaceport becomes even more
infested with starmtroopers and
Imperial officers, the heroes meet an
amazing machine, A red protocol
droid carefully steps out of the shad-
ows in a nearby ally, looks both ways,
then ambles over to the heroes. He
asks for the heroes by name, making
sure he has located the right group of
Humans (and aliens, if appropriate).
The heroes might balk at this unex-
pected event, especially since the
droid seems to know who they are
even though they've never met this
particular protocol draid,

“| armn T-9PM, specializing in proto-
col and negotiations,” the droid
says, introducing itself. "I have had
the maost difficult time locating you,
not ta mention trying to avoid the
stormtrooper patrols” Betore the
heroes can ask any questions or the
droid can provide any answers, a
squad of stormtroopers turns onto
the street and spots them.

“You there,” ane of the storm- aboard fir:
troopers calls, “We want to have a appears tc
word with your droid” look like t

"Well, this isn't good,” T-9PM says When the
“If you will all follow me, your contact turns out
has a message for you.” have met

T-GPM claims ta be the property “well, i
of the Rebel contact that's supposed Cala says
to meet the heroes here on initiative 1
Tataaine. "We've been delayed,” the and requ
protocol droid declares. T-9FM Unfortun
won't stand around and wait for the business
heroes. He's programmed to isn't gran
consider himself much too impor- |eave righ
tant to be captured by the Imperials, Calae
He rushes away, as fast as his stiff her into 1
legs can carry him, as the storm- ariginal ¢
troopers press forward. The storm- doesn't ¢
troopers won't shoot yet, because she volus
they need the droid intact, but that heroes. *
doesn't mean they won't fire at the then hot
heroes if they get in the way. leader w

The heraes must decide to try to should f
lose the stormtroopers in the maze of she tells
Mas Eisley's streets or to just attack decide
them and be done with it. If the getting s
heroes attack quickly, they might be There
able to stop this squad before any of that cou
its members can clearly identify them one we
and report back to their superiors. This the grol

adventure can turn into a chase or a
firefight, depending on the actions of
the heroes.

With any luck, the heroes and the
mysterious protocol droid eventually
get away, Then T-9PM leads them to
the docking bay where their own
ship is parked. "Your contact is wait-
ing aboard your ship,” the droid says.
If the heroes ask how this is possible,
the droid simply says, “Your contact
is very good at all kinds of socially
unacceptable skills. You'll have to
excuse her”

ng L._:,:_: iTEacCctT On
At this paint, the heroes are probably
expecting some kind of trap, They
might want to take every precaution
as they climb aboard their ship,

including having the protocol droid go

s e b i
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aboard first. On the ship, everything
appears to be fine. It doesn't even
look like the ship was forced open.
When the contact steps forward, it
turns out to be someone the heroes
have met before: Cala Worner.

“Well, it's about time you got here,”
Cala says with a smile, “I've taken the
initiative to prep your ship for takeoff
and request a departure clearance,
Unfortunately, with all the Imperial
business geing on, the contral tower
isn't granting anyone clearance to
leave right about now!”

Cala explains that her mission took
her into the vicinity, and when the
oniginal contact got detained (she
doesn't elaborate on this situation),
she volunteered to meet up with the
heroes. I can get you to a safe place,
then hook you up with a Rebel cell
leader who has a mission that you
should find right up your space lane,”
she tells themn, “But first, we have to
decide how to get out of here without
getting shot out of the sky”

There are a few possible scenarios
that could work in this situation. The
one we favor might be suggested to
the group by the red protecol droid,

o
g e
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T-9PM: "If the problem is that we
don't have Imperial clearance,” the
droid ventures carefully, “then
perhaps we should get some, There
are Imperial shuttles all over the
spaceport; | saw at least a half dozen
of them just walking from here to
Jun's diner. If we could borrow one of
their transponders, or at least the
appropriate code, we should be able
to simply lift off without anyone
being the wiser”

This plan, of course, requires that
the heroes participate in a raid to
steal either an Imperial transponder
or the restricted codes to program
into their ship's transpander. The first
thing they need to do is locate a
lightly guarded Imperial shuttle. After
a quick check of the nearest docking
bays, the heroes locate an acceptable
target. On a Search check result of 25
or better, they find a shuttle that's
guarded by ane stormtrooper and a
tech whao's servicing the engine, If
the Search check result is 15 to 24,
there are three stormtroopers guard-
ing the shuttle. On a Search check
result of less than 15, the shuttle that
the heroes pick is guarded by six

starmtroopers and an officer.

To steal the transponder, the
heroes must defeat the stormtrooper
guards or guietly sneak aboard the
shuttle. A Repair check (DC 15) is
required to remove the transponder
without triggering the code-erase
security protocols. Getting the
transpander back to the ship might be
easy or difficult, depending on what
actions the heroes take. Another
Repair check {DC 15) is required to
install the transponder into the
heroes’ ship.

To get the transponder code, the
heroes need to reach the shuttle's
bridge and access the computer.
The transponder code is well
protected, requiring a Computer
Use check (DC 20) to crack. With
the code cracked, the heroes can
easily program their own transpon-
der to transmit a legitimate Imperial
identification code,

Once the heroes have acquired
either a transponder or a transponder
cade, their ship is ready to leave
Tatooine, "Good job," Cala says. “Let's
get out of here while the getting is
still good.” t

OCHAPTER DMHE
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i Darth Vader: The Last Jedi

Early Mew Order propaganda painted Darth Vader as a
patriot, Holoreports indicated that he had stood against the
rebellious leadership of the Jedi Order and had almost died
for his dedication to the citizens of the galaxy. He was
hailed as a hero, given a special place in the Imperial hier-
archy, and then removed from the direct gaze of the public,

From that point an, memaries of the Jedi were encour-
aged to fade by the unrelenting voice of the New Order.
Then belief in the Force was ridiculed, turning the ancient
philosophy into a “hokey religion™ far most of the galaxy's
citizens. Darth Vader continued to follow his “sorcerous
ways,” however, serving the Emperor as a roving trouble-
shooter and enforcer, As time passed, his mole became more
and more important,

Unknown to everyone except the few survivors who had
been persanally invalved in the events, Darth Vader had ance
been the Jedi Knight Anakin Skywalker, Sometime an his
climb to mastery of the Force, he failed to heed the teach-
ings of his master, Obi-Wan Kenobi, and he succumbed to
his fear and anger. Anakin Skywalker gave in Lo the dark side
and became a master of evil, Darth Vader,

How this transformation occurred remains somewhat of a
mystery, Vader seems o have fargotten or blocked out his
prior life, letting the light sink into the darkness that now fills
him. He never speaks of his past, and no one has ever braved
his wrath to ask him. But however it happened, on the day
that Anakin Skywalker put on the black armor that sustains
his life, he was rebarmn in the dark side as Darth Vader,

Vader was viewed with fear and suspicion by most of
those around him. They saw him as an archaic relic who
insisted on clinging te outdated beliefs. He constantly
found that the Emperor's military leaders distrusted him and
felt some level of envy of his rale and position, One of the
only Imperial officials with whom Vader had an effective
warking relationship was Grand Moff Tarkin, The Grand
Muoff specifically requested that Vader be attached to Project
Death Star to ensure that the construction of the battle
station wrap up on time. The Dark Lord provided the right
mativation to make the project succeed.

As Anakin Skywalker, he found the methods taught by
the Jedi to be too slow, He sought a quicker, less difficult
path to the power he saw in the Force, As Darth Vader, he
continued to despise the slow path, Impatient. Vader was
an expert at making others accomplish whatever tasks
were placed before them,

While Vader's routines and rhetoric did indeed miror his
lang assaciation with the Jedi, he had no desire to advocate
their ways. He believed in the power of the Force, especially the
seductive call of the dark side, He refused to suffer incompe-
tence, laziness, or disrespect from his inferiors, Indeed, with few
exceptions, Vader believed that everyone was his inferjor, ted

€ DARTH VADER'S ARMOR W

Darth Vader wears a unique suit of dark armor. It is the equiva-
lent of padded battle armor (Defense +6, armor check penalty
~4), imbued with dark side power, The dark armor provides
Vader with damage reduction 10, and it contains various fife-
support features that maintain Vader's breathing and his shat-
tered body.

A visual-enhancement system and hearing augmentation
device are built into Vader's mask and helmet, as well as an elec-
tronic voice synthesizer. The mask’s death-head design inspires
fear and mystery. The body armor's systems include life-support
computers, temperature-regulation systems, and a respiratory
SENs0r matri.

Without his helmet, Vader's life support begins to fail, and he
loses 1 point of Constitution each round. Without his armor, his
Strength and Constitution scores are immediately reduced by 4
points. Inside his personal meditation chambers, however, Vader
can remove his armor and find comfort within its pressurized,
life-supporting shell as though he were still wearing his full sui
of armor. =}
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Deadly Shadaw

The Midnight Star (or whatever ship
the heroes are using) leaves
Tatooine and makes its way to the
third moon of Aargonar. Here, Cala
Waorner introduces the heroes to
Commander Hamelin, a senior Rebel
officer at this secret base. Hamelin
swears in those heroes who wish to
join the Alliance and tries to estab-
lish a working relationship with

those who are just along for the ride,

Hamelin offers the heroes a place to

stay, some simple supplies, and the

use of Aargonar 3's small repair facil-

ity if they need it,

Once Hamelin decides that the
heroes have committed themselves to
the Alliance's cause, he sends them
on their first mission. Due to the
desperate shortage of ships, equip-
ment, and other supplies available to
the Alliance, base commanders
frequently send scavenger teams out
to locate anything useful. Civil upris-
ings, Imperial attacks against insur-

gents, and even pirate attacks on
merchant ships can leave behind bits
and pieces useless to large shipyards
but critical to many of the small facili-
ties the Rebellion uses to modify and
refurbish its small fleet of ships.
Hamelin sends the heroes to check
out the site of a recent battle between
Imperial forces and a smuggler's ship.
The conflict took place several days
ago, but it didn't last long, The smug-
gler's ship was severely damaged,
then boarded and stripped of its most
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Darth Vader: Dark Lord of the Sith 115z

i)

it by Darth Vader renounced his Jedi vows and embraced the ignore the “Force Level 1st” prerequisite when selecting
fficult teachings of the dark side, He took his place at the the primary Force feats Contrel, Sense, and Alter]; 5V Fort y 1
fer, he Emperar's side as apprentice and Dark Lord of the Sith. In +17, Ref +15, Will =113 5& M; FP 10; DSF 16; Rep 10; 5tr Z il
rwas time, he became the personification of fear and evil that the 16, Dex 16, Con 17%%, Int 17, Wis 11, Cha 12, Challenge § 0
ks Emperor used to rule the galaxy. Vader held fast to his Jedi Code: H. i T
training, but he freely drew upon the dark side for additional Equipment: Lightsaber, dark armor [padded battle armor 5+
s strength and power. He also embraced the Sith teachings with damage reduction and life support apparatus, as well as *—t
e passed an to him by the Emperar, earming the title of Dark Strength and Constitution boosters), L
ally the Lord through deeds and mastery, by utilizing the deep well Skills: Climb +0", Craft [lightsaber) +10, Intimidate +10, pa
npe- of anger within him, Knowledge [Jedi lore) +7, Knowledge (Podracing) +7, "
ith few Darth Vader was working to assure the successful Knowledge (Tatooine] +7, Filot +15, Repair +5, Search +7, )
to} completion of Praject Death Star when Rebel agents stole  Read/Write Basic, Read/Write Huttese, Read/Write Sith, Speak —

the plans for the battle station. Vader took command of
the Star Destroyer Devastator and a small task force and
went to retrieve the stolen plans. He tracked the agents to
their rendezvaus with the consular ship, Tantive ['V. He
was too late to intercept the plans, but not too late to
chase the consular ship to its next destination, Vader's
task force caught up with Tantive I'Vin the Tatooine
system, 11 didn’t take long for Vader's veteran crews to
disable the vessel and use tractor beams to draw it into
Devastator's hold.

After a shart but intense battle as the consular ship was
boarded, it didn't take long for Vader to learn that the
plans weren't aboard the vessel. He did, however, manage
to capture Princess Lefa Organa, Senator of Alderaan and
suspected Rebel spy. He ordered a search of the nearby
desert planet, “Find those plans,” Vader commanded, and
a detachment of stormtroopers descended on Tatoeoine,
They would tear the planet apart and find those stolen
plans, or the would pay the ultimate price for failing the
Dark Lord of the Sith,

Darth Vader: Male Human Fringer 1/Jedi Guardian 11/
Sith Lord &; Init +3; Defense 19 [+6 armor, +3 Dex); Spd
Am: VPIWP 122017; Atk +17/+12/+7/+2* melee
(6d8+3/19-20, lightsaher) or +16/+11/+6{+1 ranged [by
weapon]; S0 Resource access, minions, damage reduction
10, Skywalkers get the Force-Sensitive feat for free and

Basic, Speak Huttese, Speak Sith, Spot +6, Survival +2,
Tumhble +1°,

Force Skills: Affect Mind +8, Battlemind +11, Enhance
Ability +13, Farseeing +6, Force Defense +13, Force Grip
+15, Farce Push +7, Move Object +20, See Force +13,
Telepathy +14.

Feats: Exotic Weapon Proficiency (lightsaber), Farce-
Sensitive, Heraic Surge, Skill Emphasis (Pilot], Starship
Operation (starfighters), Weapon Group Proficiencies [blaster
pistols, simple weapans, vibro weapons),

Force Feats: Alter, Burst of Speed, Control, Deflect Blast-
ers, knight Defense, Lightsaber Defense, Force Whirlwind,
Prolong Faree, Rage, Sense, Weapan Focus (lightsaber].
“Armar check penalty already applied to these bonuses.
**Strength and Constitution boosted by life-support appara-
fus in armaor,

Note to Gamemasters

The statistics presented here differ from those presented in
the Star Wars Roleplaving Game, While these statistics
provide a much more holistic interpretation of Darth Vader's
abilities, using material from The Dark Side Sourcebook,
either version of Darth Vader works perfectly well for maost
roleplaying purposes, o

valuable cargo and components, New  backdrop of the void. The Empire When the heroes dock with the
ts the lifeless hulk floats dead in space, knows how tempting this target might  drifting freighter, they discover that the
Is but there may be a few things left appear to other underworld types, but  vessel maintains a minimum level of
li- behind for the heroes to bring back o they are hoping to draw the attention life support despite the appearance of
d Aargonar 3, Cala wishes the heroes of Rebel operatives. For this reason, a being completely dead in space. That

luck, then goes off to handle her storm commando has been left could indicate that the vessel might be
ck own assignments, aboard the freighter. The commando made operational with a little effort.
en When the heroes reach the coordi-  waits in the darkness, eager to engage  Bringing back a whole ship would be
p. nates of the battle, they spot the anyone who comes exploring in an much more valuable to the Alliance

battered bulk freighter. All attempts to  effort to capture ar kill Rebels. The than simply scavenging the vessel for
- contact the bulk freighter fail. The ship  storm commando uses all his training  parts and meager supplies. On the

is dead in space, without even running  and expertise in an attempt to defeat way to the bridge or the engine room
st lights to help it stand out against the and capture the heroes, (the heroes might need to visit both of
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i1 Keeping the Light Side Alive

While a number of different training traditions are recogq
nized by the Jedi, the primary one invalves the Jedi training
heings with Force potential from the time they are toddlers,
Each child would be educated in the ways of the Force by a
Jedi Master, while others would help shape his or her educa-
tion in other elds, This approach, in part, led to the Jedi

becoming increasingly insulated from the galactic popula-

. something the *-\.'.||-."-.i||5| Jedi reconnized when they
looked hack,

How many Jedi survived the terrible Jedi Purge? Very
few, Most of the Jedi Order disappeared as the Empire
took hold of the galaxy. While many of these individuals
died in the violence of the time, some went into hiding.
Obi-Wan Kenobi, for example, falls inte this category, Did
ather Jedi Knights and Masters escape the doom that
hefell the arder? Did a handful of Padawan learners disap-
pear inte the erowds and refrain from demonstrating
Force abilities to save themselves Trom the hysteria that
followed the Jedi Purge?

Force-users, specifically the Jedi, were blamed for many of
the Republic's ills. At first they were made the subject of
condemnation and hatred, then ridicule, and finally any

pbservance of the Force was considered to be a sign of trea-

san against the Mew Order, Within the span of two decades,

the Force was systematically obliterated from the public
consciousness, The Empire hunted down Foree-users and
either destroved them, imprisaned them, or turmed them to

tiude

the dark side. Those whao realized ':|'|-._}. had same a

with the Force buried such skills and tried to hide their
nature from the galaxy around them. Many beings that grew
up under the New Order were convinced the Jedi were a
destructive, dangerous force, Someone who might otherwise
be a decent, honorable, kindhearted individual might well
believe the Jedi or the Force-user to be a threat to the
Empire, Such a well-meaning individual might betray a
suspected Force-user to the authorities all in the name of
keeping the galaxy safe.

Even so, it's possible that a Force-user exists somewhere in

the galaxy who can take a latent talent in and begin the first

steps of Jedi training, Both master and apprentice must be
extremely careful. One misstep, one moment of lapsed vigi-
lance, and suddenly the authorities might appear 1o ask
damning questions—or worse,

And even through the worst of it, some beir

15 TEMEen-
bered the good that came from the Jedi Order. They remem-
hered the ideals af the Old Republic, And when the time for
Rebellion was upon them, these beings remembered the

ancient acclamation and turmed it inte a rallying cry—"Tay

the Force be with you,” f4
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these locations to get the ship's main
engines back on line), the storm
commando makes his move, He tries
to take the heroes out one at a time,
using his martial arts skills to knock
them unconscious. He only uses a
weapon if absolutely necessary, since
he doesn't want to alert the whale
team to his presence,

Like a shadow moving through the
dark interior of the freighter, the silent
storm commando engages the heroes
in a deadly game of hide-and-seek.

Once the heroes realize that there is
an enemy aboard the damaged
freighter, they can attempt to make a
concerted effart to defeat him. Until
then, the storm commando aperates
with the element of surprise and the
deep shadows inside the freighter on
his side,

If the heroes manage to hurt the
storm commandao, he uses his
comlink to alert nearby Imperials
that the trap has been sprung. The
heroes can stay to fight it out with

the commanda, or they can try to get
the freighter's hyperdrive on line, or
they can simply try to get back to
their own ship and make their
escape, Using the freighter to escape
in (and thereby acquiring a ship for
the Alliance} is the best choice. It
takes a Repair check (DC 15) to get
the main power units back on line,
and a second Repair check (DC 10}
to get the backup hyperdrive in
working order. (The primary hyper-
drive unit must be entirely replaced,
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With the near extermination of the Jedi and their ways, the
few surviving Jedi whao dared make attempts to keep their
ways alive had to revise their training methods. They had to
reimvent the way they approached instructing others in the
ways of the Force, With no more Jedi Temple, no Padawans

and na Council, every sunviving Jedi was left to his or her

awn devices in developing a training regimen—cither for
themselves, or their satudents.

Jedi teachers during the Rebellion era would have to deal
with students whao were generally older and more worldly
than those they might have taught in the past. Instruction
might contain the following elements:

@ Centering Exercises, Unless a student has already some

how awakened Force abilities within himself or herself, @

Jedi teacher focuses most e: instruction on medita-

tive techniques to overcome fear and resist impulses to
act in anger.

@ Force Training. While all Force-users start out Force-
wensitive, the '-L|1-.|1'.'{'-:|-:||.'._|::_||x_" leacher instructs them in
the ways of the Farce and helps them find their own
aptitudes, {In game terms, helps them select the Foree
feats and skills most suited to the character's class
and abilities.)

@ Combat Training. Most teachers focus their instruction on

hand-to-hand and melee combat styles that allow

student to subdue opponents, as well as styles that lend
themselves to augmentation by the Force,
@ History and Philosaphy. In times past, this was a major

part of any Jedi's education, Few teachers bother to Tocus

on the purely academic side of the Jedi tradition while

the Mew Order reigns.

If there is one thing all Jedi teachers drive home to
their students, it is this: A Jedi seldom starts a fight, but
he usually finishes it, This statement would be issued in
the context of the Jedi code which calls for them, when
possible, to meet force with equal force and to fight
defensively while turning the attacks of enemies back

upon themselves, o

Jedi Teachers and Students 11z -

NEW HOPE | i;(
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cape

and the heroes don't have the time during the trip through hyperspace,
but that's a lot better than taking on a

or the equipment to pull off that

kind of operation.) Star Destroyer,

As the ship powers up, an Imperial
Star Destroyer arrives in the systern,
The heroes only have a few moments
before it gets close enough to capture
the freighter in a tractor beam, Make
the scene tense, but if all goes well
the heroes can jump to lightspeed just
before the Star Destroyer moves into
range. They might still have to finish
the fight with the storm commando

To continue this staryline, you can
decide that the Imperials can track the
freighter with a device they hid on the
ship. Or, if you want to even up the
odds a little bit, there can be a second
storm commando hiding on the
freighter, waiting to reveal himself
anly when the ship reaches the secret
Rebel base. i
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Luke Skywalker, the hera of the Battle of Yavin, was raised as
a maisture farmer on the harsh world of Tatooine, Beneath
the planet's twin suns, young Skywalker dreamed of a life of
adventure, He imagined traveling to far-off worlds and
accomplishing great deeds, He practiced for these fuature
adventures by racing his landspeeder across the dunes of
Tatooine, flying his skyhopper through treacherous Beggar's
Canyon at full throttle, and target-shooting womp rats with
his sporting blaster rifle, Luke saw the Academy as his ticket
off the desert planet, but his uncle Owen refused time and
time again to grant him permission 1o join the next class,
Watching his friends grow up and leave, one after another,
was almost more than he could endure.

As Luke grew up, he came to realize he had a natural
talent for flying. But never in his wildest dreams did he
imagine his true connection to the Force or his heritage as
the son of a great Jedi Knight. In fact, Luke always
believed that his father had been a navigator on a spice
freighter. That was the story his uncle Owen passed on to
him, trying to keep the truth about his father from the boy
5o that he wouldn't be sent on the same path of destruc-
tion his father followed.

When the droids R2-D2 and C-3P0 fell inte possession of
Owen Lars, destiny began to catch up with Luke, He discov-
ered that the droids were on a mission for a beautiful young
worman wha sought the help of Obi-Wan Kenobi. Luke
thaught that the message might be meant for Old Ben, the
hermit who lived near the Jundland Wastes, on the edge of
the Dune Sea. So began young Skywalker's adventures, his
journey to a deeper understanding of the Foree, and his life
as the galaxy's new hope,

Luke Skywalker [as of the end of the Battle of Yavin):
Male Human Fringer 2/Jedi Guardian 1; Init +2; Defense 18
[+6 class, +2 Dex): Spd 10m; VEIWP 19/13; Atk -1 melee
[2d8+1/19-20, lightsaber) or +4 ranged (3d6, blaster pistol);
50 Barter, Force Point use as though he were three levels
higher, Skywalkers get Force-Sensitive feat for free and
ignore the “Force Level 1st” prerequisite when selecting the

a1 Luke Skywalker, Tradition’s Heir

primary Force feats (Contral, Sense, and Alter]; 5V Fort +6,
Ref +6, Will +1; 52 M: FP 5; DSP 0; Rep 3; 5tr 13, Dex 15,
Can 13, Int 15, Wis 11, Cha 11. Challenge Code: B,

Equipment: Blaster pistal, electrobinaculars, lightsaber,
utility belt, tool pouch, desert poncha, gogales, flightsuit,
¥-wing, R2-D2, C-3P0.

Skills: Computer Use 5, Jump +6, Knowledge [Rebellion]
+3, Knowledge (Tatoaine) +7, Filot +11, Profession [moisture
farmer] +4, Read/Write Basic, Repair +4, Search +6, Speak
Basic, Speak Huttese, Speak Jawa, Spot 5, Survival +4,

Foree Skills: Enhance Ability +3, Enhance Senses +2, See
Force +2,

Feats: Force-Sensitive, Skill Emphasis (Pilot), Weapon Group
Proficiencies (blaster pistols, blaster rifles, simple weapons),

Force Feats: Alter, Cantrol, Sense, to

€ FORCE-USING HERDES IN THE REBELLION ERA W

The GM should work with players who wish to play a Force-
using character during the Rebellion era to determine how they
came to leamn their skills.

Did they survive the Purge as Padawan learners who haven't
progressed in all these years due to lack of training?

Did they learn in secret from a Jedi hiding in seclusion? Is the
master still alive? ts the teacher very skifled? (More than likely,
the teacher is a Padawan who never completed his or her own
training, or perhaps even a Padawan who failed to aftract a
master and thus was sent to work in the Agri-Corps or Medi-
Corps or Edu-Corps before troubles came upon the Jedi Order.)

If the hero became a Jedi following the rise of the Empire,
the GM and player should keep in mind the restrictions spelled
out in the Star Wars Roleplaying Gorme.

Naturally, every hero needs a background. With characters
as unusual during this period as Jedi should be, this background
should be particularly well thought out so that the campaign can
remain true to the setting. o4
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Path of the Jeadi

Early in your Rebellion era
campaign, any Force-sensitive
heroes should have a tough time
learning Force skills and feats. Later
in this book, we present ways to
hook up a Force-sensitive hero with
a ledi Master {or at least a mare
experienced Jedi to train the hero).
In the early stages of the campaign,
the heroes can meet someone who
can help a hero take the first few
steps on the path of the Jedi.

Gruu Dunrik

At the Rebel base on Aargonar 3, a
Force-sensitive hero eventually meets
Dr. Gruu Dunrik, This old man serves
as a doctor at the base, tending to any
wounded operatives and providing for
the general well-being of the Rebels
assigned there. At some paint, he
notices something about a Force-
sensitive hero. Whether this involves
witnessing the use of a Force skill or
just getting a feeling about the hero,
Dunrik eventually decides to approach

the hero and offer some assistance. As
a young boy in the days of the
Republic, Dunrik was selected for
training at the Jedi Temple. He was
never selected by a master, however,
and his training ended before the time
of the Jedi Purge.

Dunrik can feel the potential in the
hero, While he can't actually train a
Jedi, he can pass on what he has
learned to help get the hero off to the
right start, If the hero is willing to
undergo some training with Dunrik (in
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The New Jedi e -
Fort +6, “He feared vou might follow old Obi-Wan on some good friend.” Old Ben explained that he was a Jedi f— '
Dex 15, damned-fool idealistic crusade like your father did.” Knight, as was Anakin Skywalker, and the two of them ‘L
~0bi-Wan “Ben” Kenabi had fought side by side in the Clane Wars, Ben gave Luke g g.Jl
Mh_t.lr' Ben Kenobi revealed Luke Skywalker's heritage to the s f:athq:T's 1i&;11tsabur, "an elegant weapon for a more % O
hitsuit, ) . . ) ) civilized daw. i -
young mur'nl and le him on |.|'<.1- path ?1 clest|11}-l..hl.'|1uh| When Luke asked how his father had died, Ben grew quiet, Ao~
2ebellion) told Luke that his father Anakin was “a good pilet, and a “A young Jedi named Darth Vader, who was a pupil of mine 2
[moisture until ke turned to evil, helped the Empire hunt down and 1
Speak destroy the Jedi Knights,” Kenobi explained. “He betrayed
| +4, and murdered your father,” Of course, the story Ben told &
42, See Luke was only partially true, He felt that Luke wasn’'t quite )
ready for the complete truth, Ne, Kenobi reasoned, Luke —
o Group needed someone to look up to, someone to believe in, 3
pans), Kenobi made sure that that person was his father, Anakin. He

also knew that young Skywalker needed to stay away from
Darth Vader, for if Luke learned too early in his development,
befare he was fully trained as a Jedi Knight, that Anakin
Skywalker had become Darth Vader, then Luke might be lost
ta the dark side as well,

Before Luke could ask too many more questions about his
father, Ben changed the subject to the mystery of the two
droids. R2-D2, the astromech droid that Owen Lars
purchased fram Jawa traders, had escaped from Tantive IV,
The little droid brought @ message for Obi-Wan Kenobi, the
name Ben used lang ago. The message, delivered as a holo-
graphic image, requested that the Jedi Knight accompany
the droid to Alderaan. R2-D2 contained the technical read-
outs of a terrible new Imperial weapon—readouts that might
allow the Rebellion to destroy it. The young woman who
recarded the message was Princess Leia Organa, Senator
from Alderaan and member of the Alliance.

“You must learn the ways of the Force if you're to
come with me to Alderaan,” Ben said. 1t took Luke a little
while te agree, but in the end he was dedicated to saving
the princess and learning to become a Jedi Knight, like
his father hefore him, From this fateful meeting, the
stage was set for the birth of a new Jedi Order, although

W JEDI HERDES AND LUKE SKYWALKER €

Obi-Wan Kenobi described Luke Skywalker as “the first of the
new” ledi Knights, To some, this might mean that until Luke
Skywalker starts to train others there can’t be other emerging
ledi, However, GMs and players should always remember that
they are creating their own Sfar Wars epics, Luke Skywalker
has his place in the Star Wars galaxy and should not be
supplanted, but it's important that GMs create epic tales where
the players' heroes get to play parts that are as important in
their own way as that of Luke Skywalker. The galaxy is, after
all, a very big place. t=)

it would be many years before the Jedi truly returned to
the galaxy, teb
oe. As secret, at least twice a week for an Gruu Dunril: Male Human Jedi Diplomacy +7, Empathy +7, Hide +5,
entire level}, then when the hero Guardian 1/Fringer 4; Init +1; Defense Listen +5, Profession (doctor) +5,
[ gains his next level, he can use it to 17 (+6 class, +1 Dex); Spd 10m; Read/\Write Basic, Speak Basic, Speak
a5 take the first level of Jedi guardian. VP/WP 26/11; Atk +4 melee (1d3, Rodian, Speak Ryl, Spot +5, Survival
yir, After Dunrik helps a Force-sensitive  punch) or +5 ranged (3d8&, blaster +86, Treat Injury +9.
- time hera gain that first level, the hero can pistol); 50 Barter, jury-rig +2, adaptive Force Skills: Enhance Ability +4,
continue to advance on his own for a learning (Treat Injury); 5V Fort +6, Ref Force Defense +4, Force Stealth +6,
 the time. At best, the hero should be able  +5, Will +1; SZM; FP 3; DSP 1; Rep 4;  Heal Self +4.
2 to reach Bth level in Jedi guardian Str 10, Dex 12, Con 11, Int 14, Wis 12, Feats: Alertness, Force-Sensitive,
before you require the hero to find a Cha 12, Challenge Code: B, Skill Emphasis (Treat Injury), Weapon —
1 the true Jedi Knight {of higher level) to Equipment: Blaster pistol, tool Group Proficiency (blaster pistols, Wf
provide more advanced training. pouch, medpac, medical kit, simple weapons). —
ik {in Skills: Computer Use +6, Force Feats: Control. )
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The End of the Senate

Less than two decades after declaring the New Order,
Emperor Palpatine and his supporters were ready to remove
the final remmants of the Republic, The grassroots arganiza-
tions that had supported Palpatine’s regime early on had
been transformed into full-fledged hureaucracies, police
forces, and educational institutions in all but the most
distant star systems, The military command structure was
completely under the contral of New Order loyalists. An
entire generation had been raised on New Order propaganda
and beliefs,

The position of moff was a political and administrative
positian similar in function to that of sector governar,
Instead of being elected by the people, however, the moffs
were appainted by the Emperar and his advisors. Elected
governors were removed gradually until the moffs held power
throughout the Empire. The moffs and the senatars shared
the responsibility of keeping star sectors orderly, prosperous,
and obedient to the Empire,

A few years later, the Empire greatly reduced the legal
authority of system governments to create their own defense
forces and established Imperial garrisons in their place. The
garrisans and their commanders did not answer to the
Senate but reported instead to the sector's moff,

Finally, enough loyal beings were in place at every govern-
mental level that the Emperor felt the time was right to
dissolve the Senate, This act eliminated the last possible
threat to the Emperor’s reign. The New Order’s political and
military infrastructure was now solid enough that the
Emperor and his inner circle felt that any pretense of caring
about what the populations of individual planets wanted
was no langer needed.

The garrison commanders were placed under the
command of the moffs, The moffs answered only to the
Grand Moffs, each of whom controlled a collection of star
sectors, The Grand Moffs reported directly to the Emperor,
Thanks to propaganda disseminated in schools and media
outlets, the past was ready to be reshaped into whatever the
MNew Order wanted it to have been, and the future was theirs
to cammand. If at any point contral broke dewn, the Empire

could bring to bear the ultimate symbol of its power: the
Death Star battle station,

Why Dishand the Senate™

Why did the Emperor and his moffs decide to finally dishand
the Imperial Senate? After all, the Senate had survived since
the earliest days of the Republic and was the new govern
ment's one link to the past. In the end, that was ane of the
factors that led to the abolishment of the Senate, That
august body was a reminder of a different time, a different
form of government. Even after years af Imperial rule, the
Senate continued to believe it had some degree of power
and influence over the Emperor. Plus, the Senate remained a
hotbed of rebellious activity, Not only had the leaders of the
so=called Alliance to Restore the Republic come from the
ranks of the Senate, but the Emperor suspected that more
than a few senators continued to aid the growing Rebellion
with funds, information, and other resources,

As long as the Senate remained in place, the citizens of the
Empire believed that the Emperor’s power was not total and
complete. Those in the Senate felt that they could pass laws
and direct opinion in such a way as to undermine the
Emperar's plans, From the Emperor’s point of view, he had
suffered their disobedience for far too long, Once the regional
governors were firmly entrenched, the Imperial fleet was at
full strength, and the Death Star was completed, there was no

longer any reason to pretend the Senate was needed, o
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Sanatorial Rescu=
This adventure occurs while the
heroes are involved with a totally
different situation. Maybe they've
been sent to the planet of Daroon on
behalf of the Alliance, or maybe
they're on the planet for their own
reasons (recreation, to buy supplies,
to meet a contact, whatever), On
Daroon, however, the opportunity to
rescue a senator and friend of the
Alliance presents itself,

As the heroes go about their

business, the news begins to
spread around the cosmapalitan
city=the Emperor has disbanded
the Senate! Mot only that, it

appears that the Empire has
arrested all the senatars who were
present on Coruscant when the
order to dissolve the Senate was
issued. It turns out that Alku Vardu,
the senator from Daroon, happens
ta be on his home planet as this
situation develops, To make matters
worse, the Empire has sent Lt. Falto

Dragen and a squadron of starm-
troopers to take the senator into
“pratective” custody.

How the heroes get involved is up
to you. Commander Hamelin or Cala
Worner might contact them and ask
them to look in on the senator. The
senator or one of his aides might
approach them if the heroes have
developed any sort of reputation
within Rebel circles, Or the heroes
might just wind up in the right place
at the right time and spot Dragen and
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Fear will the local svsrems in line, Fear of this batrle
station, "

Grand Moff Tarkin

he Death Star was created to be the ultimate tool of
conquest and subjugation, The original Death Star was the
largest mobile space station ever built. The size of a small
moon, it measured 120 kilometers in diameter, and I:'l|lJ:!I.":'|

aver one hundred huge hyperdrive engines to carry it beyond

the speed of light, A fusion reactor of near unimaginable
_;'|_||||"'i::r|k. fed by thousands aof stellar fuel bottles,
produced the raw power needed by the station's systems and
propulsion elements,

The Death Star's crew numbered nearly 300,000 sentient
beings and 400,000 droids. 1t contained barracks space for

over 700,000 pilats, gunners, and soldiers, as well as over

jioned on the Death

16,000 stormtroopers, All personnel stat
Star were selected from the tap five percent of the beings
serving in the lmperial Navy and Imperial Army. They lived
within a self-contained environment, complete with all the
lweuries and entertainment found in major Imperial cities,
Designed to reduce fleets of capital ships to space debris,

1 10,000 turbolasers and maore

he Death Star had mor
than 700 tractor beam projectors installed on its surface. I
also carried 7,200 TIE fighters and four strike cruisers [capi-
tal-scale system patrol craft)

The Death Star carried within it 20,000 Army landing craft
nd ground vessels [walkers of all varieties, hovertanks, and
mobile command fortresses) and three planetary garrison
buildings ready to be drapped on a world and assembled.
General Tagoe, the commander of the Death Star's armed
forces, haasted that he could land the station’s full comple-
ment of troops within 30 standard minutes after the Navy
had cleared aside any space defenses and would have any
world subjugated within the following hour,
of

destruction ever devised—a superiaser capahle of blasting a

The Death Star also carried the most powerful weapo

planet into billions of asteroids with a single shot. Such a

weapon was thought impossible until the Death Star

The Death Star: An Overview 11

designers devised a way of focusing eight separate laser
arrays into a single laser beam with the intensity of a star's
care. Thanks ta the twisted genius of Grand Moff Tarkin's

think tank, the Death Star could be vsed to destroy any

world that would not bend to Imperial might. e

3

his Imperial goons approaching the
senator's home or office
The heroes must gain the trust of

isn't to kill every Imperial in their path.
It's to keep the senator safe and
escape from the system.

beams. Once the heroes' ship puts
some distance between itself and its
enemies, the heroes can make the

the senator, then fight their way
through Dragen and his men or other-
wise elude them. From there, they
need to return ta their ship, fight their
way out of the systemn past four TIE
fighters, and get away with Alku Vordu
before Dragen can arrest or kill the
senator, Throw as many stormtroopers
at the herces as you need to seriously
threaten them. In the end, the mission

Once the heroes are in space, the
four TIE fighters are only the begin-
ning of their troubles, Use the statistics
found in Chapter 11 of the Star Wars
Roleplaying Game for the TIE fighters
There's alsa a Star Destroyer in the
vicinity, but the heroes should have
time to defeat or evade the TIEs
before the Star Destroyer gets close
enough to use its weapans or tractor

jump to lightspeed and escape from
the Daroon star system

That's No Moan!
Senator Alku Vordu thanks the
heraes profusely for helping him
escape from the Emperor’s lackeys
and requests that they take him to a
specific place, Read the following
text to the players:
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2111 The Death of Alderaan

Alderaan was a peaceful planet, a world that had long ago
outlawed weapons of any kind. It had no defenses, relying
on the Republic, and later the Empire, to keep it safe from
harm. Alderaan was also the homeworld of Princess Leia
Organa, a planet she served as a senator and a clandestine
Rebel operative,

The Death Star was designed to destray planets, Most
Imperial strategists assumed that the threat the battle station
posed would be deterrent enough for most waorlds and their
populations, but Grand Moff Tarkin believed that the
Rebellion was growing too audacious, too bold. Tarkin
convinced the Emperar that the best course of action would
be to demonstrate the full power of the Death Star by elimi-
nating a Rebel target, When Princess Lefa fell into Tarkin's
hands, the Grand Moff threatened to destroy her homeworld
unless she revealed the location of the main Rebel base,
Reluctantly, Lela agreed, giving the coordinates for the
planet the Allignce had recently vacated—TDantooine.

Believing he had broken her, Tarkin ordered the Death
Star's navigation officer to plot a course to Dantooine, But
that world was too remaote to use as an effective example.
Alderaan had long been a source of trouble and opposition
to the Mew Order's ideals, and thanks to Leia's “confession,”
Tarkin had the excuse he needed to eliminate a thom fram
the Emperor's side. With a single hlast from its superlaser,
the Death Star blew Alderaan into ablivion.

The destruction of Alderaan became the single most
pivatal event in the history of the Rebellion, eclipsing even
the eventual demise of Emperor Palpatine himself. Rather
than terrifying the galaxy into submission, the horror and
revulsion this act inspired in beings everywhere drove count-
less systems 1o join the Alliance in open defiance of the
Empire. OF course, it helped that the Alliance was able 1o
destroy the Death Star in the Battle of Yavin, but the atrocity
inspired countless beings o oppose the New Order,

After the Death Star did its damage, the ruins of the
planet came to be called “the Graveyard.™ This asteroid field
hecame the source of spacer legends, and tales of ghast
ships and treasure-flled spaceports throughout the Core,

Alderaan's survivars (see sidebar] developed a ritual, the
Returning, to remember friends and loved ones obliterated in
the planet's explosion. ted

€ THE SURVIVORS &

Being from Alderaan is a perfect background for a hero,
Thousands of Alderaanians survived the destruction of their
homeworld because they were away on business or because
they lived and worked in other star systems. Many of these
survivors became some of the Alliance’s mast dedicated
soldiers, motivated either by a desire for revenge or to prevent
the Empire from destroying more worlds, A handful, however,
became some of the Empire’s most fanatical supporters, blam-
ing Bail Organa’s involvement with the Alliance for the destruc-
tion of everything and everyone they loved,

Alderaanian 1st-level heroes should select the scout, noble,
or scoundre! class. The soldier class is not immediately available
to Alderaanians because of their culture’s pacifistic tradition, but
such characters can later multiclass into soldier. {Bail Organa
had insisted that his adopted daughter, Leia, receive military
training as part of her education, going against tradition to make
sure she was prepared to handle any situation.) fe}

Initiative:
Defense:
Speed:
VPSP
Attacks:

Damage:
Special Qu
Saves:
Challenge
Force Poin
Dark Side
Reputatior
Abilities:

Skills:

Feats:

Equipme

“My friends, you showed great
courage and resourcefulness back
an Daroon,” Senator Vordu says,
“and now 1 must ask another
favor. You must take me to
Alderaan to meet with Bail
Organa. With the disbanding of
the Senate and the amests of any
senators who ever disagreed with
the Emperar's policies, 1 believe
we have reached the point of no
return. For the sake of free-
dom, the Rebellion must now
erupt into civil war!”

The senator continues pleading and
arguing until the heroes agree to

transport him to Alderaan. After re-
turning to realspace long enough to

make some navcomputer corrections,

the ship makes the jump. When the
heroes' ship emerges in the Alderaan
system), read:

Collision and proximity
alarms blare throughout the
command cabin of your ship as
you return  to  realspace. A
moan appears to be directly

ahead of you, between your
ship and Alderaan, in a position
in space that your charts indi-
cate should be devoid of plane-
tary hodies or satellites. Then
you notice it fsn't a moon—it's
a space station! You're flying
directly for it when it suddenly
emits a beam of energy toward
the planet . . . and Alderaan
explodes! The resulting shock
wave crashes into your ship,
sending it spinning away from
the monstrous vessel,
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Death Star Trooper

Soldier 4
Initiative: +1
Defense: 14 (+3 class, +1 Dex)
Speed: 10m
VB WP 26/11
Attacks: Baton +4 melee

Blaster pistal +5 ranged
Damage: Baton 1d6

Blaster pistol 3d6
special Qualities:  —

Saves: F4d, R+2,W+1
Challenge Code: €

Force Points: 1

Dark Side Points: 3

Reputation: 4

Hbilities: Str 11, Dex 13, Con 11,

Int 10, Wis 10, Cha 10
Skills: Computer Use +6,

Death Star Fersonnel ik -

Death Star Gunner
Soldier 5

+6 (Improved Initiative]
15 (+3 class, +2 Dex)
10m

32/10

Punch +5 melee
Blaster pistol +7 ranged
Unarmed 1d3

Blaster pistol 3d6

F+4, R+3, W+l

C

1

3

4

Str 10, Dex 15, Con 10,

Int 10, Wis 10, Cha 10

Astrogate +6, Computer Use +6,

pDemolitions +8, Intimidate Intimidate +6, Pilot +8, Profession
+8, Profession (Imperial

soldier) +5, Search +4

Feats: Armor Proficiencies

(light, medium, heavy),

Heroic Surge, Point
Blank Shot, Precise
Shot, Rapid Shot,
Weapon Group
Proficiencies (blaster
pistols, blaster rifles,

heavy weapons, simple
weapons, vibro Weapons) weapons, vibra weapons)

Equipment: Baton, blaster pistol,
comlink, utility belt,
blast helmet

(Imperial gunner) +6, Repair +4,
Search +2, Spot +3

Armaor Proficiencies

{light, medium, heavy,
powered), Improved
Initiative, Point Blank

Shot, Spacer, Starship
Operation (capital ships),
Weapon Group Proficie ncies
{blaster pistols, blaster rifles,
heavy weapons, simple

Targeting computer linkup
helmet (+4 equipment bonus
to starship weapons),

blaster pistol, comlink,

toolkit, utility belt

Death Star Officer
Moble 6/0fficer 2

+0

17 (+7 class)

10m

22/8

Punch +4 melee

Blaster pistol +5 ranged
Unarmed 1d3=1

Blaster pistol 3d6

Call in a favor =3, inspire
confidence 432, carmmand +2,
Leadership

F+3 R+5 W+7

D

1

3

]

Str @, Dex 11, Con 8,

Int 12, Wis 10, Cha 12

Astrogate +8, Bluff +11, Computer

Use +9, Diplomacy +10, Gather
Information +5, Intimidate +8,
Knowledge (New Order) +6,
Knowledge (Imperial military) +7,

Profession (career officer) +6, Pilot

+6, Sense Motive +10, Search +5
Persuasive, Sharp-Eyed,

Spacer, Starship Operation
{capital ships), Weapon Group
Proficiencies (blaster pistols,
blaster rifles, simple weapons)

Comlink, blaster pistol, code
cylinder, datapad

The heroes should have no idea that
the terrible weapon before them is the
Death Star (no matter what the play-
ers might know). They have arrived
just in time to witness the destruction
of Alderaan. The shack wave that
sends their ship spinning out of
control places them out of the range
of the Death Star's tractor beams, but
it also damages their engines. To
repair the ship so that the heroes can
get away requires an haur of work and
a Repair check (DC 20). Until then, the

ship simply spins and drifts away from
the battle station,

While the heroes are working to
repair the damage and get the ship's
engines back on line, the Death Star
disgorges an assault shuttle. The
Imperial shuttle locks onto the heroes’
ship and moves to dock with it. Using
tractor beams to halt the ship's spin,
the shuttle clamps itself to the ship so
that its airlock can dock with the ship's
airlock. While some of the heroes (o
at least one of them) continue to

make repairs, the others right want
to defend their ship from a boarding
party and protect the senator,

The boarding party consists of four

Death Star troopers and four storm-
troopers. A pilot and two additional

Death Star troopers remain aboard the
shuttle. The Imperials are looking for 2

freighter trying to reach Alderaan, so

the boarding party has been ordered

to capture the ship and its crew.

The stormtroopers charge into the

heroes ship first, laying down

“TER OMHE

X
HI




FHNO FFA LD

Il 3doH m3aN v ||}

The Empire established a mighty military and developed a
powerful industrial complex to provide for it. Using both
nationalized and private-sectar contractors, the Imperial war
machine grew by leaps and bounds. Imperial dictates
removed most legal roadblocks, and the Empire's willingness
to employ slave labor and strip-mine entire planets for
resources added even more speed Lo the arms buildup.
Conglomerates such as Sienar Fleet Systems, SoraSuub
Corporation, and the Corporate Sector Authority were
awarded lucrative contracts to develop weapons for the
Imperial arsenal to strict specifications.

The single most effective idea that the Empire put inta
practice was that all new starships, prefabricated garrisons,
hawver tanks, and starfighters should be built with inter-
changeable components. Instead of the gunnery pods on
warships manufactured by two different contractors being
radically different from one another, the Empire insisted that
every contractor use weaponty of the same configuration,
supplied by a single manufacturer or subcontractors using
the same designs, The same was true for every other aspect
of a ship, from hangar bay to bridge, from vehicle bay to
command center. Because interchangeable companents were
used in manufacturing, shipyards never remained idle; if
companents far an order of Imperial-class Star Destroyers
came up short, the extra battle bridges could instead be
placed into Armry garrisans as tactical command centers,

A meticulous inventory system also made sure that excess
components at one construction yard could be speedily
transferred to wherever they were needed. Projects that had
once been thoughl Loo large to be practical were now
possible—shipyards that had once struggled to produce ane
Vietory-class Star Destroyer on a tight schedule now
managed to produce two of the massive Tmperial-class Star
Destrayers in the same time, Kuat Drive Yards most effec-
tively implemented this strateqy, and this mighty corpora-
tian went from being a major shipbuilder to being the
major supplier of capital ships to the Imperial Mavy,

This process made the construction of the Death Star
possible. 1f not far the standardization of components and

11 The Military-Industrial Complex

training methods it had brought about, the logistical prob-
lems involved with designing the Death Star would have
been nearly insurmountable, The fact that any manufactur-
ing facility across the Cuter Rim could contribute compo-
nents both helped speed and conceal the construction af the
superweapon—who would notice if the Wroona Stardocks
was producing five or six Star Destrayer main bridge compo-
nents this manth?

Iromically, this standardization also contributed to the
Death Star's one weakness, The Death Star's massive reac-
tor was cooled by vent shafts designed for use in ground-
based reactors. As such, they were equipped with shielding
that could withstand blasters and lasers, but they could
not repel fast-moving proton torpedoes, This fact never
occurred ta the designers of the Death Star, and so the
most fearsome weapon ever constructed was fated to be
destroved by a single fighter launching two torpedoes into
its heart.fed

€ THE DEATH STAR IN A CAMPAIEN W

Statistics are not provided for the Death Star. L is a planetoid-
sized battle station bristhing with guns. It possesses more fire-
power than a hundred Star Destroyers, and it can shatter planets
and capital ships with one shot of its superlaser. It is not imvinei-
ble, however, A pair of proton torpedoes fired into just the right
spot can resull in the station’s destruction. If you want to reenact
the Battle of Yavin, remember that jon cannons are useless
against the Death Star and its hundreds of redundant systems.
The ventilation shaft (the station’s weak spot) has a Defense of
25 due 1o its size and the angle of approach needed to make a
direct hit. In addition, a successful critical hit is required for the
torpedoes to actually enter the shaft and set off the chain reac-
tion that results in the Death Star's destruction,

Luke Skywalker spent a Force Point to make the shot, scoring
the critical hit that destroyed the battle station. 3
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advancing fire and hoping to estab-
lish some protective positions before
the Death Star troopers make their
move. If they encounter heavy resist-
ance and suffer significant casualties
quickly, the Death Star troopers hold

back and toss grenades at the heroes,

(The Death Star troopers each carry a
frag grenade for this mission.)

If the heroes manage to defeat the
stormtroopers and the Death Star
Troopers, they might decide to take
the battle onto the assault shuttle.

Should the pilot or the remaining
Death Star Troopers realize what the
heroes are planning to do, they imme-
diately disengage the shuttle. If this
happens, any character in one of the
airlocks must make a Reflex saving
throw {DC 10) to grab hold of a
secured item. Then the character
needs to make a Strength check (DC
10) to maintain his ar her grip for a
couple of rounds until the emergency
hatches slide shut. A failure on either
check means the character is swept

into space as the ship’s atmosphere is
sucked away.

The pilot tries to pull away from the
ship so that he can target it with the
shuttle's weapons, While the Imperial
forces might not want to destroy the
ship, they don't want it getting away,
either. If the hero working to repair
the ship made a successful skill check,
the engines come back online and the
ship can make the jump to lightspeed.
If not, the hera must make another
Repair check and spend another hour
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prob- A colossal, wedge-shaped capital ship, the Imperial-class v .
Star Destroyer serves as a symbol of the Empire's military N |. |
factir- might, 1t measures 1,600 meters long and bristles with ¢ UL..
mpo turbolasers, ion canmons, and tractor beam projectors. This é FL-J
n of the poveerful mobile war platform travels the hyperspace lanes, : -
focks protecting Imperial interests and blasting rebellious worlds g ==
Compao into submission. A Star Destroyer carries 9,700 stormtroopers ::-:
and a full wing of 72 TIE starfighters of various types [typi L
the cally 48 TIE/In fighters, 12 TIE bombers, and 12 TIE inter Z
ag ceptors), Defensive shield generators and sophisticated sensor o
round arrays pratect the vessel and its occupants, including drop-
hielding ships, landing barges, shuttles, repair eraft, deep-space —
ould probes, droids of all makes and models, field artillery, walk :
EVET ers, around assault vehicles, and modular building units
the While it remains impaossible to garrison every system in the
to be Empire. the Star Destroyer provides the ability for the Empire
s into to rapidly project its power anywhere in the galaxy, Because
its mission profiles vary significantly, the Imperial Star
Destroyer must serve as more than just a weapons platform,
It can pravide planetary defense or assault, 1t can engage in
ship-ta-ship combat. 11 is a mobile command center and
diplomatic mission, while also serving as a space station,
repair dock, and heavy transport.
An Imperial Star Destroyer chased Princess Leia's Tantive
IV to the Tatooine system, eventually damaging its engines
and capturing it with tractor beams, Once Taniee TV was
drawn inta the Star Destrover's main hangar, it was subjected
to a variety of in-depth scans and intensive searches by
boarding parties, and all resistance was crushed thanks to the
efforts of highly trained stormiroopers.
The Impertal-class ships replaced the ariginal Vierory-class
Star Destroyers some years before the Battle of Yavin, The
smaller Vicrory-class ships appeared near the end of the
Clone Wars and were designed as top-of-the-line peacekeep
ing battleships, The Emperor agreed to fund an upgraded
design, and the Imperial version superseded the Victory,
However, Victory-class Star Destrayers remained in service
throughout the Rebellion era, and a few could be found de
fending star systems as late as the Yuuzhan Yong invasion, ted
4
reis working on the damaged systems. crew); Crew: 5 (Mormal +2); Pas- PB +0, 5 +0, M =2, L -4,
If the heroes can fend off the sengers: Up to 40 (troops); Cargoe Weapon: Tractor beam projector;
 the boarding party and get the ship's Capacity: 5 metric tons; Consum- Fire Arc: Front; Attack Bonus: +11
he engines back on line, they can escape  ables: 1 week; Hyperdrive: -2 {+1 size, +2 crew, +8 fire contral);
rial into hyperspace. With a little luck and (backup =18); Maximum Speed: Damage: Special; Range Modifiers:
he ingenuity, they might also get away Ramming; Maneuver: +3 (+1 size, +2  PB +0, 5 +0, M/L n/a,
a, with a newly acquired assault shuttle.  crew); Defense: 21 (+1 size, +10 Weapon: Concussion missile
armor); Shield Points: 250; Hull launcher (15 missiles); Fire Arc:
eck, Craft: Telgorn Corp Assault Shuttle; Points: 150; DR: 10. Front; Attack Bonus: +7 (+1 size,
 the Class: Space transport; Cost: Not Weapon: Turbolaser cannans (4); +2 crew, +4 fire control); Damage: —
eed available for sale (likely valued at Fire Arc: Turret; Attack Bonus: +9 8d10x2; Range Modifiers: PB +0, ¥w )
f 855,000 credits); Size: Small (30 m (+1 size, +2 crew, +6 fire cantrol); 5/M/L n/fa. e et
aur long); Initiative: +3 (+1 size, +2 Damage: 2d10=5; Range Modifiers: {a
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As the Mew Order grew in power, many galactic corporations
adjusted their business practices to appeal to the sentiments
of the new authorities, Like Kuat Drive Yards, Santhe/Sienar

Technologies reacted swifthy to demands far all Imperial mili-

tary contractors to create components of all types that could
be used interchangeably in a wide variety of vessels, wehicles,
and installations, In fact, few companies were more success-
ful at marching to the Imperial beat than the Santhe/Sienar
subsidiary Sienar Fleet Systems,

Although highly respected for the quality designs it
created, Sienar Fleet Systems was considered a minor player
in the military hardware market until its designers spear-
headed the implementation of the Empire’s cross-functional
design requirements, The only challenge to Sienar's future as
the foremaost creator of military technology during the
Rebellion era was the Incom Corporation, but the challenge
was removed when the management of the rival design firm
was accused of being sympathetic to the Rebellion,

To their further credit, the Sienar engineers were able to
work both ends of the spectrum with regard to military tech-

nology. In an age when most military tacticians were pushing

for greater mechanization and increased reliance on technol-
ogy in fighter crafts, it was the TIE series of space superiarity
fighters that truly endeared the company to Imperial military
leaders, The early TIE starfighters were casy to maintain due
to 2 marked lack of advanced gadgetry, so the downtime

needed for maintenance was minimal, They were cheap to

< Sienar Fleet Systems: Corporate Servants

manufacture and very compact—the hangar bays on Star
Destrowers could carry nearly twice the number of TIE fight-
ers than any other starfighter model the Imperial planners
WErE considering.

The TIE Aghter alsa served the propaganda machine of the
Empire well. The philosophy behind their design revolved
primarily around the assumption that anly pilats with exten-
sive training would be put in their cockpits, with skill making
up for the lack of sophisticated onboard weapons systems
and even defense shields. Since the Empire severely limited
non=Human access to the Imperial Academy, it was easy to
turn the TIE fighter and its pilots into a symbaol of Human
superiority over other sapient species,

Aside from several different models of TIE fighters, other
amnipresent Sienar-designed vessels were the long-range
Lambda-class shuttle and the Skipray Blasthoat,

Due to thelr close working relationship with lmperial High
Command, Imperial weapons designers, and other major
Imperial military contractors, Sienar employees were
subjected to extensive and frequent background investiga-
tions by both the Imperial Security Bureau and Imperial
Intelligence, Santhe/Sienar alsa maintained its own highly
skilled security foree, which, more often than not, quietly
“reassigned” employees who were identified as spies, who
spake out against the Empire, or who otherwise performed
actions that might endanger Sienar's relations with the
Imperial government. fed
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In the decades hefore the rise aof the New Order, Incom had
steadily been building a reputation as the finest starfighter
design house in the galaxy, Among its accomplishments

were the 7-95 Headhunter series of fighters, created in part-
nership with Subpro.

As the Clane Wars raged, Incom stepped up its efforts to
ereate the next generation of starfghters. Rather than prowvid-
ing a ship that relied on pilot skill to be effective, as the Sienar
design team did with the TIE fighters, Incom instead ereated a
sarfighter that gave even novice pilots a chance of sunviving
combat=the T-65 X-wing Fighter. This heavily armored craft
couldn't match the TIE's maneuverability or speed, but it was
equipped with deflector shields and a hyperdrive, making it
less dependent on carrier vessels for transportation to battle
sites. Only the handerafted starfighters of Naboo had packed
& much power and versatility into the tiny hull of a

& CAMPAIGNS ANDINCOM &

Incom can serve your campaign in two primary ways. .
first, the company provides a ready-made explanation for
wiy a player character is part of the Alliance. Nobles or
Stmndrdsmddhmbammammdhm;dmhp-
ment team or part of Incom’s management (depending on their
skilts), while a Soldier who excels at piloting could have been a
test pilot. They could also have been relatives of Incom staffers,
Second, adventures can be built around either helping the
mmﬂnﬁwhﬂ:ﬂmﬂ [Empire, or,
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Incom: Corporate Rebels 11 -

starfighter as the X-wing featured. but Incom had successfully
designed its craft for mass production,

Sicnar and Ineom were in a ferce competition to be the 3 -\LI
company to deliver fighters for the Imperial-class Star i _—_;
Destroyers when they were put inte service. Shortly before ;&_ T
the Empire made a decision, the Imperial Security Bureau a7
accused Incom upper management and many members of -
the X-wing design team of harboring Rebel sympathies. Ll
Whether such sympathies had actually been present or not is z
unclear, but the loss of their business and the threat of 1
imprisonment or execution caused Incom's senjor manage
ment and the entire X-wing design team to go into hiding. f—

e executives took with them the only existing X-wing
pratobypes and left behind destroyed offices and production
facilities, This incident sparked a long-standing feud
between Imperial Intelligence and the Imperial Security
Bureau, cach blaming the ather for the failure to secure the
X-wing technology for the Empire.

To compound matters, the Incom staff eventually did join
the Rehellion. They helped establish secret manufacturing
plants and started producing small runs of X-wing fighters to
augment the Alliance fleet of outdated military and con
verted civilian craft with cutting-edge military technology.
Desperate for any kind of edge against the Empire's superior
numbers, the Rebels were averjoyed,

Although the Alliance military only had a few squadrons
of X-wings at its disposal, its tacticians deployed them with
such great skill that the Empire believed a massive shipyard
was producing them, In fact, as the Rebellion expanded,
the X-wing's reputation as a starfighter grew to mythic
proportions amang Imperial commanders, who urged a
complete averhaul of both fleet and fighter tactics in light
of this new opponent. e




(%)

o

L

A7)

A0 HILAWHD

AN

e

The Kilian Rangers
Far less widespread than the ledi, the
Kilian Rangers are a tradition of Force
adepts from the isolated system of
Kilia. This system is not an any major
trade route, and no one visits it on a
regular basis. In fact, the star system
doesn't appear on most astrogation
charts; it's in a portion of space
labeled as Unknown Regions in most
astrogation computers. Kilia [V, the
only habitable planet in the system,
is a harsh world of mountains and
rocky badlands. The Kilians, Humans
who came to the system long ago,
have no starship technology. They
have settled a lush valley between
twao mountain ranges, where they
have built a central town with outly-
ing farms that surround a series of
keeps and castles. Most of the Kilians
lead simple lives as farmers and
herders, using technology no more
advanced than iron tools and oil
lanterns. Only members of the noble
houses have access to higher tech-
nology, and even they lack speeders,
starships, and vibro weapons.
Descendants of a lost colony that left
the Core Worlds during one of the
earlier expansion periods, the Kilians
have had almost no contact with the
Republic or the Empire in over a
thousand years.

The noble houses control the
planet, serving as feudal lords over
the farmers and herders. A small
band of elite warriors, the Kilian
Rangers, defends the noble houses
and protects the common people.
Force-users raised in a tradition
different from that of the Jedi, the
Rangers are Force adepts of vary-
ing ability

Potential Rangers identified as
Force-sensitive by the Kilian Lords
around the time of puberty
undergo training as Kilian Squires.
Each Lord selects and trains one
Squire, starting the Squire as a 1st-
level Force adept (regardless of
whether the character has another
class). When the character reaches
7th level as a Force adept, he or
she becomes a Kilian Ranger. Upon
reaching 13th level, the Ranger

becomes a Kilian Lord.

The Kilian Rangers defend their
people from predators, outlaws,
and offwarld slavers and smugglers
who sometimes find their way to
this uncharted world, The Rangers
also protect the noble houses and
their charges from the Renegades,
outlaws |ed by nobles trained as
Rangers who have turned to the
dark side of the Force and were
cast out from the Kilian commu-
nity. The Renegades live in the
badlands beyond the lush valley,
though they often make raids on
the outlying farms or ambush tray-
elers moving from one keep to
another.

There are no more than five
Kilian Rangers at any time, with
perhaps one Lord, two Rangers, and
two Squires making up the entire
group, There are two Dark Rangers
leading the Renegades, a Lord and
a Ranger.

Kilian Charactars

A Kilian character follows all the
normal rules for Humans. A charac-
ter from Kilia may not take
Astrogate, Computer Use, Pilot, or
Repair as starting skills, regardless of
what class the character belongs to.
Acceptable classes for Kilian charac-
ters are commaoner, diplomat,
expert, and thug for nonhero charac-
ters. For hero or hero-equivalent
characters, most Kilians fall under
the fringer, noble, or Force adept
class. A Kilian Ranger must select
the Force adept class, and must use
select the Exotic Weapon Proficiency
{siang lance) feat.

Kilian Ranger characters also
have access to a number of feats
regarding the use of shield
gauntlets. These feats are function-
ally identical with certain ledi feats
used with lightsabers except that
the feats only work with shield
gauntlets (see below). When using
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these feats, the minimum Jedi level
prerequisite becomes a minimum
Force adept level prerequisite.

Kilian Ranger Feats

Kilian Ranger Same as Jedi

Feat Feat®

Shield Gauntlet  Lightsaber Defense
Defense

Ranger Defense  Knight Defense
Lord Defense Master Defense
Deflect Blasters  Deflect Blasters

*Except the feal requires o shield gountiet insfeed
of a hightsaber

Kilian Devices

The few technological devices still
used on Kilia are remnants of the
original colony and are usually in
the possession of a member of 2
noble house, a Kilian Ranger, or
Renegades (who have managed to
steal some of these carefully
guarded items for their own use).
The Kilians have made modifica-
tions that allow them to keep these
items powered and in working
condition, and they take great care
to keep the jury-rigged systems
from crashing. They do not possess
the capability to craft new techno-
logical items to replace any item
that is lost or destroyed.

Marker Ring

Every member of a Kilian noble
house wears a marker ring. These
rings bear the heraldry of a particular
house, as well as a tiny transmitter
and receiver. When two marker rings
from the same house come in close
proximity, the transmitters recognize
each other and cause the rings to
glow. A noble house member who
belongs to the Kilian Rangers has his
rank etched into the band as well. A
bronze chevron emblazoned on a
ring identifies a Squire. A silver
chevron marks a Ranger. Kilian Lords
wear rings emblazoned with gold
chevrons, Many Kilian Rangers turn
their marker rings into Force talis-
mans when they attain 8th level as a
Farce adept

aiang Lance

A siang lance serves as a Kilian
Ranger's badge of office, a symbaol
af cherished paths to protect the
people and defend justice and
chivalry. The lance combines an
ancient sport blaster rifle with a
long bayonet built into the stock.
The bayonet deals 1d8 damage
when used as a melee weapon.
Kilian Rangers use these weapons
one-handed both in melee and
ranged combat. Once a Ranger
attains 5th level as a Force adept,
he usually empowers his siang
lance with the Force when using it
in melee, Those not of a noble
house (including Renegades) are
forbidden from using siang lances.
The community has anly a handful
af these weapaons, perhaps half 2
dozen or so, for use by the active
Rangers.

Shield Gauntlets

A shield gauntlet serves as the defen-
sive counterpart of a Ranger's siang
lance, The gauntlet represents the
Ranger's commitment to himself and
his family rather than his people
Kilian Rangers inherit their shield
gauntlets or are given them by the
Kilian Lords. Unlike with siang lances,
a Dark Ranger happily uses a shield
gauntlet if he can steal or otherwise
acquire ane,

A shield gauntlet creates a force
field that provides a small amount aof
cover to the wearer, Carrying an
active shield gauntlet grants a +1
bonus to Defense. However, the real
benefit of a shield gauntlet becomes
far more obvious in the hands of a
Kilian Ranger trained in its use, A
wielder who has mastered the
shield gauntlet can parry melee
weapons or deflect blaster fire with
ease. It is important to note that
using a shield gauntlet requires the
same level of concentration and
maneuvering that using a lightsaber
does, and it is not possible for a
character to wield both types of
devices simultaneously.

Using Kilia in Your
Campaign

There's no way for the Kilians to get
ta your heroes, so if you want to use
this archaic world in your campaign,
your heroes need to go there. There
are a few ways to introduce Kilia
into the campaign. A few sugges-
tions follow:

@ The heroes hear about the world
of Kilia from smugglers or pirates,
or even from an explorer or
scout, One of these outlaw types
might have a stolen shield gaunt-
let in his possession to further
entice the heroes to investigate
this mythical planet in the
Unknown Regions. If a Force-
sansitive hero seeking to learn
maore about the Jedi hears about
the Force-using Rangers, he or
she will probably want to find out
the truth about Kilia,

@ The heroes discover Kilia while
helping the Alliance find a new
location for their base. (This would
accur after the Battle of Yavin,)

@ During any adventure in which
the heroes’ ship suffers damage,
the ship falls out of hyperspace
in the Kilia system, It takes the
heroes a while to figure out
where they are, since Kilia isn't
on their star charts, Kilia IV offers
the best chance for setting down
and making repairs, even though
the world has a prehyperspace
civilization,

@ A distant relative contacts one of
the heroes and claims she is the
descendant of a noble house of
Kilia. She must return to Kilia to
claim her heritage,

@ During a raid on an Impenial
prison, the heroes find an old man
with mysterious powers whao
claims to be the lord of a lost
planet’s nability, Although nearly
mad, the Kilian Lord still has
enough power to impress the
heroes into beginning a search far
his homewarld, The old man insists
an traveling with the heroes, refer-
ring to them as his “retainers.”
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Once the heroes arrive on Kilia, by
whichever method you choose to get
them there, the planet can serve as a
place to have some change-of-pace
adventures. Kilia, because of its loca-
tion and society, has no interest in
the ongoing Galactic Civil War,
Therefore, the adventures that occur
here don't have to invalve the
Empire {although some of them
could). If the heroes can make
friends with the Kilians, they can use
the hidden planet as a safe world.
They can recruit the Kilian Rangers to
help battle the injustices of the
Empire. They can even forget about
the war for a time and simply use the
place as a vacation spot of sorts, or
try to learn some Force skills from
the Rangers.

Kilian Adventuras
There aré nUMErous ways a
Gamemaster can use Kilia and its
inhabitants in a campaign. A few
adventure ideas follow.

Just Visiting

The heraes suffer a serious malfunc-
tion during a hyperspace jump and
drop into realspace in the Kilia system.
Their ship requires major repairs, forc-
ing the heroes to land on the one
habitable planet in the system to
accomplish the work.

On the planet, the first people
the heroes encounter are peasants.
The farmers and herders consider
the heroes to be strangers and
heretics fram beyond the known
land. At first, the peasants might
attack the heroes out of fear and
ignorance, at least until the heroes
demonstrate superior firepower and
drive them off.

This leads to a meeting with the
Kilian Rangers. A Ranger and his
Squire approach the heroes to
discover if they pose a threat to the
people. Depending on the actions of
the heroes and the patience of the
Rangers this could lead to a battle.
Eventually the heroes convince the
Rangers, of their peaceful intentions
or the entire Kilian society (with the
exception of the Renegades) turns

against them.

If the heroes do manage to make
friends with the Rangers or a noble
family, they receive whatever
nontechnological supplies they
need. If they perform a service for
the Rangers of a noble family, they
might receive same of the treasured
components that have survived
since the crash of the ariginal colony
ship many centuries ago. These
components can help speed up the
repair process.

House vs. House

House Fardor has been locked in a
struggle with House Wallon for as
long as mast Kilians can remember
This struggle has been mostly
economic and political in nature,
but has recently turned violent. The
Rangers have done their best to
keep the vialence from escalating,
at least to this point. Now House
Fardor has approached the visiting
heroes and asked far their help in
their quest to crush House Wallon,
Whether ar not the heroes are inter-
ested in getting invalved in a Kilian
war, the Kilian Rangers are definitely
interested in keeping the heroes out
of it. Both hauses lay claim to a
tract of rich farmland between their
estates, and both want to expand
their operations into the region.
When Lord Fardor allowed a dozen
of his serf families to begin working
the land, Lard Wallon ordered his
traops to drive them off. Eight of
Fardor's serfs were killed in the
exchange. Now Fardor wants
revenge for this insult, and hopes
that the heroes will agree to be the
deliverers of his rage

The heroes might agree to back
Lord Fardor completely. This puts
them in conflict with Wallon's house
troops (2nd-level thugs with
nonpawered melee weapons) and
with the Kilian Rangers.

Lord Wallon might make the
heroes a counteroffer and try to hire
them away from Fardor. If the heroes
wind up meeting with representa-
tives from both houses (or even the
two house leaders themselves), they

should come away with the impres-
sion that neither of these groups
deserves their help, They are petty,
hateful groups that are mare inter-
ested in their awn pride and stand-
ing than in the welfare of the serfs
pledged to their land.

Perhaps the best option for the
heroes (other than simply walking
away) is to work with the Kilian
Rangers to find a way to settle the
dispute before a house war breaks
out. Doing this involves diplomatic
and fact-finding technigues, and may
{if the effort fails) wind up turning
bath houses against the heroes.

Renegades

While making repairs to their ship
and visiting with the Kilians, the
heroes witness the arrival of a myste-
rious wagon in the town square. The
wagon bears the heraldry of House
Tione, though there is no immediate
sign of the driver or anyone else. A
beast of burden pulls the wagon,
taking slow, deliberate steps as it
strides into the square. A Kilian
Ranger runs over to investigate, indi-
cating that the heroes should
approach too. The Ranger leans close
and whispers, "We've been expecting
this wagon train for two days, There
should be five wagons in all, as well
as outriders. | have a bad feeling
about this.”

The wagon displays signs of
violence. A tarn cover, arrows imbed-
ded in the side planking, and large
gouges in the rear panel, as though
made with a heavy object, decorate
the damaged wagon, On the floor of
the driver's bench, they find the
driver, He has been badly wounded;
an arrow juts from his chest. “Lord
Tianc's daughter,” the driver
manages to say when he sees the
Ranger. “Renegades.” With that, the
driver slips into unconsciousness.

The Ranger turns to the heroes,
“The Renegades are outlaws and
outcasts who prey upon our
peaple,” he explains, “If they have
stalen the other wagons and
kidnapped Lord Tionc's daughter,
then | must deal with this." He waits
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to see if the heroes will offer to
help him in this quest. If the heroes
don't immediately jump to assist
him, he turns to one of the heroes
{a Force-sensitive ane, if there is
one such) and says, “Will you help
me bring justice to this man and to
House Tionc?”

If the heroes agree, the Ranger
and the two house troops join them
for a trip into the badlands to
search for the Renegades and Lord
Tione's daughter. In the badlands,
the heroes might encounter a fierce
predator. They undoubtedly stumble
into an ambush set by the
Renegades. Eventually, they discover
that one of the Dark Rangers holds
Tionc's daughter, The young
woman, heir to the house throne,
might bring a ransom to the Rene-
gades or some other consideration
from Lord Tionc, Or, if you want to
try something with a twist, the
yaung woman could be in love with
the Dark Ranger and is actually
helping him and the Renegades rob
House Tianc.

In the end, the heroes must face
the Dark Ranger and his band of
Renegades. The battle should prove
difficult, but in no way should the
heroes think they're taking on all of
the Renegades. This band is only a
small subset of the full Renegade
contingent,

The Empire and the Renegades

While finishing up their visit to Kilia,
the heroes learn that another visitar
artived on the planet shortly befare
they did. He wore a black flight suit
and helmet, and crash-landed in the
badlands in a fiery ball. It sounds like
the description of a TIE fighter and
its pilot to the heroes. The TIE pilot
was testing an experimental one-
shot hyperdrive for the Empire, Like
all the other experiments, this one
failed. The idea was to equip a flight
of TIE fighters with small hyperdrives
that would provide a single jump to
lightspeed before the device burned
out. It was hoped that these devices
could be used to make surprise
attacks on Rebel locations without

bringing their more easily spotted
capital ships too close, This test, like
the athers, resulted in the TIE fighter
emerging from hyperspace prema-
turely, far from its intended target,
out of contral, and unable to
compensate for the sudden return to
realspace. Only the pilot's skill
enabled him to land the craft in such
a way that he survived,

The heroes have no idea how a
TIE fighter could have reached Kilia.
It had to be part of a larger convay.
They might decide that an Imperial
attack is imminent, While they try to
convince the Kilians to prepare to
be invaded, they should plan to find
the Imperial pilot and question him
about the situation, Of course, this
means the heroes must enter the
badlands, locate the Renegades,
and perhaps fight their way to the
pilot's side,

In the end, there is no invasion,
However, if the pilot can get his
comm unit repaired, he can make
the call that will bring the Empire to
Kilia. There might not be an invasion
happening yet, but if the heroes
don't find and stop the TIE pilot,
then a visit from the Empire will
be inevitable,

Vareen Kol, Kilian Ranger: Male
Human Maoble 1/Force Adept 7; Init
+1; Defense 18 (+7 class, +1 Dex);
Spd 10m; VB/WP 41/12; Atk +6
melee (1d8+1, siang lance) or +6
ranged (3d86, siang lance); 5Q
Bonus class skill (Search), Force
weapon +1d4, comprehend speech;
SV Fort +5, Ref +6, Will +6; 5Z M;
FP 3; DSP 2; Rep 7; 5tr 13, Dex 12,
Con 12, Int 13, Wis 10, Cha 12
Challenge Code: D,

Equipment: Siang lance, marker
ring, shield gauntlet (+1 to Defense
when activated).

Skills: Craft (leatherworking) +6,
Diplomacy +5, Knowledge (Kilian
Rangers) +7, Knowledge (Kilia) +9,
Read,/Write Basic, Ride +5, Search +6,
Sense Motive +7, Speak Basic, Spot
+4, Survival +6.

Force Skills: Affect Mind +5,
Battlemind +7, Empathy +4, Enhance

Ability +5, Enhance Senses +4, Force
Push +5, Heal Another +4, Heal Self
+3, See Force +4.

Feats: Exotic Weapon Proficiency
(siang lance), Force-Sensitive,
Weapon Group Proficiencies
(blaster pistols, blaster rifles,
simple weapons).

Force Feats: Alter, Control, Sense,
Shield Gauntlet Defense.

Zandarun Toril, Dark Ranger: Male
Human Force Adept 8; Init +1;
Defense 17 (+6 class, +1 Dex); Spd
10m; VP/WP 44/12; Atk +9/+4
melee {1d8+2, longsword) or +7/+2
ranged (1d6, bow and arrow); 5Q
Force weapon +1d4, comprehend
speech, Force talisman +2; 5V Fort
+5, Ref +3, Will +7; 5Z M; FP 4, DSP
14; Rep 7; Str 14, Dex 12, Con 13,
Int 10, Wis 12, Cha 14, Challenge
Code: D,

Equipment: Marker ring, shield
gauntlet (+1 to Defense when acti-
vated), longsword, bow, guiver of
Arrows.

Skills: Climb +&, Hide +7,
Knowledge (Kilia) +5, Listen +4,
Read/Write Basic, Speak Basic, Spot
+6, Survival +&.

Force Skills: Affect Mind +8,
Battlemind +5, Enhance Ability +6,
Fear +10, Force Grip +8B, Force
Stealth +6, Move Object +5, See
Force +5.

Feats: Exotic Force Sensitive, Heroic
Surge, Weapon Focus (longsword),
Weapon Croup Proficiencies (blaster
pistols, simple weapons).

Force Feats: Alter, Control, Sense,
Shield Gauntlet Defense, t=
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' Best of the Academy: TIE Fighter Pilots

For untold millions af beings, the Academy was the gateway Feats: Armar Proficiencies (light, medium], Heroic Surge, The Alliar

to the stars. By training for service, the young males and Improved Initiative, Skill Emphasis (Pilet), Weapon Group sources

fermales of the Republic acquired the skills demanded by the Proficiencies (blaster pistols, blaster rifles, heawy weapons, from all &

galactic civilization to help keep the peace and secure the simple weapons, vibro weapons), e ideal sy

union of star systems, perfect s)
With the increased emphasis on military might under the battling :
New Order, the Imperial Military Academy was even hungrier sense of

for recruits—at least as '|||'|:| as those recruits were Human ar Some

near-Human. Few non-Humans were admitted into the and danc
Academy during the reign of the Empire. lives shal
The hest and brightest Acadeny pilats, after their basic freighter
fraining was complete, were given the oppartunity to join unfair In
the true elite of the Empire's military—the TIE fighter pilot who deft
comps. TIE pilot candidates could not exceed certain height atracitie:
and weight limits, had to display exceptional hand-eye coor- came ou

dination, and had to possess a natural talent for hghter known i

controls
While
technaol

tactics. The best of these elite pilots would be trained in the

standard TIE fighter, while those who were slightly less capa

ble would be put in the cockpits of TIE bombers, Regard
of the specific maodel of TIE the pilot was slated to occupy,
he would need superior reflexes (o effectively handle the
speed at which a TIE fighter had to fly. Speed was the TIE's
greatest offensive and defensive value, 1ts speed allowed i1 to
close rapidly on enemies while making it difficult for them to
acouire target locks,

The training of a TIE pilat took nearly twice as long as
that of ather Imperal pilots, and there were plenty of appor-
tunities to wash out of the program. Failed TIE pilots would
be assigned 1o key functions in the military: for example,
maost gunnery chiefs on the Death Star were washouts from
the TIE training program.

In addition to such notable TIE fighter aces as Baron
Soantir Fel, a large cantingent of TIE pilots were trained in
seclusion and their identities were kept carefully guarded-
not unlike the training program undertaken by storm-
troopers. Why the Empire kept a significant portion of its
military forces secluded and isalated remains a mystery.
But the secretive and elite TIE pilots, like their counter
parts in the stormtrooper legions, were fiercely loyal to the
Emperor and extremely proud and arogant about their

position and status,

Typical TIE Fighter Pilot: Male Human Soldier 2; Init +6;
Defense 16 [+4 armor, «2 Dex); Spd 10m; VEIWE 15/10; Atk

+2 melee [1d3, punch) or +4 ranged (3d6, blaster pistol); 50Q

Immune to bribes, blackmail, seduction, and routing: 3V F
+3, Ref +2, Will =1; SZ M; FP 0; DSP 2; Rep 4; Str 10, Dex
14, Con 10, Int 12, Wis B, Cha 10. Challenge Code: B.

Equipment: Blaster pistol, navcomputer helmet link
with internal comlink, high-gravity stress fight suit with
life-support equipment, TIE fighter, survival gear, emer-
gency rations,

Skills:
Read /Write Basic, Repair +5, Search +3, Speak Basic,

Spot +2.

Astrogate +6, Computer Use +6, Filot <10,
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Defenders of the Alliance: X-wing Pilots 1

The Alliance, unlike the Empire, gets its pilats from many
spurces—some humble, some grand, X-wing pilots come
from all walks of life. So, while the TIE fighter pilot was an
ideal symbol of the New Order, the X-wing pilot was a
perfect symbal of the Alliance: a dedicated freedom fighter
battling against overwhelming odds with only his skill and
semse of purpoese to aid him,

Some Rebel pilots were voung bush pilots who loved speed

and danger. Some were laborers who had seen their peaceful
lives shattered by Imperial abuses, while others were farmer
freighter pilots who had been forced out of business by
unfair Imperial taxation, Some were Academy-trained pilots
who defected 1o the Alliance when confronted with Imperial
atrocities. Still others were grizzled Clone Wars veterans who
came out of retirement to help restore the freedom they had
known in their youth, The beings wha sat behind the
controls of the X-wing were as diverse as the Alliance itself,
While the X-wing represented the pinnacle of starfighter
technology when it was introduced, it was a craft that was

& INVOLVING THE HERDES IN A FIGHTER SDUADRON €

A good way to focus a campaign around a starfighter squadron
it 1o have the herges work for an independent starport, a place
established a decade ar two earlier by a non-Human entrepre-
neur, This GM character should be likable and friendly. De-
pending on the mix of the party, the heroes are either the pilots
of the starport’s cadre of 7-95s (the forerunner of the X-wing), or
they are the ground crew that takes care of keeping the starfight-
ers running, When a newly appointed governor takes over the
operation of the starport in the name of the Empire, the alien
awner is forced to either flee the planet or be jailed on trumped-
up charges of anti-imperial actiity. He asks the heroes to help
him and his farily escape—he intends to seek out other relatives
whao can help them hide until things cool down a bit. He knows
his relatives will extend hospitality to the heroes as well.

If the heroes have been working in the port on the
ground, he asks them to help crew his family freighter
{represented by the statistics of the Midnight Star from
earlier in this book). If they are starfighter pilots, he asks
them to use the Z-95s to protect his freighter from Imperial
starfighter patrols if the escape attempt is detected. In any
event, he intends to make sure that neither the freighter nor
the starfighters fall into Imperial hands. “They can afford
their own blasted ships!" he rumbles,

The starfighter combat plays out as detailed in the Escape
from Alderaan scenario, with the hyperdrive of the freighter
maliunctioning as described in the adventure outline if the
heroes are onboard the ship.

Once the heroes and their friend have safely escaped, it
becomes clear that their employer's relatives are part of the
Rebel Alliance. They are given the opportunity to join a Rebel X-
wing squadron. e}

easily mastered by mast beings who had piloted atmosphere-
only craft, such as landspeeders and skyhoppers, The contrals
of the X-wing were built to resemble civilian vehicles, and
the wide arc of fire of its laser cannons—mounted on the tips
of the fighter's S-foils—made it more forgiving than many
ather fighter madels.

Despite their varied backgrounds, all X-wing pilots were
united in their devotion to the Rebel Alliance and to their
love of the X-wing. Like the Imperial TIE fighter pilots, they
loved the starfighters they flew. In addition, a love of free-
dam forged the widely diverse beings that made up the X-
wing starfighter squadrons into more than just Nighting
farces, In many cases, they became comrades whao were able
to operate campletely self-sufficiently for weeks at a time
when the need arose,

Typical X-Wing Fighter Pilot: Male Human Fringer 2: Init
+3: Defense 17 [+4 armar, +3 Dex); Spd 10m; VPWP 120107
Atk +1 melee [1d3, punch] ar +4 ranged (3d6, blaster pistol):
S0 Barter; SV Forl +3, Ref +5 Will =1; SZM; FF 1: DSF 05
Rep 0; Str 10, Dex 16, Con 10, Int 12, Wis 8, Cha 10.
Challenge Code: A,

Equipment: Blaster pistol, flight suit, X-wing starfighter,
survival gear, emergency rations.

Skills: Astragate +4, Craft [varies) +5, Knowledge (home
planet] +5, Listen +4, Filot +12, Prafession [varies) +3,
Read/Write Basic, Speak Basic, Spot +5, Survival +5.

Feats: Endurance, Heroic Surge, Skill Emphasis [Pilot],
Weapon Group Proficiencies [blaster pistols, simple
weapans|, ted
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a1 The Battle of Yavin

The Battle of Yavin, the first major engagement of the
Galactic Civil War, was also the first significant tactical
victory for the Rebel Alliance, In the shadow of the gas giant
Yavin, near the planet’s fourth moon, the Death Star hoped
to crush the Rebellion with one swift strike. On the jungle
maoon, the Alllance had established its primary base. Luke
Skywalker, Han Solo, and Princess Leia Organa, through a
series of adventures and daring escapes, managed to deliver
the top-secret technical readouts for the Death Star to the
Alliance base. Unfortunately, the Death Star was close behind
them, following a tracking device hidden inside Solo’s ship,
the Millennium Falcon.

Rebel technicians and tacticians quickly studied the data
and devised a battle plan. The readouts indicated that the
Death Star had a weakness, A moderately protected ventila-
tion shaft provided access to the vulnerable reactor core, A
proton torpedo dropped into the shaft at the precise angle of
entry could reach the reactor and ignite the chain reaction
needed to destroy the battle station. 1t was a long shot, but
it was the anly shot the Alliance had.,

The Death Star emerged from hyperspace on the far side
of the gas giant, 1t immediately entered orbit, waiting to
clear the planet so that it could target the fourth moon with
its planet-busting superlaser. Meanwhile, the Alllance hurled
every spacewarthy starfighter it had at the battle station, The
plan required starfighters to navigate the trenches along the
surface of the Death Star while avoiding enemy fghters and
laser towers, target the womp rat-sized exbaust port, and
score @ direct hit with a proton torpedo. Anything less would
result in a barely noticeable explosion along the surface of
the moon-sized battle station,

The Alliance suffered massive losses in the battle, and all
looked lost as the Death Star began to rise in the sky over
Yavin 4, One chance remained, however. One last group of
starfighters, led by former moisture Tarmer Luke Skywalker,
entered the Death Star trench and raced toward the ventila-
tion shaft. With Darth Vader right behind him in a prototype
TIE fighter, Skywalker turned off his targeting computer and
trusted in the Force, Before Vader could target Skywalker's

X-wing with a killing shot, Millennium Falcon surprised the
Dark Lord and knocked his TIE inta an uncontrolled spin,
Now clear of attack, Skywalker fired the shot that was heard
arcund the galaxy. Even as it prepared to fire its final shot at
Yavin 4, the Death Star, along with many of the Empire’s
most talented officers, exploded inte fiery shards,

This victory gave the Alliance the promaotion it needed,
and suddenly beings from all over the galaxy were joining
the cause of freedom. Luke Skywalker and his companions
were hailed as the Heroes of Yavin, and for a short time
everything was looking up for the Rebel Alliance, t4

& LUKE SKYWALKER'S LEGACY &

In the months after the destruction of the Death Star, the Rebel
Alliance treated Luke Skywalker and Wedge Antilles, two sur-
vivors of the Battle of Yavin, as heroes. They used this celebrity
to jointly promote an agenda that involved searching Alliance
ranks for the very best pilots, They placed these pilots into small,
highly mobile, semi-independent elite fighter and intelligence
units that could stealth their way past Imperial securily nets,
which remained geared toward large-scale assaults, The X-wing
fighters were the heart of this plan, taking advantage of the X-
wing's hyperspace capabilities by having them either deploy
from tiny advanced fighter bases or travel with a "mobile base”
in the form of a small space ransport.

The maost famous of these units was Rogue Squadron, led at
one time or another by Luke Skywalker or Wedge Antilles,
Rogue Squadron serves as an excellent framework to place a
group of heroes in, The heroes can becomse the nucleus of their
own squadron, each assuming a vital role in its success, Those
with mechanical aptitude work on board the transport thal
serves as the mobile headquarters Tor the sguadron, scoundrels
and nobles can handle procurement and inteligence gathering,
while everyone has enough piloting skill to fly into combat
when needed. o}
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The Battla of
Aamrgonar

Around the same time as the Battle
of Yavin, the Empire strikes at the
Rebel base in the Aargonar system
as well. Three Star Destroyers carry-
ing a great number of TIE fighters
appear at the edge of the system
and slip into a trajectory that will
take them to the moon. Base
personnel spot the intruders befare
they reach orbit, and the base goes
on alert. Base personnel start load-

ing transports and any other space-
waorthy vesseals,

The heroes can get invalved in the
defense of the Rebel base in one of
three ways. The method you decide
upon depends on the type of adven-
tures your players enjoy.

Starfighter Battle
The heroes can take to their ship ar
split up into starfighters to help hold
off the Imperial TIE fighters until the
Rebel transports can escape. This base

has both X-wings and Y-wings for the
heraes to pilot, if any or all of them
want to go that route, The object is to
keep the TIE fighters busy so that they
can't engage the Rebel transports.

Protect the Base

If the heroes don't want to take to the
nearby space lanes, they can help
defend the base from Imperial troops.
While the TIE fighters and Star
Destroyers attempt to shoot down
Rebel spacecraft, landing barges carry

storm
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Never was the Alliance propaganda network more effective
than in the weeks following the destruction of the Death
Star. Even the most remate settlements heard about the
destruction of the Empire’s “undefeatable” battle station, as
well as the atrocity represented by Alderaan’s destructian.

The result was an explosion of armed resistance across the
galaxy, Worlds that ance had merely simmered with resent-
ment toward Imperial oppression exploded into open resist-
ance. Some rebelled successfully; others did not. Three star
systems that represent typical scenarios for what happened
across the Empire as word of the Battle of Yavin spread are
Mon Calamari, Fondor, and Dentaal.

From Coruscant to the smallest colony in the galaxy,
beings were choosing sides. 1t was no longer possible 1o
ignore the fact that a war for the future of the galactic civi-
lization was under way,

Man Calamari

Mon Calamari, an ocean world that had suffered under the
yoke of the New Order from the earliest days of Imperial
power, managed to drive the Imperial garrison from its world.
Amphibious starships that had been constructed at secret sites
deep in the waorld's oceans emerged to drive Tmperial vessels
from the star system. Many of these vessels joined the grow-
ing Rebel fleet, while others remained in the Mon Calamari
system, where they successfully defended it against Imperial
counterstrikes throughout most of the Rebellion era,

Fondar

At the starship yards of Fondor and on the inhabited
colonies in the system, work slowdowns and sabotage
reached critical levels. Fearing punishment from the Emperor
if the first of the Super Star Destroyers was not finished
according to schedule, the governor of the system loosened
some of the security restrictions on workers and became
mare generous with benefits extended to non-Human waork-
ers, While the population was pacified, the lighter security
permitted Rebel spies and traitors in the Imperial officer
corps to carry on their own acts of sabotage,

The Rebel Storm

Dentaal

On the Core world of Dentaal, the population, which had
been in unrest for years, violently expelled its Imperial
governor and seized contral of all Imperial ground instal-
lations, The Empire made no official comment an this
maove, but soon a mysterious outhreak of the dreaded
Candorian plague struck the world’s populace, Within
little more than two standard weeks, Dentaal was a lifeless
wasteland, Survivors on other planetary bodies in the star
system knew the outbreak had not been an accident, so
they welcomed their governar and his troops back with no
further protests. k4

W AFTERMATH &

Following the destruction of the first Death Star, the Rebellion
gains support while the Empire reels. imperial moffs and gover-
nors react with panic when their populations threaten revalt,
while military officers see the dark heart of the Empire’s philoso-
phies laid bare for the first time. Some officers, such as the
leader of the Storm Commandos, Crix Madine, defect to the
Rebellion. Others, such as Admaral Griff of the Fondor shipyards,
see the chaos as a chance to gain stature within the Empire’s
power structure.

Heroes who start out on the side of the Empire should be
confronted with their own tests of conscience and faith at this
point in the Galactic Civil War. GMs should present the first of
several opportunities for heroes to change sides, Perhaps the
heroes look the other way as Rebel agents escape with a
halorecording of an Imperial massacre. If the heroes choose ta
remain loyal to the Empire even in the face of atrocities, then,
some day, they may have to pay for such a decision. (OF course,
a hero may remain loyal to the Empire in the hopes of changing
it from within, Such an individual soon finds herself hounded by
15B officers questioning her devotion to the New Crder.) o4

the

Iy

starmtroopers to the surface, The
stormtroopers have been charged with
invading the base and capturing as
many Rebel leaders as possible. The
heroes have the task of delaying the
stormtroopers long enough for the
Alliance leaders to escape.

Gat Away

Another possible mission to give the
heroes invalves charging them with
getting as many of the important
Alliance leaders as possible into their

ship and away from the system. These
leaders include Cala Worner, Com-
mander Hamelin, and Dr. Dunrik, as
well as any other important officials
you have at the base in your cam-
paign. To escape, the heroes must
navigate through the swarm of TIE
fighters, possibly battling a few of
them as they work to gain distance
and speed. They also have to avoid
the nearby Star Destroyers. If the
heroes can avoid or outmaneuver the
TIE fighters while not getting captured

or blawn out of space by the Star
Destroyers, they can make the jump
ta lightspeed and get their passengers
to safety,

Aftermath

Whatever happens, thanks to the efforts
of the heroes, at least some of the
Alliance personnel on Aargonar 3
escape to fight another day, This base
must be abandoned, but the Rebels will
rendezvous with other cells. The Galactic
Civil War has only just begun. e
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i1l The Heroes of Yavin

Although they accomplished much in the course of their
gfforts on behalf of the Alliance, throughout the Galactic
Civil War they were known as “the Heroes of Yavin,” This
group of unlikely comrades came together on Tatooine, join-
ing forces to first save a princess and then a galaxy. The
focal point of these friends and teammates was Luke
Skywalker. A younog moisture Farmer with dreams of adven-
ture dancing in his head, he was an accomplished airspeeder
pilot when he took the controls of an Alliance X-wing
starfighter and raced to destroy the Death Star battle station
high abave Yavin 4. Humble and unassuming, Skywalker's
fame nevertheless spread throughout the ranks of the
Rebellion, He destroyed the Death Star. He took it out with
one shot, and he didn’t even use his targeting computer! "He
safd it was just like bull's-eyeing womp rats back in Beggar's
Canyon,” explained Wedge Antilles to anyone who would
listen. Then, when word began to leak out that Skywalker
carried a lightsaber and had demonstrated remarkable Force
abilities, Luke's legend grew even maore. He became one of
the shining examples of a true Rebel hera,

Skywalker met Han Sola and Chewbacea the Wookiee in a
canting in Maos Eisley spaceport. A smuggler and ex-lmperial
officer, Han Solo had a reputation for trouble=both getting into
it and finding a way out of it, no matter what the adds, His
partner, Chewbacea, was a free Wookiee whom Solo had
rescued a few years carlier, Chewbacea pledged a life debit to
Solo for the great service the Human had performed, but it
wasn't long before the two became genuine friends. This
unlikely pair of reluctant Rebels had a ship that Skywalker and
Ben Kenobi needed to get off Tatovine, Solo and his Wookiee
partner started out looking to carm enough credits to pay off a
deht to Jabba the Hutt, but soon became embroiled in the early
stages of the Galactic Civil War, For most of the Rebellion era,
Solo made a big deal about being in it just for the money,
Indeed, he seemed to help rescue Princess Leia from the prison
levels of the Death Star mosthy because Skywalker promised him
a huge reward (using Lefa's wealth as a bargaining chip). When
the reward was paid, Solo attempted (o escape from Yavin as
quickly as possible—even though Chewbacca and Luke had
urged him to stick around and lend a hand, Though it took him
a while to make a decision, in the end Solo intervened in time
ta foree Darth Vader's TIE fighter to break off its attack on
Luke's X-wing, granting young Skywalker the breathing room
needed to fire the proton torpedo that destroyed the Death Star
battle station,

Princess Leia Organa of Alderaan, senator and Rebel
leader, acquired the plans for the Death Star. Before she
could deliver those plans to the Rebel Alliance, an Imperial
Star Destroyer under the command of Lord Darth Vader
intercepted her ship near the desert planet of Tatooine. Leia
placed the technical readouts into her astromech droid, R2-
02, and ordered the droid to take the plans to Obi-Wan
Kenobi, Artoo complied, using an escape pod to travel from
the captured vessel to the planet’s surface below. While the
droid sought out Kenobi and helped bring Luke Skywalker

and the others together, Leia was imprisoned aboard the
Death Star. She endured endless sessions of questioning,
refusing Lo betray the Alliance no matter what the cost,
Grand Moff Tarkin finally convinced her to reveal the loca-
tion of the Rebel base when he threatened Lo destroy her
home planet of Alderaan. Leia offered Tarkin the abandoned
base on Dantooine [though the Imperials didn't know at the
time that it was abandaned]. Satisfied, he gave the order to
destroy Alderaan anyway, demonstrating to the galaxy al
large the true power of the Death Star battle station.

Eventually, Skywalker and Solo boarded the Death Star and
helped Leia escape before her sentence of execution could be
carried out. Though Kenobi sacrificed himself in battle with
Darth Vader, the rest of the group departed the battle
station—with the technical readouts still safely stored within
Arton’s memory banks, Aboard the Millennium Falcon, the
group traveled to Yavin 4 (the actual location of the Rebel
base] and handed over the plans. Leia used all of her charisma
and leadership skills to ralty the Rebel fighter pilats as General
Dodonna led the effort to come up with a plan of attack.

In the end. thanks to the efforts of Luke Skywalker, Leia
Organa, Han Solo, Chewbacca, and the droids R2-02 and C-
§P0, the Death Star was destroyed and the Alliance won ils
first major victory. So began the saga of the Heroes of Yavin,
and a new hope arose in the galaxy.

Leia Organa (as of the end of the Battle of Yavin): Female
Human Moble 3/Soldier 2; Init +1; Defense 15 (+4 class, +1
Dex); Spd 10m; VPIWP 25/13; Atk +4 melee (1d3, punch] o
+5 ranged [3d6, blaster pistol]; S0 Call in a favor %2, inspire
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confidence +1, Foree Point use as though she were three
levels higher, Skywalkers get Force-Sensitive feat for free; SV
Fort +5, Ref +3, Will +5; 52 M; FP 3; DSP 0: Rep 6; 3tr 17,
Dex 13, Con 13, Int 14, Wis 13, Cha 16. Challenge Cade: C,

Equipment: Blaster pistol, comlink, datapad.

Skills: Appraise +6, Astrogate +4, Bluff +6, Computer Use
+7, Diplomacy +11, Gather Information +7, Intimidate +5,
knowledge [Alderaan] +8, Knowledge [Coruscant] +4,
knowledge (politics] +8, Knowledge [Rebellion) +9, Listen
+3, Pilot +5, Read Write Basic, Read/Write Bothan,
ReadWrite Calamari, Repair +3, Sense Motive +5, Speak
Basic, Speak Bothan, Speak Calamari, Treat Injury =3,

Feats: Armar Proficiencies (light, medium], Force-
Sensitive, Herole Surge, Persuasive, Skill Emphasis
[Knowledge [Rebellion]], Weapon Group Prohciencies
[blaster pistols, blaster rifles, heavy weapaons, simple

weapons, vibro weapons),

Han Solo (as of the end of the Battle of Yavin): Male
Human Scoundrel &/Saldier 2: Init +2; Defense 19 [+7 class,
+2 Dex); Spd 10m; VPWP 52(13; Atk +7/+2 melee {1d3+1,
punch) or +8/+3 ranged (3d8, heavy blaster pistol): S0 Wicit
barter, better lucky than good, sneak attack +2d6; 5V Fort
+6, Ref +7, Will +3: SZ M FP 3: DSP 2; Rep 6; 5tr 13, Dex
14, Con 13, Int 13, Wis 12, Cha 15. Challenge Code: D.

Equipment: Heavy blaster pistol, comlink, tools,
Millenmitm Falcon.

Skills: Appraise +6, Astrogate +9, Bluff +9, Demalitions
+5, Diplomacy +7, Gather Information +6, Hide +4,
Intimidate +6, Knowledge [Carellia) +5, Knowledge

K2
N/

(merchants) +9, Knowledge (Imperial Navy) +5, Knowledge
{organized crime) +6, Mave Silently +5, Pilat +15, Profession
[gambler) +10, Read /Write Basic, Read Write Huttese, Repair
+7. Speak Basie, Speak Huttese, Speak Shyriiwook, Spot +4,
Feats: Armor Proficiencies (light, medium), Heroic Surge,
Point Blank Shat. Skill Emphasis (Pilat), Spacer, Starship
Dodge (space transports), Starship Operation (space trans-
parts), Weapon Group Proficiencies [blaster pistols, blaster

rifles, heavy weapons, simple weapons, vibro weapons).

Chewbacea (as of the end of the Battle of Yavin): Male
Waokiee Scout 6; Init +1; Defense 16 (+5 class, +1 Dex); Spd
10m; VPWP 68/20; Atk +9 melee (1d3+5, punch] or +5
ranged [3d8/19-20, bowcaster): 50 Trailblazing, uncanny
dodge, skill mastery [Intimidate), +2 species bonus on Climb,
+4 species bonus on Intimidate, Wookiee rage, extraordinary
recuperation; SV Fort +8, Ref +4, Will +3; 52 M; FP 2; DSP
0: Rep 4; Str 20, Dex 13, Con 20, Int 12, Wis 10, Cha 10,
Challenge Cade: €,

Equipment: Bowcaster, ammo bandolier, comlink,
tool pouch,

Skills: Astrogate +5, Climb +14, Computer Use +6,
Intimidate +8, Jump +6, Knowledge (Kashyyyk) +5,
Knowledge (merchants] +5, Knowledge (organized crime] +5,
Listen +7, Mave Silently +5, Pilot +10, Read Write Basic,
Read/Write Shyrilwook, Repair +8, Speak Basic (understand
onlyl, Speak Huttese (understand only), Speak Shyriiwook,
Survival +4.

Feats: Endurance, Exotic Weapon Proficiency (bowcaster),
Gearhead, Skill Emphasis (Survival], Weapon Group
Praficiencies [blaster pistals, blaster rifles, simple weapons). ted
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i After Yavin

The Rebel victory at Yavin was a tremendous boost to the
Alliance. Maore and mare beings rallied to the cause of free-
dom and joined the Alliance, and the fires of the Rebellior
spread across the galaxy. The Empire wasn't willing to allow

this threat to go unanswered, The Imperial fleel mobilized,

charged with locating the Rebels and their leaders by any
means possible, So began three years of bitter hghting as the

Rebels conducted wave upon wave of hit-and-run attacks

against the Empire, For a while, these quick surgical attacks

had the Empire reeling as it tried to de velop a atedqy ror

dealing with a foe that never stayed in one |.‘|-Ill' OoF more

than a few weeks at a time, Then the Emperor ordered his

troops to ck anyone wha might be aiding the Rebels,
whether the Imperials qur substantial proof or not. Unruly

crowds were obliterated, Spaceports were bombarded from
above, Extreme fear and excessive force became the founda-
tion for Imperial strateqy, and the galaxy shook with war,

The Empire, however, suffered in its own right in the wake

of the destruction of the Death Star. Confusion and upheaval
caused by the loss of so many key military officers led to a
fal hierarchy, Lard Darth Vader

was placed in command of the mightiest task force ever

major shakeup in the Imp

assembled in recarded history, a fleet built around the new
Super-class Star Destrayer Erecutor and charged with hunt-
ing down and exterminating the Rebel Alliance.

Throughout this period, Alliance High Command and the
numerous Rebel bases were constantly moving around the
galaxy, trying to stay one step ahead of the Imperial hunters
trying to track them down. The primary Rebel base, which
had been located an Yavin 4, searched Tar a place to create a

permanent headguarters, During the three years that fol-

lowed the evacuation of Yavin, the Rebels couldn't find a

warld that either suited their needs or could be kl.'|.l| hidden

fram the Empire for more than a few weeks or months at a
time, Alliance leader Mon Mothma hoped to establish a
permanent base, but her intuition and natural caution made
her decide to keep the Alliance moving, “A moving target is
harder to hit.” she often told her confidants, “Let’s keep
maving for a while longer,”

The Alliance needed to keep the pressure on the Empire or
glse risk losing the momentum awarded them by the victory

at Yavin, However, the Rebels also required an enormous

amount af supplies to keep the war effort going—equipment,

medical supplies, food, water, weapons, ammunition, power
supplies, and ships had to be replenished on an increasingly
frequent basis. For every strategic attack the Rebels made,
they had to engage in a half-dozen or more tactical raids
against cargo freighters and Imperial depats to acquire the
supplies necessary to wage war. This led to a series of
Imperial traps set at likely targets that decimated maore than
a few Rebel strike teams.

At the same time, the Empire was not above endangering
its own citizens while on its quest to crush the Rebellion.
Rebel sympathizers and supporters, whether suspected or
condemned by actual proof, were routinely harassed, ques-

tipned, arrested, and even killed to flush out the true agita-

tors. Mare often than not, these tyrannical and barbaric
actions only served to harden the resolve of the Alliance and

add more support to its cause. Meanwhile, planets were

guarantined, whole species and civilizations were enslaved,
and mare and more prominent citizens were placed on the

Empire’s “most wanted™ list.

It was a dark time for the galaxy. Believing in freedom had

hecome a crime, But before this war was fAnished, darker
times were sure to come,
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The victory at Yavin gave the Alliance a new image of
respectability. Perhaps the Rebels did have a military force
that could stand up to the Empire. As news of the destrue-
tion of the Death Star spread fram star system to star sys-
iem, freedom-loving beings everywhere were given hope.
Planets far from the Core were now willing to surreptitiously
aid the Rebellion=providing supplies, credits, and additional
military might by diverting portions of their own security
forces to the Alliance,

Meanwhile in the Core, the Imperial propaganda machine
continued to fuel this region's skepticism concerning the
Rebellion, The success at Yavin was attributed Lo luck and a
measure of Imperial incompetence rather than the strength
and commitment of the Rebels, Many residents of the Core
believed the Rebels to be brigands and pirates, commaon
eriminals doomed to fall to the superiority of Imperial might,

For the Alliance, victory had to be won in two arenas—on
the battlefield and in the court of public opinion. With the
public behind it, the Alliance could appeal to planetary
paders for support and aid. The Bathans, the Mon
Calamari, and others were won to the side of the Alliance
through negotiation and political maneuvering as much as
Imperial atrocities and hostilities. The Alliance had to look
beyond the Care Worlds for this kind of aid. The Imperial
Security Bureau and other lmperial agents had too great a
hold on the heart of the galaxy for a moff or a planetary
governor to even consider providing mare than token assis-
tance to the Alliance.

Even the galaxy's largest corporations and commerce
guilds have a hard time defying their Imperial masters. The
Corporate Sector Authority, SoroSuub Carporation, Sienar
Fleet Systems, and other conglomerates have been national-
ized ta support the Imperial war machine, and the watchful
eve of the Empire keeps these powerful leaders of commerce
from even considering betraying the Empire. Ever since the
defection of the Incom engineers (who provided the Alliance
with the X-wing starfighter), the Empire has become vigilant
in the defense af the mast important cogs in the Imperial
war machine. Consequently, the Alliance must look to sys-
tems Far remaved from the Core, independent traders, and
even underground organizations for support.

Ta complicate matters, the Empire paints the Rebels as
terrorists and traitors, Some worlds that would be disposed ta
join the Alliance have a hard time erasing the opinions that
the Empire has fostered, Sometimes the most important
mission a Rebel operative can undertake is to convinee the
leaders of a potentially friendly planet that the Alliance
helieves in freedom and justice. Many worlds also live in fear
of Imperial retribution: witness the enslavement of Kashyyyk
and its powerful Wookices, the attacks on Mon Calamari, and
the destruction of Alderaan, Still, the Alliance is guick to point
out that the Imperial fleet can’t be everywhere at once, For
example, the Empire has yet to gather the forces necessary 1o
break through the Mon Calamari defense fleet and destroy the
shipyards now working to support the Rebellion. t4
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i Rebel Bases

(

Ihroughout the Galactic Civil War, the Alliance used many

different types of bases on many different planets. In civi-

I 1 i } - " .

b lized and settled regions of space, small, independent Rebel
E cells conducted a variety of missions, including intelligence,
i recruitment, replenishment, and sabotage, At the cell level,

there are no bases of operation. A member of a cell knows,
at most, a handful of other members of the cell. Members
waork undercover, posing as good citizens of the Empire by
dav, while at night they work to destray it A cell member
receives a drop point location, comm frequency, or scrambled

cade with which to pass and receive information. 1f a cell is

ever compromised, only a few individuals wind up at risk,
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The Alliance maintains a civil government that operates in

exile, remaining constantly on the move so as not to fall into
the hands of the Empire's hunters. By far, the most impor
tant part of the Alliance during the war years is the military.
the Rebel fleet

continues to move from one temporary base to anather,

Alliance High Command and the majority o

trying to stay more than a few jumps ahead of the Empire,

Yavin 4 and later Hoth would be but two of the bases set up

by High Command as the civil war raged on.

The Alliance maintains a variety of bases throughout
known space. The most numerous of these are the supply
caches, ranging from small, mission-specific depots to large
warehouses Alled with enough material to eguip an outpost.
Surveillance posts gather intelligence and coardinate cell
activity in some sectors of the galaxy, using small teams or,
in some cases, just droids to monitor Imperial communica-
tions and flect movements. Each Rebel outpost provides a
permanent base far up to five hundred personnel and their
equipment. While all outposts serve multiple functions, each
usually has a primary function. Primary outpost functions

include fighter squadron base, strike squadran base, recon

squadron base, flect resupply, maintenance, and medical,
Sector forces, system defenders, and strike groups main-

tain smaller bases for their purposes. These hidden locations

pravide training facilities, supply depots, refueling and repair

statians, and rallying points for the fighting men and women

all species dedicated to the cause of the Rebellion, A typi-

cal strike group, such as the one imanded by Hamelin,
might set up shop in an asteroid field. Inside a hallowed-out
hunk of rock and metal, the strike group can monitor Im-
perial activity in their area, gather intelligence from all of the
lacal cells that feed into it, and utilize its resources as it sees
fit until countermanding orders come from High Command.
The asteraid base commanded by Hamelin features a
hangar bay for starfighters, where the ships can dock to take
on fuel, recharge weapons, and receive mamtenance and
repair, Fully two-thirds of the base's caomplement of star
fighters is always in flight—on patrol or participating in a
mission—sa that a surprise attack on the base can’ take out
maore than a third af its starhghter suppart, A larger hangarn
provides docking facilities for transports and small freighters,
as well as storage space for a variety of supplies. This small
base also includes living space for the Rebel pilots, troops,
and afficers assigned to Hamelin’s command, plus a com-
mand center from which Hamelin and his officers can mani-
tar space traffic, local communications channels, and incom

ing intelligence.
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Larger Facilities

The Alliance maintains only a few bases larger than the nar-
mal type. An Alliance operational base, for example, houses
anywhere from 1,000 to 15,000 troops and SUpPort person

rel, performing the same functions as an outpost but on a

peater scale, It's hard to move operational bases because of

the Rebels constantly run evacuation drills for

their size,
when the inevitable happens and a base is discovered.
A small number of starship repair ports fly the Alliance

banmer, Some of these are hidden in deep Space, cons sting

of space stations and dockyard facilities without any planets
in sight. Others have been constructed in orbit around
remaote, uninhabited worlds or in asternid felds, There are
ileo sympathetic companies willing to help Alliance vessels,
gither for free or for reduced rates, In addition, some worlds
have turned their entire planets over to the cause of free-
dom, such as the Mon Calamari,

0% d% Wi

The Alliance maintains a number of colon

established on uncharted planets for the safety and well-
being of civilian evacuees, defectors, survivors, and the Tami-
lies of Rebel leaders and operatives. The astrogation and nav
computer codes necessary to find these safe warlds are
among the Alliance’s most closely guarded secrets. Life an a
colony world s spartan and secluded, and military protection
there i minimal—keeping a safe world hidden remains its
primary form of security, Same of the larger colonies have
even begun helping in the war effort by setting up weapons

factories and shiphbuilding facilities,

Alliance Command Ceantar

The heart of any Rebel base is the command center, also
known as the tactical center. Whatever its conhguration, the
command center utilizes a variety of sensor arrays—some

attached to the hase itself, others in various nearby orbits on

stealth satellites, and still others on ships on picket duty—to
feed information into the powerful computers that assist the
technicians with their wark. At any given time, a small army
of technicians and officers manitors the many feeds coming
inta the command center. These techs and duty officers
employ powerful computer programs and their own skills to
analyze the deluge of data, The goal is to spot Imperial
activity in time to come up with a sufficient countermaove, o
to beat a hasty retreat in the face of overwhelming odds

All missions currently controlled by the base are monitored
fram this center. These include intelligence and reconnais
sance missions, as well as missions with more overt military
pbjectives, In addition, the command center oversees a | base
functions, including power generation, life support, shields,
and space-traffic control.

A variety of monitaring stations, tactical readout screens,

viewscreens, and a powerful holagraphic projector provide

different methods for reviewing and previewing data, These

at all hours, searching for signs of

stations remain active

mperial .!||-:|||,'-.\i;_-"| ar watching over I.I|:l":l|i-.:“: n the ficld,
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Rebeal Missions

Your heroes have a base and a
commander; now they need some
missions to participate in. Here are
a few ideas for you to flesh out
and turn into full-scale adventures
for your Rebel heroes to accom-
plish. Remember that the types of
missions you send the heroes on
should take advantage of the
group's particular strengths and
account for their weaknesses, A
team geared more toward stealth
and diplomacy shouldn’t get sent
on a strike team mission, and a
team full of soldiers shouldn't
have to deal with a complex nego-
tiation scenario.

Sabotage

The newly established Imperial
refueling and repair depot at
Heriston gives the Empire a key
supply station in the Quter Rim
Territories. The development of this
station has greatly enhanced the
efficiency of the Imperial fleet,
since its ships no longer have to
return closer to the Core to find a
sufficient dry dock facility. Now,
when an Imperial vessel needs to
be resupplied or repaired, or even
if it needs routine maintenance, it
doesn't have to leave the Outer
Rim to get what it needs. (The
Imperial facilities at Eriadu provide
another option, but that station
often has its hands full maintaining
the defense fleet that patrols the
Seswenna sector.)

The heroes are charged with a
delicate mission that requires stealth
and demalitions expertise.
Commander Hamelin presents the
scenario. Read the following text to
the players:

“The new dry dock station at
Heriston has reduced the down-
time for a portion of the Imperial
fleet significantly. Every ship
they can keep in service means
that the likelihood of their find-
ing us increases proportionately,
We need to put that station out
of commission, either for a shart
time or permanently, if possible,

The station is heavily protected
by defense platforms, starfighter
wings, and system patrol craft,
We'd have to launch a major
offensive to take the place out in
a conventional manner, and the
Alliance just doesn't have the
resources to spare on that kind
of undertaking. Instead, we want
to send a small team into the
system to get aboard the station
and take it out from within, 1'm
talking sabotage, and 1'm talking
sabotage of the highest order.”

The heroes are provided with demao-
lition equipment, schematics of the
station’s primary power core, and
falsified transponder codes to get
themn into the system without too
many questions asked. How they
approach the mission after that is up
to them. The goal is to make their
way onto the station, get into the
power core, rig it to explode, and
then get out of there, The station, of
course, is crawling with Imperials,
especially since the Star Destroyer
Adversary is currently in the dry
dock for routine maintenance and
repairs, Station security, Imperial
soldiers, stormtroopers, and patrol
droids can all pose significant obsta-
cles to the heroes.

Find Tigar Sims

One of the Alliance’s top intelli-
gence agents, Tigor Sims, has
disappeared on his way back to
Alliance High Command. He's
carrying two important datafiles
that were to be downloaded into
the secure computers aboard
Haome One, the Alliance's mobile
command center. The first datafile
contains details of the Imperial
restructuring in the wake of the
destruction of the Death Star. The
information includes facts about
officers, their commands, and their
theaters of operation—knowledge
that would greatly enhance the
ability of the Alliance to plan
defenses and counterstrikes. The
second datafile contains informa-
tion on Rebel cells throughout the
Mid Rim, information that Sims
had committed solely to memory

but was asked to document for
Alliance Intelligence in case
anything happened to the agent.
Mow something has.

Tigor 5ims's courier ship, a small,
one-man transport, was shot down
over the uninhabited world of Granus
I\, The Empire has assembled a
search team and sent it to capture
Sims. The heroes must prevent this
team from succeeding at all costs,
Their mission is a race against time
to locate Sims and escape from
Granus IV before the Imperials find
hirm. If all else fails, the heroes must
stop the Imperial team from gaining
the datafiles, even if doing so means
killing Tigar Sims. The life of one
agent, even one as accomplished
and important as Tigor Sims, isn't
warth compromising hundreds of
Rebel cells.

Courier Mission

With the exception of messages
transmitted via short-range comm
relays and slicing into the HoloMet
system, most Alliance communica-
tions must be handled by couriers
or message drops, or same combi-
nation of the two, The heroes must
carry intelligence reports from their
base to Alliance High Command,
then bring back new orders for their
base commander. Time can be a
critical factar in the importance of
the reports, adding an element of
tension to the mission, Here are
some sample time-sensitive
datafiles or cargo that couriers
might need to deliver quickly:

& Intelligence reports on a new Impe-
rial offensive about to be launched
against a Rebel base that doesn't
know it's been compromised.

@ A report that indicates a deep-
caver agent has been identified
and has been marked for capture
Or assassination.

@ Bacta or other medicine that must
be delivered to an Alliance safe
world before a fatal disease spreads
to the entire community.

@ A group of passengers, all civilian
members of the Alliance, who
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must be quietly and safely trans-
ported to an Alliance safe world
befare the Imperial Security
Bureau agents tracking them can
locate them

A Rebel cell report that provides
details of a new Imperial
weapon that could change the
course of the war, This weapon
is about to be moved to a secure
testing facility, and the best
opportunity for capturing or
destroying the weapon will be
during that transport.

In addition, no courier mission is
complete without the inevitable
obstacles to successfully complet-
ing the mission. Engine trouble
can provide the heroes with diffi
culty as they work to repair the
prablem (or find a place to have it
repaired) before time runs out, A
hyperdrive mishap that sends the
caurier ship off course could delay
the mission. The heroes might
even be forced to rely on public
transportation (a cargo hauler or
passenger liner) to get from one
ocation to another.

Having trouble locating either the
pickup site or the delivery site, per-
haps because one or the other has
been identified and must keep
moving to stay out of Imperial
hands, can add a layer of complexity
to an otherwise straightforward
mission. Finally, the Empire has all
kinds of agents and hired hunters
constantly on the prowl for Rebel
activity. The hero couriers might pick
up an Imperial tail, or run into a
group of mercenary bounty hunters,
or wind up being chased by an
Imperial assault team,

A courier mission in and of itself
might not be enough to build a
whole adventure around. Having the
heroes run across an unrelated but
perhaps just as important situation
can create a unique scenario in
which the heroes must prioritize
and maybe try to accomplish two
missions at ance. What if the intelli-
gence the heroes are carrying was
compromised before they got it?

Imperial Intelligence could try to run
its own sting, following the heroes
to the delivery site or providing
false infarmation that could lead a
Rebel team into a trap.

Strike Team

What if the Empire captured a key
Alliance unit, such as Rogue
Squadron or some special-forces
team? The members of that team
would be treated, at best, as prison
ers of war. Mare than likely, the
Empire would see these individuals
as commaon criminals and prepare
them for transport to a slave-labor
camp. The Alliance will do everything
in its power to secure the release of
the POWSs, That's where the heroes
came in.

The heroes form the core of a strike
tearn charged with assaulting the
Imperial prison complex and rescuing
the Rebel captives, The mission details
are left to the heroes. They could
attempt to sneak into the facility and
then make their assault, or they could
hit the place hard and fast and hope
to catch the guards and troopers by
surprise. Either way, the heroes need a

lot of firepower, a fast ship large
enough ta carry all of the prisoners,
and a solid plan for making their
assault,

Some combination of
subterfuge, stealth, and outright
force will probably be necessary to
avercome the various defenses
protecting the prison complex. A
perimeter force screen, blaster
emplacements, and a garrison full
of Imperial troopers make a prison
complex incredibly tough to break
out of, let alone into, A little
|J|’Iti\'."l'll.'1.'. some fECDI’II’IEiSSEHCE’.
and a bit of luck can help the
heroes determine just what they

might be up against and help them

formulate a plan. 4
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sl Imperial Supply Fleet

As the Empire sends its ships out in an ever-widening circle

to hunt down the Rebel Alliance, more and more support

v I
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¥ ships must be sent out after t 1. OF these, the Imperia
7 supply fleet makes a most tempting target for the Alliance.

In order to keep the primary assault fleets in space for as

OAL =

lang as possible, the supply fleet regularly rendezvouses with

Star Destrovers and other Imperial capital ships to unload

fresh Fool er supplies necessary Tor the con

n of the vessels and their crews. Any time not

tinued opers

spent in dry dock is time spent looking for the Rebellion, so
the supply fleet's mission is viewed as extremely important,

freighters and cargo haulers, an escort carrier or two packed

A typical Imperial supply convoy consists of 2 numbier

with TIE fighters, and perhaps a small capital ship for extra

protection [such as a light cruiser or escort frigate]. They

keep the supply lines apen, carmying cargo o Imperial

ses to the Star Destrovers engaged in the hunt for elusive
|

pawer than the ships they are assigned to rendezvous with,

Rebel bases, Because these supply convoys carry less fire

they serve as an excellent source of supplies for the Alliance,

d the Imperial base

Somewhere between the Imperial fleet a

from which the convay originated, the Rebels often launch

ambushes against the convoys. Rebel starfighters target any

escort craft first, eliminating the convoy's protective ships

before moving in to disable and capture the supply-laden

freighters and cargo haulers,

As the Rebels capture and destray maore and me

¢ Ccargo

freighters as the civil war escalates, the Empire introduces a

new class of capital ship, By combining the storage «

af & transport with the sophisticated armament af an

vessel, the Star Galleon-class frigate was born. Armed w

concussian missiles and turbolasers, the frig:
itself against enemy x'-|i|'|'\-. Should those defenses fail,
I

froops

each Star Galleon carries up 1o thr

arding attempts. Interior emplacements

pravide the troops with up 1o three-quarters cover when
defending the ship's corridors. As a final line of defense, the
cargo hold is located in the very center of the ship. 11's a
separate vessel that can be detached and jettisoned into
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Rebel Procurement Specialists 111

A challenge that has loomed large in the minds of Alliance
leaders since the earliest planning stages of their armed
resistance against the Empire is how to acquire the funds

and weapons necessary to sunvive against the mighty military
machine of the New Order, Alliance Procurement and Supply

is ome answer. Another is to turm to the galaxy's criminal

element—shipjackers, pirates, smugalers—and recruit them to
the Rebel cause, Beings who agree to work with the Alliance
vow to prey anly on shipments and installations belonging
to or allied with the Empire. Further, they pledoe to surmer
der ships, cargo, and eguipment stolen from the Empire to
the Alliance in return for payment
One of the leading organizers of this effort is General
Airen Cracken, head of Alliance Intelligence, The high regard

smugglers and shipjackers hald him in has greatly aided his

& HERDES AND SUPPLY RAIDS &

A procurement mission provides a nice change of pace and lets
the heroes exercise some of their less lethal skills. Locating a
source for a particular item that the Rebellion desperately needs,
examining the storage site, and coming up with a plan for
acquiring the item are just the first steps in this kind of mission.
Executing the plan and dealing with the inevitable surprises that
come up along the way can make for an exciting and tense
adventure, There are many ways to dress this type of mission
up. A supply raid against a ground installation s much different
from trying to capture a convoy of freighters, for example. The
type of supplies targeted in a raid can also change the dynamics
of a particular mission. Hijacking a ship
different challenges from attempting to acquire a load of proton

t of bacta presents

torpedoes or a hauler full of twelve-grain. How the heroes
approach each type of supply raid makes each procurement
mission unique. 3

J
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recruiting effarts, and he eventually created a network of

privateers, shipjackers, and cargo thieves now euphemistically

Wi

referred 1o as the “procurement specialists.” Cracken’s close

relationship with marny members of this community also

helps keep infiltration by Imperial agents to a minimum

TaT
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The Rebels’ sanctioning of the activities of pirates and
hijackers disturbs some Alliance leaders, such as Admiral
Ackbar. He views such criminals as beneath contempt and
considers their actralies r||,'\|:-'l.';E!'|||,' no matter what I'I__-| They

wperate under, Maore pragmatic leaders including Mon

Mothma, however, take the position that itis a way to
ensure a steady flow of supplies and military hardware to
Alliance troops and installations without diverting additional

resources that are better spent elsewhere, As General Airen

Cracken often says, "Every blaster in our hands is a hlaster

that's not painting at us,”

While the criminal element provides one avenue for the
pracurement of much-needed supplies, another comes from
the Alliance’s own Procurement and Supply division, One of
the best agents serving in Procurement and Supply is the
Alderaanian survivor named Winter, Once the childhood
companion of Princess Leia Organa and later her aide in the

Senate, Winter was sent by Bail Organa to help Rebel agents

| | i : . LT
acquire supplies shortly before the destruction of Alderaan. a '”...._,_,

During this initial mission, Winter demonstrated unigue = .
talents that made her invaluabhle to the war effort, and she
AT

was assigned permanently to this unit.,

With her perfect memaory, Winter can enter an Imperial
supply cache, memorize every detail about the location, and
supply these facts to strike teams. By providing detailed
maps and information regarding defense and personnel, as
well as the types of supplies and their exact locations within
the facility, she helps make raids less dangerous for Alliance
operatives. Mow known to Imperial Intelligence anly as
Targeter, Winter has earmed a place on the Empire's "most
wanted™ list far leading a series of successful procurement

raids against Imperial sites,

Winter: Fernale Human Moble 1/5cout 2; Init +3; Defense 18
[+5 class, +3 Dex); Spd 10m; VP/WP 12/10; Atk +0 melee
[1da=1, knife] or +4 ranged [3d4, hold-out Blaster]; S0
Bomus class skill [Gather Information), call in a favor, perfect
memaory, trailblazing; SV Fort +2, Ref +6, Will +5; 5Z M; FP
2: DSP O; Rep 4; 5tr 9, Dex 16, Con 10, Int 16, Wis 12, Cha

16. Challenge Code: B.

Equipment: Hold-out blaster, knife, electrobinoculars,

comlink, datapad,
Skills: Appraise +7, Computer Use +9, Diplomacy +9,

Disguise 9, Gather Information +9, Hide +7, Knowledge

[Alderaan) +7, Listen +7, Move Silently +7, Read/Write Basic,

Ride +7, Search +9, Sense Motive +7, Speak Basic, Speak

Ithorian, Speak Mon Calamari, Speak Sullustan, Spot +7, @
Feats: Alertness, Sharp-Eved, Track, Trustwaorthy,

Weapon Group Proficiencies [blaster pistols, blaster rifles,

simple weapons), e




& Bounty Hunters

(

. —_— Throughout history, bounty hunters have tracked down Zardra: Fe
. o - escaped convicts, located missing persons, hunted those in 17 [+3 De
I:. f hiding, and captured wanted individuals accarding to the (2dB+2, fu
07 laws of the region they operated in and the instructions Trailblazin
b :' provided by their clients, Sometimes this meant capturing M; FP 2: 1
A - fugitives alive; other times the hunters were allowed to g, Cha 16
7 use their own discretion. They have served paliticians, Equiprr
- peace officers, military leaders, crime lords, captains of Skills: (
— industry and commerce, planctary governments, and even +8, Jump
z private citizens. The only requirement was that a client Speak Bas
m have the right amount of credits to pay for the job Feats: /
p— The famed Bounty Hunters' Guild ance held an impressive Power Atl
—

amount of power, both in the Republic and the Empire, This Group Pre
loosely omanized group monitored the activities of its WEAPONS,

members, putting them in touch with clients and making
sure they paid their dues and upheld the Bounty Hunters’ Jodo Kas!
Creed, The Creed was a code of conduct adhered 1o by even Defense 2
the most ruthless and unethical hunters. The Creed stated #11/+6 N
that no hunter should ever interfere w another’s hunt, and blaster rif
no hunter should ever kill another hunter, Fort +8, |
Shortly after the Battle of Yavin, Darth Vader and the Dex 18, €
Emperor briefly tum their attention away from the Rebellion Equipr
’ so they can deal with the Bounty Hunters” Guild. At the that prov
W2 urging of Prince Xizor, crime lord of the Black Sun syndicate, #2 Spot;
Thh and aver Vader's objections, the Emperor approves a plan to blaster pi
I 3 destray the Bounty Hunters” Guild. The Empire hires the infa- tanks for
mous Boba Fett to serve as the agent of the Guild's destruc- Skills:
tion. The resulting conflict, called the Bounty Hunters' Wars, Hide +7,
results in the shattering of the Guild, The organization frag Read/Wri
ments |n.|-:| NUMETOUS 5p w'_ll" groups and free agents. I_Mrl'l Guild include Chenlamber and Tinian 17att, Zuckuss and 4 Speak R
vader, still convinced that bounty hunters are a valuable . ) Feats:

o ) . LOM. and Jodo Kast and Zardra. Kast, who wears a suit of N
asset, often hires these free agents for his own purposes, \ - ) Far Shot
armar modeled after the ane wom by Boba Fett, is often )

Shot, To

After the breakup of the Bounty Hunters' Guild, most o ) ;

" , . mistaken for the more infamous bounty hunter, Zardra, an the .

bounty hunters wind up striking out on their own, A few , . o (blaster |
, ) , ’ ather hand, is a begutiful woman with a taste for danger, often

develop partnerships, and some even agree 10 form larger . he U . Weapons
) ) ) taking great risks just for the thrill such risks produce, The pair

hands when the assignment calls for it, but for the most part , . ; ,

. often accepts assignments from the Imperial Security Bureau, .

Two oth

name fo

these individualistic hunters stick to themsehves and become .
_ using their skills to help round up Rebels and suspected Rebels,

even greater loners than they were in the past, Some of the ’ , . \
= ) - thouagh they will work for anyone with a full cred stick, ,
more famous bounty hunter teams to arise after the Fall of the Hunters

— .
The Most hero characters, use one of the teams The contract calls for the heroes to boun
Dangerous Game detailed abave. Jodo Kast and Zardra  be captured and delivered to the to ha
The heroes become the prey when should be used for higher-level Empire alive. For this reason, the fight
the Empire puts a bounty on their heroes; consider them Challenge bounty hunters will apply lethal force sign
heads. Perhaps Lt. Falto Dragen initi-  Code F when they team up. Roweedu only if absolutely necessary. outg
ates this contract, or the heroes and Krussk make a good threat for and
somehow let the Empire learn of low- to mid-level heroes; consider The Hunt Begins wan
their identities in the course of one them Challenge Code D when they When the heroes visit any planet that thug
of their missions. Either way, they work together. You can always isn't specifically set aside as an WEre
wind up as the prize for some team provide the bounty hunters with Alliance safe world, they receive the but |
of bounty hunters looking to make a  some hired muscle in the form of first hints that they have been marked emp
name for themselves. thugs if you need to increase the with a price on their heads. To gauge of b

Depending on the levels of your challenge for the heroes. the heroes' abilities and resolve, the just
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Zardra: Female Human Scout 4/Saldier 2 Init +3; Defense
17 (43 Dex, +4 class); Spd 10m; VPOWEP 38/ 11; Atk +8 melee
(2dB+2, farce pike) or +8 ranged [3d6, blaster pistol]; 50
[railblazing, uncanny dodge; SV Fort +5, Ref +2, Will +23 54
M: FP 2: DSP 25 Rep 3; Str 14, Dex 17, Con 11, Int 10, Wis
i, Cha 16, Challenge Code: D,

Equipment: Force pike, blaster pistol, comlink,

Skills: Climb +7, Computer Use +7, Hide +8, Intimidate
+8, Jump +6, Move Silently +9, Read/Write Basic, Search +7.

Feats! Armor Proficiencies (light, medium), Heroic Surge,
Power Attack, Track, Weapon Focus (Force pike), Weapon
Group Proficiencies (blaster pistols, blaster rifles, heavy

weapans, simple weapons, vibro weapons),

Jodo Kast: Male Human Soldier 6/Bounty Hunter 2: Init +8;
Defense 20 [+4 Dex, +6 armor): Spd 10m; VP/WP 62/16; Atk
#11/+6 melee (1d4+3, punch] or +12/+7 ranged (3d8/19-20,
blaster rifle); SO Target bonus +1, sneak attack +1d6; SV

Fort +8, Ref +7, Will +4: SZ M; FP 3; D5P 4; Rep 9; 5tr 16,
Dex 18, Con 13, Int 12, Wis 10, Cha 10, Challenge Code: E.

Equipment: Modified battle armar [various equipment
that provides the following equipment bonuses: +2 Listen,
+2 Spot; range penalties reduced by half), blaster rifle,
blaster pistal, missile launcher, comlink, jetpack (dual fuel
tanks for 200m of travel), net, syntherope,

Skills: Bluff +3, Computer Use +6, Gather Information +8,
Hide +7, Intimidate +7. Jump +7, Move Silently +9, Pilot +8,
Read/Write Basic, Search +8, Sense Motive +4, Speak Basic,
Speak Rodian, Spot +6.

Feats: Armor Proficiencies (light, medium, heavy), Dodge,

Far Shot, Heraie Surge, Improved Initiative, Peint Blank
Shot, Taughness, Track, Weapon Group Proficiencies
{blaster pistols, blaster rifles, heavy weapans, simple

weapons, vibro weapans),

Two ather, less infamous, bounty hunters trying to make a
name for themselves in the wake of the fall of the Bounty
Hunters' Guild are Roweedu and Krussk, Roweedu, the brains

HIK e

of the operation, is a female Rodian raised in the lore of the
hunt, She has left Rodia behind and hopes to make her
fortune using the skills she honed while growing up, dream-
ing of participating in the ultimate hunt. Krussk is the muscle
far the team, The Trandoshan met Roweedu while the two of
them were separately tracking the same quarry, While Krussk
tries to follow the path of the hunt, he admits that Roweedu
is the better hunter. She finds their quarry, then he takes it
dovwn, So far, the pairing has been beneficial to both of them.

Roweedu: Female Rodian Soldier 1/5coundre] 32 Init +2;
Defense 17 [+2 Dex, +5 class); Spd 10m; VPAWP 25/12; Atk
+3 melee [1d4, knife) or +5 ranged [3d6, blaster pistol); 50
+2 specics bonus on Search, Spot, and Listen checks, illicit
barter, better lucky than good; SV Fort +4, Ref +5, Will +0;
SZ W FP 1 DSP 1 Bep 13 Stro10, Dex 15, Con 12, Int 10,
Wis 8, Cha 8, Challenge Code: B.

Equipment: Knife, blaster pistal, comlink.

Skills: Astrogate +4, Computer Use +6, Hide +8, Move
Silently +10, Pilot +6, Profession (bounty hunter] +4,

Read Write Basic, Read/Write Rodese, Search +6, Speak
Basic, Speak Rodese, Spot +4,

Feats: Armor Proficiency (light), Point Blank Shot,
Stealthy, Track, Weapon Group Froficiencies [blaster
pistols, blaster rifles, heavy weapons, simple weapons, vibro
weapons).

Krussk: Male Trandoshan Scout 3: Init +1; Defense 16 [+1
Dex, +1 natural, +4 class); Spd 10m; VPWP 28/17; Atk +5
melee [1d6+73, claws) or +3 ranged [3d8/19-20, blaster rifle];
S0 Darkvision, trailblazing; SV Fort +3, Ref +3, Will +0; 52
M; FP 1 DSP 2; Rep 15 Str 16, Dex 12, Con 14, Int &, Wis 7,
Cha 11. Challenge Code: B,

Equipment: Blaster rifle, comlink,

Skills: Climb +9, Intimidate +4, Jump <8, Listen +4,
ReadWrite Basic, Read/Write Dosh, Repair +5, Speak Basic,
Speak Dosh,

Feats: Power Attack, Toughness, Track, Weapon Group
Proficiencies (blaster pistols, blaster rifles, simple weapons). te
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bounty hunters send a gang of thugs
to harass the heroes. The thugs won't
fight to the death; they run at the first
sign that they are outclassed or
outgunned. The heroes can capture
and question one of the thugs if they
want. With the proper persuasion, the
thug reveals that he and his gang
were hired to rough the heroes up,
but he doesn’t know the name of his
employers—just that they had the look
of bounty hunters about them, "We're
just the first,” the thug laughs. “When

you have a price on your head, you
become a target for everyone with a
blaster or a vibroblade. You better
watch your backs.”

The Ambush

MNext, the bounty hunters increase
the pressure by setting an ambush
for the heroes. The goal of the
ambush is to weaken the heroes,
shatter their resolve, and perhaps
capture ane or two of them in the
process, Using stun grenades and

blasters set on stun, the hunters
attack the heroes from out of the
shadows, never showing themselves
except for brief glimpses.

The ambush oceurs as the heroes
head for their ship, somewhere on
the way to the docking bay. The
bounty hunters hope to render one or
more of the heroes unconscious and
then drive the others to their ship
using a greater show of force (by
switching their weapons back to the
|ethal setting)
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End Game

The bounty hunters chase or track the
heroes to their next destination,
Along the way, they may engage in a
space battle to try to damage the
heroes’ ship and cause it to make for
a spaceport that might be more
friendly to those working for the
Empire, Eventually, the bounty
hunters must confront the heroes
and attempt to collect the Imperial
bounty. Even if the herpes defeat
these bounty hunters, others will
show up from time to time as long as
the bounty remains in effect.

Deathmark

& deathmark isn't an easy thing to
live with. Just ask Crix Madine. After
he |eft the Empire to join the
Alliance, the Empire placed a death-
mark on his head—an open bounty
that makes him a target for every
bounty hunter in the galaxy. Most of
the time, this isn't much of a prob-
lem for Madine, Since joining the
Alliance shortly after the Battle of
Yavin and proving that he wasn't a
double agent, he usually can only be
found at a Rebel base or with
Alliance High Command—well out of
the reach of most bounty hunters, He
has to return to his native Corellia,
however, to meet with Rebel
supporters who can provide much-
needed funds. The heroes are asked
to accompany Madine and serve as
his protection while an Corellia.

The heroes may or may not have
heard of Crix Madine by this point,
The man is strong, inspiring, and a
genius when it comes to tactics and
intelligence wark. His specialty is
ground engagements. While visiting
with the heroes aboard their ship
during the trip to Corellia, he
impresses them with his mild, canfi-
dent manner, and his brilliant tacti-
cal mind

Spotted

On Corellia, the herces and Madine
have to work out how they're going
to approach this short visit, What
kind of precautions are they going

to take? Should Madine wear some
kind of disguise? Madine will want
to be cautious, but he isn't a fearful
man, no matter what kind of
reward the Empire has placed on
his head,

Despite precautions, an Imperial
infarmant spots Madine. The
infarmant might not be absolutely
certain that the figure he notices is
Madine, but she knows Madine
well enough fram the old days to
hazard a good guess. She places
the call to alert a pair of bounty
hunters she often does business
with who happen to be on Corellia
at this moment. Use either of the
pairs described on pages 66 and
67, or create your own bounty
hunters. After she contacts the
hunters, the informant fellows
Madine and his companions,

The heroes can attempt to notice
the informant who is following them,
She uses Move Silently while track-
ing them, Hide when they pause in
their journay. If the heroes spot her,
she attempts to flee. If the heroes
fail to notice her, she leads the
bounty hunters directly to Madine.

Imperial Informant: Fermale Human
Scoundrel 2; Init +6; Defense 17 (+5
class, +2 Dex): Spd 10m; VP/WP 8/10;
Atk +0 melea (1d4=1, knife) or +3
ranged (3d4, hold-out blaster); 5Q
Ilicit barter, better lucky than good; SV
Fart +0, Ref +5, Will +1; 5Z M; FP 1;
DSP 4; Rep 1; 5tr 8, Dex 14, Con 10,
Int 11, Wis 12, Cha 13. Challenge
Code: A,

Equipment: Knife, hold-out blaster,
camlink,

Skills: Bluff +6, Disable Device +5,
Dlsguise +3, Gather Infarmation +8,
Hide +8, Move Silently +9, Read,/Write
Basic, Speak Basic, Spot +4,

Feats: Improved Initiative, Stealthy,
Weapon Group Proficiencies (blaster
pistol, simple weapons).

Attackad

Whether the bounty hunters know

exactly where Madine is (thanks to
the infarmant) or they have to hunt

for him on the streets of Corellia,
eventually the bounty hunters catch
up with the ex-iImperial officer. The
bounty doesn’t call for capturing
Madine alive; for this hunt, dead is
just as good (and profitable) as
alive, The heroes must do everything
they can to keep Madine alive and
get him away from the bounty
hunters safely.

The bounty hunters don't care
about innacent bystanders, the |local
law, ar the heroes. Everyone is
expendable, just as long as they get
their bounty. The bounty hunters try
to strike first, catching Madine and
his guardians by surprise. After that,
it's an all-out battle to make sure
Madine never gets off Corellia—
alive, If the heroes deal wound
damage to a bounty hunter, that
hunter attempts to escape. Madine
urges the heroes to let any fleeing
bounty hunter get away. "We have a
mission to complete,” Madine
explains, "and then we have to
return to the Alliance.’

Hunting the Hunter
As the Bounty Hunters' Guild falls
apart thanks to the machinations of
the Empire, a unique opportunity
presents itself. In the chaos and
confusion, the heroes can pose as a
team of bounty hunters out to profit
from the newfound freedom that
the Guild's destruction represents,
The heroes are charged with locat-
ing a former leader of the Guild,
Hogun Rath. The Emperor and his
top officers often used this infamous
bounty hunter to conduct assassina-
tions and kidnappings during the
early days of the Empire. If Rath can
be captured, Alliance Intelligence
can gain valuable evidence against
the Empire to convince others to
rally to the Rebel cause,

Best of the Best
Hogun Rath is a legend in the
bounty hunter community, a legend
to be respected and feared. He
doesn't wear fancy armar or fly
around in a flambayant ship.
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Instead, he quietly and unceremaoni-
ously gets his job done, He's a great
hunter, a cold-hearted killer, or a
smooth talker, depending on the
needs of his assignment. He
escaped the Bounty Hunter Wars
and managed to stay alive despite
the best efforts of some of his
former comrades and associates
Mow he simply wants to retire to
same out-of-the-way world. The
only thing keeping him off the
Empire’s most wanted list is that
the Empire thinks he was killed
during the struggle over the Guild
The Alliance has spotted him,
however, and the heroes must pose
as bounty hunters to try to get close
to him

If Rath has one weakness, it's
pride. He's proud of his accomplish-
ments, and he is known for the
generous advice he enjoys providing
to younger hunters, That's how the
Alliance hopes the heroes can get
close to Rath. "If he suspects a
setup, however," Commander

Hamelin says, "Rath will drop you

where you stand. Be careful.”

The heroes need to accomplish a
minar hunt on whatever backwater
planet you decide Rath is hiding on
Then they have to strike up a friend-
ship with the old hunter and try to
earn his trust, If they can convince
him that he'll be safer inside the
Alliance than out here in the galaxy,
they might get him to join without
neading to capture him.

In the end, the heroes either can-
vince Rath to join the Alliance will-
ingly, or they must attempt to
capture him. The latter route
requires battling and defeating the
wily bounty hunter without killing
him, and without losing any of their
team members along the way. If it
comes down to a fight, Rath won't
pull any punches, He'll fight to the
death to remain free or to otherwise
protect himself in the wake of the
Guild's collapse.

Hogun Rath: Male Human
Scoundrel B/Bounty Hunter 3; Init
+3; Defense 22 (+9 class, +3 Dex);

Spd 10m; VPAWP 5210; Atk
+10/+5 melee (2d4+1, vibrodag
ger) or +12/+7 ranged {3d8, heavy
blaster pistal); 50Q Illicit barter,
better lucky than good, skill empha-
sis (Move Silently), sneak attack
+3d6, skill emphasis (Gather
Information), target bonus +2; 5V
Fort +4, Ref +11, Will +5; 5Z M; FP
2; DSP 5; Rep 11; 5tr 12, Dex 16,
Con 10, Int 11, Wis 13, Cha 13,
Challenge Code: E.

Equipment: Vibrodagger, heavy
blaster pistol, comlink, datapad.

Skills: Astrogate +6, Bluff +8,
Computer Use +8, Demaolitions +4,
Disguise +5, Escape Artist +8, Forgery
+6, Gather Information +9, Listen +6,
Hide +10, Intimidate +7, Move Silently
+13, Filot =8, Profession (bounty
hunter) +6, Read/Write Basic, Search
+6, Sense Motive +6, Speak Basic,
Spot +8

Feats: Heroic Surge, Paint Blank
Shot, Stealthy, Track, Weapon Group
Proficiencies (blaster pistol, blaster
rifles, simple weapons, vibro
weapons).
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i1 Struggle for the HoloNet

Before the rise of the New Order, the technological wonder
of the HoloMet kept the far-flung peoples of the galactic
Repuhlic in contact with one another, Using a series of
hundreds of thousands of nonmass transceivers connected
through a vast matrix of coordinated hyperspace simutunnels

and routed through massive computer sorters and decoders,

this network ensured nearly instantaneous communication
amang the member worlds of the Republic, The network
even allowed ships to carry mobile holocomm units that let
scout ships and military command vessels remain in constant
contact with their bases,

During the Clone Wars, large portions of the HoloMet were
damaged or put out of commission, The vast network of
transceivers had also fallen into disrepair as corrupt senators
diverted the funds for maintaining them into their own
pockets, The Emperar made the HoloMet a priority when he
rose to power, turning a benefit for all settled space into a
tool of the Mew Order, He ordered the shutdown of large
portions of the HoloMet, The network remained active in the
Core Worlds and was used Tor military communications
amang the Imperial fleet, but all the systems beyand the
Inner Rim were cut off to isolate them and keep the spread
of news 1o a minimum

In the early days of the Empire, many transceivers that

had been in civilian hands were seized and installed in the
growing fleet of Star Destrovers. As the New Order
expanded, laws were passed restricting access to the
HoloMet except far military functions, By the time of the

Battle of Yavin, only media outlets that had been properly

icensed (and censored) by Imperial bureaucrats, the military,
and agencies managed by planetary governors and Grand
Maoffs could IL"EILI“_"\. use the HoloNet.

The Mew Order's objective was to control the flow of

information throughout the galaxy to more effectively
control the galaxy. This objective was only partially success-
ful, however. Within weeks of the first restrictions imposed
an HolaMet access, Alliance sympathizers and media outlets

1ad been banned from using the network found ways to
ther tap into the system

€ or outright commandeer commu-

nications channels for illegal broadcasts, The most daring of
these HoloMet pirates would even broadcast from Sector
Plexus facilities, automated central collection points for dat:
of interest to Imperial Intelligence and the branches of the
military. 1t was the hijacking of one such vessel that allowed
the Alliance to spread the truth of the destruction of
Alderaan and the Death Star. =

i

L -

© ILLICIT ACCESS TO THE HOLONET W

To counter Imperial propaganda with the truth about the a

ties committed by the Mew Order, Alliance data sl use
specially designed holo-compatible comlinks as tools to break
through HoloMet security protocols and upload their own
messages or intercept transmissions. Breaking into the HoloNet
requires a Computer Use skill check (DC 40, from most loca-
tions other than a Sector Plexus facility. If one can gain legitimate
access (such as with an Imperial rank cylinder), breaking the
personal security code requires a less dificult Computer Use
check (DC 25). =
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1-175

When the Alliance learns that an Im-
perial Sector Plexus, automated
drone ship 1-175, has broadcast a
distress signal, a strike team is
assembled. If the team (the heroes)
can gain the vessel's HoloMet secu-
rity codes and make the ship appear
to succumb to whatever caused the
distress signal, then the Alliance will
be able to monitor Imperial commu-
nications until the codes undergo a
routine change.

The heroes must reach the drone
ship, download the security codes,
sabotage the vessel, and get away
before an Imperial repair ship arrives,
They have a window of twenty-four
standard hours before the nearest
Imperial vessel reaches the drone,

I-175 has a crew of sorts, a collec-
tion of astromech and cleaning droids
There's nothing they can do about a
blown power converter and a dam
aged HoloMNet array, both caused by a
collision with a rogue asteraid. The

droids try to delay the heroes for as
long as possible,

Once the heroes defeat the droids,
it takes a Computer Use check (DC
20) to download the codes into a
datapad. Making the ship appear to
succumb to its damage requires a
Demolitions check (DC 15) or Disable
Device check (DC 20). Any lesser
result leaves evidence that enables the
Empire to determine that the HoloNet
has been compromised, and the
codes are changed immediately. ted
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After the Death Star unleashed the awesome power of its
f Alderaan, all that
This flotsam

superlaser upon the peaceful world o

remained of the planet was shattered debris,

spread throughout Alderaan's orbit, forming an asteroid feld

wat became known as the Graveyvard, The name started

popping up amang spacers and free traders when the stories

jegan to fll spaceport cantinas from the Core to the Mid

Kim. There were tales of lost Jedi artifacts hidden amaong the
q

muins of the shattered planet, as well as the supposedly vast

treasures of Alderaan’s roval families, There were reports of

ghost ships that appeared before miners and relic hunters as

they explored the newly formed asteroid belt. In some tales,

the ghost ship simply appears, then suddenly disappears as

silently as it arrived. In others, the ghost ship attacks and
of the Gravevard like some angry

chases the visitors out

spirit, Perhaps the most captivating rumors revolve

he Famous Royal Palace, reported to have been seen, still

ntact, aton one of the largest asteroids floating among the
mins, In some of these staries, members of the I'I_‘\.:ll |.':'|‘.i|_'=
till live, trapped within the palace and waiting either to be

rescued ar to die when their meager supplies and life support

Iz circulate in whi

spemed
f Corellian

weird aliens, and

Other tall tales and wild rumaors a

comversations aver tall mugs of lum or goblets o
wine, These talk about strange monsters,
the ghosts of Alderaan’s dead. Whatever the truth, the
Graveyard is haunted by the loss of a great civilization and
the callous destruction visited upon it by the Empire. No one
really believes any of these tales, bt they make for great
stories—if they're told in a crowded cantina or on a ship
that's far from the desolate place.

Aderaanians who were |:'|I"|].._E'I|_'I, when their world was

ed to ast

destroyed are referr Survivors. A significant

number of Survivers remain, perhaps as many as a few thou-
sand, These men, women, and children were offworld on

vacation, on business, or on a variety of diplomatic or scien-
tific missians when the Death Star appeared in the sky above

Alderaan, Some of the Survivors have developed a ritual

The Graveyard of Alderaan 1

thelr loss and grief. As part of the ritual, Returnees fill
memorial capsules with gifts for departed friends and rela-
tives. When they reach the Graveyard, they jettison these
capsules into the asteroid field and spend some time remem

sring the world of their birth, Some scavengers have made a

b
ucrative living by retrieving these capsules and selling the
contents on the black market,  te4

known as the Returning as a way of coming to grips with
as Graveyard starmtroopers senving as his protec dos retrieve the capsule to determine
Rendezvous tion while he honors his family with a  if it contains anything to indict Dragen,
sids, A survivor of Alderaan, Lt. Falto Dragen  memarial capsule, Unknown to the heraes can make their move,
IC decides to make a pilgrimage to the Dragen and the heroes, the Empire The heroes should be able to deal
i Graveyard to participate in Returnee has sent a pair of storm commandos with Dragen's stormtroopers, How-
to cerermonies. The heroes learn of this to covertly watch the officer and deter-  ever, before the blaster battle ends,
y development—a perfect opportunity to  mine if he is a threat to the Empire, the storm commandos return, They
able deal with Dragen once and for all The heroes can locate Dragen have determined that Dragen is loyal
Capturing him might yield some good ~ among the debris that makes up the to the Empire, and they will defend
15 thie intelligence, so Hamelin gives the Graveyard. They can watch while he the lieutenant. Use the statistics on
oMet herces permission te pursue this lead jettisons the memorial capsule from page 31 for the storm commandos
Meamwhile, in the Graveyard, his camp on ane of the larger aster Dragen's statistics are on page 11.
ot Dragen has a small guard of four oids, Then, while the storm comman-
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i Imperial Propaganda

By controlling the HoloMet, the Empire holds sway over the

fastest form of communication in the galaxy. But there are
other ways in which the Empire directs galactic opinion. In
the Core, all news must be approved before being submitted
to @ public forum. The
this law the far

also takes longer to reach such distant locations, The

Empire has a harder time maintaining

ther away from the Core it spreads, but news

information passes through many layers of Imperial bureauw
cracy, from the planetary governors and moffs, to local affi
cials, and then to duly appointed Imperial representatives at
all levels of business and government.
Perhaps the most influential and public forum far the New
Order is COMPNOR, the Commission for the Preservation of

he Mew Order.

idealistic young beings who saw the New Order as a way to

Initially little more than a social gathering for
replace the chaos of the last days of the Old Repuhblic, the
commission became a powerful political toal in the guise of
the current day, COMPMNOR actively
works 1o turn the ethic of the Mew Order into the mandate

a populist movemnent. To

of the average galactic citizen. 1t flls the heads of the gal-
axy's young with visions of the grand New Order while paint
ing the Old Republic as an outdated, ineffective relic best

relegated to the past, In addition to overseeing the vast

Imperial bureaucracy, COMPNOR directs progress in the arts

and sciences, as well as in commerce and education, making

sure that the goals of the New Order always take prionity

Perhaps the most influential and feared arm of COMPNOR
5 the Imperial Security Bureau ar 158, 1t was created to
nerease the Emperor's knowledge of political events and to
serve as a rival to Imperial Intelligence, The 158 maintains a
wery public presence and acts more like a police force than
an intelligence clearing house. The typical 158 agent uses
intimidation and the fear associated with his organization to
yecomplish whatever missions he is assigned,

he 158 maintains a number of divisions, including
Surveillance, Investigations, and Internal Affairs. Increasingly,
the main function of the 158 seems to be to find and iden
tify Rebels, hunt them down, and arrest them, 158 agents
work alone, in squads, and sometimes call upan military
force when the need arises. Moare aften, when an agent has
to move quickly, he secks help from bounty hunters and

mercenaries willing to pledge their loyalty for as long as the

credits keep flowing.

ISB Agent Mar Barezz: Male Human Saldier 4: Init <7
Defense 16 [+3 Dex, +3 class); Spd 10m; VPWP 25/10; Atk
+h melee (2dd4+ 1, vibrodagoer) or <7 ranged (3d6, blaster
pistal); SV Fort =5, Ref +4, Will +2; 52 M; FP 1; D5F 6; Rep
4:5ir 12, Dex 16, Con 10, Int 10, VWis 12, Cha 8. Challenne
Code: €

Equipment: Vibrodagger, blaster pistol, comlink, code
cylinder, datapad.

Skills: Camputer Use +5, Gather Information +1,
Intimidate +6, Knowledge (New Order)
Motive

«5, Search +1, Sense

4 "||-||I +5

flow of

Proficiencies [fght, medium, heavy], Heroic

. Point Blank Shot, Sharp=Eyed,

up Proficiencies (blaster pistols,

Feats: Armaor

Surge, Improved Initiative

Weapon Gro blaster rifles,

heawy weapons, n.i|‘-'||;||.- weapons, vihro '.'-.l.';||'.r|I'\.:

I1SB Agent Govin Thane: Male Human Scoundrel 8: Init +3;
Defense 21 (+3 Dex, +8 class); Spd 10m; WVP/WP 41715; Atk
+7/+2 melee (2d6+1, vibrablade], +9/+4 ranged (38, heawy
pistoll: 50 Better lucky than good, sneak attack
S Fort <3, Ref +9, Will +3; S£M; FP 2; DSP 13; Re
6; 5tr 12, Dex 16, Con 12, Int 13, "-‘-.'h 12, Cha 10,
Code: D

Equipment; Heavy

blaster

|.|'._I||l.'l'l|l.'

blaster pistol, vibroblade, comlink,
datapad, code cylinder.
Skills: Appraise +7. Astrog

+5, Demaolitions +5, Disable Device +

+5, |i|l'li|| +4, Computer Lse
, Disguise +5, Gather
Infarmation +9, Hide +8, Intimidate +5, Jump +5,

Knowledge [Rebel Alliance)
Pilot +10, Bead/Write Basic, Repair =6,

+8, Spol +10,

+6, Listen +6, Move Silently +8,

Speak Basic, Search

Feats: Heraic Surge, Point Blank Shot, Skill Emphasis (Pilot),

Skill Emphasis [Search), Toughness, Weapon Group Profici

encies [blaster pistols, simple weapons, vibroweapons, ted
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Imperial Intelligence has evolved from four organizations tha

during the days of the 0ld Republic. In the fin

davs of the Republic, the four organizations merged and

formed the Ubigtorate, a gaverning body for all branches of

ence gathering, Now the Ubigtorate oversees all of

peral Intelligence, except for the activities propagated by

COMPNOR and the Imperial Security Bureau (agencies that
the Ubigtarate considers to be a misuse of valuable resources

and & threat to the security of the Empire). 1t determines

strategies, leaving the tactics ts subordinate organizations

Te Ubigtarate consists of anonymous members who never

personally interact with their subordinates {except for agents
n Adiustments), Directives come from the Ubigtorate, never
an individual directar, and communications return via courier,
secure HoloNet, or other indirect means

sidered to be the most elite

The Adjustments agency 1s
branch of Imperial Intelligence, 1ts agents receive their orders
directly and in person from the Ubigtorate, No record of
these orders or even Adjustments mission Nles exist
Ydjustments is used to restore order in hopeless situations,
handle missions bevond the scope of routine intelligence,
nd solve problems that no other part of the agency can deal

with, Once an Adjustments agent enters the field, he is on

jes these

own. The Ubigtorate never acknow

trusting the agents’ training and skills will be more than

adeauate to accomplish the impossible,

tects

The Internal Organization Bureau, or Intlrg, pro
Imperial Intelligence’s security from outside threats and

fram any possible internal dangers, IntOrg’s agents (includ-
ing the highly trained officers of Internal Security, or IntSec]

cultivate a civil manner and maintain a strong sense of

political etiquette. Cambined with their complete ruthless
ness when the stakes are high, these agents make for unpre
all at

the same time, Part of this branch of Imperial Intelligen

dictable contrasts—polite, charming, and murder

provides for the physical security of persannel, facilities, and

vie counterintelli

materials. Another part deals with p
jence, watching far enemy agents that may have been
implanted in Imperial Intelligence,

The Analysis Bureau handles the multitude o

inundating Imperial Intelligence from tens af millions of
sources, In addition to looking for evidence of Rebel activity,
Analysis watches for trends and patterns in every type ol

data that might be useful to other branches of Intelligence

Social, political, entertainment. science—the data reveals a

th of secrets, if the analysis is sound and comple

Analysis includes subagencies devoted to media, carrier wa

sianals and subliminal messages, coded transmissions
nology, and inter |-§_|;_|I_i|||'.

ations handles covert operations,

Ihe Bureaw of
neluding surveillance, infiltration, aggressive counterintelli-
gence, diplomatic services, destabilization, and assassination,
The Bureau conducts its own missions, as well as augment
ng the missions of other branches with its own agents when

the need arises.

fdata streams

Imperial Intelligence

Finally, Intelligence takes all the data that has been

sarted, cleaned, decoded, and manipulated by Analysis and
develops predictions concerning any and all threats to the
Empire. Intelligence uses expert agents drawn from the mili-
tary, the diplomatic corps, commerce, education, and the
underwarld, as well as other groups, combining those

agents' knowledge and understanding with sophisticated

dels make its predictions, Reports are then

(w1, II|IIi:l. (I

generated and passed on to the Ubigtorate, Usir 5
reparts and uncannily accurate advice from the Emperor
himself, the Ubhigtarate establishes priorities and sets goals
for all of Imperial Intelligence,
IntSec Officer Ara Garren: Female Human Soldier 3/Noble

20 Init +2: Defense 17 (+2 Dex, +5 class); Spd 10m; VP/WP
|

1Atk +4 melee [2d4+1, vibrodagger] or +7 ranged
(3d8, heavy blaster pistol); SO Bonus class skill (Intimidate],
call in a favar, inspire confidence +1; SV Fort +4, Refl +5,
Will £3: 57 M FP 1: DSP &3 Rep 5; Str 10, Dex 15, Con 12,

Int 11, Wis 8, Cha 13, Challenge Code: C

Equipment: ¥ jger, heavy blaster pistol, comlink,
code cylinder.
Skills: Astrog ns +d4,

5, Disguise +4, Intimidate +9, Knowledge [MNew

ste +4, Computer Lse +7, Demaolit
Diplomacy +
Order) +5, Pilot +7, Sense Mative +2,

Feats: Armor Proficiencies (light, medium, heavy), Heroic
Surge, Mart

Weapaon Focus [heavy blaster pistal], Weapon Group

ial Artist, Starship Operation [space transport),

Prohciencies [blaster |;I-\.I-.||-\.. blaster rifles, heavy weapons,

simple weapons, vibro weapons],

J
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1| Blackhole

For much of the Galactic Civil War there was an Imperial
agent like no other, veiled in impermeable vet campelling
layers of secrecy, An Emperor's Hand code-named Blackhole,
na one saw his true face, Those who had close dealings with
him could not accurately describe him, More withdrawn tha
even the infamously reclusive Palpatine, Blackhole used

fronts, agents, and droids to deliver his orders whe

1EWeT

possible, When a matter required his personal input, he relied

an I-:_'|._"|I!I:'-'l|;_|_\ to deliver his presence

On the rare instances that he was “seen,” Blackhale
appeared as a holographic avatar that was abstract in
form. Varying in size from 1.8 to 3 meters, the hologram
appeared as a vaguely humanoid silhouette, its insubstan-
tial surface made of shifting starscapes not unlike the
shimmering robes of the Prophets of the Dark Side. The
curved head bore no features, The voice accompanying the

transmission was coolly modulated and eerily androgynous

lhe only other effect of the holographic transmission was
an inexplicable wave of cold, Evidence of this phenome
non was largely anecdotal, and no scientific readings ever
verified an actual temperature drop, Those few that had
seen a transmission from Blackhole, however, swore (o
have felt an unsettling chill in their hones.

Ihe Emperor granted Blackhole unprecedented contral
over the entire HoloMet, Since that star-spanning system
aof communication was dismantled for public use and
nstead given over to the military, this meant that

Blackhole had direct communication with every ship in

the Imperial Mavy. Blackhole cou
. In theory, he

could even appear on the few civilian Holonet nodes

vessel by commandeering its holoc

throughout the galaxy.

Like Palpatine's other Hands, Blackhole was steeped in
the dark side of the Force, Unlike the Emperor's agents who
specialized in using the Force Tor martial prowess, Black-
hole's specialty was fear, Paranaia is what fueled
Blackhole's power,

Blackhole's talents for divination were unrivaled. Originally

one of the Prophets of the Dark Side, his unerring visions

impressed Palpatine, Too powerful to be ignared, Blackhole

was moved from the Prophets (o head of Imperal Intelligence,

¥

It was timely, as far as Blackhole was concerned, for he feared
his fellow Prophets were only moments away from tuming
against him,

As the head of Intelligence, Blackhole had unparalieled
access to the galaxy's unfathomahble seas of information, He
interfered little in the already smoothly running daily func-
tions of Intelligence—few ever noted his addition ta their
ranks, Instead, he holed himself away in his sanctuary, medi-
tating an the countless data-documents streaming through

his office, awaiting dark side visions to act upon,

Blackhole’s true form, that of a withered old man, was
known to onby a scant handful of individuals, Fewer still know
his true origins. Theories speculated that he was once a

talented senatorial page whom Palpatine took under his wing.

Others ruminated that he may have been a minor functionary
n the great library of the Jedi Temple who was seduced by
the dark side,

Whatever the case, the man who became Blackhole cast

away any vestige of his former self in Tavor of total aban

don to the dark side. The sinister power ate away at him,

leaving him shrunken and frail, So fragile was his health

that he spent his days in a specialized life-support chamber,

To afford him some maobility, Palpatine gave his agent the
gift of a Neimoidian mechano-assembly that moved the
orblike chamber aloft on insectoid limbs. A few years into
his position as head of Intelligence, Blackhole became
possessed of the irrational fear that his life was in danger
by staying on Coruscant, He moved his base of operations
to his command ship, the Singularity, and spent the
remainder of his career on the maove,

Blackhale had an impressive amount of resources available

to him. Mo
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fi him, Mo less than an entire Star Destroyer and its comple-
ment of troops and fighters were under his command.
Blackhole ordered his Torces east in obsidian to match his
ywn particular eccentricities, His Star Destroyer Singulariny,
the assigned TIE wing, the 123rd Nightstalker Group, and his
stormirooper division appear entirely black, More than just
decoration, the styglan-triprismatic polymer atfords increased
sensor-stealth

Blackhole's abandon into the dark side continued to

r his sanity, leaving him frailer and frailer with each

meditation, with each vision, Blackhole disappeared
completely during the Galactic Civil War, a fate beftting his
code name.

Some of his troops ended up with Imperial splinter
groups, including Carnor Jax during the time of the
resurrected Emperor's scourge. In Blackhole's absence,
Imperial Intelligence fell under the capable stewardship

of Ysanne -\..I"l'|

Blackhole: Male Human FA 5/DSD 7/EH 3: Init =3; Defense
24 (+12 class, +3 Dex, -1 size): Spd 8m; VP/WP 146/20;
Atk +13)+8 melee (1d6+4, claw) or +12/+7 ranged; 50

2, res

Force weapon +3d4, dark side talisman + UFCE ACCEss,
authority, target bonus +1, sneak attack +1d6, DR 50 5V
Fort +13, Ref + 13, Will +13; 52 L; FP 3; DSP 28; Rep 10}
Str 6 (181, Dex 12 (16), Con 7 (20), Int 19, Wis 16, Cha 17.
Challenge Code: E,

Equipment: Stygian-triprismatic-polymer coated life

support chamber with mechano-assembly, Imperial-Class Star

[estraver [Singulariny).

Skills: Bluff +13, Computer Use +10, Diplomacy +9,
[sable Device +7, Disguise +5, Gather Information +7,
Hide +3, Intimidate +14, Knowledge (galactic politics)
#10, knowledge (Imperial intelligence) +8, Listen +5,
Move Silently +7, Read/Write Basic, Sense Mative +10,
Sleight of Hand +9, Speak Basic, Speak Bothan, Speak
Huttese, Speak Neimoidian, Spot +5, Survival +7

Faree Skills: Affect Mind +11, Cantral Mind +19, Drain
Energy +15, Drain Knowledge +19, Empathy +3,
Enhance Senses +12, Farseeing +12, Fear +20, Force
Defense +12, Farce Grip +8, Force Stealth +7, Heal

Another -5, Heal Self +12, Nusion + 14, Move Object +4,

e + 10,

Feats; Alertness, Frightful Presence, Force-Sensitive, Point-
Blank Shot, Skill Emphasis (Control Mind, Drain Knowledge,
Fear), Weapon Group Proficiencies (simple weapons, blaster
pistals, primitive weapons).

Force Feats: Alter, Control, Force Mastery, Force Mind,

Hatred, High Force Mastery, Sense, o

£ SINGULARITY W

Blackhole's command ship, as well as all forces onboard, is coated
in a stygian-triprismatic polymer that makes it difficult to detect
with sensor equipment. The coaling makes treated starships
impaossible to detect at sensor range. All treated objects (starships,
vehicles, and armor) confer a -5 penalty on Spaot, Listen, and
Computer Use checks made to find them. Against dark back-
grounds (such as deep space, underground, or poorly-lit dark
}, & treated object’s lines are partially indistinet, prowviding it
with the equivalent of one-half concealment (20% miss chance).

Craft: Kuat Drive Yards Imperial | Star Destroyer; Class: Capital;
Cost: Not available for sale; Size: Colossal (1 1 long); Crew:
minimum 5,000, maxdmum 37,085 (Skilled +4); Passengers:
9700 (troops); Cargo Capacty: 3 ) metric  tons;
Consumables: & vyears; Hyperdrive: =15 (backup =6);
Maximum Speed: Cruising; Defense: 12 (-8 size, +10 armaor),;
Shield Points: 250; Hull Points: 700; DR: 30,

Weapon: Turbolasers (60); Fire Arc: 4 batteries front, 4
batteries left, 4 batteries right; Attack Bonus: +8 (-8 size, +4
crew, +8 fire confrol, +4 battery fire); Damage: 5d10:<5; Range
Modifiers: PB -6, 5 -4, M -2, L +0

Weapon: lon cannons (60); Fire Arc: 4 batteries front, 3
batteries left, 3 batteries right, 2 batteries rear; Attack Bonus:
+5 (-8 size, +4 crew, +5 fire control, +4 battery fire); Damage:
Special; Range Modifiers: PB -6, 5 -4, M -2, L nfa.

Weapon: Tractor beam proj {10); Fire Arc: 6 front, 2
left, 2 right; Attack Bonus: +4 (-8 size, +4 crew, +8 fire control);
Damage: Special; Range Modifiers: PB -6, S -4, M/L nfa. to}
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smi The Corporate Sector

The Comporate Sector is a portion of the galaxy that has been
set aside for the exclusive use of the intergalactic conglomer-
ate, the Corporate Sector Authority, The sector consists of
tens of thousands of star systems that contain no sentient
life forms. Though the region was established during the
days of the Old Republic, the vast resources of the Corporate
Sector played an important role in the creation of the
Imperial war machine.

The Corporate Sector Authority is a vast private corpora-
tion made up of dozens of participating companies, The Old
Republic granted the original CSA charter, and the Empire
sanctioned this charter when the Mew Order rose to power.
The charter grants the C5A the right to exploit the resources
of the region to the fullest extent, The charter further
allows the CSA to operate as owner, employer, landlord,
government, police, and military presence in the region,
giving it absolute power to control and utilize the sector as
it sees fit. This grant of power extends to all peaple, places,
and things within the barders of the region. It can be super-
seded or withdrawn at any time by the Emperor or his duly
appointed representatives.

One thing motivates and drives the Corporate Sector
Authority—profit. While the C5A must act like a governing
body, it is in all respects an economic entity, Those residing
and working within the sector aren’t "citizens™; they are
“consumers” and “emplayees.” The Authority grants no
“rights” to those living and working within its sphere of
influence: it allows them “privileges.” These privileges may
be restricted or rescinded at any time and for any reason.
The highest ruling body for the C5A is the Direx Board, led
by the Ex0. Each member of the board represents one of the
member corporations, trying to balance the needs of his or
her constituent with the business plans of the C5A,

An Imperal advisor holds a permanent spot on the Direx
Board. The advisor communicates the will of the Emperor
to the CSA, and his very presence virtually assures that the
CSA will cooperate with and acquiesce to the Emperor’s
every whim, One bad report from the advisor can lead to
the nationalization of the CSA and the loss of what little

independence it maintains in these days of civil war.

The highest-ranking employees of the Authority are the
Viceprexes, each of whom runs one of the many divisions
that make up the CSA. Supporting the Viceprexes 15 a vast
network of bureaucrats and functionaries that turms policies
into procedures.

Viceprex Jace Lorrin: Male Human Diplomat 60 Init +0;
Deforse 12 (<2 class); Spd 10m; VP/WP 3/8; Atk +1 melee
(1d3-2, punch) or +3 ranged (by weapon); SV Fort +1, Ref
+2.Will +8: SZ M FP 0; DSP 7; Rep 4; Str 7, Dex 10, Con 8,
Int 14, Wis 12, Cha 13. Challenge Code: B.

Equipment: Comlink, code cylinder, datapad,

Skills: Appraise +9, Bluff +12, Computer Use +8, Diplo-
macy +12, Gather Information +10, Intimidate +5, Knowl-
edge [bureaucracy) +7, Profession (Viceprex) +7, Read [Write
Basic, Read/Write Sullustese, Sense Motive +7, Speak Basic,
Speak Byl, Speak Sullustese,

Feats: [ron Will, Quickness, Persuasive, Trustworthy,
Weapon Group Proficiency [simple weapons), tod
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Adventures in the
Caorporate Sector
The Corporate Sector Authority and
the Empire maintain a mutually
beneficial relationship. Much of the

Imperial war machine owes its exis-

tence to the vast amount of
resources and finished goods that
come out of the Carporate Sector.
At some point, the heroes will
receive a mission that takes them
into this region of space.

Espionage

Difficult to get into, difficult to get out
of, and not the greatest place to visit,
the Corporate Sectar remains a top
destination for spies and covert opera-
tives, From the offices of executives to
the assembly lines churning out com-
ponents for weapons of all descrip-
tions, there are plenty of opportunities
for corporate espionage. The heroes
need a cover and a legitimate reason
for entering the Corporate Sector, or
they need to sneak in past the Picket

pirates the galaxy over,

Once inside the Corparate Sector,
the heroes need to be careful they
don't attract the attention of the Espos
or ane of the Viceprex's blasters for
hire, The law inside the Corporate
sector favors the CSA, and the heroes
could wind up as indentured laborers
ar, worse, banished to the prison at
Star's End. If they brave the dangers,
however, the Corporate Sector can
provide them with a wealth of secrets
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Working for the CSA ||||l§:€}.

ar. The Corporate Sector Authority desperately needs workers to code of law or justice; they exist solely ta maintain order and

are the

exiract the resources and build the products that drive the

protect the Authority and its property. This private army typi-

wisions gain of profit. Some of these workers come from the eleven cally resorts to excessive force under the theory that such a -
5 @ vast sentient species that were enslaved when the CSA took response sets the right example for the workers, ;?:
s policies control of the region, [Since the charter specifically says that The Espos protect the space lanes in and around the 3

[

the region was devoid of natural sentient life, the existence

of these eleven species is a closely quarded secret.) Others

sector through the efforts of the Authority Picket Fleer,

which utilizes archaic Vicrorv-class Star Destroyvers, Marauder

t+0 come fram the Empire, which regularly provides the CSA with  corvettes, and other salvaged vessels to repel and capture
melee labor from its ever-swelling prisons. And a large number of smugnlers, pirates, and slavers.
#1, Ref workers willingly come to the Corporate Sector to make their

fortune, following the promises of holovid advertisements
and CSA recruiters who regularly visit spaceports throughout

the galaxy.

Typical Espo Trooper: Male Human Thug 4 Init +0;
Defense 16 [+6 armar); Spd 8m; VPIWP —/15; Atk +5
melee (1d6/DC 12, stun baton) or +4 ranged (3d6, blaster

Dipla To legally enter and work in the Corporate Sector, a being pistol): SV Fort +4, Ref +1, Will +0; 5Z M; FP 0; D5F 4;
Knowl- has to apply for an Immigrant Labor Visa, This visa grants Rep 1; 5tr 12, Dex 10, Con 10, Int 10, Wis &, Cha 10,

1 Write the privilege of working in the region while also defining the Challenge Code: B.
k Basic, various rights that the worker voluntarily surrenders for the Equipment: Stun baton, blaster pistol, comlink, padded

length of his or her stay. In addition, only Authority Cash

Vouchers can be used to pay for goods and services, These

vouchers must be obtained at a Corporate Sector Authority
Currency Exchange Center, where they can also be redeemed
for credits or other currency upon leaving the region. Anvone
I'|||l."|"'|l;| e |:.,.Il“.ll.l‘ilrl.' I“.\-l.'l.".lill mMust |.""‘..L'I'Iill'll”l"I I.'I:rrl"ﬂl.:\ for
cash vouchers or risk legal ramifications,

Life in the Corporate Sector occurs at a frantic pace. Wark
shifts operate around the clock to keep up with the demands

of production. Some of this effort is directed at meeting

Imperial orders for ships, weapons, and other ftems necessary
to fuel the Empire's war machine. The rest of the capacity
goes into a vast catalog of consumer goods sold throughout
the known galaxy. Safety and good working conditions don’t
factor into CSA planning. Employees regularly fall victim to

overwaork, unsafe conditions, and industrial accidents, That's

Just business, and there's always another emplayvee waiting in

the wings to replace someone who gets injured or killed on
the job,

The Security Division maintains order throughout the
Corporate Sector, The troops of the Security Division are
known as Espos. Cruel and overbearing, the Espos Tollow no

battle armor.

Skills: Intimidate +7, Knowledge (Corporate Sector
Authority) <4, Spot +4.

Feats: Armaor Proficiencies (light, medium], Toughness, Weapon

Group Profidencies (blaster pistols, simple weapons). o3

Il A DARK TIME

, and to take back to the Alliance. A couple died since the quarantine went into the CSA together by showing that a
of sample secrets are given below, effect six months ago. power struggle is under way.

tar, & Viceprex Jace Lorrin has set events

1y @ Workers at the factory and resource in mation that could lead to his Sabotage

Espos mine on the planet Jerrist VI are gaining the position of ExO for all of  Any of the factory worlds located

ar dying from a disease that the C5A the CSA. He is waging a secret war throughout the Corporate Sector make

] refuses to treat. Instead, the CSA against the current ExO in order to excellent targets for sabotage, Of

oes has quarantined the planet, closed overthrow him. This won't necessar-  course, there may be too many redun-

Ers off all communications with the ily help the Alliance, because Lorrin - dant facilities to really hurt the C5A's

at world, and continues to send more is as much a supporter of the ability to deliver compaonents to the

ars, waorkers there to replace those who Empire as the current ExO, but it Empire, but even a short delay in

n have succumbed to the disease, could allow the Alliance to weaken production schedules can make a

crets Almost one million workers have the fragile cooperation that holds difference in the Galactic Civil War, 4
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The world of Kessel, infamous as a source of addictive spice,
holds a2 wealth of secrets, The planet houses an Imperial
prison camp, as well as @ vast spice mine that utilizes forced
labor, Covered with crumbled salt flats and atmosphere

praduction factories, Kessel is a harsh, unf

jiving world—=

breath masks are required whenever @ being steps outside.
he planet has one major city, Kessendra,
Kessel lies near a cluster of black holes, known as the

Maw by those who travel the space lanes, The Maw makes

navigating mto and out of the Kessel system l.'\.||1."!||l'|_“'

difficult, and has led to the smugglers’ route called the

Kessel Run. Kessel is a commaon destination for smugglers
and those dealing in spice, despite the Imperial presence
and the dangers invalved in reaching the planet. Beneath
the surface, the spice mines echo with the sound of forced
labor, Here, in absolute darkness, prisoners mine the potent
glitterstim spice produced by the native energy spiders that
roam the caverns,

The prison official Moruth Doole, 3 Bybet, secretly
supplies glitterstim to smugglers, greatly supplementing his
Imperial stipend, He has contracts with the Hutts, Black

Sun, and a host of independent dealers. Doole keeps his
extracurricular activities hidden from his overlords, since he
would much rather aversee the work in the mines than
participate in it.

The cluster of black hales that make up the Maw pravide
an excellent hiding place for the top-secret Impernial center
known as the Maw Installation. Here, Imperial scientists
work on developing new weapons of mass destruction for
use by the Empire’s armed forces. The installation consists
of a number of planetoids crammed together around a grav
itational island at the center af the Maw, Grand Moff Tarkin
established this site, which he kept hidden even from the
Emperar, as a supersecret think tank, In complete isolation,
seientists and theoreticians work to develop weapons such
as the Death Star, World Devastators, and the Sun Crusher.
Shaortly after the Battle af Yavin, most of the designs remain
purely thearetical; only the Death Star has been completed

Immense bridges and bands hold the planetoids in place,

and access tubes and transit rails connect the cluster of drift

ng rocks, The interiors of the planetoids have been hollowed

aut to serve as laboratories, meeting halls, prototype assem-

bly bays, and living quarters for the staff, te

& SPICE W

Spice is the general name for a variety of drugs that are mined
beneath the surface of the planet Kessel (as well as other planets)
Highly taxed and controlled, spice is nonetheless legal in most
parts of the galaxy. Smugglers and crime bords get involved in
the trade because they can make good credits by undercutting
official sources since they don't pay the taxes,

Psychological therapy, criminal inw
tions with alien spedes, and entertainment are just a few of the

gabons, communica-

legitimate uses for spice. There is a danger of addiction associ
ated with the overuse of spice, and there are certain he

for even casual spice users
Every use of spice requires a Will saving throw against DC 10,
{Some varieties of spice have a higher [

) If this saving throw
fails, the character becomes addicted to the spice he has just
used. Once per week, an addicted character must make a
Fortitude save
ability score, chosen randomly by the GM.

An addicted character must use spice on a daily basis; on a

- 10) or suffer a permanent reduction to one

day when the spice isn't available, the character suffers a tempo-
rary 1-point reduction to all ability scores. The temporary effect
is cumulative, with an additional reduction every day that the
char goes without spice. If the character can go five days
without spice and then make a Will save (DC 10), he or she can
break the addiction.

Glitterstim, a potent form of spice, provides a lemporary tele
pathic boost 1o its user. A character without the Telepathy skill
gains 1 rank in the skill. A character with the skill receives a +2
circumstance bonus on all Telepathy skill checks. Either boost
lasts for eight hours. However, glitterstim is more addictive than
other forms of spice (Will save DC 15). ¢4
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Kessel Adventures

The corridor known as the Kessel

Nothing puts fear into the hearts of
living beings and droids like the
words "You'll be shipped to the spice
mines of Kessel, for sure." The
following adventure ideas can be
used to incorporate Kessel and its

provided one is good enough and
foalhardy enough to attempt to
travel the route. The pull of the
Maw in this corridor makes travel
dangerous, so there are only light
Imperial patrols protecting this
route. Deviating from this course in

Run covers 18 parsecs. To successfully
navigate the Kessel Run, a pilot needs
to plot a course using the Astrogate
skill (DC 15). Then, to maneuver the
ship through the varying gravitation
fields, the pilot uses the Pilot skill (DC

determi
corndor
the ship
and is d

To co
the pilo

the ship

BNVIrons into your campaign. ane direction can attract the atten- 200, For every point by which the gate che

tion of patrol ships and sensor Astrogate check fails, the Pilot check parsec i

The Kessel Run drones. In the other direction, devi-  increases in difficulty by 1. So, an trip. 50,

@ A narrow carridor, running along- ation can lead to destruction as the Astrogate result of 10 requires a Pilot parsec
side the Maw, provides almost free gravitational forces of the Maw pull  check 25 or better to safely make the an Astre

access to the Kessel system, the vessel apart, trip. If the Pilot check fails, the GM Pilot chi
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Inventions of Renn Vaolz 1k

Skills: Astrogate +8, Computer Use +15, Demolitions +10,

i

Growing up in the Seswenna star system, younyg Renn Volz

r of drift-

hollowed

won a scholarship to the prestigious University of Byblos, Disable Device +10, Knowledge (engineering) +13, Knowl-

a
£ ASSEMm Volz despised the divisive policies of the New Order, belicving  edge [hyperspace physics] +13, Knowledge (astrophysics) g
ll semtients should reap the henefits of scientific advance- +13, Listen +6, Pilat +3, Profession [engineer] +13, u

me He nonetheless expressed enough support for Read/Write Basic, Repair +15, Speak Basic, Spot +6 q

mperial policies to ensure that he received funding from a Feats: Cautious, Gearhead, Skill Emphasis (Knowledge

wmber of Imperial and corporate sources—until he came to [engineering]). Skill Emphasis [Profession [engineer]],

Weapon Group Proficiency (simple weapons), ted

the attention of Grand Moff Tarkin and was drafted into the

¢ mined think tank and shipped to the Maw Installation. Volz

believed he was working for the good of the entire galaxy

lanets).

and the Empire was simply providing the funds he needed.

Among Vaolz's most remarkable inventions is the Subspace

Il A DARK TIME

Holotransceiver and the lon Ring weather-control craft. The
1]

munications technology since the HaoloMet was first con-

Holatransceiver is the first advancement in holographic com

structed centuries ago. This elaborate system boosts HoloMet

a5500 and bypasses nodes that may be malfunctioning. His

Ith risks most recent designs are not yet suitable for mass praduction,

The Empire employed the lon Ring's weather-control abili-

L DC 10, ties to shatter the environment of the planet Rion, lsolated
throw at the Maw Installation, Yolz has no idea to what purpose
15 just his inventions are being put. Other scientists at the installa-
1 tion are utilizing Volz's theories to create a new weapon, the
. . — » N
o one orhital nightcloak, and hope to have it ready within the year, ¢ .,
The orbital nightcloak consists of a series of satellites that, ]
when placed in orbit around a planet, prevent wvisible light K, F
f I | & AN

from reaching that world. In theory, this would plunge the
planet, or parts af the planet, into a darkness more complete
than that of a cloud-covered night, As a weapon, the orhita
nighteloak presents a few tactical problems, among them the
time necessary to deplay the massive number of satellites
required and the vulnerability that such a network possesses,
Renn Volz: Male Human Expert 6: Init - 1; Defense 11 (-1
Dex,+2 class); Spd 10m; VP/WP —/8; Atk +3 melee [1d3-1,
punch), +3 ranged (by weapon]; SV Fort +1, Ref +1, Will +6;
SZM: FP 1 DSP 1; Rep 4: Str 8, Dex 8, Con 8, Int 18, Wis

12, Cha 10. Challenge Code: Al

Egquipment: Datapad.

5@ determines if the ship drifts out of the stronger gravitational forces, and it weapon prototype, rescue an impris-
ssfully corridor and into patrolled space, or if increases by 1 for every point by oned scientist (such as Renn Volz), or
needs the ship flies too close to the Maw which the Astrogate check failed. 5o, try to sabotage the facility. Finding a
ate and is destroyed an Astrogate result of 10 for a 12- path through the gravitational fields

- the o complete the Kessel Run faster, parsec run requires a Pilot check to the installation requires an

o the pilot can plot a route that takes against DC 36. Failure results are the Astrogate check (DC 35) and a Pilot

Il D€ the ship closer to the Maw, The Astro same, no matter the distance check {DC 30). Failure has the same
p gate check increases by 1 for every consequences as for making the

weck parsec the pilot wants to shave off the Maw Installation Kessel Run, If the heroes have top-

i trip. Sa, attempting the unin 12 A passible mission for the heroes secret Imperial astrogation charts
Pilot parsecs (like Han Solo did) requires revolves around locating the top- showing the location of the Maw @
& the an Astrogate check against DC 21. The  secret Maw Installation. The heroes Installation, the Astrogate check is

i Pilot check starts at DC 25 due to the can either be sent to capture a super-  reduced to DC 25.
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&« Agents of the Emperor

he Emperor utilizes a number of agents and aides to

(

Feats: Fo
Blank Shot,
simple weay

. accomplish the work of the Empire and the New Order, In
addition to advisors and dark side adepts, the Emperor keeps

a stable of special operatives. Two of the most intriguing

EHE LTI

types of operatives that serve the Emperor are the Emperor’s Another Ha

Harnds and the Force-using Inguisitors, as dark as «
has receiver

Emperor's Hands his persona

Specially trained and solitary agents, each called the has served |

Emperor's Hand, make up the most seeret and personal oper- Jade has, h
F I I

atives working directly for the Emperor. An individual Hand areas. His ¢

helieves that ke or she is the anly such agent in existence, to be his u

I 3wl siava v |||

mission to
Hand might be sent anywhere in the galaxy to carry out the sympathize
Emperor's arders, including espionage, sabotage, and assassi- failing his 1
from an ew
Rebellion v

many disps

nation, Fvery Hand's mission prafile is so secrel that not
even the Emperor’s closest aides are aware of their existence,
One such Hand is Mara Jade, a beautiful young woman
with red-gold hair who looks more like a dancer or @ courte taxes on H
hystanders

Emperor e

san than a highly skilled agent, She trained with the Imperial
Roval Guard and has been instructed in infiltration and
information-gathering techniques. Additionally. the Emperor with the d

has helped awaken her natural Force talents, allowing Jade He can't u:

S R )
to teceive his telepathic commands and draw strength from and destru
ﬂ: i his well of dark side power,
N The Ir
W

Mara Jade, Emperor's Hand: Female Human Scoundrel & A secret di

Init +2: Defense 19 (+7 class, +2 Dex); Spd 10m; VP/WP
42/15: Atk +5 melee (2d6+1, vibroblade] or +6 ranged (3d6,

consists of
group perf

blaster pistol); SQ Micit barter, better lucky than oo, skill intelligenc
emphasis (Disguise), sneak attack +2d6; 5V Fort +4, Ref +7, Inquisitors
Will +3: SZ M; FP 2; DSP 3; Rep 3; Str 13, Dex 15, Con 15, interrogati
Int 13, Wis 12, Cha 14, Challenge Code: [, Inguisitord

Equipment: Vibroblade, blaster pistol, conduct st
Skills: Bluff +6, Computer Use +7, Demalitions +6, Disahle

# 10, Entertain [dance] +8, Gather

notably in
Device +9, Disguise searches is
Information +10, Hide +7, Knowledge [streetwise] +5, Move
Silently +7, Pilat +10, Read/Write Basic, Repair +4, Sleight of
Hand +7, Speak Basic, Speak Huttese, Survival +5.

and alien
any ancier

previous 4

L

Hand of the Vess Kogo, Emperor's Hand: Male Demolitions +4, Disable Device +5, : Fac
Emperaor Human Scoundrel 4/Force Adept 2; Hide +10, Listen +10, Move Silently Inge
At some point, the heroes encounter It +2; Defense 20 (+8 class, +2 +9, Read/Write Basic, Sleight of Hand F A greal

a powerful operative, Vess Kogo, the Dex); Spd 10m; VP/WP 24,/12; Atk +7 +6, Speak Basic i involve

Emperor's Hand. Kogo never refers melee (2d10+2, vibro-ax) ar +6 Force Skills: Affect Mind +6, i of the

to himself as an agent of the ranged (3d6, blaster pistol); 5Q licit Enhance Ability +6, Fear +2, Move : the pri

Emperor. If he comes into conflict barter, better lucky than good, skill Object +3, Telepathy +2. aver t

with the heroes, he can be a recur- emphasis (Listen); SV Fort +4, Ref +8, Feats: Force-5ensitive, Heroic Inguisi

ring nemesis for them, The heroes Will +4; SZ M; FP 3; DSP &; Rep 3; 5tr Surge, Power Attack, Stealthy, Weapan ' Over tl

y might run across Kogo while 14, Dex 15, Con 12, Int 8, Wis 10, Cha  Focus (vibro-ax), Weapon Group ' Inguisi
f\® performing almost any mission, or 13, Challenge Code: C. Proficiencies {blaster pistol, primitive : nigues
they might wind up being the object Equipment: Vibro-ax, blaster pistol.  weapons, simple weapons). lation,

} of one of Kogo's missions. Skills: Bluff +&, Climb +7, Force Feats: Alter, Senze, e : proces
4 + |




Feats: Farce-Sensitive, Heroic Surge, Martial Arts, Point
Blank Shot, Weapon Group Proficiencies [blaster pistol,

simple weapons).

Another Hand, Vess Kogo, & a striking young man with hair
as dark as deep space and a disarming smile, Like Jade, he
has received advanced combat and espionage training, but
his persanal Force talents are more developed, Though he
has served the Emperor for a shorter amount of time than
Jade has, he has the potential to surpass her in almost a
areas, His extreme hatred of the Rebels, however, could prove
to be his undaing, He often deviates from his assigned
mission to track down and destroy Rebel operatives or
sympathizers. 50 far, this obsession hasn’t resulted in Kogo
failing his Emperor, but he has come close, The hatred stems
from am event that occurred a few years back, when the

Rebellion was still just a disorganized effort conducting by

many disparate groups, One rebel group, protesting Imperial
taxes on Hanofar, turned wild, and a number of innacent
bystanders were hurt, including Koga's mother, When the
Emperor recruited kogo as a Hand, he fueled that hatred
with the dark side and turned Kogo into a killing machine,

He can’t use Kogo for subtle missions, bot Tor pure mavhem

and destruction, the Emperor often tums to Vess Kogo

The Inquisitors

Asecret division of Imperial Intelligence, the Inquisitorius,
consists of Force-trained agents called Inquisitars, This select
group performs various functions for Intelligence, including

Hance missions, but the

intelligence-gathering and sur
Inquisitars are most often called upon to assist with prisoner
nterrogations. ¥When time permits, the leader of the
Inquisitorius, the Grand Inquisitor, orders his agents (o
conduct searches of the farthest reaches of the Empire, most
notably in the Outer Rim Territories, The target of these
searches is Force-users—adepts, shamans, dark side devotees,
and alien students of the Force in all their forms, as well as
amy ancient Jedi that may have escaped the purges of the

previous generation.

)

TR0

When all ather methods of interrogation fail, inchading

e

(

torture and drug therapy, Imperial Intelligence turms to
the Inguisitors, Using potent Force skills and powerful
manipulation techniques, the Inguistors have rarely Tailed

to produce the desived results in their subjects. One af the

CHAPTER TWwWD
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most powerful and respected Inguisitors is High Inguisiton
Tremayne, but an up-and-coming lower-ranked Inguisitor
is the subtle and ruthless Drayneen,

Inquisitor Drayneen, one of the few females to hald the
position, exudes confidence and concern. Her subjects
often start out actually liking her and hoping to please
her, It isn’t until late in a session that she allows the true
extent of the dark side to flow through her, and then her
crizelty and power becomes a sight to behold. Some
Intelligence officers refuse to make use of Inquisitor
Drayneen, no matter how effective and skilled she might
be, because she has a habit of bath exciting and frighten

ing them when she works with them,

Inguisitor Drayneen: Female Human Farce Adept 8; Init +3;
Defense 19 (+6 class, +3 Dex); Spd 10m; VPWP 37/8; Atk
+B{+1 melee [2d8, Force pike] or +9/+4 ranged [3d6, blaster
pistol): S0 Force weapan +1d4, comprehend speech, Force

: : . . i il
talisman +2; SV Fort +3, Rel +7, Will +9; 5Z M; FP 5; DSP \
10 Rep 4; Str 10, Dex 16, Con 8. Int 13, Wis 12, Cha 14, It
Challenge Code: T y v,

n

Equipment: Force pike, blaster pistol, encrypted comlink,
datapad, talisman,

Skills: Knowledge [New Order) +7, Listen +11, Read Write
Basic, Sense Motive +9, Speak Basic, Spot +9.

Force Skills: Affect Mind +10, Empathy +8, Enhance
Senses +6, Fear +9, Force Grip +7, Farce Defense +6, Force
Stealth +6, Friendship +8, See Force +9, Telepathy +7,

Feats: Alertness, Dodge, Force-Sensitive, Tran Will, Weapon
Group Proficiencies (blaster pistol, primitive weapons, simple
WEApans.

Foree Feats: Alter, Contral, Dissipate Energy, Sense. o

tly
{and

pon

e

Facing the
Inquisitian

A great basis for an adventure
involves the capture of one ar maore
of the heroes, To get the most out of
the prisoners, the Empire turns them
over to one of the Inguisitors, such as
Inquisitor Drayneen (detailed above).
Over the course of a few days,
Inquisitor Drayneen uses Force tech-
nigues and various forms of manipu-
lation, the Inquisitor begins the
process of breaking the heroes. How

long can they last against torture and
the power of the Force before they
begin telling the Inquisitor everything
they know?

While undergoing the grueling
torture sessions, the heroes learn that
there are other Rebel prisoners incar-
cerated in this facility. The heroes
need to continue to resist the
Inguisitor's persuasive technigues
while also coming up with an escape
plan. Of course, if they slip up and
reveal the details of any such plan,

they put the lives of all the prisoners
in jeopardy.

Perhaps the trick is for them to hold
out long enough to be rescued, If no
rescue is imminent, then the heroes
must fend for themselves. Whatever
they plan to do, it won't be easy. The
Imperial Inquisitor might be one of
the toughest foes they must deal with
over the course of the Galactic Civil
War, especially since they won't have
access to their weapons while inside
the prison complex.




e
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S| Prophets of the Dark Side

'he Emperor keeps his subjects in the dark about certain
thinas. Far example, few members amang the Imperial hier-
archy have any inclination that the Emperor is a powerful
Farce-user. That's just not something he likes to broadcast
far and wide. The Emperor’s campaign to discredit the Jedi
and reduce belief in the Force to a myth would suffer greatly
if his awn abilities were revealed to the galaxy at large. Mamy
of the Emperor's secrels therefore, revolve araund his con
nection 1o the dark side.

One of these secrets concerns a small group of dark side
aphets of the Dark Side, Led by the

Supreme Prophet, Kadann, these (

devotees called the Pr
yrksiders use their powers
and abilities to explore the dark side of the Force and make
es, and upcom

predictions on the outcome of plans, strateq

ing events, The Emperor regularly consults with his prophets,
using their skills 1o augment his own sojourms inta the dark
side of the Force, If aryone beyond the Emperor's most
trusted ..il- isers knows of the existence of the Prophets, they
make Cf y keep that knowledge to themselves for fear
i -:||..-.'.|'1;! '.|'-t; Emperor’'s wrath,

The Prophets maintain two sanctuangs—one near the

Emperor, and r far from even their
The first hil

et far from the Emperor's throne room. Here, kadann of
I

1o master's prying eyes

. a portion of the Imperial Palace on Coruscan
ane of the High Prophets constantly keeps the oracles and
seers tuned to the ehb and flow of the Force. By employing
meditative techniques and judicious use of the Farseeing

technigue, the Prophets reach out for signs and portents

conceming topics specifically requested by the Emperor, They

trall the dark side for w

the Empire ar apportunities to increase the Emperar's power

yrming signs that might threaten

the influence of the dark side.
The second sanctuary, an ancient temple devoted to the
dark side of the Force
the Sith, lies hidden in the wilds of

t dates back to the earliest days of
the uncharted planet
Basthirda, Kadann makes a pilgrimage 1o the temple at least
ance every year to bask in the darkness of the place and look
for a deeper understanding of the Force, At least one lesser

Pronhet always resides in the temple, maintaining the place

PROPHETS IN THE GAME W

The Prophets of the Dark Side are a secretive, clandestine group.
No one outside of the Emperor and his top associates have any
idea that the Prophets even exist. Later, after the Battle of Endor,
Imperial Intelligence will use the Prophets in a last-ditch effort to
keep the Empire together, but none of the true Prophets of the
Dark Side will be involved in this charade.

During the height of the Galactic Civil War, the Prophets keep
to themsehves, reading the vibrations in the Force and presenting
the Emperor with possible outcomes based on their intuition,
insight, and true precognitive abilities. If one of the Prophets
miust interact with either the Imperials or the Rebels, he does so
without revealing his true nature—the Prophet presents himself
as simply one of the Emperor’s many advisors and courtiers

It isn't unheard of for one of the Prophets to follow his own
personal agenda and missions based on the visions the dark
side reveals to him. In no way does he allow these personal
missions to get in the way of his service to the Emperor, but he
isn't prohibited from also promoting his own interests. In this
way, a Prophet might seek out a Force-sensitive hero who has
caused a ripple in the Force, or a Prophet might observe a baltle
or event because of the promise that it might lead to other, more
impartant revelations

Visions and dreams, seen in the midst of Force meditation,
hold a very significant meaning for the Prophets of the Dark
Side, While the future is always in motion, the visions the dark
side reveals to the Prophets hold at least a modicum of truth.
When the heroes appear in these visions, their paths cross with
the Praphets for a time

Sometimes a Prophet goes to the aid of the heroes because
the dark side needs them for some future situation, At other
times a Prophet may approach the heroes to seduce them into
joining the dark side. Maost often, however, the Prophets simply
observe what happens in the galaxy around them, waiting for
the proper moment to stop watching and start acting, o}

A Call to Darkness
Argor, a Lesser Prophet of the Dark
Side, has a vision. In that vision, Argor
sees ane of the heroes, That hero is

nearby, watching from the shadows,
abserving how the hero reacts to
the situations he finds himself in.

providing a way for the hero to gain
a level in a Force-using class,
Argor can provide instruction to al-

either Force-sensitive ar has actually
gained levels in a Force-using class.
Argor has seen the potential for dark-
mess within the hero, and he now
believes that he has a mission ta lure
the hero onto the path of the dark
side of the Force.

Argor doesn't immediately ap
praach the hero directly, He stands

Soon, Argor develops a plan far how

to carrupt the hero and add another
convert to the cause of the dark
side. The Praphet carefully
approaches the hero when he is
alone. He speaks of the Force and
everything's place in it without refer
ring specifically to either the light or
the dark side. Argor offers to instruct
the hero in the ways of the Force,

low a hero to increase up to two lev-
els in any Force-using class, althaugh
at a cost. Following Argor's instruc

tions gains the hero a level in a Force-

using class and gains the character 1
or 2 Dark Side Points, At the end of
the training, as the character adds a
level, the hero makes a Will saving
throw (DC 15). If the save succeeds,
the hera only gains 1 Dark Side Point.
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and keeping the meditation chambers attuned to the dark

side, Whispered rumaors in the grand hallways suggest that

Lord Darth Vader himself once studied here, but that fact has

never been confirmed by any of the younger Prophets—and

1APTER TWO
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Kadann won't discuss Vader with anyone, except perhaps for
the Emperar

Observers and contemplators by nature, the Prophets ol
the Dark Side don't tend Lo take an active role in the
galaxy's events, They prefer to watch from the shadows,
examining the threads of fate and trying to determine where
they might lead, Every action causes a ripple in the Force,
not unlike when a pebhble is dropped in a pool of water. A
single action affects other actions around it, and by leaming
to discern the patterns, the Prophets have become a vern,
powerful tool for the Emperor. They rarely take a hand in the
events of the galaxy, since doing that could interfere with

their ability to see the patterns in the Force.

Argor, Lesser Prophet of the Dark Side: Male Human Foree
Adept 4 Init +0; Defense 14 (+4 class); Spd 10m; VP/WP
270112 Atk +3 melee (1d3, punch) or +3 ranged (by
weapon]; SV Fort +2, Ref <2, Will +6; 52 M: FP 1 D5F 125
Rep 1: 5tr 10, Dex 10, Con 11, Int 12, Wis 15, Cha 14,

. - SV
Challenge Code: B. S
Equipment: Serying cube, dark side talisman 1t

Skills: Hide +6, Knowledoe (dark side lare] +6, Listen +8, T

Move Silenthy +4, Read/Write Basic, Sense Motive +7, Speak
Hasic, Sprak Ryl
Force Skills: Affect Mind +6, Empa

“pree Defense +3, Force

thy +7, Enhance

Senses +5, Farseeing +8, Fear +4,
Stealth +3, Move [||'l_l.:L'I +&, See Force +6,

Feats: Alertness, Force=Sensitive, Quickness, Stealthy,
Weapaon Group Proficiencies (blaster pistol, primitive
weapons, simple weapons),

Force Feats: Alter, Control, Sense.

Argors dark side talisman provides him with a +2 Force
banus on saving throws against non-dark side Force skills or

Force feats. b

) gain

to al-
3 lewy-

ough

Force-
ter 1
1 of
1s a

eds,
Paint.

If the save fails, the hero gains 2 Dark
Side Points.

The Lesser Prophet refuses to train
the hero in public or in any place
where the training can be witnessed
by someone else. In fact, he demands
secrecy: "You must not reveal my
existence to anyone,” Argor cautians,
pretending to be on the run from the
Empire. "If they realize | am alive,
they will hunt me down and destroy
me." He never overtly pushes the
hero toward the dark side of the

Force, but his lessons always lead in
that direction in the most innocuous
ways. In most cases, the hero won't
even realize that he has taken a step
down the dark path, even though he
gains at least 1 Dark Side Point
because of the training.

After successfully helping the hero
gain two levels in a Force-using class,
Argor can provide no additional in-
struction—at least not without turning
fully ta the dark side. At that paint, he
drops all pretenses and attempts to

cajole and tempt the hero with prom-
ises of power and influence. "Join
me," Argor whispers. "Come to
Bosthirda with me and surrender
yourself to the High Prophet himself,
He can teach you things you've anly
dreamed of.”

If the hero refuses, Argor quietly
slips away. He'll return to tempt the
hera at a later date, when circum-
stances and situations are mare favor-
able to the dark side’s call,
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i Circarpous Major

The populous star system of Circarpous Major contains four
teen planets, including the primary world of Circarpous 1%,
Mary of the system’s inhabitants are sympathetic to the

Rebellion, especially in the wake of the destruction of

Alderaan. However, also because of the lesson of Alderaan,
these same sympathizers are afraid to risk the Empire’s wrath,
The Alliance, however, needs the support of the Circarpous-
ians, and negotiations with the Circarpeusian resistance lead
ers continue

The fourth planet in the system, Circarpous IV, is a hectic

and ||||i-.||'r_| -.'-I-:'LI that serves as the business hub af the

Expansion Region. Some of the galaxy's top financial leaders

live and work on this planet, and some of them covertly fund

Meanwhile, at the other end of the system,
. hidden Rebel outpost, In

between, an the fifth planet in the system, a world that the

the Alliance,

Circarpous XIV houses a sma

lacals call Mimban, the Empire secretly operates a vast illegal
dolovite mine, This ¢cloud-covergd swamp world, lush and
teeming with life, hasn't been fully explored or colonized by
the Circarpousians, The Empire, always looking for resources
to exploit, secretly set up a mine an Mimban. The miners live
n five makeshift towns; some of the miners are paid employ
eps, others are forced laborers serving the Empire, The miners
use energy drills, which are illegal on populated worlds, to
sroduce yields more quickly

Wimban is home to at least two sentient species, the

Mimbanites and the Coway. There is reasan to believe that
these species have common evolutionary roots. The large
eyed Mimbanites, derogatorily called Greenies, heg in the
ining towns, These humanoids have small, thin bodies,
d hair. Not stro

green skin, and w g enough to handle

mining, the Mimbanites live by _kL':l-.L'nf.Jin;; and ty wheedling
handouts from the miners.

The Coway

dwell in the planet's caves. These humanoids

resermhle the Mimbanites but appear much stronger and have

smaller eyes, They are a violent, tribal species, aggressive and
prowd, The Coway worship the warrior god Canu, who
demands strong followers and appreciates brute force.

Mimban also

features the ancient Temple of Pomajema,

he Kaiburr Crystal. This Force-enhancing

artifact strengthens the abilities of Force-users, and the

the resting place of €

ancient oriests of the temple once used the crystal's natural

properties to enhance their healing powers.

Mimbanite Commoner: Init -1; Defense 9 (-1 Dex]; Spd
10m: VP/WP =[7; Atk -2 melee [I
[ty weapon): S0 +2 bonus on H de checks: SV Fort -2, Ref
~1. Will +0; SZ W3 FPO: DSP O; Rep (
Int 12, Wis 10, Cha 8. Challenge Code: A

1Sty 6, Dex B, Con 7

Equipment: Variety of personal belongings,
Skills: Profession [scavenger] +2, Hide +3, Spot +1.

P,

Feats: Weapan Group Proficiency (simple weapons).

1 [+1 Dex): Spd 10m;

ranged (by

Coway Commoner: Init +1; Defense
YPIWEP =10; Atk +2 melee {1d8+
weapon]; 50 Darkyision, +2 species
caves: SV Fort 42, Rel <1, Will =1: SZ M; FP 0; DSP 1; Rep
), Int 10, Wis 9, Cha 9, Challenge

2, spear) ar +1

honus on Fortitude

0; Str 14, Dex 12, Con 10
Code: A
Equipment: Spear, variety of personal belongings,
Skills: Climb +3, Move Silently +2.

Feats: Weapon Group Proficiency (simple weapons). e

@ KAIBURR CRYSTAL

If a Force-user takes possession of the Kaiburr Crystal, he or she
gains access to the crystal's store of Force Points, These Force
Points provide a 5d6 bonus on all Force skill checks made for
one full round. The character can spend his own Force Point in a
round plus one from the crystal to enhance the use of the Force
<kill. The crystal contains five Force Points, As long as the crystal
is in close proximity to the temple, it regains 1 Force Point every
10 rounds. If the crystal is removed from Mimban, it doesn'l
regain its Force Points. However, it can be use a lightsaber
crystal, giving such a lightsaber a +2 bonus on attack and

damage rolls. =3

, punch) ar -1 ranged

On the pl
Expansion
the world
and jagge
Death an
limits of |
cally eng
ical socie
maore tha
section o
because
The Cl
vessels,
leaving t
quently,
be discon
the regio
can leawve

goal, th
that wai
The C

the cave

damp
mete

Circarpous
Adventures

Here are two ideas for advenmturing
in the Circarpous Major system,

Circarpous XIV

An Imperial probe droid (described
in the Star Wars Roleplaying
Game) has been spotted on
Circarpous XIV observing the Rebel
outpost. The heroes must catch up
with the droid and destroy it before
it reaches high ground and broad-

casts its findings to the Imperial
garrison on Mimban

Circarpous IV
The heroes are asked to travel to
Circarpous IV to help the resistance
leaders and get them to throw their
full support to the Alliance. Princess
Leia Organa eventually picks up this
mission, but the heroes can certainly
do their part until she areives,

The resistance leaders need help,
The business hub appears on the

verge of collapse due to the sudden
disappearance of the Expansion Re
gion Credits Reserve Chief, Dougen
Starspan. This genius has kept the
tegion fiscally sound for years, and
every financial institution has lost
confidence without his guiding hand.

Where has Starspan gone? Did he
leave voluntarily, or was he the victim
of foul play? These are questians for
the Gamemaster to determine and
the heroes to unravel as the adven-
ture unfolds.
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Expansion Region, a mysterious spes

planet Kayri 11, in

the world, Here,
and jaqgeo hills

the Voic

limits of realspace or hyperspace, thy

Death and

cally engineered tools and machines 1o
cal society going. The group on Kayri
mare than three dozen indi

section

tecause the Charon have not developed a hyperdrive engine,
The Charon on Kayri 111 crash-landed in

vessels, The vessel took a great deal of damage and d

leaving the Charon stranded an the

quently, the sunivors try to

e discovered by any of the indigenous intelligent species of Trailblazing, +1
the region. They do hope to acquire a ship s meday so they 54 M FP O

can leave the planet and get an with their goal of eradicat- Wis 1

ng all other intelligent life, Onee hey have achieved this Equipment:

gaal, then the Charon will surrender ta the inevitahle end

that waits for them=but not befare,

he Charon have developed a hidden

& VDID STONE €

The Void Stone, a meteorite from the Charon's home

serves as a holy relic and has an unusual property. The stone

dampens the abilities of Force-users. Any Force-user within 100
s of the stone (amywhere within the Charon cave network

=4 circumstance penalty on all Force skill

checks. In addition, all Force Point use is reduced in effective-

on Kayri 1) receives a

whether used by a Force-user or a non-Force-usin

The effectiveness of a Force Point used within the area of the Charon,
Void Stone is reduced by 1d6. So, if a chara
+2d6 bonus from the use of a Force Point, within the influence
of the Void Stone that Force Point grants only a +1d6 bonus. )

an unpopulated po
cies has taken contral of
in a harsh wilderness of lava
. this species of humanoid arachnids worships
I Exiles from @ dimension beyand the

* Charon utilize bio [alw
keep their technolag-
I

duals, must

. cansisting of no
ve traveled to this

af the galaxy through some unexplained accident,
one of their

harsh world, Subse-

remain hidden, nat wanting to

stronghold withir

s that honeycamb the jagged mountains, The

Mystery of the Charon e

this undert

ion of the center of

taken from

flled crevices
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way to leave th

If they fir
galaxy, the Cha
be impassible

living

d, Charon Scientist:
class, +1 naturall;

[1d4-1,

claws) ar

+0, Read/Write

Weapon Group Pre

simple weapons).

[Telg=

5P 9; Rep 0; Sty

harac-

or would gain a

(blaster pistols, bla

Challenge Code: B,

Equipment: Plasma hurler.

Skills: Intimidate +5, Move Silently +4, Read/Writs
Speak Charon, Spot +2,
Feats: Ambidexterity, Armor Proficiencies [liggtht, medium,

the heart of their now-dead vesse

serves @s the Charon

3 way 1o bri ng mare of their spe cies 1o

ron can become an invading force th

ground community is the Void Stone,
. The stone

s focus for their religion o

users who enter the netwaork of caverns (see sidebarl.

Ermpire ar the Alliance, 1f they somehow manage to find

Lo sbog,

Scaut 2; Init s Defense 17 [+2 Dex,

Spd 10m; VEWPE 12010: Atk +0 melee

+3 ranged (2d4, acid spitter): SO

natural d

Charan, Repair +9, Search +8,

Charon Warrior: Soldier 3: Init
class, +1 naturall; Spd 10m: VWP 22115: Atk

natural defense: ‘5‘.-‘ F

heavyl, Blind-Fight,

14, Con 10, Int 16

Lise +8, Crafl

edge (bioscience) +9, Listen +6,

+7. Computer (bigtaols)

Feats: Gearhead, Starship Operation (space transport),

iciencies (blaster pistols, blaster rifles,

+1: Defense 16 [+1 Dex,

+6 melee

3, claws) or +4 ranged (2d6, plasma hurler): S0 +1

ort +4, Ref +2, Will +0: 52 M: FP 0:
s, Dex 12, Con 12, Int 8, Wis 8, Cha 0.

loughness,

ter rifles, heavy weapons, simple

weapons, vibro weapans). feh

f death, and it

has an unusual property that dampens the abilities of Farce-
up of Charon poses no immediate threat to the
i

¢ plamet, they can become deadly marauders,

t might

efense; 5V Fort +2, Ref +4, Will +3:
: DSP 12; Rep 0: Str 8, Dex
!, Cha 8. Challenge Code: A,
Acid spitter, biotools
Skills: Astrogate

Demaolitions +7, Knowl

Pilat
Speak Charon,

+3

Weapon Group Proficiencies

Charon Adventures
Here are two adventures in which the
heraes can come in contact with the

mysteriows Charon,

Stuck an Kayri lll

One adventure takes place when
the heroes crash-land on Kayri 111,
The Charon immediately investigate
to see if the ship can be used to get
off the planet. Also, they want ta
make sure they send the heroes to
the Void.

The heroes must make sure thair
ship doesn’t become the means for
the Charon to escape to the stars
As long as the Charon are contained
on Kayri 11, their threat to the
galaxy is minimal.

Otherspace

This adventure opens with a hyper-
space accident that sends the herpes’
ship hurtling into otherspace, the
elusive dimension beyond realspace
and hyperspace where the void of

space is reversed—stars burn as black
jewels against an expanse of gray. The
only nearby sign of life is a great aster
oid covered with wrecked starships,
some familiar to the heroes, others
tatally alien.

The asteroid is a living ship full of
Charon. The heroes must gather parts
from the wrecks to repair their hyper-
drive before they can escape while
Charan warriors attempt to capture the
ship so that their scientists can unlock
the secret of hyperspace travel. f
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S Scouring the Galaxy

The next stage of the Galactic Civil War shifts into high gear
as the Empire makes a concerted effort to locate the main
Rebel base, With the Rebel victory at Yavin almost three
years in the past, Darth Vader pushes his fleet night and day
to achieve some kind of success that he can then report to
the Emperor, Imperial forces hit suspected Rebel supporters
hard in the hope of gaining some relevant information that
will aid them in their search.,
kind meet with an onslaught

Resistance and protests of any
designed to spread fear
throughout the galaxy, The Empire drops all illusions of
being a benign government and inereases the pressure until
something or someone gives out,

In addition to the Imperial fleet, the
ted @ vast amount of resources to locating the Rebel leaders

Empire has commit-

and their hidden base. Tens of thousands of probe droids
and remaotes scour the far cormers of the galaxy, loaking for
any sign of Rebel activity, Thousands of intelligence agents
from both the civilian and military arms of the Empire comb
planets and space stations from the Core to the Outer Rim
looking for any leads on the Rebellion hierarchy, To tha
number, add the millions of independent informants, spies,
bounty hunters, and petty crooks hoping to make a big score
by tuming in a Rebel, and you've got an awful lot of eves
leaking for traitors to the Empire, Then, thanks to Imperial-
controlled media reports that label all Rebels as criminals,
add in all the honest citizens who believe the lies and half-
truths tald by the Empire and therefore feel it's their civie
duty to notify the authorities about any possible Rebel activ-
ities, There are a lot of people and machines searching for
the Hebels,

with & lot af uninhab-
ited corners to hide in, a lot of uncharted space to disappear

The galaxy, however, is a big place

inta, And that's just what the Rehels did . . . for a while.

Imperial Wrath

As the Battle of Yavin slipped into the past, and the search
far the Rebel base dragged on, the Empire began to conduct
more and more displays of raw power and ruthlessness.
Although none of these atrocious acts matched the sheer
magnitude of the destruction of Alderaan, the Empire
became even more determined to use whatever means neces-
sary to flush out the Rebel leaders,

O Sarko W, an informant provided the names and hiding
places of a Rebel cell. Imperial troops descended on the loca-
tion, bombarding the ramshackle shelters and makeshift
homes of what tumed out to be harmless squatters and
transients who had run out of resources and options and
were forced to live on the outskirts of the Sarko colony.
Captain Korvellen, in charge of the Imperial operation, later

Justified the slaughter, “They were poor and without hope,”

the captain said, “potential Rebel scum waiting to tum
Empire. We were lucky to strike at them before
they made a move against the colony,”

against the

An Imperial assault shuttle full of zero-g spacetroopers

boarded the luxury starliner Star Palace to substantiate a

repart of Rebel activity ariginating on the vessel, The heavily
armed space troopers opened one of the crowded casinos to
vacuum as they entered the ship, then killed or wounded
more than two hundred other passengers as they worked
their way through the cabin decks. They arrested a family of
Corellian tourists, as well as the ship's captain, before retum-
ing to the assault shuttle and moving on, Neither the
Corellians nor the captain have been seen since.

The Man Calamari colony on Ruisto suffered a devastating
attack, Since the Empire has been unwilling to gather a fleet
large enough to assault the Mon Calamari homeworld, the
Ruisto colony became a suitable substitute target for the full
fury of the Empire’s wrath, The colony and the small ship-
yards it operated were blasted out of existence by a barrage
of fire from a Star Destrover assault fleet. There were no
reported survivors,

A peaceful demonstration in Terrinag Square, on the planet
Quellar, saw hundreds of participants from many species
come together to protest reported Imperial atrocities in the
Cuter Rim Territories, as well as to call for the banning of
superweapons similar to the Death Star, Quellor's Imperial
governor, Moff Taggan, called up a legion of stormtroopers
to watch aver the crowd and maintain arder. He specifically
ardered the troopers to refrain from the use of deadly force
unless he gave the order, When the demonstrators burned a
facsimile of the Emperor to show their displeasure with
current policies, the starmiroopers took action, Whether
they acted an their own ar on orders from someone with
more clout than the moff, the result was the same. The
stormtroopers waded into the crowd, moving toward the

buming Emperor, using their blasters 1o clear a path, At the
end of the day, the massacre at Terring Square was big
news—far about thirty minutes, until COMPNOR prohibited
further reports fram going out through any of the regulated
media outlers, o

.
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The Hoth svstem, forlorn and uninhabited, is located in a
remote cormer of the lson Carridor, The system cantains six

dlanets and an asteroid field, The inner five plancts contain

the sixth planet, Hoth,

e forms of any type,
features an environment that is extremely hostile yet habit-

harelv. lce and snow cover the planet, and a bitter

i constantly blows across the frozen plains,

in be tolerated with

lemperatures during Hoth's day cycle
lavers of protective clothing, but the night brings a cold of
such intensity that anyone not inside a shelter risks being

b as the temperature plunges,

fast-Trozen 104

of native life forms,

e planet boasts a num

including tauntauns, wampa ice creatures, Snowmice, ice

ers, and ice worms, as well as a variety of lichens,

scrablk
molds. and Fungi, Each of these life forms demanstrates

y o survive, but

ige: Life finds a»

to thrive. Even sa, considering the planet’s ice floes,
expanses of tundra, jagged mountains, columns of e
that jut high into the blue-white sky, and the cthal
temperatures, Hoth is far from being a pleasant enviran
ment. 1ts major appeal to the Alliance is that it is s

reboding Lo casual visitors that no one is likely to

nerely stumble upon the Rebel bi

A storm of rocks creat

oth 1k

Hoth Asteroid Belt

| when two planets collic nillicns

of years ago, the Hath : eroid belt presents a great hazard

to all ships traveling within the system. The erratic orbits of
the asteroids make hyperspace travel through the region
dangeraus, and sublight travel practically impassible except
for all but the most experienced or foolhardy of pilots,
Debris from the asternid belt regularly rains down upon Hath
in the form of spectacular meteo shawers, adding to the
dangers on the ice planet itself.

The asteroid belt isn't devoid of life, either. Clauds of

mynacks, flying parasites that feed on energy, congregale
around the largest asteroids, ingesting the ambient heal of
giant space slugs that live deep within the rocks until they

can i_|||:|'.'|'| I."II.'II"1I.'|\L'-'. 11 |!:I'1\i' | '-.'..,"\."'\.I.'I‘\. 3] _:I'|:_E'I:-.:r|, |\."‘|||u.|-

rary mining outposts spring up from time Lo time in the
| |

astersid belt as someone tries to make a profit from the
mineral resources floating freely in the area.
Legends claim that major pirate stronghalds are hidden o1

CDne af these bases,

and within some of the larger asteroid

aus Clabburn, whase

the legends say, belonged to the nott

erspace paths

<hios omce atlacked travelers traversing the by

of the Anoat trade corridor,
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S Echo Base

T
"i‘

. —_ When Alliance High Command finally decided to set up its ships as large as medium transports, but that was all. If the The seco
. : - headguarters on the ice planet Hoth, it had an almost Empire did show up, the base would rely on the planetary the Batt
. I ; perfect location to wark with. Not from the point of view defense qun, the pratective shield, and a wing of starfighters space, [}
m B af creature comforts and accessibility, because Hath is Lo provide cover while the transports escaped, the Dark
3 hostile and hard to get to, but from the perspective that FEcho Base provided accommaodations For several thousand of probe
m id the Empire would never think to look there, The regularly people, incuding the Alliance government in exile, portions that he
z accurring meteor shawers helped mask routine activities at of Alliance High Command, and civilian support personnel, base. Foi
E the base, and the planet's natural caverns were almost In addition, a reinforced battalion of Speck droid an
A ready-made for habitation protected Echo Base. The soldiers dug numerous trenches in Evacuat
m The Rebel Facility on Hoth, Echo Base, was never intended the jce field surrounding the base and mounted weapor EVET {5
UJ to be a permanent headguarters, Alliance High Cammand emplacements in the trenches to give the infantry as much approac
- needed a safe haven at which it could regroup, free of visi support as possible, A wing of airspeeders was also assigned The In
i tors, while the Rebels investigated other possible base loca o the base, Tor both air support and reconnaissance, though planet, a
E tions. Rebel engineers worked with the natural terrain instead  only a few had been converted to snowspeeders capable of ately. Th
m of throwing up easy-to-spot prefab structures, They enduring Haoth's arctic conditions, As the conversion process shield an
)] expanded Hoth's natural netwaork of jce caves by excavating continued, the troops learmed 1o use the native tauntauns as over Ech
the packed snow and solid ice with laser cutters and heavy transpartation for scouts and perimeter patrols, te ble. Tnsts
m machinery, Seemingly overnight, the engineers turmed Echo around 1
)E.I Base into a livable, if uncomfortable, command center, They ships lan
r-’( nstalled a power generator, an energy shield, and a planctary and a sq
- defense heavy ion cannon to protect the base Base hat
— Even with its state=of-the-art command center, medical The E
S, bay, and two primary hangars, Echo Base was designed to be destroy |
. abandoned. The Alliance philosophy centered on staying shield. (0
Itits mabile and being ready to run at a moment's natice, 1t just
I, wasn't ready to take on the full might of the Empire yet, -
Some supparters wondered iF it ever really would be, Dis
persed around the galaxy and constantly on the move, the
Rebel Aeet had no facilities at Hoth, The base could handle
—
Survey Mission The Calline system has only three The second planet offers the most pher
Since before the Battle of Yavin, planets, The first is a sun-baked promise. Although it, too, orbits too to lo
Alliance High Command has made a  furnace in close orbit around the near its sun for surface habitation, it have
habit of constantly relocating its pri-  yellow-orange star. Initial sensor is tidally locked. The sunward side of activ
mary bases. This requires that Rebel  readings suggest that the small the planet attains temperatures hot surf:
scouts continuously scour the planet has a dense core, indicating enough to melt all but the best from
galaxy, looking for places for the the presence of heavy metals. The protected equipment, and the space A
Alliance to hide. Alliance High surface conditions, however, make ward side is nearly as cold as space plan
Command has assigned several retrieving such metals hazardous. itself, Between the two sides, S0
teams to explore an out-of-the-way The third planet is a gas giant however, a narrow strip of moderate sam
@ region of space. Your heroes are devoid of satellites. Industrial gases temperature rings the planet, provid- craf
sent to survey the Calline system for  exist only in small amounts in the ing a marginally habitable zone app
suitable base locations. planet's atmosphere, Although the planet has no atmos- the
— —
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The second great engagement of the Galactic Civil War,
the Battle of Hath was fought on the ground, not in
space, Darth Vader's fleet raced for the Hoth svstem after
the Dark Lord viewed a report from one of the thousands
of prabe droids searching the galaxy and determined
that he was looking at a portion of the hidden Rebel
base, Fortunately, Alliance personnel detected the probe
droid and knew that they had been discovered.
Evacuation and defense procedures went into full swing
even as the Imperial Aeet leaped into hyperspace and
approached the system.

The Tmperial fleet reentered realspace close o the

planet, alerting the Rebels to its presence almost immedi-

ately. This gave the Rebels time to activate the planetary
shield and dispatch their troops, With the shield in place
over Echo Base, a bombardment from space was impossi
ble. Instead, the Star Destroyers positioned themselves
around the planet to form a barricade of sarts while drop-
ships landed several legions of specialized stormtroopers
and a squadron of AT-AT walkers, The assault on Echa
Base had begun,

Ihe Empire had one goal for its ground assault: to
destroy the power generator supplying energy to the
shield. Once the shield fell, the Empire could bring all its

might ta bear on the Rebel base, bath ground troops and
ship-to-planet bombardments. The Imperial forces had to
land in a vast glacier field north of the base, Fram there, it
was a trip of a few hundred kilometers through Rebel
defenses as the snowtroopers and walkers made their way
to the power generator,

For its part, the Alliance strategy was simple: contain or
detain the Imperial march long enaugh for key personnel
and equipment to get away, Filling transports to capacity,
the Rebels used their ion cannon ta clear a corridor and then
opened the shield just long enough for one transport and
two starfighter escorts at a time to leave the planet, The
Rebel troops threw themselves into harm’s way to slow the
Imperial advance. With a few outdated artillery pieces and a
handful of snowspeeders, the troopers managed to delay the
Imperial forces long enough for most of the command
personnel to escape. They even managed to take down a
caouple walkers in the process,

In the end, the Alliance suffered a devastating defeat,
Echo Base was destroved, and the Alliance endured heavy
casualties, The Empire won the day with this major tactical
victory. It was this terrible event that eventually convinced
the Alliance to conduct an all-or-nothing strike at Endor less

than one year later. f4
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phere, it could be a promising area
to locate a base. The planet seems to
have undergone significant seismic
activity in the past, for below the
surface are numerous caves farmed
from lava pockets.

As the heroes close in on the
planet, however, they discover that
someone else must have had the
same idea. Sensors pick up two
craft, same sort of fighters,
approaching rapidly from just over
the horizon of the planet. Just

behind them is a medium freighter.
Secondary scans identify the fighters
as Z-95 Headhunters and the larger
ship as a Corellian Engineering
Barloz-class freighter. Neither the
fighters nor the freighter hails the
heraes as they vector in an an inter-
cept course,

The heroes have stumbled on a
smugglers’ base, The smugglers have
built a base here to avoid Imperial
patrols. When the Alliance survey ship
first enters the base's sensor range,

the smugglers take it far an Imperial
vesse|, They launch fighters and a
gunship (the freighter) when they see
the survey ship close in on the
second planet.

Quick-thinking heroes might be
able ta gain quite a coup here,
Heroes who attempt to contact the
incoming ships cause the gunship
captain to hesitate. Moments after
the initial communication attermpt,
the gunship captain orders the fight-
ers to back off and responds with
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Echo Base. He was responsible fi

action that allowed the Alliance leadership

native of Alderaan, Rieekan was a secret member of the

Rebel Alliance when the Death Star arrived in the Alderaan

system. The

ters around Alderaan’s sister world, Delaya, at the time. He

could have signaled a general evacuat
he knew through

structive power of the battle station

heen to admit that Alderaan had ties to the
Rieckan didn’t truly believe that Grand Moff

really use the weapon on the peaceful planet

He was wrang.

Living with the guilt of his decision and vowing never

again to underestimate the cruelty of the Empire

Rieekan made sure that

could be. At his order, traffic to and from the

was limited to a f

few ships were necessary to bring in supplies, T

Hath its best defense: secrecy. 5o effective

Lhat ::-'||-\. a stroke o

jabled the Empire to find the Rebel base, Rieekan put into

|:|:||'|.' an evacuation plan almaosl |"I'II"I\.'I.'|I.i|'-'|'n

command af the base and developed t

that would buy

evidence of the Imperial prabe droid was confirmed, he

pridered the evacuation to begin and deployed his troops for

the inevitable batt

General Carlist Rieckan: Male Human MNoble 6/0fficer -:.. Init
Om: VPWP 6

+9/+4 ranged [3d6, |1|.i*-|l'l

: Defense 19 (+8 class,
Atk +8/+73 melee [1d3, |]II"II.'|'|| or
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12, Int 15, Wis

Equipment: Cold wea

Skills: Climb +4, Computer Lse +10,

Knowledge (h story) + 10, Knowledge (tactics] +14
1, Read Write Basic, Sense Motive +13,
Speak Basic, Speak Calamarian, Speak
8, Survival +9, Swim +4,

Feats: Heroio Surge,

ciencies (blaster pistols, blast

simple weapons].

ther gear, multichannel comlink

blaster pistol,

Diplomacy +15,

Gather Infarmation +13, Knowledge [alien species] +8,

Knowledge (bureaucracy] +12, Knowledge [cultures) +8,

Ithorian, Speak

Iran Will, Point Blank Shot, Skill

Emphasis (Survivall, Trustworthy, Weapon Group Profh-
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questions to the survey ship about
heroes are hostile, the encounter
be able to salvage something from
the encounter, Only if the heroes
ing off a fighter already damaged

enough to be out of the fight, far
example) will the smugglers stay

who the accupants are, what they're
doing in the system, and so on. If the

resolves as space combat. Even if the

initial contact is hostile, heroes might

have been especially vicious (finish-

hostile, They send out their other two

fighters to hold off the heroes’ ship
while the rest of them escape in
small and medium freighters.

If the heroes are careful and polite,
the smugglers respond in kind. This
group of smugglers has suffered at
the hands of the Empire, so they have
good reasons to hate the Imperials.
Careful negotiation might not only

way them to join the Rebels or
support the efforts of the Alliance,
but might convince them to allow the
Rebels the use of their base! Alliance

heavy equipment could quickly
extend a tunnel network into other
caves, reinforce the structure of the
rack, and make the area habitable for
a large Rebel base.

& peaceful resolution to the smug
gler encounter could also provide a
ready-made introduction far new
heroes interested in joining
Rebellion. The GM can use this
encounter as a way for new players
to join without stretching anyone’s
imagination too much. t
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General Veers i1+

code cylinder, blaster

nk, Cunning, ruthless, and completely loyal te the Empire, Equipment: Multichannel comlink,
General Maximilian Veers rapidly rose through the ranks of pistol,
5, the Imperial Army. He made a name for himself, first as an Skills: Computer Use + 11, Demalitions +7, Diplomacy +12,

| M) Terrain Armored Transpert commander, then as an officer Gather Information +10, Intimidate <8, Knowledge [bureau-

cracy) +10, Knowledge (Imperial militaryl +10. Knowledge
B, Listen +7, Filot +10, Read /Write Basic, Repair
Speak Basic, Spot +7; Survival +6

whio could succeed even when Taced with "suicide” missions,
officers at the Battle
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(tactics) +
#8, Sense Motive +10,

fleet Feats: Armaor Proficiencies (light, medium, heavy],

NP +4, When the Empire lost many of is top
13, of Yavin, Veers was promaoted to general and placed in
charge of the ground troops serving Lord Darth Vader's

en Admiral Ozzel made the fateful decision 1o try Lo Endurance, Far Shot, Heroic Surge, lron Will, Persuasive,

kill 1 surnrise the Rebels at Echo Base by emerging from hyper Point Blank Shot, Weapon Group Praficiencies [blaster
] |

fi- space close to the planet, Darth Vader “relieved” him of his pistols, blaster rifles, heavy weapons, simple weapons, vehicle

weapons, vibro weapons), te

duties and turmed to General Maximilian Veers to lead a

ind assault against the Rebel base, The general's primary

mission was to destroy the massive generatar pray [ the
poveer that maintained the enengy shield protecting the base.
Veers deplayed a squadron of AT-AT walkers and an elite unit
of snowtroopers to overcome the Rebel defenses, His experi-

+ in ground assaults proved sufficient For the task: Within

P
hours of landing, the Imperial forces had secured Echo Base,

Indeed, Veers is considered the officer responsible for the
Imperial victory at Hoth, He turned what had started as a
strategic blunder by the Imperial Mavy into a tactical victory
for the Imperial Army, While his leadership had led to a
victory for the Empire, it could have been much worse for
the Rebel Alliance. 1T not for General Rieckan's state of readi
ness and the Rebel obsession with being ready to run at a
moment's notice, General Veers might have accomplished
what no other Imperial afficer had been able to bring about
in more than three years, He could have destroyed Alliance
High Command and crippled the Rebellion, Instead, he

handed the Rebels their worst defeat of the war,

General Maximilian Veers: Male Human Noble 1/5oldier
4/0ffcer 5; Inil + | Dex); Spd 10m;
VPWE G012 Atk + §, punch] or +8/+3
ranged [3d6, blaster pistol]; SO Bonus class skill (Repair], call

1; Defense 18 (+7 class, +

/42 melee (1d

in a favor, leadership, requisition supplies, tactics: 5V F
4, Ref «6, Will +10: 52 M; FP 2; D5F 7, Rep &; 5tr 11, Dex
12 Con 12, Int 16, Wis 14, Cha 14, Challenge Code: D,

Hoth Adventures Base, they quickly discover that not teams sent into the bitter cold to track
o At some point, members of Com everything works as well as it should.  and capture tauntauns. Tracking and
he mander Hamelin's Rebel cell will be  Most of the Rebel equipment and survival skills come in handy in the
& for asked to provide suppaort for the vehicles aren't designed to operate in frozen wastes. The heroes are pro-
Alliance High Command installation such extreme cold. While the alliance  vided with nets and liquid-cable
nug- on Hath, This is one way for your engineers tackle the problem, the lassos, and they are warned to keep
& a heroes to wind up on the planet heraes are assigned to help capture their weapons set an stun, "We want
' during the Battle of Hoth. If they do,  the native tauntauns. If the Alliance the tauntauns alive,” the duty officer
here are some ideas for adventures can tame a few of these wild beasts, tells them, “not roasted for the
an Hoth, it can use them as riding animals evening meal.’
ers until the airspeeders can be Dealing with an unexpected bliz-
'y Tauntaun Roundup converted to snowspeeders. zard or white-out condition, avoid-
When the heroes first arrive at Echo The heroes make up one of six ing an avalanche, dodging falling /
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;i Probe Droid

When the Emperor assigned Darth Vader the task of hunting
down and destroving the Rebel Alliance, he opened the
Imperial arsenal and provided everything Lord Vader might
need to complete his mission, Ever a believer in the value of
reliable information, Vader loaded hundreds of probe droids
and hyperspace delivery pods onto his fleet of Star Destroy
ers, Onee the fleet identified an area in which the Rebels
cauld passibly be hiding, Vader still faced the daunting task
of trying to find the proverbial ice flea on a tauntaun,

l'a narrow his search, Lord Vader ordered his subordinates
to seed the region of space with a variety of probe droids
Some were sent to float |'|:'|,'I|_'L mn "'\.Ilillllil'l| ancs Lo obsgerve

traffic patterns, while others were assigned to sweep space

for stray communication signals and identify those encrypted

with unrecagnized codes. The job of close survey of individ-
ual planetary systems fell to Arakyd Viper prabe droids,

e probe droid, or probol, contains sophisticated surveil
lance and tracking programs, and is equipped with a wide
variety of scientific and military hardware, A powerful sensor
array allows the probat to search across a multitude of spec

trums, including electromagnetic, motive, acoustic, seismic,

and olfactory, Specialized toals unfold from the droid™s many
appendages, and it is equipped with both offensive and

defensive ardnance.

Viper Series: Hovering military droid, Scout 2; Init +0;

Defense 14 (+4 class); Spd 10m; VP/WP 16/14; Atk +1 meles

(1d8, claw] or +1 ranged (3d6, blaster); SO Trailblazing; SV
Fort +4, Ref =2, Will +4; 5Z M; FP 0; DSP O; Eep 0; 5tr 10,
14, Int 10, Wis 14, Cha 10. Challenge Code: B,
Equipment: Blaster, locked access, improved sensor pack

Dex 10, Can

age, infrared vision, low-light vision, telescopic vision,
comlink, recording unit, self-destruct system.

Skills: Hide +5, Listen +7, Move Silently +5, Search +5,
Spot +10, Survival +7

Feats: Skill Emphasis (Spot), Track,

The Arakyd Probe-Mate hyperspace pod is a cheap and reli-

able means of delivering a Viper probe droid into 2 system

and deploying it in an ablative shield to the surface of a
planet, The draid brain controlling the pod has Astrogate
and Pilet skill moedifiers of 45, enabling it to deliver its

passenger relatively accurately.

Craft: Arakyd Probe-Mate Hyperspace Pod; Class: Star
fighter; Size: Fine (3.5m long): Initiative: +13 (+8 size, +5
crew]; Crew: Skilled +5: Passengers: One Akaryd Viper probe
droid; Cargo Capacity: None; Consumahles: None; Hyper-

drive: x1; Maximum Speed: Cruising; Maneuwver: +13 (+8

size, +5 crew]; Defense: 28 (+8 size, +10 armor); Shield
Points; Mone; Holl Points: &0; DR: 5.
Weapon: Nane, tod

The All Te
of the mos
as both a |
behemoth
Lsed as wi
shrugging
spitting de
A walke
of two wa
to deploy
lines to ur
the enemy
cavity of 1
lower rear
powerful 1
double-de
AT-5T sco
The wal
mand coc
and opera
pilots can
tice one d

confronta

Craft: Al
Size: Colo
pilot, 1 q
AT-5Ts, pl
Speed: 20
armaor); H
Weapo
Front®; At
Damage
Weapo
Front®; Al
Damage:
*These wi

*nech” They (
front, or right

through in the Hoth wastes. After
dealing with a few of these environ-  lethal levels.

mental threats, the heroes still have

arrives and the temperature drops to

Tauntaun, Adult Female: Arctic

to find & herd of tauntauns.
Eventually they come across a small
herd consisting of one male, four fe-
males, and two colts. The heroes must
capture as many of these animals as
they can, preferably by using their

Tauntaun, Adult Male: Arctic herd
animal 3; Init +1; Defense 17 (+7
natural, =1 size, +1 Dex); Spd 20m;
YPSOWP 22/16; Atk +4 melee
(1d2+4, claw) or +3 meles (1d4-+4,
bite); 50 +4 species bonus on arctic

herd animal 3; Init +2; Defense 18
(+7 natural, =1 size, +2 Dex); Spd
20m; VPSWP 14/14; Atk +2 melee
(1d2+2, claw) or +1 melea (1dd+2,
bite); 5Q +4 species bonus on arctic
Survival checks; SV Fort =4, Ref +3,

* -

icicles the size of spears, and watch-  Handle Animal and Ride skills to break  Survival checks; SV Fort +5, Ref +2, Will +
ing out for soft snow that can swal- and tame the creatures. And they have  Will +0; 5Z L; Rep O; 5tr 18, Dex 12, Con 1.
low a Wookiee whole are just some  to do all this quickly enough to get Con 16, Int 2, Wis 8, Cha 9 Challe
of the concerns for anyone traveling  back to the base before nightfall Challenge Code: B, Skil
Shills: Listen +2, Spot +2, Survival +3. Surviv
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The All Terrain Armored Transport [AT-AT], or walker, is ane
af the most feared weapons in the Imperial arsenal, Serving
& both a troop carrer and an assault crafl, the armared
behemath provides high-powered support to ground forces,
Used as weapons of terror, walkers stride across a battlefield,
shruggging off all but the most powerful blaster fire while
spitting deadly bolts from their cockpit-mounted cannans,

A walker carries assault forces that it can unleash in one
of two ways. The AT-AT can kneel and lower assault ramps
to deploy its troopers, or it can extend boom racks and drop
lines to unload troopers while standing still or advancing on
the enemy. Stormtroopers ride in the double-decker body
cavity of the walker, while speeder bikes are carried in the
lower rear garage, The upper rear compartment houses the
powerful reactor that provides the walker with energy. The
double-decked body cavity can be reconfigured to carmy two
AT-5T scout walkers.

The walker's heavily armored “head” contains the com-
mand cockpit. Two pilots and a commander drive the walker
and operate its weapons from this command center. Bath
pilots can operate all the systems in the cockpit, but in prac-
tice one drives while the other serves as gunner during

confrontations with enemy forces,

Craft: All Terrain Armored Transport; Class: Ground [Walker);

Size: Colossal [20.6m lang, 15.5m tall); Crew: Skilled +4 (1
pilot, 1 gunner, 1 commander]; Passengers: 40 troops or 2
AT-5Ts, plus 2 speeder bikes; Cargo Capacity: | metric tan:
Speed: 20m (max speed 60 kmh); Defense: 12 (-8 size, +10
armor); Hull Points: 180; DR: 15,

Weapon: Heavy laser cannons (2, fire-linked]; Fire Arc:
Front®; Attack Bonus: +0 (=8 size, +4 crew, +4 fire control);
Damage: 6d10; Range: 300m,

Weapon: Medium blasters (2, fire-linked]: Fire Arc:
Front*; Attack Bonus: +0 (<8 size, +4 crew, +4 fire control);
Damage: 3d10; Range: 100m,

*These weapons are mounted on the cockpit, which is situated on a prating
“neck” Thiey can be braught to bear in one arc af fire per combat rownd (either lef,
hott, ar right)

AT-ATs nmeé

AT=AT Pilot: Human Expert 1; Init +0; Defense 14 (+4
armor]; Spd 10m: VPIWP =10; Atk +0 melee [1d3, punch)

ar +0 ranged (3dR, heavy blaster pistol]; SV Fort +0, Ref +0,

Will «2; SZ M; FP 0; DSP 05 Rep 0; Str 10, Dex 10, Con 10,
Int 10, Wis 10, Cha 10, Challenge Code: x,

Equipment: Blast vest and helmet, heavy blaster pistal,
comlink, utility belt,

Skills; Climb +3, Computer Use +4, Filat +4, Profession
[AT-AT pilat] +4, Repair +4, Spot +3, tod

+2,
v 12,

al +9,

C
18
pd
[T3
4+2,
arctic
+3,

Will +0; SZ L; Rep 0; Str 14, Dex 14,
Con 14, Int 2, Wis B, Cha 9.
Challenge Code: B.

Skills: Listen +2, 5pot +2,
Survival +9.

Wampa Hunt

After Luke Skywalker returns to Echo
Base, a few patrols are sent out to
locate the creature that wounded
him. The heroes don't find the ane-
armed wampa ice creature, but they
do encounter another of these

deadly arctic predators. After a while,
the heroes begin to get the sense
that they are being followed. More
astute heroes might even say that
they are being stalked by something
hiding in the ice and snow, Then the
creature attacks,

The wampa lunges from beneath a
mound of snow, gaining surprise and
getting a free round of attacks an the
heroes before they can react. If the
creature can render one of the heroes
uncanscious, it grabs that hero and

disappears into the snow. Then the
other heroes must track it to its lair
and rescue their companion.

The wampa, always hungry and
unwilling to allow such a significant
amount of food to get away, will
leave a battle if it isn't winning, but
continues to stalk the heroes. It
makes hit-and-run attacks from
under the cover of the snow, trying
to take out the heroes one at a time,
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i Cold Assault Trooper

The Empire maintains and trains a varicty of elite storm-

C

A comples
troopers a
fought sit
almost no
aid the Al
nation, ar

Equipment: Cald assault armar, blaster rifle, two stun
troaper divisions, allowing it to send the right forces for the grenades, comlink, utility belt.
right job, regardless of planetary conditions. For Hath, Skills: Climb +1, Demaolitions +4, Intimidate +6,
General Veers called upon a legion of cold assault troopers, Knowledge (Imperial military) +6, Knowledge (Mew Order]

more commonly known as blizzard soldiers or snowtroopers, r4, Read (Write Basic, Speak Basic, Spot +4, Survival +5.

IAHFL Bl YHD

to deal with the Rebel threat. Trained to work in tandem Feats: Armor Proficiencies (light, medium, heavy,

with AT-ATs, snowtroopers hit fast and hard, acting to crush pawered), Endurance, Far Shot, Point Blank Shot, Weapon the advan

opposition quickly and completely, They proved their worth Praficiencies [blaster pistals, blaster rifles, heavy weapons, Weapons,
and abilities on the ice planet that day. simple weapons, vibro weapons), to of a doze
Snowtroopers wear the black two-piece temperature- The pil
cantral body glove common to all stormtroopers, The 18- Wedge A
piece outer shell features a powerful heating and persanal AT-AT wi
environment unit, an airtight fabric oversuit, and a breather assigned
hood to filter out freezing cold air. A snowtrooper's boots members

Yavin, Lsi
to fell a ¢
use of to
the pilots

feature all-terrain grips that provide excellent foating even
on snow and ice,

These specialized stormtroopers carry & variety aof
personal weapanty, usually a blaster rifle and two stun
grenades. In addition, every snowtraoper legion includes a escort for
number of heavy weapons squads, These three-trooper

teams each carry an E-Web repeating blaster, a tripod- Spectore

]| Siava s3dials 3didW3 3HL |||

mounted weapan that delivers a lot of firepower thanks to 15 (+3 ¢l
its portable power generator, (1d3+1,§
‘," In addition, scout troopers trained to operate in arctic Fort +3, |
| canditions round out the forces assigned to a snowtroaper Dex 14, ¢
-‘*IM legion. More lightly armared than their combal-oriented Equipr
counterparts, the snow scouts ride high-velocity repulsorlift grenades,
speeder bikes on reconnaissance missions, The speedy and Skills:
agile snow scouts complement the slow but inevitable march (Alliance
af the AT-ATs and provide wide-ranging scouting reports Lo +3, Survi
help direct the course of any battle. Feats:
Surge, In
Cold Assault Stormtrooper: Male Human Thug 1/Soldier 33 Proficien
Init +0; Defense 16 [+6 armor); Spd Bm; VP/WP 20/10; Atk simple w
+5 melee [1d3, punch) or +4 ranged (3d8/19-20, blaster

rifle): S0 Immune to bribes, blackmail, seduction, and rout- Rogue G
ing; SV Fort +5, Ref +1, Will +2; SZ M; FP 0; DSP 4; Rep 2, 17 [+4 c
Str 12, Dex 11, Con 10, Int 10, Wis 12, Cha 9. Challenge (1d3+1,
Code; B. adaptive
Wampa: Arctic predator 3; Init =1; Feats: Power Attack, Track. ice trenches. However, another event scout
Defense 18 (+10 natural, =1 size, -1 can lead to a more personal mission. for all
Dex): Spd 10m; VP/WP 32/20; Atk +7 Sguad Leader Heavy fire suddenly concentrated anyth
melee {1d6+6, claw) or +7 melea When the Imperial attack on Hoth an the line that includes the heroes them
(1d4+6, bite) or +0 ranged; 5Q +2 begins, the heroes are assigned to one  results in a great number of casualties mean
species banus on Hide checks in of the trenches to fight alongside the for the Rebels. Indeed, when the and k
snawy environments, +4 species Alliance ground forces, Their mission blaster fire clears, the heroes wind up reach

banus on arctic Survival checks; SV isn't to win the war, just delay the the only survivors in the immediate
Fort =8, Ref +2, Will +1; 5Z L; Rep 4; Imperial army long enough for the area, Before they can fully regain their Cold
y Str 22, Dex B, Con 20, Int 10, Wis 10, Rebel transports to get away. Some of  bearings, four speeder bikes race over Hum,
R@ Cha 12. Challenge Code: C. this adventure should include fighting  the trenches on a direct line for the (+6 &
Skills: Hide +3, Listen +5, Move the onslaught of snowtroopers and AT- Alliance planetary defense ion 16/11
b Silently +4, Survival +4. ATs from the limited protection of the cannon. The bikes, carrying a snow or +12
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A complement of SpecForce soldiers bolstered the Rebel
troopers assigned to Echo Base. These veteran soldiers

fought side-by-side with raw recruits and troopers with
aimost no combat experience who wanted to do their part to
aid the Alliance, This combination of battle savvy, determi-
nation, and raw courage allowed the Rebel troops to delay
the advancing Imperials with nothing more than personal
weapons, a few outdated pieces of artillery, and the support
of a dozen modified airspeeders.

The pilots of Rogue Graup, led by Luke Skywalker and
Wedge Antilles, Alew the snowspeeders into battle against the
AT-AT walkers at the Battle of Hoth, This group of pilols was
assigned to Alliance High Command and farmed around the
members of Red Squadron who had survived the Battle of
Yavin, Using some ingenious tactics. Rogue Group managed
to fell a couple of walkers with good fAying and the judicious
wse of tow cables, When the final evacuation call was made,
the pilats of Rogue Group leaped into their X-wings and flew

escart For the Alliance transports leaving the system.

SpecForce Trooper: Male Human Soldier 3; Init +6; Defense
15 (+3 class, +2 Dex): Spd 10m; VP/WP 20/10; Atk +4 melee
(1d3+1, punch] or +5 ranged [3d8&/19-20, blaster rifle]; SV
Fort +3, Ref +3, Will +1; 52 M; FP O; DSP 0; Rep 1; 5tr 12,
Dex 14, Con 10, Int 10, Wis 10, Cha 10, Challenge Code: B,

Equipment: Cold weather gear, blaster rifle, two frag
grenades, comlink, utility belt.

Skills: Demolitions 5, Intimidate =6, Knowledge
[Alliance military) +5, Read/Write Basic, Speak Basic, Spot
+3, Survival +4,

Feats: Armor Proficiencies (light, medium, heavy], Heroic
Surge, Improved Initiative, Martial Arts, Weapon Group
Proficiencies (blaster pistols, blaster rifles, heavy weapons,

simple weapons, vibro weapons],

Rogue Group Pilot: Male Human Fringer 4; Init +3: Defense
17 (+4 class, +3 Dex); Spd 10m; VPIWP 22/10; Atk +3 melee
(1d3+1, punch) or «6& ranged (3d6, blaster pistol]; S0 Barter,
adaptive leaming (Astrogate), jury-rig +2; SV Fort +4, Ref

Rebel Forces a2

+5, Will +1: 52 M; FP 1; DSP O; Rep 3: 5tr 10, Dex 16, Con
10, Int 10, Wis 10, Cha 10, Challenge Code: B,

Equipment: Flight suit, blaster pistol, comlink, utility belt,
tool kit, astromech droid, X-wing starfighter, snowspeeder,

Skills: Astragate +7, Computer Use +6, Knowledge
[Alliance military] +6, Listen +7, Pilot +8, Read/Write Basic,
Ride «7, Speak Basic, Spot +7, Survival +6.

Feats: Alertness, Gearhead, Starship Dodge (starfighters),
Starship Operation (starhghters), Weapon Group Proficiencies

[blaster pistals, simple weapons).

vent
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scout each, have a long way to go, but
for all the heroes know, there isn't
anything left in their path to stop
them. It's up to the heroes to find a
means to bring down those speeders
and keep the snow scouts from
reaching the ion cannon,

Code: A,

S0 Immune to bribes, blackmail,
seduction, and routing, trailblazing;
SV Fort +2, Ref +3, Will +3; 52 M; FP
0; DSP 4; Rep 1; 5tr 10, Dex 12, Con
10, Int 10, Wis 12, Cha 9. Challenge

Equipment: Cald assault padded

(Mew Order) +4, Move Silently +6,
Pilot +6, Read,/Write Basic, Speak
Basic, Spot +8, Survival +6

Feats: Alertness, Armor Proficien-
cies (light, medium), Track, Weapon
Group Proficiencies (blaster pistols,
blaster rifles, simple weapons).

armor, blaster pistol, explosive

Cold Assault Scout Trooper: Male
Human Scout 3 Init +1; Defense 17
(+6 armor, +1 Dex); Spd 8m; VP/WP
16/10; Atk +2 melee (1d3, punch)
or +3 ranged (3d6, blaster pistol);

speeder bike,

charge, comlink, utility belt, snow

Skills: Computer Use +4, Demao-
litions +5, Hide +6, Knowledge
{Imperial military) +4, Knowledge
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-l Vader's Fleet
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— The destruction of the Death Star and the Alliance victory at the fleet follows the directives of Admiral Piett. Lord Vader “Apology
. -_._||. . Yavin suddenly forced the Emperor to put more emphasis on daesn't accept anything less than success, and he often asks Lord
. I the threat posed by the Rebellion. He still didn't believe that that his commanders pay for a significant Failure with their

m : the Rebellion could derail his plans, but it was now obvious lives. Both Griff and Ozzel met their end through Vader's Some |
‘ that the Rebels could at least hinder those plans if allowed dark side powers after they displeased the Dark Lord. te Vader's 5
m F to act unchecked. The Emperor, of course, had no intention the more
Z of Ignaring the Rebels. Indeed, he wanted the Rebellion
E rushed and its leaders destroyed. Admi
A l'a this end, the Emperor presented his most trusted Admiral |
m servant, Lard Darth Vader, with the newly constructed Super had the «
[ﬂ Star Destroyer Executor. This massive vessel was built at the wrath—u
_‘ top-secret shipyards at Fondar as the first in a new line of of lesser
pi powerful cruisers, Vader accepted the gift and the mission notable 1
E that went along with it: Find the Rebels and destroy them, in the (h
m This worked well with Vader's other obsession; he wanted to mand as
mn ocate and capture the X=wing pilat who had destroyed the of the E
Death Star. In the months following the Battle of Yavin, pointed
o vader had learned that the pilot's name was Luke Skywalker, fleet adn
% The name leaped out of Vader's long-forgotten past with a
= iolt that rocked him. Skywalker. That was the name Vader Admiral
- pnce possessed, in another life, before the dark side. Could Defense
— this young Skywalker, strong in the Force, be his son? [1d3=1,
B Darth Vader assembled frve of the best Imperial Star Leadersh
Destroyers to accompany his vessel, forming a fleet that Rep 6: 5
14b wold be called the Imperial Death Squadron as it scoured Challeng
2N the galaxy for signs of the hidden Rebel base. Among these Equip
Star Destrayers were Avenger, known for participating in comiink.
more than four hundred planetary suppressions in the years Skills:
since it was first commissioned, and Devastator, once Lord - +B, Kno
vader's flagship and the vessel that had captured Tantive I 5, Kno

dron started out under the € FONDOR SHIPYARDS W +5, HENS

The Impenal Death Squa

command of Admiral Griff, Later, Admiral Ozzel took the Feats:
command seat and reported directly 1o Lord Vader. Currently, The planet Fondor, in the system of the same name, is the site of proved |
an extensive deep space shipyard. Most of the orbiting docks Spacer, !
operate around the clock to fulfill the needs of the Imperial Proficies
Mavy. A few of these are set far away from the common space simple v
lanes and used to build the components for the top-secret ‘
Super-class Star Destroyers. Warning markers surround the clas i Capi
sified orbit docks, ordering any unauthorized ships to turn back : Captain
Patrol cruisers and perimeter battle stations enforce these warm i the fata
ings with savage efficiency; any unauthorized ships that pass the ! Before 1
warning markers are destroyed : the mos
Prior to the Imperial military buildup, Fondor ran a highly ! less and
profitable commercial venture. The shipyards turned out the [ and as ¢

best transports, freighters, and lwwry cruisers the galaxy had to Stuadr
offer and provided all kinds of additional services as well. The apology

shipyards offered extensive maintenance and repair services,

refueling depots, layover docks, and cargo transfer and storage i Captain
facilities. Since accepting the massive Imperial contract, most of I Defense
the Fondor services are now utilized almost exclusively by the I (1d3-1,
Empire. Warships moving through the region make regular stops +4, Ref
at Fondor to take on supplies, receive conscripts and orders, and 10, Con
undergo routine maintenance. | Equij

comlink

E Skills
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Fleet Personnel i+
-’
| Vader ‘Apalogy accepred, Captain Needa, " +6, Intimidation +6, Knowledge | mperial Nawy) +6, — I
flen asks Lard Darth Vader hl'l-::'.‘\.l-,_'ll';ll.' 'jh.l."-.'. l]llll_“'_l +5, Pilot+6, Read Write Basic, Repair " _ l
th their +4, Speak Basic, Speak Ryl, Spot +2, T E‘g
der’s some of the finest officers worked—and died—for Lard Darth Feats: Armor Proficiencies {light, medium), Expertise, : { .
fod Vader's special lmperial fleet, A quick overview of some of Quick Draw, Quickness, Spacer, Starship Operation [capital : m
the more praminent ones follows. ships), Weapon Focus (blaster pistal), Weapon Group Pra- i
ficiencies (blaster pistol, blaster rifles, heavy weapons, simple )
Admiral Piett weapons, vibro weapons), L
Admiral Pietl rose to command Lord Darth Vader's fleet and E
had the distinct honor of never suffering the Dark Lord's Star Dﬂstrnyar' Officars 14
wrath—unlike his predecessor, Admiral Ozzel, or any number It takes a huge crew to operate an Imperial Star Destroyer, =
of lesser afficers, He was selected for duty after amassing a and a large number of officers to manage that ¢ [he 4
notable record of arrests and suppressions as a patral officer typical Star Destrayer afficer is acutely aware of the competi n|
in the Outer Rim. He was assigned to Admiral Griff's cam tion inherent in his position. He must keep arder and provide 14
mand as a captain, eventually taking operational command leadership for his subordinates, while at the same time strug- E
of the Executor. Ozzel replaced Griff, and when Ozzel disap- aling against his fellow officers for coveted pramations. Am- E
pointed the Dark Lord, Piett was immediately promated to bition, ruthlessness, and a competitive nature is drummed L
fleet admiral. into all Imperial officers, and those aboard the feared Star
Destroyers might be the best at exhibiting these fualities, -
Admiral Piett: Male Human Soldier 4/0fficer 2; Init +4; IJ—:
Defense 15 (+5 class); Spd 10m; VP/WP E:L.-"I:; Atk +4 melee  Typical Star Destrover Officer: Male Human Noble 2{S0ldier -
[1d3-1, punch) or +5 ranged [3d6, blaster pistol]: S0 2y Init +0; Defense 14 (+4 class): Spd 10m: VFWP 18/ 10 —
Leadership: SV Fort +6, Ref +3, Will +6; 52 M: FP 1: DSP 7; Atk +2 melee [1d3-1, punch) or +3 ranged [3d6, blaster
Rep &; Str 9, Dex 11, Con 10, Int 13, Wis 13, Cha 12, pistal); 50 Call in a . inspire canfidence + 1, bonus class o )
Challenge Code: C. skill (Pilot); SV Fort +3, Ref +2, Will «4: 5Z M: FP 1: DSP 4: 1L
Equipment: Blaster pistol, datapad, code cylinder, Rep 4; 5tr 49, Dex 10, Con 10, Int 10, Wis 12, Cha 12, &t
comlink. Challenge Code: B.
Skills: Astrogate +9, Bluff +7, Diplomacy +8, Intimidate Equipment: Blaster pistol, datapad, code cylinder,
8, Knowledge (Imperial Navy] +6, Knowledge [Mew Order comlink.
+5, Knowledge (tactics) +7, Pilot+7, Read Write Basic, Repair Skills: Astrogate +7, Computer Use +6, Diplomacy +6,
t5, Sense Mative +5, Speak Basic, Speak Huttese, Intimidation +7, Knowledge (Imperial Navy) +6, Knowledge
Feats: Armor Proficiencies (light, medium, heawvy), Im- [(Mew Order] +5, Pilot+7, Read/Write Basic, Sense Motive +5,
praved Initiative, Tron Will, Persuasive, Point Blank Shat, Speak Basic,
spacer, Starship Operation (capital ships), Weapon Ciroup Feats: Armor Proficiencies (light, medium], Persuasive,
Proficiencies (blaster pistol, blaster rifles, heawy WEapons, Spacer, Starship Operation (capital ships), Weapaon Group
simple weapans, vibro weapons). Proficiencies (blaster pistol, blaster rifles, heavy weapons,

simple weapons, vibro weapons), fed
Captain Needa
Captain Needa commanded the Star Destrover Avenger until
the fatal mistake that earned him the wrath of Darth Vader
Before that mistake, Avenger was the point ship for one of
the most powerful space fleets ever assembled, Needa, ruth
less and efficient, had distinguished himself in the Outer Rim
and as one of Admiral Ozzel's top advisars in the Death
'\Z:|u'.|-:||'r;-1. He was permanently relleved of duty after his

apology to Vader over lettin [¥] the Millennium Faleon escape.

Captain Needa: Male Human Diplomat 4/Soldier 2: Init +0:

Defense 11 {+1 class); Spd 10m; VE/WP 1110 Atk +3 meles

[1d3-1, punch] or +5 ranged (3d6, hlaster pistol): SV Fort

+4, Ref + 1, Will +4; 52 M; FP 1; DSP &; Rep 3: 5t 9, Dex

0, Con 10, Int 12, Wis 10, Cha 12, Challenge Code: B.
Equipment: Blaster pistol, datapad, code cylinder,

comlink.

Skills: Astrogate +6, Bluff +6, Computer Use +5, Diplomacy
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;1| Bounty Hunters and the Empire

'

I = “Bounty hunters, We don't need that scum.” and Internecing struggles to permanently dishand the Bounty After the B
l L n Adrniral Piett Hunters' Guild, The arganization survived only as a scatter galaxy bec:
EI P ing of splinter groups and independent operators—much the agents, son

I m ; There was a time, lang before the Empire, when bounty same as it had been in the days of the Republic—except the same i
4 hunting was considered a noble profession—when bounty the warfare in their ranks had made the bounty hunters general suf

m n hunters followed a strict code of conduct and were thaught perhaps more ruthless than before, collection «

Z of as courageous troubleshooters, They helped the authaori- WETEe CONSil

E ties weed out the most dangerous criminals fram the law- It was a

i abiding population of the galaxy. But somewhere alang the several inds

m way, many bounty hunters became little mare than ruthless Luke Skyw

1] thugs and killers—the absolute last resort for restaring order, shortly afte

- Bounty hunters frequently clashed with Jedi Knights over Was an un

pi| methodologies and goals, and when they did, someane fader’s shi

i almost always died. The clashes eventually became so failed owver

m frequent that the Jedi Order asked the Galactic Senate to | in professi

m |ook into the matter. i hunters to

The Senate concluded that the best way to police bounty I Lord Wa

o hunters was for bounty hunters to police themselves. The | Vader and

Il.% bounty hunters would be allowed to form self-governing the dark si

= quilds, with bylaws, appren ticeship programs, membership . catch and

— fees, and personnel records, In exchange for the limitations | and the W

— they agreed to place on themselves, the guilds received | ished afte

: exclusive cantracts with the Republic; when the Re puhlic hunters o

N, authorities needed a bounty hunter, they would only hire draw Skyv
ikt samenne fram the guilds, This state of affairs was 50 pop ilar arrived, ke

i

Zuckuss, 1

It was 1
and folloy
realized S

that the guilds survived the last days of the Republic and on
into the days of the Empire, Over time, the individual guilds
became simply the Bounty Hunters' Guild—albeit with several

individual and often competitive houses.

Imperials
Organa, |

As the Empire grew in power, the Emperar frequently
called upon the Bounty Hunters” Guild to silence trouble-
was enc

come dissidents and. eventually, to track down and eliminate
narticularly elusive Rebels, Their success record was neither on Tatooi
spectacular nor abysmal=but for the first tfime in a long same targ
time, the general nublic learned to fear the appearance of a

hounty hunter, With no more Jedi Knights to oppose them, Boss

Though r
hunter B
oW, acc

hounty hunters often went unchecked except for the occa-
sional courageous peace officer or lacal prefect. While the
bounty hunters still clung to their code of conduct, which

prevented them from simply blowing up an entire building | captures,

to kill one person, or engaging in violent blaster-play where slaves an

innocents could get caught in a crossfire, they learned to Chewbac

“interpret” the code. This interpretation made it possible Tor always B

them to engage in wanton destruction and still collect their Only his

fees, The Emperar publicly denounced such activities, but f to surviv
1

privately rewarded the bounty hunters with maore contracts.
A collateral party in this situation was the Black Sun crimi Bossk: b
Init +3; |
VP/WP ¢
ranged |

stun gre

nal syndicate, whose members frequently found themselves
targeted by these overzealous bounty hunters. In an effort to
end the threat of the bounty hunters, the leader of Bl ack
Sun. Prince Xizor of Falleen, corvinced the Emperor to

@ disenfranchise the Bounty Hunters’ Guild, The Emperor Darkvisi
contracted Boba Fett to engineer the downfall of the guild. Ref +8,

In a spectacularly grim conflagration known as the Bounty ] Con 16,
Hurter Wars, Boba Fett created enough confusion, mistrust, i Equip




Bounty

alter=
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After the Bounty Hunter Wars, bounty hunters across the
galaxy became once again comfortable in the role of free
agents, sometimes even taking contracts on opposite sides of
the same conflict. The reputation of bounty hunters in
general suffered as they came to be seen as, at worst, a
collection of vicious and dangerous animals, At best, they
were considered a necessary evil,

It was a surprise to many when Darth Vader summoned
several independent bounty hunters 1o help him capture
Luke Skywalker, Leia Organa, Han Solo, and Chewbacca
shartly after the fall of the Rebel base on Hoth. Though this
was an unpopular move with the Imperial officers aboard
Vader's ship, the Dark Lord did not care. His own troops had
failed over and over to capture his prey, so it was time to call
in professionals—the same reasoning that allowed bounty
hunters to theive in the first place,

Lord Vader's goal was the capture of Luke Skywalker,
Vader and the Emperor sought to tum young Skywalker to
the dark side, but he had proven surprisingly difficult 1o
catch and keep. Vader reasoned that he could use Leia, Solo,
and the Wookiee as bail to lure Skywalker—who had van-
ished after the Tall of Hoth—into a trap. Vader set the bounty
hunters on the trail of the Millennium Falcon, hoping to
draw Skywalker out of hiding. Several bounty hunters
arived, keen to collect the bounty: Dengar, Bossk, 4-LOM,
Tuckuss, the deadly 1G-88, and of course, Boba Fett,

It was ultimately Boba Fett who second-guessed Han Solo
and followed the Millennium Faleon to Bespin, Once he
realized Solo's destination, he alerted Vader, and the
Imperials arrived at Cloud City ahead of the Falcon. Leia
Organa, Han Solo, and Chewbacea were captured, and Solo
was encased in carbonite—to be delivered to Jabba the Hutt
on Tatooine. Boba Fett thus collected two bounties on the
wme target,

Bossk

Though not as famous as Boba Fett, the Trandoshan bounty
hunter Bossk has acquired a significant reputation af his
own, accomplishing eight live captures and four not-so-live
captures. Bossk began his career hunting escaped Wookiee
slaves and has a running feud with Han Solo's partner,
Chewhacca, Though they have tangled multiple times, it is
always Bossk who comes up short=short a limb, generally,
Only his recuperative abilities have enabled the Trandoshan
to survive to carry an his feud for so long.

Bossk: Male Trandoshan Scout 4/Soldier 3/Bounty Hunter 4;

Inft +3; Defense 21 [+1 natural, +7 class, +3 Dex); Spd 10m;
VPIWP 94/ 16; Atk +13/+8 melee [1d3+3, punch) or +13/+8

ranged (3dB/19-20, blaster rifle] or +13/+8 ranged (3d6/1d6,

stun grenade) or 113/+8 ranged [2d6, lamethrower); S0
Darkvision 20m, trailblazing, uncanny dodge; 3V Fort +10,
Ref +8, Will +6; SZ M; FP 2; DSP B; Rep 8; 5tr 16, Dex 17,
Con 16, Int 12, Wis 12, Cha 13. Challenge Cade: D,
Equipment: Blaster rifle, grenade launcher®, lame-

No Disintegrations! /1

thrawer®, hinders, modified freighter (Hound's Toorh).
*See The Weapans of Baoba Fett in Chapter 13 of the Star

()
E R

"
. . : . . M
Wars Roleplaying Game for details an these weapons. %
Skills: Appraise +3, Astrogate +5, Computer Use +5, Dis- .
able Device +5, Gather Information +8, Hide +5, Intimidate Y
q

+7, Knowledge [alien species) +4, Knowledge (streetwise] +

CF
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Knowledge [systems] +5, Listen <4, Move Silently +8, Pilot
+10, Repair +7, Read/Write Thash, Search +5, Speak Basic,
Speak Dosh, Spot +4, Survival 10, Swim +5,

Feats: Armaor Proficiencies (heavy, light, medium], Dodge,
Maohility, Point Blank Shat, Rapid Shot, Starship Operation [space
transports), Track, Weapon Group Proficiencies (blaster pistols,
blaster rifles, heavy weapons, simple weapons, vibro weapans),

IG-88

f'ht‘ EII"]""I’JT'\ edict -'-fJ'ﬂil'-“t ih""i‘p‘-il' draids did not '|1|."1|r1§‘
ted llmt fact. Hu awan 1 .:.u:*umnﬂ had l.r.\-mcl the 1G-series
assassin droid to be superior to the Sienar Intelligence
Systems E522 series, Because of inadequate safety protocols,
the programmers at Holowan were systematically slaughtered
by their creations—a handful of unstoppable killing ma
chines, led by the calculating and cunning 1G-88, Since
gaining his freedom, 1G-88 has carried out his programming
as an efficient killer, He answers to no ane, making him an -“;
independent bounty hunter comparable in skill to Boba Fett,

1G-88; 1G-series experimental walking assassin droid, Scout
4/Soldier 6/Bounty Hunter 4; Init +7; Defense 19 [+9
armorl; Spd 12m: YPIWP 120017; Atk +16/+11/+6 melee
[1d8+3, claws) or +16/+11/+6 ranged (3d8/19-20, blaster
rifle)] or = 16/+11/+6 ranged (4d8/19-20, blaster cannon] or
#16{ +11/+6 ranged (2d6, Aamethrower); SQ Trailblazing,
uncanny dodge, target bonus +2, sneak attack +2d6; 5V Forl
+12, Ref +9, Will +8; 52 M; FP 0; DSP 16; Rep 12; 5tr 17,
Dex 17, Con 17, Int 11, Wis 14, Cha 14, Challenge Code: E.

Equipment: Blaster rifle, blaster cannon, flamethrower,
claws, heavy battle armar. lacked access, heuristic proces-
sor, improved sensor package, infrared vision, low-light
vision, telescopic vision, 360-degree vision, motion
sensars, sanic sensors, vocabulator, comlink, environmental
compensation [acid, heat, cold, dust, water], rust inhibitar,
assault starfighter (I1G-2000].

Skills; Astragate +4, Computer Use +12, Demaolitions +6,
Disable Device +5, Gather Information +7, Intimidate +14,
Knowledge (alien species) +4, Knowledge [streetwise) +4,
Knowledge [systems) +4, Listen +8, Move Silently +8, Pilot
+7, Search +4, Sense Motive +6, Spat +8, Survival +10,

Feats: Ambidexterity, Armar Proficiencies [heawy, light,
medium), Cautious, Improved Initiative, Improved Two-
Weapon Fighting, Point Blank Shat, Precise Shot, Rapid
Shot, Starship Operation (starfighters), Track, Two- @
Weapon Fighting, Weapon Group Proficiencies (blaster
pistols, blaster rifles, heavy weapons, simple weapons,
vibro weapons). e
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il Boba Fett

Known as the most ruthless bounty hunter in the galaxy, far a bou

g

Boba Fett has completed an extraordinary number of The foll

successful missions. Hn_' 5 never seen without his most prized gear. The

passession, the specially modified battle armor that he al specialized

|}r|_|||{‘\. tT;

wavs wears. This distinctive |h|:|.x armar fills eriminals and

autlaws with terror. He has a reputation for fulfilling his con-

Boba Fet
Hunter &
VPIWE 1
#14/+9/4
(3d8/19

gauntlet]

tracts without either malice or remorse, a true professional in
the coldest sense of the ward, But whispered rumaors indicate
that Baba Fett also pursues a private vendetta, a grudge he
has carried with him since childhood, Mo living being has
ever asked him abaut his past, and as a result, much of what
is known about Boba Fett is little more than conjecture

let) or +1

Boba Fett's arsenal includes a number of
ranged |
[5d6/3dl
1icit bar

weapons and security devices, many of which are custom

made, at a premium price. Considering what he charges

Il ¥Ova S3MRLS IdldW3 3HL

L - AT | +10, Ref

© THE DOUBLE BOUNTY & - o Dex 16, |

1 b 1 Equip

Exalted Jabba, 1 ' / [ T gauntles
The natices have gone out and we have secured the services » . : rocket

of Boba Fett to clear the account of the despicable Han Solo. 1.9 i ) | launche
Mighty Jabba, to date Solo has failed to ma rood on cargo lot e f survival

5207D. It has been more than three years since he jettisoned the ey . \ suit, Fii
cargo due to the arrival of an Imperial cruiser, though subse- 2 : \ Fett's w
quent research indicates that he may have used proceeds from . i : l | Wars R
the cargo to fund the Rebel Alliance. In addition, 5olo blasted . Skills
your humble servant, Greedo, and has eluded or ended the e Disable
careers of more bounty hunters than | care to list since he : idate +1
Tatooine with a false promise of paying what he owed Y wise] + ]

st. | doubt that was ever his intention, Write B:

Feats

amaze your lo d POWETE!
have great faith that tlu-i.rn'nhm.!tl::u of a I.h;:l.l.nl'y on '.1I.b|IJ s hea o R e Lightnir
and the specific hiring of Boba Fett will finally yield results. With ; 3 3 Shot, St
the addition of an Imperial bounty for Solo, it is now only a " : : % ' Group |
miatter of time before someone brings in the spice thief. Like il ) ; weapor

you, Nllustrious Jabba, | am betting on Boba Fett to bring him
back to Tatooine
While | am loath to add to your discomfort (oh, how | am
loath to do that!), you asked for an update on the cosls associ-
ated with locating and capturing 5olo and the Wookiee
Chewbacca, To date, including lost cargo, lost revenug from the
of the Millennium Falcon, lost employees,
bounty hunter notices and fees, Boba Fett's fees, and com
pounded interest, the unscrupulous Han Solo has cost Wise
Jabba more than 1.3 million credits
It is time to close this record, Honored Jabba. It is time to
example of Han Solo. | humbly suggest we double
Boba Fett's bonus to ensure that the bounty hunter remembers

us after he has collected the Imperial bounty.

Your obedient and very faithful servant,
Calk Fen




for a bounty, Fett can well afford such hig-price tools.

The Tollowing stats describe Boba fett's standard warking
gear. The GM may decide to improve Fett's arsenal by adding
specilized weapons and other devices [such as scanners,
probes, tracking devices, and so on).

Boba Fett: Male Human Soldier &/Scoundrel |/Bounty
Hunter &) Init +3; Defense 20 (+7 armor, +3 Dex); Spd 10m;
VWP 100/ 15 Atk +14/+9/+4 melee (1d6+2, punch) ar
+14/+9/+4 melee (1d442, knife) or +15/+10/+5 ranged
(3de/19=20, blaster rifle) or +15/+10/+5 ranged [2d4, laser
gauntlet) or =15/+10{+5 ranged (2dé, Aamethrower gaunt-
let] or +15/+10{+5 ranged (2d6 rocket darts) or +15/+10/+5
ranged [3d6/1d6, stun grenade] or +15/+10/+5 ranged
[5d6/3d6, missile] or +15/+10/+5 ranged [whipcord]; S0
Ilicit barter, target bonus +3, sneak attack +3d6; 5V Fort
10, Rel =12, Will +6: 52 M; FP 2; DSP 7: Rep 10; 5tr 15,
Dex 16, Con 16, Int 11, Wis 13, Cha 13, Challenge Code E.

Equipment: Madified battle armor, blaster rifle, laser
gauntlet, amethrower gauntlet, whipcord, jet pack,
rockel darts, sonic beam, spiked boots, grenade
launcher, missile launcher, magnetic grappling hook,
survival knife, ammo belt, antisecurity blades, flight
sult, Firesprav-class patrol/attack ship [Slave ). [Boba
Fett's weapanry is detailed in Chapter 13 of the Star
Wars Roleplaving Game.)

Skills: Astrogate +6, Computer User +6, Demolitions +8,
Disable Device +6, Gather Infarmation <9, Hide +11, Intim-
idate +11, Knowledge (bureaucracy] +4, Knowledge [street-
wise] +10, Listen +5, Move Silently +17, Pilot +11, Read/
Write Basic, Repair +5, Speak Basic, Spot +5, Survival +6.

Feats: Armor Proficiencies (heavy, light, medium,
poveered], Exotic Weapon Proficiency (whip), Infamy,
Lightning Reflexes, Martial Artist, Point Blank Shot, Precise
Shat, Starship Operation [space transports], Track, Weapon
Group Profciencies (blaster pistols, blaster rifles, heavy

weapons, simple weapons, vibro weapons),

)

e

Slave |

Boba Fett's modified Firespray-31 features a concealed

turret with proton torpedoes, a tractor beam, a sensor
mask [+ to any Computer Use DC check for detecting
Slave 1], a HoloMet transceiver, and enough internal secu-

CHAPTER THREE
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rity systems to stop cven the most skillful starship thief=or

escaping prisone

Craft: Slave [ (modificd Kuat Systems Engineering Firespray-
31); Class: Space transport; Cost: Mot for sale [likely to be
valued at 726,500 credits); Size: Small (21.5 m long);
Initiative: +4 (+1 size, 3 crew®); Crew: 1; Passengers: 6
[prisoners): Cargo Capacity: 40 metric tens; Consumables: |
manth: Hyperdrive: =1 (backup =8); Maximum Speed:
Ramming: Maneuver: <12 (+1 size, +11 crew®); Defense: 21
[+1 size, +10 armor]; Shield Points: 90; Hull Points: 150;
DR 10,

Weapon: Blaster cannons (2): Fire Arc; Turret; Attack
Bonus; +22 (+1 size, =6 fire control, +15 crew®); Damage:
5d10:2; Range Modifiers: PB +0, 5 +0, M/L nja.

Weapon: Small concussion missile launcher (8 missiles);
Fire Arc: Frong; Attack Bonus: +22 (+1 size, +6 fire control,
+15 crew”]; Damage: 8d10=2 ; Range Modifiers: PB +0,
S/MIL n/a.

Weapon: lan cannan; Fire Arc: Front: Attack Bonus: +20
[+1 size, +4 fire control, +15 crew®); Damage: Special;
Range Modifiers: PB +0, 5 +0, M -2, L n/a.

Weapon: Tractor beam prajector; Fire Arc: Turret: Attack
Bonus: +20 (+1 size, +4 fire control, +15 crew®): Damage:
Special; Range Maodifiers: PB +0, 5 +0, M/L n/a.

Weapon: Proton torpeda tubes (4 proton tracking beacons
each): Fire Are: Turret; Attack Bonus: +20 (+1 size, +4 fire
control, +15 crew®): Damage: Special; Range Modifiers: PB
+0, 5 +0, M/L nfa.

*When Boba Felt pilats this ship, its inttiative madier includes his Dex madifier,
2% mansuver moddier includes his Pilat skill moddier: and each of itd waapan's
sttack banuses includes his base ranged attack bonws, e
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<1 Imperial Trash

A typical Imperial ship generates several metric tons of trash
per day, and the larger the ship, the more trash it creates,
This is due to the amount of personnel an board as well as

the lmperial tendency to replace instead of repair items—an

entire databoard may be discarded merely because of a single

faulty conduit,

Imperial ships are laced with disposal chutes, Most solid
waste makes its way to the trash.compactors on the lower
decks, Nontoxic lguid waste is purified and recycled, with
the worst dregs being dumped down the chute, The chutes
cad to a series of waste reclamation bays throughout the
ship, On the larger ships, these bays are equipped with com-
pactors—shifting walls that break down trash into smaller,
tighter pieces. Imperial ships jettison the trash right before
they leave the system, according to standard policy.

The Tmperial forces warry more about the power behind
their laser cannons than the condition of these waste chutes
and garbage bays. Therefore, the interior chutes and storage
areas tend o be encrusted with muck and covered with
slime, Standing water is common in many of the garbage
bays. As a result, parasitic creatures often infest the garbage
areas, staying clear of both the compactaors and jettison
devices when in operation, and dodging stormtroopers that
are accasionally sent to clear aut their lairs,

Dianogas and tregoths, amang other vermin, can be found

wing within Imperial trash systems. Rarely, mynocks find
their way on board. The presence of these vacuum vermin is
usually a precursor to a shipwide system failure as the crea-
tures chew through bulkheads and damage interior wiring.
When mynocks are discovered on an Imperial ship, usually a
full overhaul is reguired,

Rebel ships tend to recycle trash, awing in part to their

concern Tor others, as well as their need to use every resource

available in their battle with the Empire, On larger ships, the
Rebels tend to take better care of the infrastructure so that
parasites such as the dianoga and tregoths do not infiltrate
their systems as easily. Mare Squibs (see the next page] are
working far the Rebellion as well, bringing with them knowl-
edge of the interiors of Imperial vessels,

Mutated Dianoga

The dianoga is a typical garbage bay inhabitant. Extending
fram its body are seven tentacles, which the diancga uses for
locomaotion, manipulation of ohjects, and attacking, The
creature’s single eyestalk can be raised above the surface of

the watery garbage it lives in, enabling it to see what's going

an around it while it remains submerged,
Adapted ariginally to the marshes of Vodran, the dianoga

have taken to the garbage bays easily, pulling back into the

larger chutes and connecting shafts when the machinery i in

gperation, Within this emvironment, some dianogas have
mutated. These are smaller and tougher than their ancestars,
but no less fierce,

Mutated Dianoga: Aguatic Scavenger 5 Init +2; Defense 22
[+10 natural, +2 Dex); Spd 10m: VP/WP 30/12; Atk +4
melee [1d6+2, tentacles) or =3 melee (2dd+2, bite]; S0 Low-
light vision; SV Fort +4, Ref +5, Will +0; 52 M; FP 0; DSFO;
Rep 1; 5tr 15, Dex 15, Con 1
Code: C,

Skills: Hide +5, Move Silently +5, Search +3, Swim +6.

Tregoth
The tregath, ar “trash bat,”
usually nests in the upper reaches of trash bays, coming
down to feed on discarded, rotting food. Tregoths travel in
swarms and let out shrieking cries when they are disturbed,
Although trash bats are not formidable on an individual
basis, they can be difficult to cope with when they attack en
masse to bring down a single opponent.
Tregoth: Aitborne Scavenger 1; Init +4 (+2 Dex, +2 air-
borne|; Defense 15 (+1 natural, +2 size, +2 Dex); Spd fly
10m (average); VPIWP 3/6: Atk +0 melee (1d3, hite); darkyi-
siong SV Fort +0, Ref <3, Will =3; 52 T; FP 0; DSP 0; Rep 0;
Str 6, Dex 14, Con 9, Int 4, Wis 4, Cha 4, Challenge Code: A
Skills: Hide «4; Spot +2
Feats: Flyby Attack, ted

2, Int 4, Wis 8, Cha 6. Challenge
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Inside Job

Han Solo escaped from an Imperial
Star Destroyer amid the rubbish the
ship cast off befare its jump to
hyperspace (though he didn't fool
Boba Fett, who knew the trick as
well), However, using garbage as a

ing the heroes to gain access to a
Star Destrayer,

The Star Destroyer Indomitable has
remained insystem while most of its
supporting fleet has jumped away to

cover can wark the other way, allow-

patrol for Rebels. Word gets out that
the Star Destroyer needs to have its
garbage bays cleared, much as aguatic
sailing ships are sometimes scraped of
barnacles. A local independent Squib
contractar, Jeremos, has been hired to
de the work and is looking for a team
to help him,

The heroes can get aboard the ship
as Jeremos's cleanup crew. Doing this
invalves striking a deal with leremos
{who will try to get the heroes to work
for a pittance in compensation) but

allows them to take the Squib's shut-
tle up under the laser batteries of
Indamitable itself and into the ship.

Once on board, the crew is told
where to start and left with minimal or
no supernvision. Members of the group
can try to sneak off and engage in
subversive activities as well as helping
Jeremos with the cleanup.

The reclamation units are swarming
with trash bats as well as two mutated
dianoga that move easily (and sepa-
rately) between the eight major bays.
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It is standard aperating procedure for an Imperial craft o
jettisan its accumulated garbage before jumping to hyper
space. Shedding extra weight For the jump is the primary
consideration, and the Imperials are unconcerned about clut-
tering up star systems with their waste, particularly since
scavengers are paid to clean up for them,

This trash consists of compacted blocks of rubbish, dis-
carded and inoperative components, inedible foadstuffs, the
occasional body or droid, and other material the Empire sees
as worthless, By examining the garbage, Rebels can often tell
what an Imperial ship has been up Lo in a system, as well as
what trash-salvaging creatures are on board. A collection of
trash light on organics may indicate one or more dianoga in
the garbage bays, while trash with valuable components
stripped out indicates that the ship employs Squibs.

One Imperial’s trash is another alien's credits, and there is
competition for the refuse even after it has been jettisoned,
Fearless Sguibs that do not enjoy Imperial contracts often
pilot their shuttles through the debris fields, scooping up as
much as possible for later sorting and reuse. In addition, a
protozoan species known as the Ugors also competes fon
these resources, Ugors show no mercy to Squibs or any ather
species they find “stealing™ their trash,

Squibs are small, furry humanoids with tafted ears. Their
fur ranges from deep red to brilliant blue, and they have
large vellow or red eyes. They are known for their fearless
curiasity, shameless overcanfidence, and love of haggling.
They are enthusiastic scavengers, and often find fistfuls of
credits in the detritus that others discard.

Squibs warking an Imperial ships try to stay as inconspic-
uous as possible, As the Empire grows more militant and
maligrant, Squibs are treated little better than slaves. Many
have abandoned their contracts for this reason,

Ugors are single-celled beings, However, that single cell
qrowes to be up to 2 meters across, An Ugor may extrude and
manipulate pseudopodia inta as mary as thirty discrete
units, which may serve as limbs, manipulators, or sensory
organs. Ugors often have a “default” appearance, rouahly
humanoid, in order to deal with multicelled sentients,

Flotsam and Jetsam /ingi

Ugors see scavenging as both their business and their reli-
gion. They are by nature unfriendly, selfish, and concerned
only with garbage and food, Lying and cheating are Ligor
virtues. They are highly competitive with Squibs and consider
them martal enemies,

Squib Commoner: Inil +1; Defense 12 [+1 Dex, +1 sizel:
Spd &m:; VPIWP =(10; Atk +0 melee (1d2-1, punch] or +2
ranged [by weapon): 50 Haggling: SV Fort +0, Rel +1, Will
-1: 52 5; FP 0; DSP O; Rep 0; 5tr 8, Dex 12, Con 10, Int 10
Wis 8, Cha 12, Challenge Code: A,

Equipment: Variety of personal belongings.

Skills: Appraise <2, Craft [varies) <2, Diplomacy +13,
Knowledge (varies) 2, Read/Write Squib, Speak Basic,
Speak Squib.

Special Qualities: Haggling=Squib live to hargain, and
gain a +2 species bonus on Appraise and Diplomacy checks,
Also, Diplomacy is a class skill far all Sguibs.

Ugor Commaoner: Init +0; Defense 10; Spd 6m; WVP/WP -10;

Atk +0 melee (1d3, punch) or +0 ranged [by weapan); S0
Amorphous nature; SV Fort +0, Ref +0, Will +0; 5Z M; FP 03
DSP 0; Rep 0 Ste 10, Dex 10, Con 10, Int 10, Wis 10, Cha
10, Challenge Code; A

Equipment: Variety of personal belongings.

Skills: Craft (varies) +2, Knowledge (varies) +2, Profession
[scavenger] +2, Read/Write Basic, Read/Write Ugor, Speak
Basic, Speak Ugor,

Special Qualities: Amorphous Nature—Ugars can manipu-
late their cytoplasm to alter their ability scores, increasing
one at the expense of others. An Ugor may raise any ability
scare up to 5 points above its default value of 10, For every
point 5o raised, one or more other abilities must be reduced
1 point each. [Raising Dexterity to 15 would lower all other
ahility scores to 9.) Moving ability scores around requires a
full-raund action. Wound points are unaffected, though
vitality points should be adjusted. Skill points are as for a
character af 15 Intelligence, but all skills are considered
cross-class, tod

ut-

1al or
oup

To make matters worse, jammed
within one of the inoperative trash
campactors is a partially functioning
assassin droid. The droid's program-
ming is corrupted—anything within its
range (trash bats, heroes, falling

garbage) attracts its attention and fire-

power, The heroes need to deactivate
it. Once it has been deactivated,
leremos refuses to leave it behind,
and the heroes must find a way to
sneak it off the ship or rescue it once
it has been jettisoned.

Jeremos: Female Squib Fringer 3; Init
+2; Defense 17 (+4 base, +1 size, +2
Dex); Spd 6m; VP/WP 16/12; Atk +2
melee {1d2, fists) or +2 melee (148,
spanner) or +4 ranged (3d4, holdout
blaster); 50 Barter, adaptive learning
(Astrogate); SV Fort +3, Ref +4, Will
+0; 52 5; FP 1; Rep 1; 5tr 10, Dex 15,
Con 12, Int 13, Wis 9, Cha 14.
Challenge Code: x.

Equipment: Backpack, comlink,
medpac, survival kit, metric spanner,
secondhand shuttle (five payments left)

Skills: Astrogate +3, Appraise +3,
Climb +2, Diplomacy +4, Hide +3,
Knowledge (Impernal procedure) +3,
Listen +7, Pilot +8, Profession (scav-
enger) +7, Read,/Write Squib, Search

+7, Speak Basic, Speak Squib, Spot +7,

Survival +2, Swim +2,

Feats: Alertness, Starship Opera-
tions (space transport), Run, Weapon
Group Proficiencies (blaster pistols,
simple weapans). t
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&1 Dark Trooper Project

N’

— In the wake of the destruction of the Death Star, General Dark Troc

Rom Mahe got the go-ahead to move forward with his 4; Init +5

:_E ] brainchild, the dark trooper project. A decorated Imperial Spd 12m;
m officer who was obsessed with personal combat, Mohg ranged (b
} opposed the construction of the Death Star. He believed that D5SP 3; Re

m E all soldiers should have the opportunity to face their oppo- Challenge
Z» nents in one-on-one combat. To this end, Mohe led the Equipn
-_u Empire’s ambitious attempl to create “super stormtroopers.” cessar, ind

P The project called for the creation of a new type of hattle Skills:

m drafd. Mohe was provided with Are Hammer, & titanic space- Spot +3.

m faring construction facility that guickly began praducing the Feats:
- draids, The first prototypes were tested in combat, They heavy), D
A destroved a Rebel base on Talay in what could only be called Group Pre
E a brutal massacre. The Emperor and Darth Vader were im- weapons,

m pressed |_|_'-. the :|,'-.|||'_\ ana ||rl'|l,"'|_'!| I,|'l.: |:-"I_lil. ct to continue,

n The Phase One dark trooper resembles a metal skeleton Dark Tro
cast from phrik, an exceptionally durable alloy. Standing 8; Init +¢

@ approximately 3 meters tall, this battle draid is equipped VP/WP 6
]n> with a hlast shield on its left forearm, a cutling sword on its ranged [
~ right, and a reinforced frame. Primitive but relentless, the SZ L; FP
o Phase One Trooper is designed for close-quarters combat, Wis 10, ©
— [he Phase Two dark trooper serves as the standard combat Equip
unit far the project. A phrik body shell protects the skeletal wvision, lo

_Se"llllllw'?’z, frame and increases its height to about 3.5 meters, giving it armored
ﬂE: the appearance of a giant stormtrooper. This droid incorpo- Assaul

Gty D

rates a repulsorlift engine and maneuvering jets to give it heawy; P

supenar movement in the air. The Phase Two Trooper camics 20m; Lo

a devastating assault cannon, The cannon fires either plasma incremer

shells or long-range explosive rackets, Skills:
The Phase Three dark trooper is designed to be the ulti Basic, 5
mate battle droid. While about the same height as the Phase Feats:

Twa Trooper, the Phase Three Far Shot

Precise 5

[rooper is more massive and
covered in a darker, heavier suit of armaor, 1t can operate

independently, or a sentient operator can wear the Phase Proficier

Mhree Trooper as an exosuit, A rear hatch provides access simple v

into the exoswit, The reinforced frame contains a cluster of
firing tubes and seeker missile storage chambers, These slow-

Dark Tre

maving rockets home in an a target's heat signature to Soldier &

deliver a lethal package of detonite. e armar,
Dark Trooper This Is Only a Test The test ends with the dark troopers Ca
Adventures The Empire locates the Rebel base either driving off the Rebels, slaughter- Tr
Mo matter how strictly you decide commanded by Hamelin and decides ing the base's occupants, or suffering The |
to follow Star Wars canon concern- to use it as a testing ground for the heavy losses themselves, If more than SOIM:
ing the dark trooper project, here Phase One dark trooper droids, The half of the attacking droids fall in ina
are three adventure ideas you can heroes are present at the base when battle, the remainder are called back Rebe
use to introduce these deadly the attack occurs. The skeletal dark ta their landing barges for escape and base
droids into your campaign. You can  troopers invade the base with a legion  retrieval, *I of PI
spread these out over a series of almost ane hundred strong, The Maote that all of the droids in the seled
unrelated adventures, revealing a heroes get involved as they see fit, attack force have been equipped with ence
@ little more about the growing fighting off squads at a time, defend- self-destruct devices. In this way, a from
menace of the dark trooper project ing important parts of the base, or defeated droid can't reveal any secrets | Susp
as time goes by rescuing pinned base personnel to surviving Rebels. herc




Dark Trooper Statistics /1

Dark Trooper, Phase One: Super stormtrooper droid, Soldier
4 Init +5: Defense 14 [+3 class, +1 Dex, +1 shicld, -1 size);
Spd 12m:; VPWP 33/14; Atk +5 melee [1dB+
mnged (by weapon); SV Fort +6, Ref +2, W
D5F 3; Rep 1, St
Challenge Code: C.

Equipment: Forearm sword, forearm shield, heuristic pro

2, sword] ar +4

14, Dex 12, Con 14, Int 10, Wis 8, Cha 8

gessar, infrared vision, vocabulator, comlink, magnetic feet.
Skills: Climh «5, Intimidate +7, Jump +5, Speak Basic,
spot +3,
Feats: Ambidexterity, Armor Proficiencies (light, medium
heavy), Dedge, Tmproved Initiative, Power Attack, Weapon
Group Proficiencies (blaster pistols, blaster rifles, .'Il.'-.l'-:‘.

weapons, simple weapons, vibro weapons)

Dark Trooper, Phase Two: Super stormtraoper droid, Soldier
g: Init +6; Defense 17 (+2 Dex, +6 armor,
VPEIWP 68/ 14; Atk +10/+5 melee [1d
ranged (4d8, assault cannan); SV Fort +8, Rel <4, Will +2;
52 L: FP 0 DSF 4; Rep 2; Str 16, Dex 14, Con 14, Int 10,

Wis 10, Cha 8, Challenge Code: D.

| size]; Spd 10m:;

1+, punch) or +10/+5

Equipment: Assault cannon, heuristic processor, infrared
wision, low -|i|_|||‘_ vision. vocabulatorn, comlink, magnetic feet,
armored shell, repulsorlift unit, maneuvering jets

Assault Cannon: Type energy, size Large. weapon group

heavy: Plasma shell loads=4d8/19=-20, range increment

20m; Long-range rockets—10d6/19-20, burst 2db, range
nerement Bom.

Skills: Climb +7, Intimidate +10, Jump +7, Pilot +9, Speak
Rasic, Spot +6.

Feats: Armaor Proficiencies |"l_||'f medium, heavy), |.]i.-"|;|'-'.
Far Shat, Heroic Surge, Improved Initiative. Point Blank Shot,
Precise Shot, Weapon Focus (assault cannon), Weapon Group
Proficiencies (blaster pistols, blaster rifles, heavy weapons,

simple weapons, vibro weapons)

Dark Trooper, Phase Three: Super stormirooper droid,
Soldier 8/Elite Trooper 4; Init +5; Defense 18 [+1 Dex, +8
armor, =1 sizel: Spd 10m:; VPIWP 96/19; Atk +15/+10/+5

+0; 54 L FP Oy

melee [1d3+3, punch) or +14/+9/+4 ranged [4d8, assault
cannan) or +14/+9(+4 ranged [Gd 10, seeker missile); 50
Uncanny dodge; SV Fort <13, Ref +5, Will +4; 52 L5 FP O
DSP 6; Rep 4; Str 16, Dex 12, Con 16, Int 10, Wis 10, Cha
12, Challenge Code: E.

Equipment: Assault cannon, heuristic processor, infrared
visian, law-light vision, vocabulator, comlink, magnetic feet,
armored shell, missile firing tubes,

Assault Canmon: Type energy, size Large, weapon group
heavy: Plasma shell loads—4d8/19-20, range increment
increment Bom.

Seeker Missile: Type energy, size Large, weapon group
heavy, Gd 10/ 19=20, range increment 30m, speed 10m,

Skills: Climb

Intimidate +14, Jump +9, Listen

+7, Computer Use +3, Demalitions +3,
+5, Move Silently +6, Filot
8, Speak Basic, Spot +9,

Feats: Armor Proficiencies (light, medium, heavyl, Dodge,

Far Shot, Heraic Surge, Improved Initiative, Point Blank Shot,

Precise Shat, Rapid Shot, Toughness, Weapon Focus (assault
cannan), Weapon Focus [seeker missile], Weapon Group
Praficiencies (blaster pistols, blaster rifles, heavy weapons,

simple weapans, vibro weapons). te

& DARK TRODPERS IN HISTORY &

anded Star Wars universe, there were a relatively large

army of Phase One and Phase Two dark troopers produced
aboard Arc Hammer, Only one Phase Three trooper was cre
ated, however. The dark trooper project came to an expensive
end when Rebel agent Kyle Katarn destroved Arc Hammer,

In your campaign, you can determine how far alor the dark
trooper project is when your heroes leam of i tence. You
can have them get involved prior to Katarn's mission, or they
can take Katarn's place in the infiltration of Arc Hommer. I you
wanl to maintain the official history, have

cer or moff restart the project. fod

nother Imperial offi

Ipers Capture the cents inside the building (regardless of  ImFiltrate Arc
hter- Trooper whether it really has ties to the Hammer
Ing The heroes learn that an aerial test of Alliance) while trying to capture at The heroes could be assigned to
han same sort is scheduled to take place least one of the dark troopers intact. locate the source of the dark trooper
in a city on a planet with suspected If the heroes manage to incapaci- project and shut it down. Finding and
ick Rebel infestation. (Choose a planet tate one of the droids, they have 3 getting access to the mabile factory
and based on your campaign.) A number rounds to open the droid's locked aboard Arc Hammer presents one
of Phase Two dark trooper droids, access (Disable Device check, DC 20) challenge; dealing with the Phase
J selected to make an extreme and disengage its self-destruct mecha-  Three dark troopers guarding the facil
vith encounter far your heroes, descend nism ({Disable Device check, DC 15). ity presents another. If the heroes
1 from the sky to assault a building Of course, as long as any ather Dark succeed, they can shut down this
crets suspected of housing a Rebel cell. The

|

heroes must try to protect the inno-

Troopers are still active, they attermpt
to “rescue” their fallen companion.

version of the Empire’s super storm-
trooper project.
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&« Dagobah

Dagobah, the swamp planet, is a mystery to the galaxy. One

(

of the few expeditions to the world, made during the final
|1-5:‘r\ of the Rk‘|3-l|"|i\'. -L‘nl;'||::-!,:|§‘|1 anly a tiny fraction of
Dagahah's animal and vegetable life hefare vanishing

L HA1dvWHI

completely, The teport states that Dagobah consists of dense

(ray-qreen swampy jungle, shrouded in thick clouds of fog.

EREF LS

Ahave the tree canopy, the world is mostly bright and almost
cheerful, The smell of ot permeates everything, and the
spund of billions of living creatures creates a never-ending
buzz in the gloom beneath the canopy. The air is hot and
damp; the ground is soft and wel, Rain falls daily, and the
lowest few meters of everything on the surface rapidly
acquires a layer of muck and mildew,

Dagobah’s most notable life forms include the titanic
swamp slug and the deadly dragonsnake, a reptilian flier that
hunts the diminutive, tree-dwelling rodents: the omnipresent
knobby spiders: and the massive gnarltrees the spiders meta
morphose into. Countless ather species exist, from iy
insects to huge predators, 1t is doubtful that many more of
them will ever be cataloged.

The swamps of Dagobah, particularly those just below

1l ova s3xiaLs 3didw3 3HL ||

the equator of the eastern hemisphere, exude an almost

palpable air of menace, According to long-suppressed

Wi . . - )
histories, a group of dark Jedi from Bpfassh perished on
1]: Dagohah sametime after the Clone Wars; it is passible they
TGS left artifacts behind that are tainted by the dark side of the

Force. Certainly, there is a cave on Dagobah where the dark

side is particularly strong, and this site provides grim
visions of the future,

Unknown to the rest of the galaxy, thaugh, is the Tact that
the diminutive Jedi Master Yoda lives on Dagobah, very near
the aforementioned cave. Believed to hawve died (lUIiI'EJ the
early days of the Empire, Yoda actually went into hiding—
perhaps taking advantage of the dark side energy an
Dagobah to conceal his presence. Here he has waited
patiently Tor his next student, Luke Skywalker, to become a
new Jedi Knight to face the evil dark side power of Emperor
Palpatine and Darth Vader, e
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A Jedi Master

Earlier, an old man named Gruu

down rumars and seek out classified
records fram the earliest days of the
Ernpire. This behavior might attract the
notice of an IS8 agent, an Imperial
inquisitor, or Darth Vader himself.

To find a hidden Jedi, the hero
should explore ancient ruins, search

Dunrik might have served as a
mentar for a fledgling ledi hero.
Dunrik was able to get the hero
started on the path of the Jedi, but
he or she can't achieve the status of
ledi Knight without guidance from a
more experienced Force-user.

far the source of local rumars and
legends, and talk to anyone from the
"old days” that he or she can |ocate.
Most of these paths will lead to dead
ends, but one or two of them should

Locating this Force-user should be a
quest for the hero.
Part of this quest requires some

research. The hera needs to chase provide a new clue

At times, the hero might receive
visions or sensations through the
Force. These can be used to subthy
direct the hera's path or provide addi-
tional clues as the GM sees fit.

When you're ready to let the quest
gnd, here's a possible master to add
to your campaign. Qid Proka is a
Quarren working at a speeder repair

shop on the desolate world of Poderis.

Prokeo is known throughout the settle
ment as a quiet but honest individual,
He left the Core right araund the time
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Yoda's Tutelage /i,

In the Rebellion era, it is particularky difficult to become a

(

© FINDING A JEDI MASTER & Jedi Knight, The Emperor's purge of the Jedi Order lef

nly a handful of Jedi alive. Of the Jedi Masters who once

instructed the young Padawans in the Order, only Yoda

During the Rebellion era, those who studied the Jedi arts but

FTER THHREE
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remains. Obi-Wan Kenobi is the only one who knows where

managed to survive the purge can still be found, if one knows

CHA

: Yoda hides, and he shares that information with Luke
where to look. All of these survivars keep that part of their past a . . . .
Skywalker through a Force-induced wvisian, This enables
secret for their own protection, but some might be willing to ) ) ) )
y Luke to continue the training he had barely begqun en route
take on a student. Locating such an individual should never be Al -
Joeraan,
gasy. (If it were easy, the Empire would have found them all by , , )
\ ‘ : : Yoda's approach to teaching potential Jedi has always
now!) But it shouldn't be impossible either; that's no fun for the )
heen ta shaw them the two primary aspects of the Force: the
player, The Gamemaster should think about the pace and power . .
i ving Force, which anchars a Jedi in the here and now, and
level of his or her campaign, and then decide what it takes to . e .
the unifyving Farce, which binds all of time and space
locate a bedi teacher in the Rebellion era, i
e : together. The aspect [0 which a student gravitates shows
The process of finding a Jedi instructor. should never be T
: J Yoda the best path for that student, Those who focus on
reduced to a quick series of die rolls, though the successiul use - : ;
i . : H '_| eir place and role m I|'l.: -:|:I|:|\‘-, rend to become defier -:||_"'\-,
of the skills Diplomacy, Gather Information, Knowledge (Jedi L , - . ’ T
) g or Jedi guardians. Those who can see the “big picture” tend
lore), and See Force can certainly be useful in an aspiring Jedi's . o .
e to hecome diplomats and statesmen, or Jedi consulars, Yoda
guest as he or she interacts with individuals who might be able . : . :
is nerfecthy a2t ease teaching either kind of Jedi, though he
to help. Ideally, the search for a master should be played out .
F makes it clear that a Jedi who is too focused is blinding
over a series of g spssions specifically aimed at locating a ) . ) )
: ; himself to the Tull power of the Force, to
teacher=though they don't have to be consecutive sessions

And while a Jedi Master shi always be a Jedi of some
level or another, he or she need not be an actual master
even a living 1. Picture a Jedi Padawan who managed to

escape the purge before becoming a Jedi Knight, or, more

frightening, a Jedi Knight who has turned to the dark side—but
hicles that fact from his or her new apprentice. Perhaps the
aspiring Jedi’s quest for a teacher leads to a Jedi holocron wait-
ing in some forgotten storehouse

The Gamemaster might also decide that a non-Master
teacher can anly teach the student so much. Traditionally, a Jedi
Padawan has to undergo a test of some kind to become a Jedi
Knight. If the new apprentice’s instructor underwent such
a test, perhaps the new apprentice cannot either—effectively
halting the apprentice’s progress at 6th in either the ledi
consular or the Jedi guardian class—at least, until a new teacher
is found. t=

of the Jedi Purge. His travels eventu- +12:5Z M; FP 1; D5P 3; Rep 7, 5tr 10, Rodese, Spot +7, Survival +7, Treat

ally tock him to Poderis, where he Dex 12, Con 11, Int 14, Wis 17 Cha 13 Injury +8.

decided to settle down. Challenge Code: D Force Skills: Empathy +8, Force
idi- Equipment: Blaster rifle, lightsaber Defense +6, Force Stealth +7, Friend-

Qid Prokeo: Male Quarren Jedi Consu- (hidden, in storage), tool kit. ship +7, Heal Ancther +8, Move Ob-
ast lar B/Fringer 3; Init +1; Defense 19 Skills: Bluff +9, Craft (lightsaber) ject +7, See Force +9, Telepathy +7
id (+8 class, #1 Dex); Spd 10m; VP WP +8, Diplamacy +10, Gather Informa- Feats: Exotic Weapon Proficiency

48/11: Atk +8/+3 melee (3d8/19-20,  tion +B, Hide +5, Knowledge (ledi {lightsaber), Force-Sensitive, Iron Will,
1 lightsaber) or +9/+4 ranged lare) +8, Listen +7, Profession (speed Low Profile, Persuasive, Trustworthy,
eris, (3d&,/19-20, blaster rifle); SQ er mechanic) +7, Read/Write Basic, Weapan Group Proficiencies (blaster
te- Amphibious, low-light vision, Jedi Read/Write Quarren, Repair +3, S5ense  pistols, blaster rifles, simple weapons). @
ual Knight, healing, barter, adaptive learn Motive +7, Speak Basic, Speak Mon Force Feats: Alter, Control, Force
e ing (Repair); SV Fort +9, Ref +7, Will Calamari, Speak Quarren, Speak Mastery, Sense.ts
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il Bespin

The Bespin system occupies part of the 1son Corridor, a natu-
ral space lane located just off the Corellian Trade Spine. The
carridor consists of frve systems: Anoat, Varonal, Bespin,
Hath, and Ison, all falling in a relatively straight line,

Three planets and an asteroid belt make up the system.
Miser, the first planet out from the stellar primary, is a metal-
rich warld centered around a large iron and gententhium
core, Miser is a harsh and unfargiving warld with enviran-
mental extremes between day and night, no atmosphere, a
slow rotation period, and a magnetic field that renders all
but the maost heavily shielded egquipment useless, Neverthe-
less, those seeking to avoid the Empire oceasionally use the
old mine tunnels as bases. Some go to Miser trying to
salvage the heavy mining equipment that acquired the mate-
rial used to construct Cloud City,

Orin, the second planet, is a valcanic ember of a world
with an extreme, eight-month orbit that approaches Miser's
orbit, passes aut through the asteroid belt, and returns,

The remains of the third planet form Velser's Ring, an
asteroid belt occasionally mined for gases useful in lasers,
carhon-freezing units, and tractor heams,

The Planet Baspin

The fourth planet of the system, Bespin, is a world of billow-
ing clouds, kaleidoscopic gases, endless sky, and dizzying
drops, Bespin is an unusual gas glant because it has a
temperate zone in its upper layers that supports life.

Bespin has two primary moons, H'Gaard and Drudonna,
known as the Twins, H'Gaard is five kilometers across and
Drudonna two and a half, but from Bespin they appear the
same size due to the difference in their distance from the
planet. Bath are ice worlds with rocky cores.

Gas giants are the spectacular jewels of the galaxy, and
Bespin is no exception, The planet is 118,000 kilometers in
diameter, with a metal core about 12,000 kilometers in
diameter, The pressures at the core would crush an ordinary
rock ar fee world to dust, Surrounding the core is a 30,000-
kilometer-thick layer of liquid-metal rethen. The second layer
is a 22,000-kilometer-deep sea of liquid rethin. At this alti-
tude, the atmaspheric pressure lessens enough that the
rethen loses its metallic properties. Above this is the cloud
layer. Though it is the layer most commaonly experienced by
visitors, in reality it's a thin skin, a mere 1,000 kilometers
deep, that hides the true depths of the planet. This skin
varies in temperature from 6,000 Standard Degrees where it
meets the sea of liquid rethen to the absolute zero of deep
space at the top. Bespin completes a standard rotation
around its axis every 12 Standard Hours, 1t campletes its
orbit every 14 Standard Years, Seasonal changes are limited.
The planet generates two and a half times the energy it
receives from the sun, so even when a pole plunges into
darkmess its temperature varies little.

Storms
Gas giants lack surfoce features that disrupt the winds

generated by their spin. These winds disturl the atmaosphere,
causing gases of varving temperatures to mix, bringing
about storms. Though it is not wracked by the perpetual
hurricanelike storms found on some gas worlds, Bespin still
expericnces severe storms occasionally, Bespin's storms begin
in the lower half of the cloud layer, where hot gases fram the
lower altitudes meet cooler gases from above, Storms range
from mild [+5 to all Pilat skill check DCs) to “grand alert”
{430 to all Pilat skill check DCs).

Native Life

The “life zone™ of Bespin begins 150 kilameters dawn from
space and extends another 30 kilometers toward the “sea.”
Mative life forms, from giant gashags called beldons to
microscopic glowers, thrive in this zone. Cloud City and
Tibannopalis both float in this zone.

Tibannopolis

This attempt to mine the Tibanna gas of Bespin predates
Cloud City. 1t lacks the storm warning systems of Cloud
City, and by the Rebellion era it has been abandoned by
all but the most eccentric hermits, smugglers, and unaffil-
iated miners, tof

A metr
Cloud ¢
(includi
proper)
what is
allow b
SUFTOUT
plaza ¢
casinos
income
waorkin
Process
anchor
primari

Than




osphere,
Ill;,]

tual

in still
ns begin
from the
5 range

] url"

n from

“sea,”

edates
lowd
ed by

unaffil-

& metropolis floating in the midst of Bespin's life zone,
Cloud City is 16 kilometers in diameter and 17 kilometers tall
[including the immense unipod that reaches below the city
proper]. 1ts architecture gives the illusion of open space in
what is essentially a closed emvironment, 1ts many plazas
allow breathtaking views of the brilliantly colgred clouds
surmounding the city. There are 392 levels below the surface
plaza concourse, The upper levels contain the resarls and
casinos that provide a substantial portion of the city's
income. The middle levels are used for heavy industry and
working class housing, The lower levels hald the Tibanna gas
processing facilities and the 3,600 repulsorlift engines that
anchor the city in place. Approximately six million people,

primarily humans and Ugnaughts, reside here.

Thowugh Bespin's output of Tibanna gas represents a tiny

& TIBANNA G

This rare gas is half the reason Cloud City exists, Th
know it, Bespin's Tibanna gas is naturally “spin-sealed,” produc-
ing four times the nommal energy oulput when cohesive light
ons manufacturers desire the greater
1's Tibanna, which makes
and other energy v much more powerful, While
nal weapons cannot tolerate this extra power, ship-
mounted weapons benefit greatly from it. The gas also serves as

a hyperdrive coolanl, o3

Cloud City 1>

fraction of the galaxywide Tibanma production, profit from

the sale of the gas combines with the income from the casi-

nos and resorts to make Clowd City economically feasible,

THREF

Founded by Lord Ecclessis Figg, the cit

v uses thirty=two trac-

tar-beam projectors to draw gas into the city's refineries.

|| THE EMPIRE STRIKES BACK HI(

(nce the Tibanna gas is separated from other atmospheric
gases, it is sealed in carbonite for shipment and distribution,

City government rests in a Baron Administrator, a position
held during part of the Rebellion era by Lando Calrissian,
who won it in a game of sabacc, Other administrative power
resides in the Exex, hired by the city, The Parliament of
Guilds and the Gambling Authority also hold considerable
influence. The Baron Administrator spends time negotiating
between all these groups, A central computer controls most
of the city’s infrastructure automatically, A computer laison
officer works directly with the Baron Administrator, During
Lando’s term, and for many years prior, Lobot served as the
computer laison officer. Under Lando Calrissian’s rule,
Bespin maintained strict neutrality between the Alliance and
the Empire, (After Imperial forces assume control of the city,
Captain Treece commands the garmrison at Cloud City and it
becomes an Imperial supply base.)

Law enforcement rests with the blue-clad Wing Guard

- . e . WAL
hey serve as both police and militia for the city, under the /

command of the Baron Administrator, The Wing Guard keeps - || ]
the peace in the city and in the air around it and acts as a s

customs agency, In that latter capacity, the Wing Guard
enforces the strict "no weapons” policy in the city, When
Lando Calrissian took charge of Cloud City, the Wing Guard
was a corrupt, disorganized unit, essentially a legitimate
pratection rackel, Lando reorganized the guard, enhanced
the pay structure, and added liaison to the security arm to
Lobot's list of duties. Without this new respectahbility, Cloud
City could not have became a popular resort destination.

An elite unit, the Storm Guard, maintains an elaborate and
sophisticated weather watch atop Kerros's Tower, observing
the upper atmosphere and comparing data from the weather
vanes that dat the underside of Cloud City. The Starm Guard

issues weather wamings for the city and has the authority to

close down some or all modes of transportation for weather-

related reasans,

Typical Wing Guard: Male Human Soldier 2; Init +2;
Defernse 12 (+2 class); Speed 10m; VP/WP 18/13; Atk =4
ranged (3da, blaster pistal); SV Fort +4, Rel +2, Will +0; 52
M: FP O; DSF O; Rep 0; 5tr 12, Dex 14, Con 13, Int 10, Wis
11, Cha 10. Challenge Code: B.

Equipment: Blaster pistol, comlink, datapad. Wing Guard
an aeral patral use Storm TV Cloud Cars,

Skills: Computer Use +5, Intimidate <5, Pilot +7, Treat

Injury +5,
Feats: Armaor Proficiencies (light, medium]), Dodge, @

Martial Arts. Mohility, Weapon Group Proficiencies (blaster
pistals, blaster rifles, heavy weapons, simple weapaons,

vibro weapons, fed
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Cloud City
Adventures

Under Lando Calrissian’s leadership,
Cloud City becomes a relatively safe
place to vacation or to work, Imperial
interest is minimal, and the Wing
Guard is honest, Cloud City plays host
to many members of the idle rich on
a regular basis. Nonhuman specias
can find a kind of freedom from
Imperial repression by becoming
workers in the gas refineries, Heroes
may work for the city administration
in any capacity, including as members
of the Wing Guard. If they are part of
the Rebel Alliance, or have strong
sympathies with it, they must hide
those feelings and maintain a veneer
of neutrality.

The adventure outline presented
below provides sorme ideas for using
Cloud City in your campaign. Add to
it, leave scenes out, change their
order, and adjust the DCs to make
the adventure best fit your heroes,

Old Friend

The heroes arrive at Port City, a
disreputable part of Cloud City
that is populated by blue-collar
waorkers, slumming tourists, and
those who cater to or prey on
them. They have come to visit the
owner of the Lower Deck, an old
friend of one of the heroes who
has settled here,

Brann Lo-Farr is a dark-skinned
Human male, roughly 60 years old
When one of the heroes was a
child, Brann steered him onto his
lite's path. The Lower Deck is his
place, a blue-collar cantina in Port
City where refinery workers relax
before, between, and after their
shifts. Local singers and bands prac-
tice an the stage, and folks looking
far a little gambling find their way
to the back room

When the heroes arrive, Brann
welcomes them and introduces
them to the bartender and the two
seryers, then takes them to the back
room. The heroes can make a Spot
check to notice something unusual
about two particular customers out
front (DC 20) and another ane to

notice that something is bothering
Brann (DC 15). If they ask him
what's on his mind, he tells them it's
just business. If they notice and ask
about the unusual customers, he
looks worried and tells the heroes to
ignare them,

The carefully soundproofed back
room can be entered through
Brann's office. Slumming tourists
never even know it's there. Another
bar takes up one wall, with a one-
way mirrar behind it that shows the
frant room. At a table in the back
room Tusskerl, a Trandoshan, arm
wrestles all challengers and Dunb
Shewy, a Sullustan, takes bets on the
outcome. No one who challenges
Tusskerl is aware that the two of
thern are in cahoots.

Dunb Shewy and Tusskerl started
their arm wrestling scam when they
were young adults. Brann thinks they
are |ost causes and tolerates them
because they help out around the
Lower Deck. Dunb Shew and Tusskerl
are well connected with smugglers
and ather criminals, and can get their
hands on any sort of equipment,
despite the strict customs code in
Cloud City,

After Brann returns to watching the
door, Dunb Shew and Tusskerl
explain that Jabba the Hutt recently
bought the Haliday Towers hotel, and
his thugs started a protection racket
in Port City. Between their demands
and payments that must be made to
the bank, Brann is in danger of losing
his cantina in two days. Both Dunb

u

Shevy and Tusskerl are upset by this
prospect. Brann didn't get the two of
them to change their ways, but they
respect him for trying to help them,
and they see the good he does in
Port City.

Dunb Shevy points out the two
customers in the front room through
the ane-way mirror. He doesn't know
wha they are, but they've been asking
questions and throwing a lot of cred-
its around. They don't act like Hutt
gangsters ta him. He thinks they
might be Imperials, but doesn't know
what Imperials would be doing in
Cloud City,

If the heroes decide to help their
old friend Brann, Dunb Shewy and
Tusskerl volunteer to aid them in
any way they can. Treat Dunb Shewy
as a con artist (Scoundrel 4) and
Tusskerl as an outlaw (Fringer
2/Scoundrel 2).

The heroes may be able to pay
off Brann's debt from their own
wealth, but if they're unable or
unwilling to do that, they might
have to steal the needed credits
fram the bank, from Jabba's gang-
sters, of from the Imperials, If the
herces don't choase a course of
action quickly, Dunb Shewv reveals
a plan to rob the Imperials and to
dump them down the kilometer-
wide wind tunnel in the center of
Cloud City. He claims it's the
perfect crime, since there's no way
the Wing Guard knows the two are
Imperial agents.

Whatever the heroes do to get
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Brann out of trouble, the gangsters
won't like it. Jabba has plans for the
Lower Deck, and the thugs don't want
to fail him. If Brann suddenly is able
to make his payments, they get suspi-
cious and start roughing up people,
including Brann, for information.

If the heroes attack the Imperials and
fail to dispatch them before they can
send a distress call, the heroes are in big
trouble. These Imperial agents are not
alone in Cloud City, and more Imperial
agents hunt them until they're captured
or until they manage to get away.

Once they're in hot water, the
heroes may decide to set the villains
against each other, If the gangsters
thought the Imperial agents were trying
to buy the place, they would attack the
Imperials. The Imperials would assume
the gangsters were allies of whoever
robbed them. The Imperials entered
the city as tourists, and the Wing Guard
would act against them if it knew their
identities. Despite Cloud City's public
neutrality, Rebel sympathizers could
ally against the Imperials.

Ideally, the heroes successfully pay
off the bank loan, reveal the Hutt's
activities to the Wing Guard, and frus-
trate the Imperials. If the Wing Guard
gets involved, the heroes won't be
welcome in Cloud City for quite a
while despite their role in revealing
Imperial activities within the city.

High Stakes Game
The heroes could come to Cloud City
to take part in a high-stakes sabacc
game, The particular game they want
to get into has a number of colarful
players, including Lando Calrissian,
Corugg the Hutt, and Queen Sula of
Presteen. The player they want to inter-
act with, however, is an Imperial who
might be able to provide them with a
high-ranking code cylinder if the game
takes the right turns. The Impenal is
Moff Elior, an overindulgent Human
who can't resist a high-powered game,
Moff Elior provides the Rebel heroes
with a wonderful opportunity. He's a
high-ranking Impernal officer who's
outside of his usual, protected environ-
ment. If some of the heroes can keep
him busy at the game, the others can

attempt to break into his suite to try to
steal his code cylinder {and anything
else of importance that you decide is
hanging around). Of course, he could
be weanng the code cylinder, making it
all that more difficult to acquire. He has
a few personal guards around him at all
times, as well as a squad of storm-
troopers to defend himself and his suite,

Wrong Place,

Right Time

The heroes might be visiting {or partici-
pating in a mission} on Cloud City
when suddenly the Imperials arrive. It's
the same time as the Millennium
Falcon's visit, while Darth Vader and
Boba Fett are on the massive floating
city. The heroes shouldn't get directly
involved in the events that unfold in the
movie, but they can certainly be forced
to deal with the fallout of having the
Empire send armed troops to the previ-
oushy neutral Cloud City, Perhaps the
heroes believe that the stormtroopers
roaming the wide comidors and open
plazas are looking for them. If not, the
heroes might want to determine why
the Empire has made such a bold move
in this out-of-the-way location.

One of the Imperial officers could be
Lt. Falto Dragen, the villain who has
hounded the heroes in the past. He
commands a stormtrooper squadron
and has been charged with making
sure that Cloud City rermains secure
while Lord Vader completes his top-
secret mission. By this time, Dragen
has gained a few levels and should be
mare of less on par with the heroes

Make any adjustments necessary to his
statistics that you deem necessary to
make him a viable threat for your
group of heroes.

The big scene takes place as Lando
Calrissian alerts the station and suggests
that everyone evacuate. In the chaos,
anything can happen. The Imperials will
do everything they can to delay or stop
everyone from leaving, but it's a lost
cause. The herges, however, can be one
of the unfortunate groups that gets
singled out for Imperial scrutiny,

Lt. Falto Dragen: Male Human Noble
4/Soldier 4; Init +6; Defense 17 (+5
class, +2 Dex); Spd 10m; VP/WP
55/12; Atk +7/+2 melee (2d6, vibro-
blade) or +9/44 ranged (3d6, blaster
pistal); SQ Call in a favor =2, inspire
confidence +1, command +2; 5V Fort
+6, Ref +5, Will +6; 5Z M; FP 2; DSP B;
Rep 7, 5tr 10, Dex 14, Con 12, Int 10,
Wis 13, Cha 15, Challenge Code: D.
Equipment: Blaster pistol, uniform,
rank insignia, comlink, datapad.
Skills: Astragate +6, Bluff +6,
Computer Use +9, Diplomacy +11,
Intimidate +8, Knowledge (New
Order) +9, Knowledge (military) +12,
Pilat +7, Read/\Write Basic, 5ense
Maotive +6, Speak Basic, Survival +4.
Feats: Alertness, Armar Proficien-
cies (light, medium, heavy), Improved
Initiative, Heroic Surge, Point Blank
Shot, Rapid Shot, Skill Emphasis
(Knowledge [military]), Weapon Group
Proficiencies (blaster pistols, blaster
rifles, heavy weapans, simple
weapans, vibro weapons), &
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Luke Sky

walker and his friends were at the forefrant of Rebel activity,

In the three years following the Battle of Yavin,

Sametimes working together, sometimes ofl handling
missians that required their specific talents, the Heroes of
Yavin contributed in their own ways to the success and
Alliance.

Luke Skywalker continued to practice what Obi-Wan

growth of the Rebel
Kenobi taught him and even leamed a few things on his own
throuah trial, error, and an almost intuitive unde rstanding of
the Force, He

Giroup [which waould later L'\:rlw into Hm|u¢ Squadron),

helped forge the eli arfighter team Rogue

searched Tor new locations for bases, and participated in
numhber of key battles against the Empire
Leia Organa worked to members into
the

visiomary, It took time

bring more and more

Alliance. She became an inspiring voice, a leader, and a

the wounds of
jobit

hereelf into her mission and her wark, acting as ane of the

to heal losing her

adopted homeworld, but she had a o, She threw

wremier diplomats for the growing Alliance
I g !
Han Solo and Chewbaccea stuck around, helping to trai

recruits when they weren't working with Luke or Leia

The Millennium |
the Alliance,

f life, Plus, it was

some important mission or project, 0N

became a recognized symbol for many in show-

ing that heroes could come from all walks o

one of the fastest and most powerful ships of its size in the

Rebel arsenal, and it was assigned missions accardingly,

The group came together on Hoth to help set up the new

command base. Luke Skywalker almost died in an encounter

with a wampa ice creature, but he was able to use the Force

and his father's lightsaber to wound the monster and escape,
In the frozen wilderness, Luke received a vision of Obi-Wan

Kenobi, The vision urged Luke to seek out the Jedi Master

Yoda on the planet Dagobah. As Luke lost consclousness,

Han Solo finally located him. Luke would spend some time

in a bacta tank to heal his wounds, but he had survived.

The Empire, meanwhile, had discovered the location of the
base. The Battle of Hoth turne
lion, but Han Solo
the Falcon befare Darth Vader reached them,
Shyw take out a few AT-ATs, left in his

K-wing for Dagobah, He promised to meet up with the fleet

into a defeat for the Rebe

and the Princess were ahle to escape in

and Luke

alker, after helping to

later, after he took care af some |Z-I.'I\I||'._‘|| business,
Yoda

ng him in

Luke met the Jedi Master Yoda on the swamp planet

took Luke's Jedi training to the next stage, teach

only a few weeks what the Jedi of the past learned over the

course of many years. Before Yoda declared Luke's training

to bhe complete, the young Skywalker, troubled by visions of
his friends in danger, decided to break off his training 1o go
help them. Yoda and the spirit form of Obi-Wan tried to

warn Luke about the danger of facing Darth Vader before
Luke

While Luke traveled to Dagobah and trained with Yoda,

was ready, but voung Skywalker wouldn't be dissuaded.

he Millennium Falcon, carrying Han Solo, Chewbacea, and

Leia Organa, struggled to escape from Imperial pursuit

Withaut a waorking hyperdrive, Solo was forced to improvist

Heroes of Yavin: Update

a way out af the deadly situation, He used the Hoth asteroid
field 1o shake the

space debris ¢

Imperials, flying directly into the swarm of

e the overwhelming odds against success

fully navigating his way through it, With a backup hyper-

drivie, the Falcon limped alo to Bespin and Cloud City,
Boba Fett of the
Vader to help find the

and alerted

, ane bounty hunters employed by Darth

Falcon, tracked Solo to Clowd Ci

Vader and his troops.
Using the
Dart

Luke reached Cloud City, w

captured Solo, (Organa,

h Wader .|-.'~.'Ii'l.'!| !_| ¢ arrival of Luke ‘."l!-'-.'.'-u.lu‘-l.'l hl\ S0,

king right into Vader's t he

Dark Lord planned to encase yvoung Skywalker in carbonite

o mote easily transport him to the Emperor. He tested the

process on Han Solo, freezing him and turning him over to
Boba Fett, Meanwhile, Luke and Vader met in combat, and
young Skywalker fought surprisingly well. At the same time

Lando Calrissian decided to play his hand, He called far th

evacuation of Cloud City, using the resulfing chans to rescue

Leia and Chewhacca an pie with them in the Falcon.
Skvwalker and Vader continued their battle, highting with

lightsat the For Cloud Ci

1wl Darth Yader

hand,

E5CE

s anid e above

ended
unded Skywalker
e fruth

hattle was fierce, ar finally
off Luke’s right
tried to back away

Luke's f:
that Obi-Wan and Yoda |

Then, as the wo
Vader revealed th that he was
ither! Luke, shocked by the news and disappaointed

1 not told kim the truth,
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stepped of the platform and fell inta the care shaft, With
the Force to help him, he fell through an airshaft and clung
to a weather vane jutting from the bottom of the massive
finating city. Leia, in the Falvon, heard Luke's telepathic
call. She diverted the ship, and they retrieved Luke hefore
escaping from the system.

Reunited with the Alliance fleet, the group had little time
lo recuperate. Luke received a prosthetic hand to replace the
one he lost to Vader's saber, and he and the others made
plans to rescue Han Solo from Boeba Fett and Jabba the
Hutt. Luke learned of his dark heritage, and the Alliance was
reeling from its most devastating defeat of the war, The
time was coming for the ultimate confrantation with the
Empire, but there were a few things the heroes of Yavin had
lo do first,

Luke Skywalker (as of the escape from Cloud City): Male
Human Fringer 2/Jedi Guardian 5 Init + 1; Defense 21 [+8
class, +3 Dex); Spd 10m: VPWE 86/ 13 Atk +8/+3 melee
(3d8+2/19-20, lightsaber] or +9/+4 ranged (3d6, blaster
pistol); 50 Barter, Force Paint use as though he were three
levels higher; SV Fort +8, Ref +8, Will +3: S M: FP 2: DSP
I3 Rep 7;5tr 14, Dex 16, Con 13, Int 15, Wis 11, Cha 11.
Challenge Code: D,

Equipment: Blaster pistol, flight suit, utility belt, tool
pouch, goggles, X-wing, lightsaber, comlink, R2-D2, pros-
thetic hand,

Skills: Climb +6, Computer Use +7, Jump +7, Knowledge
[Rebellion] +3, Knowledge (Tatooine) +7, Pilat +12, Pro-
fession (moisture farmer) +4, Read/Write Basic, Repair +4,
search +6, Speak Basic, Speak Huttese, Speak Jawa, Spot +5,
Survival +4, Tumble +6.

Force Skills: Affect Mind +4, Empathy +2. Enhance Ability
+1, Farseeing +2, Force Defense +3, Move Object +5, See
Force +3, Telepathy +2.

Feats: Exotic Weapon Proficiency (lightsaber), Force-
sensitive, Skill Emphasis (Pilot), Starship Operation
[starfighter), Weapon Group Proficiencies (blaster pistals,
blaster rifles, simple weapons).

Force Feats: Alter, Control, Sense.

Leia Organa (as of the escape from Cloud City): Female
Human Moble 5/Soldier 2; Init +1: Defense 15 [+4 class, + 1
Dex: Spd 10m; VPAWP 34/13; Atk +5 melee [1d3, punch) or
+B ranged (3d6, blaster pistal); SO Call in a favor =3, inspire
confidence +1, command +2, Force Point use as though she
were three levels higher; SV Fort +5, Rel +4, Will <8: S M:
FP 5; DSP 0; Rep 8: Str 11, Dex 13, Con 13, Int 14, Wis 14,
Cha 14. Challenge Code: D,

Equipment: Blaster pistol, comlink, datapad, C-3P0,

Skills: Appraise +7, Astrogate +6, BIUfT +6, Computer Use
+7, Diplomacy +12, Gather Infarmation +7, Intimidate +4,
knowledge (Alderaan) +9. Knowledge [Coruscant] +4.
Knowledge [politics) +9, Knawledge (Rebellion] +10, Listen
+4, Pilot +5, Read/Write Basic, Read/Write Bothan, Read/

)
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Write Calamari, Repair =3, Sense Motive +6, Speak Basic,
Speak Bothan, Speak Cal
Feats: Armor Proficiencies (light. medium), Farce-

amari, 3pot +3, Treat Injury +5,

sensitive, Herolc Surge, Iran Will, Persuasive, Skill Emphasis
[knowledge [Rebellion]], Weapon Group Proficiencies
(blaster pistols, blaster rilles, heavy weapons, simple

weapons, vibro weapons),

Han Solo (up to being frozen in carbonite): Male Human
scoundrel 7/Saldier 2; Init +2; Defense 19 [+7 class, +2
Dex]; Spd 10m; VP/WP 55/13; Atk +8/+3 melee [1d7+ I,
punch] or +9/+4 ranged (3d8, heavy blaster pistol): 50 Micit
barter, better lucky than goad, sneak attack +2d6: SV Fort
+6, Ref +7, Will +3; S2 M: FP 4: DSP Rep 7; Str 13, Dex
14, Con 13, Int 13, Wis 12, Cha 15. Challenge Code: D,

Equipment: Heavy blaster pistol, comlink, tools,
Millenmium Faleon,

Skills: Appraise +6, Astrogate +3, Bluff +9, Demolitions
+6, Diplomacy +7, Gather Information <6, Hide +4, Intim-
idate +7, Knowledge (Corellia) +5, Knowledge (merchants)
+9, knowledge (Imperial Navy) +5, Knowledge [organized
crime) +6, Move Silently +5. Pilot +16. Prafession (gambler)
=10, Read/Write Basic, Read/Write Huttese, Repair +8, Ride
+3, Search +3, Speak Basic, Speak Huttese, Speak
Shyritwook, Spot +5, Survival +2.

Feats: Armor Proficiencies {light, medium], Dadge,
Heroic Surge. Point Blank Shot, Skill Emphasis [Pilot),
Spacer, Starship Dodge (space transports), Starship
Operation [space transports), Weapon Group Proficiencies
[blaster pistols, blaster rifles, heavy weapons, simple
weapons, vibro weapons),

Chewbacea (as of the escape from Cloud City]: Male
Wookiee Scout 8; Init +2; Defense 18 (+6 class, +2 Dex): Spd
10m; VPWP 84/20; Atk +11/+6 melee [1d3+5, punch) or
+8/+3 ranged (3d8/19-20, boweaster); 50 Trailblazing,
uncanny dodge [Dex bonus to Defense, can't be Manked),
skill mastery (Intimidate), +2 species bonus on Climb checks,
+4 species banus on Intimidate checks, Wookiee rage,
extraordinary recuperation: SV Fort +9, Ref +6, Will pd: 87
M: FP 4: DSP 0; Rep 5; Str 20, Dex 14, Con 20, Int 12, Wis
10, Cha 10, Challenge Code: 1.

Equipment: Bowcaster, ammao bandoleer, comlink, tool
pouch.

Skills: Astrogate +6, Climb +14, Computer Use +6, Disable
Device +2, Intimidate +10, Jump +7, Knowledge (Kashyyyk)
+5, knowledge [merchants) +5, Knowledge (organized crime)
+5, Listen +8, Move Silently +6, Pilot +11, Read/Write Basic,
Read Write Shyriiwook, Repair +11, Speak Basic (understand
onlyl, Speak Huttese (understand onlyl, Speak Shyriiwoak,
Survival +5.

Feats: Endurance, Exatic Weapon Fraficiency (bowcaster),
Gearhead, Skill Emphasis (Survivall, Weapon Group Pro-
ficiencies (blaster pistols, hlaster rifles, simple weapons), fed
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In the weeks Tollowing the evacuation of Cloud City, a
number of key elements begin to come together that will
have a devastating effect on the galaxy. The unstable politi-
cal situation has led some parties to covet the lmperial
throne. Lord Darth Vader, for example, tries to convinee Luke
Skywalker 1o join him so that together they could rule the
galaxy as father and son. Another player who schemes to
seize the reins of government is Xizor, head of the Black Sun
crime syndicate, While these kinds of intrigues unfold, the
Emperor hatches plans of his own. He wants to turm young
Skywalker to the dark side, He wants 10 destroy the Rebel-

lion, To accomplish both things, he decides to let news of a

second Death Star Fall into Rebel hands, He |'-'._I'I"- tooset a
trap that will ultimately spell the end of the Rebel Alliance
and lead to the corruption of young Skywalker,

Xizar, prince of the Falleen and longtime rival of Dartf
Vader, was aware of the blood ties between the Dark Lord

and Luke Skywalker, Xizor was one of the few non=-Humans

to have the ear of the Emperor, but he wanted more, He

wanted the spot currently held by Darth Vader, since having

that position would put him one step closer to his ultimale
goal—the throne of the Empire, To make Vader look incom-

petent in his master's eyes, Xizor decided that young sky-

walker had to die.
While Luke Skywalker

Black Sun operatives set out ta assassinate the voung Jedi,

and his companions track Boba Fett,

Between Hoth and Endor

As cach attempt fails, Leia Organa nevertheless grows more
and more concerned. Unaware of Black Sun's rale in the
assassination attempts, Leia turms to the crime syndicate’s

underworld spy network to help uncover what persan or

organization is behind the plot to kill Skywalker,

In the meantime, Luke returns to Tatooine to construct his

own lightsaber, using tools he finds at Ben Kenobi's aban-
doned hame, The Bathan spy network learns of the Empire’s
second Death Star, currently under construction at the Forest
WMoon of Endar. The final major bhattle of the Galactic Cinil
War will saon erupt in this out-of-the-way location, but firs
Luke Skywalker must overcome yet another trap. This ane,
set by Xizor, uses Princess Leia as the bait. Luke rescues the
Princess, and the two escape aboard the Millennium Faleon,
Xizar, refusing to let the matter end, sends his personal nany
in pursuit of the escaping transport. When Darth Vader's
Imperial flotilla arrives, it ignores the Falcen and attacks
Xizor's fleet, After the crime lard refuses to surrender, Yader
orders his ships to destroy Xizor and his vessels

The resulting power vacuum in Black Sun after Xizor's
death leads to 3 bloody struggle among the remaining lieu-
tenants. Darth Vader must deal with this situation, and while
he is preoccupied. Grand Admiral Zaarin attempts @ coup
d'etat, Loval Imperial forces manage to defeat Zaarin, but
the traitor escapes to the Quter Rim and is later eliminated

by Grand Admiral Thrawn,

Falleen
The Falleen, reptilian humanaids from an Inner Rim system
of the same name, have lithe, scale-covered bodies, Falleen
are often described as “irresistible.” They preduce phem
mones used naturally to attract mates, but this chemical
reaction also affects many Human and humanoid species,
Falleen are not commanly encountered of their home
world, They focus on their own culture, which they believe is

inherently superiar to everything else the galaxy has to affer

Some young Falleen nobles spend years touring the galaxy to

confirm their sense of superiority

Any Falleen commaoner encountered is usually part of a

Falleen noble’s entourage.

Falleen Commaoner: Init +0; Defense 105 Spd 10m; VWP
J8: Atk =1 melee [1d3, punch) or +0 ranged (by weapan);
S0 Amphibious, pheromones: 5% Fort +0, Ref +0, Will =15
M; FP 0; DSP 0; Rep 0: Str 8, Dex 10, Con 8, Int 10, Wis 12
Cha 12. Challenge Code: A,
Equipment: Variety of personal belengings,
Skills: Knowle
Special Qualities: Pheromaones

aries] +2, Profession [varies) +2.

Exuding pheromones and
changing skin colors to affect others gives a Falleen a +2
circumstance banus an Blufl and Diplomacy checks, The
banus can be increased by +1 for each hour of uninterrupted
meditation to enhance the effect. The additional bonus

cannot be increased higher than +4, and the additional

after completing meditation. =
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In the years fallowing the Battle of Yavin, Luke Skywalker
anid Wedge Antilles tumed a group of starfighter pilots into
the elite Rogue Squadron, Composed of the twelve best
pilets to survive in battle against the Empire, the sguadron
utilizes powerful X-wing starfighters, but the pilots can fy
almost any kind of ship, depending on the mission,

The squadron has been assigned to Alliance High Com
mand since the Battle of Yavin, but it is often sent to handle
avariety of challenging missions, Since the terrible defeat at
Hath, Rogue Squadron has been based on Home One, the
Mon Calamari star cruiser that serves as headquarters for High
Command and the Rebel feet, Luke Skywalker envisioned the

sguadron as a rapld-response unit, able to be sent wherever it

was needed on a moment’s notice, When Skywalker left to
deal with personal business after the Battle of Hoth, he left
the squadron in the command of Wedge Antilles. With Wedge
in command, Rogue Squadron flew with distinction in dozens
aof missions, But attrition was nonetheless high. Being chosen
for duty with the Rogues meant that you were among the
best starfighter pilots in the galaxy, 1t alse meant that you
would be called upon to handle some of the most dangerous
missions Alliance High Command concieve,

Wedge Antilles

Wedge Antilles began his career with the Alliance as a smug
gler, moving cargo and weapons between Rebel cells. He
soon proved himself an excellent combat pilot, and that’s the
role he has filled ever since, A veteran of both the Battle of
Yavin and the Battle of Hoth, Antilles is now a commander,
serving as the leader of Rogue Sguadron. His pilots trust and
respect him, and they appreciate that he flies into the same
dangers as they do whenever the squadran is called into
action, 1t is a tribute to Wedge's skill that he has survived for
so long in the notoriously punishing Rogue Squandran.

Wedge Antilles: Male Human Scoundrel 1/5oldier
giStarfighter Ace 13 Init +7; Defense 20 (+7 class, +3 Dex];
Sod 10m: VPWEP 57/10: Atk +6/+1 melee [1d3, punch) or
+8/+4 ranged (3d6, blaster pistal): 50 Nicit barter, star-
fighter defense; SV Fort +6, Ref +9, Will +4; 52 M; FP 3;
DSP 1 Bep 4 Str 10, Dex 16, Con 10, Int 12, Wis 13, Cha
10. Challenge Code: D.

Equipment: Blaster pistol, comlink, datapad, tool kit,
flight suit. X-wing starfighter

Skills: Astrogate +12, Bluff +4, Computer Use <7,
Demalitions <6, Forgery +5, Gather Information +6, Hide +8,
Intimidate +6, Knowledge [Alliance military) +7, Pilat +16,
Read/Write Basic, Repair +7, Speak Basic, Speak Mon
Calamari, Spot +5, Treat Injury +5.

Feats: Armor Proficiencies {light, medium, heavy),
Heroic Surge, Improved Initiative, Martial Arts, Spacer,
Starship Dodge [starfighter], Starship Operation
[starfighter), Weapon Group Proficiencies [blaster pistals,
blaster rifles, heavy weapons, simple weapons, starfighter

weapons, viro weapons),

Rogue Squadron i -

Wes Janson

Wes Jansan, gunner and pilot, goes by the code of Rogue
Six. Janson left the gunner station behind after the Battle of
Hath, Rague Squadron needed a few new pilots 1o replace
those last in the terrible battle, and Wes was selected.
Getting used to handling bath the pilating and shooting
inside an X-wing hasn't been that tough for Wes, but he
certainly prefers making the kill to figuring out which jink
and moll to use in any particular situation,

Wes Janson: Male Human Saldier 4; Init +2; Defense 15 [+3
class, +2 Dex); Spd 10m; VP/WP 25/10; Atk +4 melee [1d3,
punch) or +6 ranged (3d6, blaster pistol]: 5V Fort +4, Ref +3,
Will +1: SZM; FP 1; DSP 0; Rep 1; 5tr 11, Dex 14, Con 10,
Int 12, Wis 11, Cha 11, Challenge Code: B,

Equipment: Blaster pistol, comlink, tool kit, flight suit, X-
wing starfighter,

Skills: Astrogate +6, Computer Use +7, Demalitions +7,
Intimidate +5, Pilot +9, Read Write Basic, Repair +6, Speak
Basic, Speak Sullustese, Spot +4,

Feats: Armar Proficiencies (light, medium, heavy), Point
Blank Shot, Far Shot, Precise Shot, Spacer, Starship Operation
[starfighter]), Weapon Group Proficiencies (blaster pistals,
blaster rifles, heavy weapons, simple weapons, starfighter

weapons, vibro weapons),

Chief

Chief Technician Viera Cheran, or “Chief,” leads the team
that keeps Rogue Squadran flying, She also oversees flight
deck operations wherever Rogue Squadron is currently
stationed, Experienced and good at her job, Chief neverthe-
less dreams of the glory that more often than nat goes (o
the pilots instead of the tech crew, This frustration has
turned into resentment and ervy: she is beginning to dislike
her job and the pilots of Rogue Sguadron. Perhaps that's
why a mysterious operative approaches her and offers her ten
thausand credits to sabotage Luke Skywalker's X-wing. She
accepts, but her efforts fail to lead to Skywalker's death,

Chief: Female Human Expert 4 Init +1; Defense 12 [+1
class, +1 Dex): Spd 10m; VWP —/8; Atk +2 melee [1d3-1,
punchl or +4 ranged [3d4, hold-out blaster); 5V Fort +0, Ref
+2, Will +4; SZM: FP 0; DSP 3; Rep 1; Str 8, Dex 12, Con 8,
14, Wis 11, Cha 12, Challenge Code: A,
Eguipment: Hold-out blaster, comlink, dat
Skills: Appraise +7, Astrogate +6, Computer Use +7,
Disahle Device +9, Forgery +7, Gather Infarmation +6, Hide
+5, Knowledge (technaology) +7, Listen +5, Pilot +5, Pro-
fession (technician) +6, Read/Write Basic, Repair +9, Speak
Basic, Speak Sullustese, Speak Man Calamari, Spot +6.
Feats: Alertness, Stealthy, Weapon Group Proficiencies

apad, tonl kit

(blaster pistals, simple weapons). e
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a1 Bothans

Short, fur-covered humanoids fram the Mid Rim planet of
Bothawui, the Bothans have long been involved in galactic
politics. The creatures are expressive, cloguent, and sometime
duplicitous; their fur gently ripples to signify their curment
emotional state, By their nature, Bothans can be power-
hungry, manipulative, and opportunistic, In general, Bothans
believe that prestige comes from contralling and influencing
athers, Wealth has its uses, but influence is of far greater
worth to a Bothan.

Constantly in campetition with each other and ather
species. Bothans consider all acquaintances to be rivals, They
rarcly attack their rivals directly, preferring to lel someone
else make an attack and then find ways to benefit from that
ather individual's effort, Because Bothans have a tendency

for developing schemes and plots that feature intricate layers

of complexity, their entire society suffers from an acute state
of paranocia.

The Bothans cantral a sector of space that includes their
homeworld and its various colony planets. Bothawui is a
high-tech, industrial planet, 1t has long served as a neutral
ground far trade and diplomatic endeavors, as well as the
site of the secret headquarters of the infamous Bathan
SpyMet, While the SpyMet keeps a low profile, leglitimate
information brokers secretly tied to the SpyNet offer their
services to the galaxy at large and are considered to be some

af the best in the business,

I'ypical Bothan Diplomat: Male Bothan Diplomat 25 Init +13
Defense 11 (+1 Dex): Speed 10m; VWP =/ 10; Atk +0 melee
[1d3-1, punch) or =2 ranged (3d4, hold-out blaster); 50 +2
species bonus on Gather Information and Sense Motive
checks: SV Fort +0, Ref +1, Will 2; SZ M; FP 0; DSP 2; Rep
2+ Str B, Dex 12, Con 10, Int 11, Wis 9, Cha 12. Challenge
Code: A,

Equipment: Comlink, datapad. hold-out blaster, variety of
personal belongings,

Skills: Appraise +5, Diplomacy +8, Gather Information
+10, Read /Write Basic, Read Write Bothan, Sense Motive +8,
Speak Basic, Speak Bothawui

Feats: Trustworthy, Weapon Growp Proficiency [simple

WEapons],

Typical Bothan Information Broker: Female Bothan Expert
2: Init +2: Defense 12 (+2 Dex); Speed 10m; VP/WP —/8;
Atk +0 melee {1d3-1, punch) or =1 ranged (3d4, hold-out
hlaster); S0 «2 species bonus on Gather Information and
Sense Mative checks; SV Forl -1, Ref +2, Will +3; 52 M FF
1: DSP 3: Rep 1: Sir 8, Dex 14, Con 8, Int 12, Wis 10, Cha
14, Challenge Code: A,

Equipment; Comlink, datapad. hold-out blaster, variety of
persanal belongings,

Skills: Appraise +5, Computer Use +6, Disable Device +5,
Disquise +6, Forgery +5, Gather Information +8, Knowledge
{galactic politics) +5, Listen +2, Read/Write Basic,
Read/Write Bothan, Sense Motive +5, Speak Basic, Speak
Bothawui, Spol +2.

Feats: Alertness, Weapon Group Proficiency [simple
WEapons), e
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SpyNet Adventures Extricate

Bothans, Clan Alya has asked for help

Sooner of later, the Alliance is going
to send the heroes to negotiate
with the Bothan SpyMet. They might
be asked to make deals for informa
tion with one of the Bothan clans,
or they might be sent to help Clan
Alya {one of the Rebels allies)
complete an intelligence mission.
Either way, the SpyNet can be used

to kick off some exciting adventures.

A few examples follow.

The heroes are ordered to help get a
Bothan spy team out of harm's way.
The spy team has been identified by
an Imperial moff on the planet
Cordes, and even now Imperial troops,
led by a ruthless |SB agent, hunt for
the hapless Bothans. To make matters
worse, the last communication with
the team indicated that they had
uncovered something of extreme
importance to the Alliance. To recover
that intelligence and to save the

from the Alliance. "We have no exper-
tise at fighting the Empire,” Borsk
Fey'lya tells Alliance High Command,
“To recover our agents and your intelli-
gence, we need military help”

The heroes, with the help of Bothan
operative Bree Vel'lya, must go to Cor-
des and lacate the spy team before
the Empire finds them. Use the typical
Bothan SpyNet operative statistics to
represent Vel'lya.

When the heroes arrive on Cordes,
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The Bothans love secrets. In the course of the species” devel-
opment, secrels came to be seen as the primary route to
power and influence, 1t is no wonder that this attitude led to
the ereation of an intelligence network that stretches across
the width and breadth of the Empire. The Bothan SpyNet
gathers information from a variety of well-placed agents,
moles, and informants. The SpyNet utilizes bribes, surveil-
lance methods, and even illegal activities to collect knowl-
edge, To the Bothans, knowledge is profit, and they know
a proht,

The SpyMet maintains “op-fronts™ an many worlds, using

hiow ta turm
legitimate businesses, hames, and a variety of hideouts to
conduct the numerous intelligence operations that are
always under way, Op-front businesses include cantinas,
shipping companies, factories, warehouses, and even a few
media outlets such as the Mid Bim NewsMet, On the surface
they appear to be performing a service to the Empire’s
papulace. But in reality, operatives attached to these
concerns monitor local newsnets, slice into the HoloMet ar
other computer networks, and conduct surveillance and
pspionage missions,

In addition to these angoing operations, the SpyMNet keeps
permanent bases and safe houses open for its agents. To
maintain secrecy, SpyMet bases are cancealed in large citiplex
buildings on major worlds, located on out-of-the-way farms,
or even disguised to look like a natural feature in the coun
trysicle. Information constantly passes through these bases,
where it is monitored, analyzed, and uplinked to Bothawui,
As in the Rebel Alliance, the SpyMet also maintains a variety
of mohile bases in cargo ships, freighters, and even aboard
Tuxury liners.

Bothans aren't the only species working for the SpyMet,
though they certainly control it. They employ native species

on worlds where Bothans might attract too much interest. As

the Empire becomes more and more unfriendly to non-
Human species, the Bothans have also hired additional
Human agents to complement their operations.
Each Bothan clan operates its own portion of the over-

all SpyNet, These clans treat each other with suspicion,

Bothan SpyNet (e

and the competition between them can be herce, Over
the years, the various clans have allicd with criminal
arganizations, the Empire, the Hutts, and the Rebel
Alliance to get a leg up on the other clans. The promi-
nent diplamat Baorsk Fey'lya has allied his clan, Alya, to
the Alliance, This arrangement has worked out well for
both sides, though the Rebel leaders understand that
Fey'lya sametimes puts his own interests above those of
the Alliance. Still, it is Fey'lva's operatives who
lives to get the information about the new Death Star to

give their

the Alliance, as well as the news that the Emperor himself
will be visiting the construction site.

The SpyMet fsn't perfect, Sometimes males, enemy
agents, or tival clans allow sensitive information to Fall into
the wrong hands, And the information isn't necessarily
accurate; false reports are occasionally “fed™ 1o the SpyNet,
All in all, though, the Bothan SpyNet is renowned as the
best independent intelligence organization in the galaxy,
and all sides employ its services in Lhe eternal struggle for

power and information,

Typical Bothan SpyMet Operative: Male Bothan Scoundrel
1t it +1; Defense 16 (+5 class, +1 Dex); Speed 10m,;

VWP 8/10: Atk +1 melee [1d4-1, knife] or +3 ranged (3d4,

hold-out blaster); 50 +2 species bonus on Gather Infor-
mation and Sense Motive checks, illicit barter, better lucky
than good; SV Fort +1, Ref +4, Will +2: SZM; FP 1; DSF 3
Rep 1:5tr B, Dex 12, Con 10, Int 12, Wis 12, Cha 14,
Challenge Code: B

Equipment: Comlink, datapad, hold-out blaster, surveil
lance kit, variety of personal belongings,

Skills: Appraise +5, Bluff +6, Computer Use +6, Disable
Device +6, Disguise +6, Forgery +5, Gather Information +4,
Hide +8, Listen +7, Move Silently +8, ReadWrite Basic,
Read Write Bothan, Sense Maotive +5, Speak Basic, Speak
Boathawui, Spot +8.

Feats: Alertness, Stealthy, Weapon Group Proficiencies
(blaster pistols, simple weapons],
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they discover that the entire planet
seems to be on alert. Spaceport
authorities double-check every ship
entering the systemn, and a morato-
rium on travel has been declared—no
ships may leave Cordes until the
current “emergency” has ended. There
is no immediate indication as to the
nature of the emergency. The heroes
need to be alert and quick-thinking to
get through the questioning and back-
ground checks unscathed.

To locate the hiding spy team, the

heroes might try to slice inta the
local Imperial computer network to
see how the hunt is progressing.
They might also use Bree Vellya ta
search all of the known SpyNet hide-
outs on Cordes,

Eventually, the heroes need to fight
off the 1SB agent and his troops,
gather the spy team, and get back to
their ship. Getting off Cordes without
clearance might take a bit of work, but
with the help of the spy team the
heroes should be able to forge the

proper datawark needed to get per-
mission to leave.

What intelligence has this team
gathered that's so important to the
Rebellion? That's up to you, based on
the needs of your campaign.

The Fate of Pilot
Porpu

When an Alliance Y-wing disappears
while traveling through a region of
space that isn't supposed to contain
any unusual dangers, the heroes are

-+

STEHR YOUR

sHADOWS OF THE EMPIRE

CHAR

il e_]




™

)

|| 3d1dnW3 3HL 40 smoavHs ||}

B

called on to investigate the incident
and determine the fate of the star
fighter and its pilot, Zan Porpu. They
find that Imperial forces have cor-
doned off this once-open sector, and
no unautharized ships are allowed
to enter the area. What's going on?
The heroes turn to the Bothan
SpyNet for help

When the heroes make contact
with the local representatives for the
SpyMet, they are greeted cordially.
“We have information on this matter,”
the local spy master informs them,
“Instead of the usual payment meth-
ods, we require your assistance. Help
us in a small matter, and we will give
you everything we have on the
Esstran Cordon.”

The local Imperial autharities have
imprisoned a Bothan agent for a minar
infraction. Unfortunately, if the Imperials
decide to perform a deeper identity
check, they might break the agent's
cover and determine her true identity.
Then all of the warrants issued against
her in the past will be revealed, and the
Imperials might kill her—or woarse,
subject her to a variety of tortures to
break her spirit and gain information
that could lead to the end of the local
Spyiet operation

The Bothan agent is currently
housed in a minor security facility,
watched over by a handful of local
militia while awaiting the arrival of
mare experienced Imperial law
enforcers. The heroes must act quickly
to rescue the agent before tougher
captors arrive and her true identity is
discovered. If this portion of the adven-
ture waorks out in the heroes’ favar,
then the spy master agrees to honor
his part of the bargain.

“The Y-wing strayed into an area
where the Empire is testing some
new starfighter designs,” the spy
master tells them. “It's all here on this
datacard, The Y-wing made an excel-

ent test subject for the TIE proto
types” He pauses, then adds, "The
pilot ejected when his ship was
destroyed. We believe he is still alive
and being held in the secure base
inside the cordoned area.”

Do the heroes simply take the

intelligence regarding the new TIE
design back to Alliance High
Command, or do they decide to
mount a rescue mission to free Zan
Parpu? Either way, you should be
able to develop a series of adven
tures around either capturing a TIE
prototype or freeing Zan Porpu,

ar both,

The Secret of
Supply Depot I-388
Why has the activity level at Imperial
siupply depot 1-389 on Tatooine
recently increased by a magnitude of
one hundred? What secret project
has been initiated at this out-of-the
way location? The Bothan SpyNet
wants to know.

The heroes, acting as liaisons be
tween the Alliance and the SpyNet,
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ance maore get invalved in games of
deception and espionage, The supply
depot on Tatooine, which normally
serves as the garrison for the squad
of stormtroopers stationed on the
planet as well as a storage facility for
Imperial supplies, now overflows
with personnel. Reconnaissance
efforts reveal a small army of techni-
cians, scientists, and Imperial offi-
cers, as well as an increased storm
trooper presence, The squad has
become a platoon of thirty-two
stormtroopers, divided into four
squads of eight stormtroopers each
Two stormtrooper biker scouts
bolster the platoon and routinely
patrol the perimeter of the depot.

If the heroes and their Bothan
SpyMet contact observe the depaot far
any length of time, they eventually
spot an Imperial cargo shuttle ap-
proaching the depot. It lands, unloads
a ton of cargo containers, then lifts
off, much lighter than it was when it
arrived, Unless the heroes want to
take an a platoon of stormtroopers
and support personnel, they won't
have an easy time getting into the
depot. The SpyMet contact suggests
having a talk with the local Imperial
prefect. "He might be willing to shed
some light on these developments,”
the Bothan says, “or we might be
able to learn something by simply
searching his offices.”

However they proceed, if the he
roes are successful in their dealings
with the prefect, they learn that he
isn't happy about whatever is
happening at the supply depot. An
Imperial moff runs the show at depot
I-389, and except for a few cursory
visits from the moff, the prefect has
been left out of the picture. The
prefect feels much as he did three
vears earlier when Darth Vader
showed up and overshadowed his
authority, running roughshod over the
planet, If the heroes act accordingly,
they might find a reluctant ally in the
prefect, The prefect, however, won't
avertly betray the Empire or willingly
help the Rebellion.

If the heroes can find a way into the
depot, they discover that ane of the

storage units has been converted into
some kind of high-tech laboratory. The
moff, Sartar, oversees the technicians
and scientists working feverishly to
stabilize a bicagent codenamed Fire
Rain 3, A search of the records, and a
Computer Use check (DC 25) to break
the security codes, reveals that Moff
Sartar wants to use this bioagent as a
weapan. In fact, once the bicagent is
stabilized, Moff Sartar plans to test the
effects of Fire-Rain 3 first on the
people of Anchorhead and then on
Maos Eisley itself

Fire-Rain 3 mixes with a planet's
atmosphere to produce violent and
localized firestorms, depending on the
amount of the bioagent employed
The tests will determine whether or
not structures provide any level of
protection, as well as how much of
the bioagent to use to achieve nomi
nal success,

The heroes should discover all they
can about the secret of supply depot
[-389. Then they should work to
destroy the depot befare Moff Sartar

can complete his work and begin test-
ing the terrible Fire-Rain 3
Moff Sartar: Male Human Noble &;
Init +4; Defense 16 (+6 class); Spd
10m: VP/WP 32/10: Atk +5/4+0
melee (2d6, vibroblade) or +6,/+1
ranged (3d6, blaster pistol); SQ Call
in a favor =4, inspire confidence +2,
command +4, bonus class skill
(Gather Information); 5V Fort +2, Ref
+4, Will +10; SZ M; FP 1; DSP 14;
Rep 10; 5tr 9, Dex 11, Coan 10, Int 14,
Wis 15, Cha 16, Challenge Code: C.
Equipment: Blaster pistol, vibro
blade, code cylinder, comlink, datapad.
Skills: Computer Use +15, Diplo-
macy +14, Gather Information +14,
Knowledge (life sciences) +13, Knowl
edge (Mew Order) +13, Knowledge
(scholar) +13, Profession (bureaucrat)
+13, Profession {scientist) +13, Read/
Write Basic, Sense Motive +13, Speak
Basic, speak Huttese, Speak Ithorian,
Feats: Gearhead, Improved
Initiative, Iron Will, Weapon Group
Proficiencies (blaster pistols, simple
weapons, vibro weapons). 4
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JE— The Empire revalves around the planet Coruscant, the center The upper tiers of the city house the affluent citizens, A numb
. of the known galaxy, For as lang as there has been a gala including the Empe and his court, The deeper into the covers t
0 > civilization. Coruscant has been the nucleus of that union. In skyscraper forest one travels, the less affluent the residents Palace &
. L : the days of the Old Republic, it was the seal of government became, In the lawest levels of the city-world, street gangs castle is
l :D‘ n 1d home ta the Senate and the fabled Jedi Temple, Today and other undesirables live in the darkness. Rumors persist edifice
U £ the planet is called Imperial Center, and it serves as the that monsters and mutants roam the lowest basements, but place lo
O throne-world of the Emperor no one can yet confirm the truth of such claims, persond
E A vast network « ital facilities surrounds the planet, ArmoTel
)] from climate-control weather stations to dry docks and habi- Imperial Palace Vader n
O tation spheres, Power satellites and skyhooks fill the sky, and The Imperial Palace rises above the vast cityscape, occupying in cons
M a seemingly endless stream of military and commercial traffic the highest point an Coruscant, Home to the Emperor and instanc
_{ travels hetween the arbital facilities and the surface of center of the immense bureaucracy that runs the Empire, this Execul
T Imperial Center. The Coruscant Sector Fleet protects Imperial pmate structure dominates the skyline and towers over the secrel 1
m Center, since the capital world is considered Lo be a sector nearby Senate Hall, The Emperar's theater-sized throne room uses 10
by itself, can be found in the palace, as well as dozens of private SATCE o

m From orhit, Coruscant sparkles like a gem and radiates a audience chambers for less public meetin Mot

z city-glow brighter than that of any other planet in the A parade of bureaucrats, droids, dignitaries, and Imperial block
E galaxy. Exceedingly tall buildings caver most of the planet’s afficers wanders the vast complex, Imperial stormtroopers From h
A surface, and it is the light from the tops of these structures and Coruscant guards patrol the public areas, and the red ness, X
m that illuminates the planct. At the top levels of the kilome- garbed Royal Guards protect the Emperor. While a portion of Black 5
— ters-high buildings, airspe traffic is almaost as thick as the  the palace is designated for the business of government, a mEasur
- starshin traffic in higher orbits. Indeed, the sun’s light bathes  large section of the building serves as the Emperor’s private garden

e upper levels of the city, but barely reaches the city’s sanctum. Here, the Emperar studies the news of the galaxy person
lawer levels, Some of the buildir 105 possess t heir own ecosys and ;-|J|-|L-r1||;.i;|-_l--, the dark side of the Force, He keeps eras an

tems, either artificially gend d or produced by the natural hidden vaults full of Sith and Jedi artifacts, as well as devices SeCurl

conditions within the vast, multileveled structures, of his own warped design, e manit
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A number of locations stand out in the vast cityplex that
covers the planet Coruscant. In addition to the Imperial
Palace and the now-empty Senate Hall, Lord Darth Vader’s
castle is not far from the Emperor’s home, An imposing
edifice of broad, dark towers and jagged vertical walls, the
place loaks more like a fortress than a home. Vader's
persanal sanctuary rests deep within the castle, protected by
armored walls and blast doors, Within his private quarters,
Vader maintaing a command center from which he can keep
in constant contact with the Tmperial fleet in those rarg
instances when he isn't aboard the Super Star Destroyer
Erecutor, Perhaps the Dark Lord’s most closely guarded
secret is the contingent of Noghri commandes that Vader
uses to handle his most secret missions, such as recannais-
sance or assassination,

MWat Tar from Vader's castle, Prince Xizor's home fills a city
hlock, Xizor's palace serves as his home and headquarters.
Fram here, he oversees the concerns of his legitimate busi
ness, Kizor Transporl Systems, as well as the activity of the
Black Sum crime syndicate, A maze of corridors and security
measures fll the palace, as well as opulent ballrooms, small
gardens, and private audience chambers. Except for his
persanal living area, the entire palace is wired with holocam-
eras and other surveillance devices. Xizor can access this
security network fram anywhere in the palace to secretly
maonitor activities elsewhere in the facility.

Kizor also maintains the skyhook Falleen's Fist, a palatial
arbital platform that floats among the other satellites and
space stations that surround Coruscant, As with other
skyhooks, Falleen's Fist rests in geosynchronous orbit, locked
1o the planet by a tether. Turbolifts in the tether allow
passengers and cargo to travel to and from the skyhook,

Coruscant Guards

Distinctive erimson and black armor identifies the Coruscant
Guards. An elite division of stormtroopers, these highly
frained peacekeepers maintain order throughout Imperial
Center’s upper levels, and sometimes descend into the dark
depths of the skyscraper forests to deal with rabble and trou-
blemakers, When the Emperor dissolved the Senate, he also
ssued a decree establishing martial law. This edict empowers
the Coruscant Guards to take whatever action they deem
necessary Lo protect Imperial Center, including conducting
searches of homes and facilities, detaining and questioning
citizens to locate Rebel operatives, and even entering diplo
matic embassies when they feel a search is in order,

Body armor provides the Coruscant Guards with solid
protection. The helmet contains battle sensors, scrambled
comlinks, and environment Rlters. The guards carry blaster
rifles and force staffs,

Coruscant Guard: Male Human Soldier 6; Init +5; Defense
17 (+6 armar, +1 Dex); Spd 10m; VPWP 42/15: Atk +8/+3
melee [2d6+2/2d6+2, force staff) or +7/+2 ranged

(38 19-20, blaster rifle]; 50 Cannot be bribed, seduced,

Imperial Center /1

blackmailed, or routed; SV Fort +6, Ref +3, Will +2; 52 M;
FFP 1: D5F &; Rep 4; Str 14, Dex 12, Con 12, Int 10, Wis 11,
Cha 11, Challenge Code: €

Equipment: Blaster rifle, Coruscant Guard armaor, force
staff.

Coruscant Guard Armor: Defense +6, damage reduction
5, darkvision viewplate, environment filter [+4 equipment
honus on Fortitude saves in hostile environments), comlink
serambler for secure communications, temperature control
body glove,

Force Staff: Can be used as a lethal or stun weapon.
Lethal damage—2d6/2d6; Stun damage—1d6 (DC 15).

Skills: Climb +6, Computer Use +7, Jump +7, Knowledge
(Rebellion] +3, Knowledge (Tatooine] +7, Pilot +12, Pro-
fession [moisture farmer) +4, Read/Write Basic, Repair +4,
Search +6, Speak Basic, Speak Huttese, Speak Jawa, Spot +5,
Survival +4, Tumble =6,

Feats: Armaor Proficiencies [light, medium, heavy, pow
cred), Herole Surge, Improved Initiative, Martial Arts, Point
Blank Shat, Power Attack, Toughness, Weapon Group
Proficiencies (blaster pistols, blaster rifles, heavy weapaons,

simple weapons, vibro weapons), e
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1| Black Sun Crime Syndicate

The power and reach of the vast criminal organization called
Black Sun has continued to expand for millennia, while
always working in the shadows to further the interest of its
Underlord, Few outside the underworld have even heard of

Black Sun, thanks to an extensive netwaork of spies, saboteurs,

and dauble agents that spread throughout every economic
and criminal sector, During the Rebellion era, before the
Battle of Endor, the influence of the crime syndicate is at its
peak, Black Sun maintains thousands of agents and spies
within the Rebel Alliance, the Empire, planetary and sector
governments large and small, other criminal organizations,
and law enfarcement agencies, The organization is invalved

in every illegal activity in the galaxy—be it gambling, gunrun-

ning, smuggling, political corruption, assassination, bribery,
of spicerunning—from the Corparate Sector to the Outer Rim.
Prince Xizor, the Underlord of Black Sun, is a charismatic
Falleen and & personal acguaintance of the Emperor himself.
Indlegd, Xizor privately vies to destroy Darth Vader and replace
him at the Emperor’s side, A group of lieutenants known as
“Vigos " —powerful crime lords in their own right—repaort
directly to the Falleen prince and administer his illegal
empire. Each Vigo maintains his own criminal network,
which helps the dark prince pursue a number of diverse
interests while diverting attention fram Black Sun itself.,
Each Wigo has his own lieutenants and sublicutenants to
administrate day-to-day operations, Low-level operatives
function within a cell system, and none of them knows any
mare than is needed to accomplish their individual tasks,

Xizar's Ascant

Decades ago, before Palpatine became Chancellor, Darth
Maul—acting on orders from his master, Darth Sidious—
nearly destroyed Black Sun, Because there were no
survivars of the attack [except Maul himself, who was
killed a few months later], little is known of the exact
course of events, When Maul left Black Sun's then-head-
quarters on Ralltiir, however, every single Vigo, the syndi-
cate's Underlord (a shadowy figure known as “Lex”) and
the Underlord's bodyguard, a Dathomiri nightsister, lay
dead. Thanks to the sheer size of the organization, Black
Sun survived, but its activities were thrawn into complete
disarray. A succession of ineffective Underlords, them-
selves former sublieutenants who survived the slaughter,
attempted to control the massive syndicate, but each one
was assassinated by rivals. Self-appointed Vigos
attempted to secede from the greater organization, and
the syndicate’s spynel was verging on complete collapse,
Black Sun had been crippled. and it needed an effective
leader if it was to survive.

Into this power vacuum stepped Prince Xizar, The
scion of a noble family on Falleen, Xizor had the wealth,
charisma, and razor-sharp criminal mind to rebuild Black
Sun into the omnipresent entity it had been, The clever
Falleen quickly rose through the ranks of the syndicate,
quietly eliminating those he saw as real threats to his

amhbition, until he easily seized control of the entire organi-
zation and none could or would oppase him. Slowly,
cautiously, and with the utmaost secrecy, Xizor restored Black
Sun’s influence throughaout the galaxy,

The reptilian Falleen rarely leaves lmperial Center, where
he resides in an enormous palace protected by the finest
security credits can buy. When he calls his Vigos together,
they visit him there or an his tethered skyhook, Falleen's
Fist. Xizor even has the ear of the Emperor [a rare thing for
a non=-Human], with whom he meets Irem:n.'nll_-,- to affer
assistance and counsel. Unknown to the Emperor (Xizor
thinks], the Falleen prince envies Darth Vader and schemes t
have the Sith Lord destroyed so that Xizor can take Vader's
place at the Emperor's side. Xizor appears to the public as
the head of Xizor Transport Systems [XTS), from which he
makes a tidy [and mostly legitimate} profit—in fact, the

Falleen prince himself does not truly know the extent of his
vast wealth. XTS also serves as a convenient front for Black

Sun activities, a secret that so far remains unexposed. to
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Despite having nearly a century of life behind him, Prince
xizor maintains the trim body of a 30-vear-old athlete Iy
neans of expensive myostim treatments (exercise for exer-
cise's sake bores Xizor), He also practices a variety of martial
arts and combat techniques, despite his army of bodyguards
and the personal protection of the enigmatic Guri [see the
next pagel. Xizor is always prepared to crush an opponent
physically as well as financially. The Falleen prince is an
expert pilat, though few enemies have seen him fly his
persanal iighter, Virage, and lived to tell about it Xizor
siould never be underestimated.

he prince is a passionate individual, and he occasionally
lets his passions control his behavior, He is aware of this
personal foible, however, and relies on Guri to tell him when
he's following his heart instead of his head, Prince Xizor, like
all Fal

him nearly irresistible 1o most humanaoid females. He fre

cen males, can exude pheramaones at will that make

guently enjoys their companionship, and treats them well,
More than ane former “acquaintance™ has gone permanently
missir i, however, when she tried to keep in contact with

Xizor after he was finished with her.

xizor: Male Falleen MNoble &/Scoundrel &6/Crime Lord &; Init

1+ Defense 25 (413 class, +2 Dex): Spd 10m; VP/WP 90/12;

Atk +14/+9(+4 melee [1d6+3, punch) or +13/+8/+3 ranged
13d4, hold=-out blaster): SO Pheromones, amphibious, bonus
class skill (Bluff), call in a favor =2, inspire confidence +2,
command +2, illicit barter, better lucky than good, sneak

A

attack +2d6, contact [the Emperor), contact [Avaro

Sookcool], resource access, minions ill*-\.|'l"'l._' fear -4 SV Farl
w7, Bet + 13, Will +13; S M; FP 5; D5F 15; Rep 12; 5ir 17,
Dex 16, Con 12, Int 18, Wis 13, Cha 20, Challenge Cade: H

Equipment: Encrypted comlink, expensive robes, hold-out

blaster, palace fortress, personal starfighter [Virmgo), tethered

skyhook [Falleen's Fist), untold wealth,
Skills: Appraise +25, Astrogate +9, Bluff +26, Camputer

Use +14, Diplomacy 427, Forgery +13, Gather Information
+21, Intimidate + 28, Jump +5, Knowledge (Black Sun) +18,
Knowledge [criminal organizations] +16, Filot +15,

Read Write Basic, Read/Write Falleen, Read/Write Huttese,
Read Write Rodese, Sense Mative +19, Speak Basic, Speak
Falleen, Speak Huttese, Speak Maon Calamarian, Speak
Kodese, Speak Ryl, Tumble +17,

Feats: Dodge, Expertise, Frightful Presence, Martial Artist,
Mohility, Spring Attack, Skill Emphasis (Tumble), Starship
Operation [starfighter], Weapon Group Prohciencies [blaster
pistals, simple weapons).

Special Qualities: Pheromones—The natural pheromones
of Falleen affect the behavior of other beings in close prox-
imity, Exuding pheromones and changing skin colors to
affect others gives a Falleen a +2 circumstance bonus on all
Blufl and Diplomacy checks. The bonus can be increased by
+1 for each hour of uninterrupted meditation to enhance
the effect. The additional banus cannot be increased higher

than +4, and the additional bonus only lasts for 1 hour atter

completing meditation, te

Prince Xizor, Underlord 11mx:

& REVENGE OF THE DARK PRINCE &

Xizor's desire to replace Vader in the Imperial Court is more than
raw ambition: The Sith Lord was directly responsible for the
death af Xizor's entire family. When Vader still commanded the
Devastator, he was dispatched with orders to contain a virulent
plague that had been accidentally released from an Imperial
research facility on Falleen. Realizing that the disease would
spread over the entire planet within a matter of days—and that
the disease could spread offworld if panicked citizens attempted
to escape-the Dark Lord acted with the utmost pragmatism. He
ordered the destruction of the facility, as well as the dty that
surrounded it. In the end, over 200,000 Falleen were killed,
although the planet itself (as well as the rest of the galaxy) was
saved. Among the dead was Xizor's entire family, and the prince
swore vengeance on Vader. The Underlord has destroyed all
records of his family and his connection to them, so that only
Xizor knows his true motivations in acting against the Dark Lord
of the Sith. e
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Xizor keeps his leadership of Black Sun a secret from all but
his Wigos and a few select sublieutenants. Those in the crim-
inal underworld who know of Black Sun's existence labor
under the mistaken assumption that Xizor's bodvguard aned
right-hand agent, Guri, is actually the head of the syndicate,
his arrangement suits the Falleen prince just fine. Guri does
nothing to discourage this assumption, because the misdi-
rection anly serves to further protect her master,

Mo one but Xizor and her creator knows Guri's true nature;
She s an almost perfect Human replica droid built to order by
the genius outlaw technician Simonelle the Ingoian. Simonefle
acuired schematics for a primitive Human replica droid project
originated by the Rebel Alliance and added numerous improve-
ments, making his new creation virtually indistinguishable from
an actual Human. Xizor paid the Ingoian nine million credits, a
sum that the prince feels was worth every decacred,

Guri's only concern is the safety and survival of Xizor, and
she obeys him without question, In turn, Guri is the only
individual who Xizor truly trusts, because he had her built 1o
his exact specihcations,

Guri appears to be a beautiful Human female in her mid-
205, Only the most sensitive scanning equipment can detect
anything unusual about her physiolooy. Her skeleton consists
of ultrahard plasteel designed to resemble bone, Her “organs”
are built of synthesized organic tissue fibers and operate as
those in amy Human body would, right down to the circulatory
system, Her epidermis is actually cloned Human skin. The anly
real chink in the armaor of this disguise is Guri's musculature,
which registers on medical scanners as “unknown tissue,” [Guri
would be of little use to Xizor if she possessed only Human-
level strength.) Rarely does a medtech get close enough to the
lovely droid assassin to run such a scan, however,

Behind her hypnotic blue eyes lurks Simonelle’s masterpiece; a
highty modified AA-1 Verbobrain loaded with positronic Human
behavioral programs, genius-level tactical assessment data, and
nearly limitless combat, espionage, and assassination techniques.
Ihis programming allows Guri to serve Xizor not only as @ body-
guard, but as a trusted advisor as well—especially when the
Falleen prince lets his fiery emaotions get the better of him,

Guri travels the galaxy in Stinger, a one-of-a-kind starship
that Xizor had specially constructed Tor his one-of-a-kind
chief lieutenant,

Guri. Human Replica Droid

Few beings can get the better of Guri in any situation, Even if
someone were to learn her secret—that she is actually a me-
chanical canstruct—there is Tittle chance that individual weuld
ivie lomg enough to spread the news, Her strength and dexter-
ity are far above the Human norm, and in most cases she does
nat need a weapon to kill with great efficiency (although her
training in all types of weapons has not been ignored), Xizor
also had several special devices installed 1o make Gur the
perfect bodyguard (for more information on these devices, see

Chapter 15 of the Star Wars Roleplaying Game).

Unless Gurd submits to an extensive medical scan, there is

i1 The Right Hand of Xizor

virtually no way to distinguish her from a Human female,
Only a Force=user can detect her artificial nature without
such equipment. A& Force=user with the Sense feat may make
an automatic See Force check when within 10 meters of
Giuri, 1f the check beats DC 25, the Force-user can see past
the “living” tissue that covers her droid companents to
discover the mechanical structure beneath,

Guri: Human replica droid, Scoundrel 4/Soldier 4/MNable z‘: Il
+4; Defense 23 (49 class, +4 Dex]; Spd 12m; VPIWP 731
Atk +16/+11 melee (1d6+8, punch) or +12/+7 ranged Hfll'u.
blaster pistol); 50 Bonus class skill (Tumblel, call in a favor,
inspire confidence +1, illicit barter, better lucky than good.
sneak attack +2d6, doid companents—diagnostics package,
locked access, heuristic processor, improved sensor package,
infrared vision, low-light vision, telescopic vision, vocabulator,
translator unit (DC &), recording unit, interral storage (5 kyl;
SV Fort +8, Ref +11, Will +6; 52 M; FP 0; DSP 6; Rep 8; 5tr
26, Dex 18, Con 15, Inl 18, Wis 13, Cha 19, Challenge Code: E

Equipment: Cred chip
jumpsuit, blaster pistol, personal starship (Stinger].

Skills: Appraise +11, Astrogate +9, Bluff +9, Computer Use
1, Disable Device +8, Disguise +10, En-
tertain =6, Gather Information +8, Hide +9, Intimidate +12,

, encrypted comlink, expensive

+ 12, Diplomacy +1¢

Jump +12, Knowledge (Black Sun] +12, Knowledge (criminal
arganizations] +9, Listen +9, Move Silently +9, Pilot +10,
Read Write Basic, Repair +10, Search +7, Sense Mative +5,
Speak Basic, Speak Falleen, Speak Huttese, Speak Rodese,
Speak Byl, Spot +10, Treat Injury +5, Tumble +9,

Feats: Ambidexterity, Armor Proficiencies (light, medium.
heavyl, Dodge, Expertise, Martial Artist, Skill Emphasis
[Listen), Skill Emphasis (5pot), Starship Operation [starfighter],
Weapon Group Profciencies (blaster pistols, hlaster rifles,

heavy weapons, simple weapons, vibro weapons),

Stinger

The personal starship of Guri, Prince Xizor's Human Replica
Droid bodyguard, is the Stinger, a Surronian Conguerar assault
ship. Acguired by the crime lord under mysterious circum-
stances from a grateful Surmanian shipwright, the Stinger was
eventually handed over to Guri.

Craft: Madified Surronian Conguerar Assault Ship; Class: Space
Tramsport; Cost: Not ;ix-:li"ul:-l-:‘ for sale, 150,000 (used); Size:
Small (28 m longl; Crew: 1) Passengers: 2; Cargo Capacity: 25
metric tons; Consumables: 1 month; Hyperdrive: =1 (backup
<10); Maximum Speed: Ramming: Defense: 21 (+1 size, +10
armor); Shield Points: 50; Hull Points: 150; DE: 10

Weapon: lon cannons (2 fire-linked); Fire Are: Front; Attack
Bonus; +19/+14 [+1 size, +12/+7 crew (Gurd), +6 fire contral):
PB =6, 5 =4, M =2, L nja

Weapon: Twin laser cannon; Fire Arc: Turret; Attack
Bonus: +19/+14 [+ size, +12/+7 crew (Guri), +6 fire
control]; Damage: 2d10:=2; Range Modifiers: PB -4, 5
=2, MIL n/a. t=}

Damage: Special; Range Modifiers
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The Vigos 1nmee»
N
2, The Vigos of Black Sun report directly to the Underlord [the Underlord, Durga hopes to steal the technology Lo build his =
{ word “Vigo™ is derived from the Old Tionese for “nephew”] pwh spaceborne superweapan. . 1!
make and directly contral the operations of the vast syndicate, % E
' Each Vigo runs a criminal empire, and many Vigos specialize  Durga: Male Hutt Noble 4/Scoundrel 1/Crime Lord 2} Init r—
ast in different illegal activities, but all of them pay fealty to +1° Defense 15 (+8 class, -3 Dex), Spd am: VPIWP 38/15: f o
Black Sum. Atk +5 melee (1031, punch) or +1 ranged (3d6, blaster % z
pistol]; SO +6 bonus on Will saves against mind-affecting L
Clezo Farce powers, always considered fallen, banus class skill Ll
3 Imit: The most powerful crime lord on Rodia is also one af Kizotr's {Bluffl, call in a favor x2, inspire confidence +1, command I
| 5: most reliable—and least flashy—lieutenants. Clezo is an efficient ¢ 2. illicit harter, contact {Bevel Lemelisk), contact [Sulamar), —
16, husinessman, and alane among the Vigos has attempted 1o resource access; SV Fart +3, Ref +3, Will +9; SZL.FP 23 R
i, drversify his own branch of the syndicate as much as the DSP 10, Rep 11: Str 12, Dex 5, Con 15, Int 20, Wis 10 Cha O
1, Underlord diversifies the operations of Black Sun. Clezo dresses 15. Challenge Code: €,
e, the part, preferring to wear suhitle, well-tailored suits without a Equipment: Blaster, cred chip, palatial estates, 1))
Je, wint of fair, Clezo seems to have almost instinctive management repulsarlift sled, numerous slaves. g
ator, ills and always finels the rAght being for the |i|_:;|'|'. joh- whether Skills: Appraise +12, Blufl +12, Diplomacy + 12, D
s fivat job is runming a load of spice through the Core or simply Forgery +10, Gather Information +12, Intimidate +8, [:1
St taflaring Clezo's next suit, Knowledge [Black Sun) +15, Knowledge {criminal organi- g
ide: E. sations] +13, Knowledge (Imperial weapaons research] T
Clezo: Male Rodian Noble 3/Scoundrel 3/Crime Lord 1: Init 413, Knowledge [Hutt) +9, Listen +8, Read/Write n
+1: Defense 19 (+8 class, +1 Dex): Spd 10m; VP WE Hutrese, Sense Motive +12, Speak Basic, Speak Dosh, —
ter Lse 16100 Atk +3 melee [1d3-1, punch] ot +5 ranged (3d4, speak Falleen, Speak Huttese, speak Rodese, Speak Ry, —
En hold-put blaster); SO Banus feat (Track]), +2 species bonus  Speak Shyriiwook.
- +12, on Search. Spot, and Listen checks, bonus class skill Feats: Improved Initiative, Infamy, Iron Will. Weapon Group
iminal Gather Information], call in a favar =2, inspire confidence Praficiencies [blaster pistols, simple weapons).
10, +1. illicit barter, better lucky than good, contact [Avarn
+5, Soakeoal): SY Fort +2, Rel +7, Will +7: 52 M; FP 2: D5P
5, 1: Rep 9; 5tr 9, Dex 12, Con 10, Int 18, Wis 13, Cha 17,
Challenge Code: €
jum, Equipment: Cred chip, expensive suit, hold-out blaster,
Deundo-class star yacht (Treasure of Rodial.
ighter), Skills: Appraise +12, Bluff +9, Computer Use +10,
5, Diplomacy + 14, Forgery +8, Gather Information +11, Hide
o6, Intimidate +B, Knowledge [Black Sunl +13, knowledge
[eriminal organizations) +10, Knowledge (Rodia) <9, Listen
+0. Read/Write Basic, ReadWrite Huttese, Read Write
ilica Rodese. Search +12, Sense Motive +9, Speak Basic, Speak
assault Falleen, Speak Huttese, Speak Rodese, Speak Byl, Speak
- Sullustese, Spot +11,
ST WS Feats: Alertness, Infamy, Skill Emphasis (Diplomacy), Track,
Neapon Group Proficiencies (blaster pistols, simple weapons).
: Space Durga
ize: The Hutt Vigo Durga drips with raw ambition (among other
ity 25 things). Although net apenly connected to the Hutt argani-
ackup sation, his criminal network specializes in slavery and smug-
L+ 10 gling, and it handles a signihcant partion of all traffic
through Nar Shaddaa. While several of Xizor's Vigos harbor
- Artack secrel desires to attain the Underlardship, the Hult is a
antral); being who might actually be able to do it. He has spread
Lonfa. dissension amang the sublieutenants of many ather Vigos,
tack and manipulated Green [see the next page) to do his
e bidding, Always thinking in the long term [easy enough
4,5 when your species lives for centuries), Durga also has agents
inside the Empire’s Death Star 11 project, When he becomes
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11 More Vigos

Each of Black Sun’s Vigos participates in a loose alliance,
held together by fear of Xizor and by the wealth the Falleen
prince promises, Xizor constantly reinforces his Vigos' posi-
tioms, telling them they are some af the mast powerlul and
influential beings in the galaxy. This power, however, doesn’t
come cheaply, Xizor expects complete layalty, and he doesn't
telerate betrayal, For all of their feuding, Xizor and Darth
Wader share this trait. and both have eliminated more than

one subordinate for failing them.

Green

Despite Xizor's base distrust of Humans, he elevated Green to
the level of Vigo, largely because of Green's extensive spynet.
The Falleen prince sees little real threat from Green despite the
YWigo's ill-concealed desire to replace the Underlord,

Green himsell is completely unaware that Xizor knows of
his plans. Green is motivated by a lust for personal power
that far outweighs his ability to lead. Green also relies heay-
ily on his sublieutenants, most of whom work for Durga the
Hutt [who sees in Green a perfect scapegoat for his own
traitorous plans), Unfartunately for Green, his preoccupation
with deposing Xizor has left little time for management of
his varicus rackets. His low profits haven't escaped Xizor's
natice, either.

The middle-aged, balding Green is an ostentatious dresser,
He believes that the more wealth an individual displays on

his person, the more respect he will earn from inferiors,

Green: Male Human Moble 3/Scoundrel 2/Crime Lord

Init +0; Defense 18 [+8 Class); Spd 10m;: VP/WP 29(13; Atk
+2 melee (1d3-1, punch) or +3 ranged (3d4, hold-out
blaster]; 50Q: Bonus class skill (Gather Information], inspire
confidence +1, illicit barter, better lucky than good, cantact
(Sulamarl; SY Fort +2, Ref +6, Will +6; 52 M: FP 1; D5P &,
Fep 9; 5tr 9, Dex 11, Con 13, Int 11, Wis 13, Cha 14,
Challenge Code: C.

Equipment: Hold-out blaster, fly-eye camera, cred chip,
ostentations robes,

Skills: Bluff 4
knowledge [Black Sun] <6, hrltll.'.'h'tlc_u' |l.'\|:'i::'r'l<IEjL': +9,
Knowledge [Xizor Transpart Systems] +7, Listen +3, Read/\Write
Basic, Sense Motive +9, Speak Basic, Speak Huttese,

Feats: Fame, Infamy, Skill Emphasis [(Knowledge [espio

11, Diplomacy +11, Gather Information +11,

nagell, Skill Emphasis [(Knowledge [Xizor Transpart Systems]),

Weapon Group Proficiencies (blaster pistols, simple weapons),

Perit

While Guri is the only being Xizor truly trusts, the Mon Cala-
mari Vigo Perit may be the only being that Xizor truly con-
siders a friend. Perit, like many of his species, was a slave to
the Empire—specifically, he was the household servant of a
prominent Sienar Fleet Systems executive, Perit's master saw
that the Mon Cal had an affinity for computers and technaol-
oy, and soon put his servant to work in a new male as his

personal assistant.

Perit’s talent did not go unnoticed, and he soon received
a slave reassignment to Imperial Center, where then-Vige
Xizor became his new master, Xizor taught the already devi-
ous Man Calamari how to use his talents and knowledge
for crime, When Xizor seized control of Black Sun, he
named Perit to replace him as Vigo. Xizor's ather Vigos are
understandably jealous of Perit’s influence with the
Underlord, but Perit could not care less. With the data at
his disposal, the Mon Cal knows he could rain any one of
them at any time.
Perit: Male Mon Calamari Expert 2/Scoundrel 5/Crime Lord 1;
Imit +2; Defense 19 (+7 class, +2 Dex); Spd 10m; VPIWP
17/ 10: Atk +4 melee [1d3, punch) or +6 ranged (3d4, hold-
out blaster; S0 Amphibious, low-light vision, «4 species bonus
on Craft (varies) checks, +1 bonus on Will saves in wet condi-
tions, =1 penalty on Will saves in dry conditions, illicit barter,
better lucky than good, sneak attack +2d6, contact [Xizorl; SV
Fort 41, Ref «8, Will +8; 5Z M; FP 2; DSP 12; Rep 9; Str 11,
Dex 16, Con 10, Int 14, Wis 12, Cha 10, Challenge Code:; C.

Equipment; Cred chip, datapad, expensive robes, hold-oul

Llaster, Mon Calamari starliner (Red Tide).

Skills: Appraise +7, Bluff <11, Camputer Use +17, Craft
[electronics] +10, Diplomacy +12, Gather Informatian +11,
Intimidate +4, Knowledge (Black Sun) +6, Knowledage [crim-
inal arganizations] +4, Knowledge (Imperial HoloNet) +4,
Read/Write Mon Calamarian, Read/Write Basic, Read/Write
Falleen, Repair +10, Sense Motive +8, Speak Basic, Speak
Falleen, Speak Mon Calamarian, Speak Quarren,

Feats: Dodge, Gearhead, Skill Emphasis (Diplomacy), Skill

Emphasis [Computer Use), Weapon Group Proficiencies

[Blaster pistols, simple weapons),
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In addition to Black Sun's nine Vigos. th

niintains a vast number of agents, aperatives, contacts, and

crime syndicate
assassins, In fact, each Vigo keeps his or her own private
army on retainer. Two of the more prominent agents are

described below.

Avaro Sookcool
One of Clez
s "|i|:- of the Credit

op operatives on Rodia is the proprictor of

casino, Avaro Sookeool, Unknown to
Clezo, the plump Rodian alse has direct lines of contact with
Xizor himself
While Avaro makes plenty of profit legitimately from his
business, Flip of the Credit is also one of Black Sun’s most
elficient meney-laundering operations—"dirty credits™ are
simply lost by “unlucky” Black Sun agents, who then “win”
laundered cash at another table. The darkened lounges in
the rear of the establishment are almaost exclusively used as
meeting rooms for Black Sun business. This setup allows
agents to observe potential underworld threats (Flip of the
Credit is

while simultaneously alloy

an extremely popular casing with the criminal set)
wing Avaro Lo track the movements
and plans of the other agents,

Avarn is an excellent information hraker, and he never
f Basic
his intelligence, which
After all,

he helieves, the more easily that

gives away more than he needs to, His weak grasp o
often leads others to underestimate
Avaro does nothi ng to discourage the more an
enemy underestimates him,
enemy can be manipulated,

hvaro Sookeool: Male Rodian Expert 10; Init: - 1; Defense 12
Dex); Spd 10m:; VPIWP =/10: Atk +7/+2

[1d3, punch) or +2/-3 ranged {3d4, hold-out blaster): S0

[#3 class, =1 meles
Bornus feat (Track), +2 species bonus an Search, Spat, and
Listen checks; 5V Fort +3, Ref +2, Will +6: 52 M: FP 1; ISP &:
Rep 2; Str 10, Dex &, Con 10, Int 19, Wis 16, Cha 12,
Challenge Code: B.

Equipment: Casina (Flip of the Credit), cred chip, expen-
s, hold-out blaster.
Skills: Appraise +17, Bluff

Device +17, Diplomacy + 10, Forgery +17, Gather Information

sive robe
+9, Computer Use +17, Disable
+14, Intimidate +3, Knowledge (gambling) +11, Knowle dge (crim-
nal arganizations) +13, Profession [entepreneur] +19, ReadWrite
Rodese, Read/Write Basic, Serse Motive +12, Speak Basic, Speak
Speak Rodese, Speak Byl Speak Dosh,
Emphasis (Diplomacy), Skill Emphasis (Bluff),

Huttese, Speak Falleen,
Feats: Skil
kil Emphasis [Profession [entepreneur]), Skill Emphasis
[Sense Motivel, Weapon Group Proficiency (simple weapons),
Howzim
Howezim, a stocky, bald-pated thug with two rows of black-
chromed teeth and a leering smile, serves as Xizor's chief of
security and operations inside his personal palace an

—in all the

Coruscant. Howzim is very good at his ji yEArs
that Xizor has employed him, not cne intruder has made it

inside Xizor's palace. The security chiel aften handles the rare

Agents and Underlings /1.

intrusion attempt personally. His thuggish appearance and his
tendency to communicate only with gestures and facial
expressions have an extremely unnerving effect, especially
when Howzim flashes his black-toothed smile

Howzim coordinates the effarts of dozens of counterintel
ligence agents. These agents work to discover operatives
hired oy Xizar's enemies, rivals, and ever hiis "x-'i-§_||'-\_ o ane
enters the Falleen prince's palace without Howzim's knawl
edge, and often the

‘captain of the guard” escorts visitors

during their stay,

Xizor has secretly given his security chief a few cyher-
netic implants that may be the reason for Howzim's reti
cence. In addition to artificial eyes that allow Howzim to
see in even the darkest conditions, his brain contains a
special chip that Xizor can use to communicate with his
chief of security from a great distance. Howzim has no
idea, however, that Xizor can use the chip to kill him
instantly should the Human ever take actions against the
Underlord.

Howzim: Male Human Thug 13; Init +1; Defense 18 (+7
Dex): Spd 8m; VPMWP —/12; Atk +16/+11/+6

melee (1d6+3, baton) or +14/+9/+4 ranged [3d8/19-20,

armor, +

blaster rifle]; SO Darkvision, comlink implant; SV Fart +9, Ref

+5, Will +6: 54 M: FP
12, Int &, Wis 14, Cha 10,
Equipment: Baton, hlaster rifle, optical implants, padded
battle armor,
Skills: Intimidate 419, Listen
b, Spot +7, Speak Basic,
Feats: Armor Proficiencies (light, medium), Skill Emphasis
(ntimidatel, Skill Emphasis (Listen), Skill Emphasis (Spot),
Skill Emphasis (Computer Use), Skill Emphasis (Gather

Information], Weapon Group Proficiencies [blaster pistals,

D5FP &; Kep 3; Str 16
Challenge Code: [,

, Dex 13, Con

+7, Read/Write Basic, Search

blaster rifles, simple weapons), te
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| The Pike Sisters

The Pike sisters, Zan and Zu, can silence a room simply by

walking in the door—and if their mere doesn't do
the trick, their fighting skills certainly wi

tiful, the Human Epicanthix twins are also deadly martial

Appearance

. Stunningly beau-

artists, masters of the ancient art of terds kisi,
The Pike sisters had already carned a considerable reputa
tion on the underground highting circuit of the remote
Pacanth Reach when they first came to Xizor's attention. The
sisters single-handedly defeated and killed over two dozen
oppanents in one memarable match, Even more impressive
ta Xizor. the twins used no weapons ta accomplish this feat,
He immediately offered them jobs as highly paid assassins,
Today, the Pike sisters continue to excel on the combat
cireuit, fighting in hidden arenas and upscale pleasure ha Is
in more prominent parts of the galaxy. This allows them to
use the combat circuit as cover for their covert missions for
Yizor and Black Sun. Though they are exoticall

the sisters have cold, deliberate

y beautiful,

ves, They display almost na
emotion. Even in the midst of combat, they fight with a cold
detachment that makes them even more brutal and deadly,

Zan and Zu learmned their martial arts techniques when
their mother, a prominent Bunduki noble, sent them 1o the
conguered world of Bunduki as children, There, they studied
with the Fallowers of Palawa, ancient hermits whe still held
the secrets of terds kist [which literally means “steel hands”].
Mhey are justifably proud of their skills, and they refuse to
carry conventional weaponry.

While the pair are almost impossible to tell apart, there are
differences between them, Zan is an expert in astrogation and
exacels at intimidation techniques. She is a manginally better
ayminast than her sister, and has learned to speak the language of
her current master (Xizor). Zu, on the other hand, prefers poetry
and even tries to write a bit herself. She fies their starfighter,

h Huits,

Steel Hand, and has leamed to communicate wit

In comhat, Zan and Zu dispatch “low-threat” foes with
direct attacks {using Mohility and Spring Attack to move inle
melee range quickly), and disarm opponents whenever possi-
ble. Tougher enemies warrant Knockdown or Trip attacks,

and the occasional grapple, One sister often waits for the

other 1o act, so that they can concentrate their efforts to
disable formidable Toes,

Zan Pike: Female Human Soldier 9; Init +5; Defense 20 (+5
class, +5 Dex): Spd 10m; VP/WP 59/13; Atk +14/+9 meles
[1d6+2, punch) or +14/+9 ranged (by weapon); 5V Fort +7,
Ref +@, Will +12: 52 M; FP 3; DSP 5; Rep 4; Str 14, Dex 20,
Con 13, Int 13, Wis 12, Cha 15, Challenge Code: D

Equipment: Form-fitting black jumpsuit, cred chip
persanal two-passenger starfighter [Sreel Hand, co-owned
with Zu).

Skills: Astrogate +7, Climb + 6, Computer Use <5,
Knowledge (terds kisi) +13, Intimidate +14, Jump +10,
Read/Write Epicanthix, Read/Write Basic, Speak Basic, Speak
Epicanthix, Speak Falleen, Tumble +14,

Feats: Armor Proficiencies [light, medium, heavy), Dodge,
Expertise, Mobility, Skill Emphasis [Tumble), Spring Attack,
Martial Artist, Weapaon Finesse {unarmed), Weapon Group
proficiency (blaster pistols, blaster rifles, heavy weapons,
simple weapoms, vibro weapons), Whirlwind Attack,

Zu Pike: Female Human Saldier 9; Init +5: Defense 20 [+5
class, +5 Dex]; Spd 10m: VPAWP 6413 Atk +14/+9 melee
(1d6+2, punch) or +14/+9 ranged; 5V Fort +7, Ref +8, Wil

1 57 M FP 2: DSP 7; Rep 3; 511 14, Dex 20, Con 13, Inl
13, Wis 12, Cha 15, Challenge Code: [,

Equipment: Farm-ftting black jumpsuit, cred chip.
persanal twa-passenget starfighter (Steel Hand, co-owned
with Zan).

Skills: Climb + 8, Knowledge [teris kiisi] +13, Intimidate
+0, Jumgp +10, Pilat +11, Read/Write Basic, Read/Write
Epicanthix, Repair +5, Speak Basic, Speak Epicanthix, Speak
Huttese,

Feats: Armor Praficiencies (light, heavy), Dodge,
Expertise, Mobility, Starship Operation (starfighter), Spring

lreat Injury +6, Tumble +11.

medium,

Atrtack, Martial Artist, Weapon Finesse {unarmed), Weapon

Group Proficiencles [blaster pistals, blaster rifles, heavy weapors,
! |

simple weapons, vibro weapons), Whirlwind Attack, tet
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The Fight Circuit

The heroes need to infiltrate the ille-
gal fight circuit for one reason or
another. Maybe the Rebels need to
get close to Black Sun or some other

Republic military hero who serves as
a trainer on the circuit. Eventually,
ane or more of the heroes must
compete in the fights,

on-one contests, matches against
pairs of teams, or can even compete
against some terrible creature. In
general, opponents fight unarmed or
with melee weapons, but occasionally

criminal organization. Maybe fighters
on the circuit can go places that
other Rebel agents can't, since the
circuit makes a decent cover story.
Perhaps the heroes want to make
contact with one of the fighters. He
ar she could be an ex-Imperial an
the run and hiding out, or an Old

The Early Rounds

The illegal fights end when one oppo-
nent is incapacitated or killed. The
fights provide entertainment for a
rough clientele, including crime lords

and their lackeys, spacers, bored dilet-

tantes, and gamblers,
The heroes can participate in one-

a contest with blasters or other ranged
weapons is showcased. If the heroes
can win a few matches, they can
become favorites on the circuit and be
privy to even better information.
Eventually, the heroes may win

enough matches to get pitted against
the popular and deadly Pike Sisters. t
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Jabba the Hutt respects and admires Xizor and his Black Sun
aperation. As long as the two crime arganizations stay out of
each other's way, Jabba would much rather not have to deal
with a costly conflict. The Hutt operates out of Tatooine and
is recognized as one of the most powerful crime lords in the
(uter Rim Territories, In addition to a small army of merce-
naries and spies, as well as a number of contract baunty
hunters, Jabha also employs a vicious swoop gang to serve as
enforcers on the desert planet.

Thieves, murderers, bullies, and ruffians make up the
swoopers whao fly with this gang. They run Jabba's protec-
tion racket among the moisture farms between WayTar and
Mos Eisley, When not terrorizing the farmers or collecting
protection money for the Hutt, the swoopers race across the
snd dunes or carouse in the cantinas, Sometimes Jabba
even uses the swoopers to balster his entourage and provide
additional security.

While the members of the swoop gang rotate in and out
with amazing regularity, the leadership of the gang remains
unchanged, The wild-haired and repulsive Big Gizz runs the
gang, and he is always keeping an eye out for new recruits
lo replace the losses suffered—usually at the hands of either
Big Gizz or Jabba himself,

Big Gizz uses crude laws to keep his gang in check, ruling
like a barbarian prince over his cruel and fun-loving follow
ers. Quick Lo unleash his gang's violent tendencies and slow
{o rein them in, he treats the gang and its activities like his
persanal party. Big Gizz does his best to show Jabba the
Hutt the proper respect, and he does fear the crime lord
when he's in Jabba's general vicinity. But once he heads back
nta the wastes, having fun terrorizing the local Jawas soon

makes his fear of Jabba fade away.

Big Gizz: Male Human Thug 12; Init +1; Defense 15 [+4
class, +1 Dex); Spd 10m; VPEWP 6/12; Atk +14/+9) +4 melee
[1d4+2, knife) or +13/+8(+3 ranged (3d8/19-20, blaster
carbine) or +13/+8/+3 ranged (3d8, heavy blaster pistol); SY
Fort +9, Ref +6, Will +3; SZ M; FP 15 DSP 7; Rep 3: Str 14,
Dex 12, Con 12, Int 10, Wis 8, Cha 9. Challenge Code: D,

Jabba's Swoop Gang /1

Equipment: Blaster carbine, boat knife, heawvy blaster
pistol, swoop.

Skills: Intimidate «7, Jump +&, Filot +6, Repair +3, Speak
Basic.

Feats: Point Blank Shot, Power Attack, Quickness x3,
Weapon Group Proficiencies [blaster pistols, blaster rifles,

simple weapons).

Swoopers

Big Gizz's swoop troops, or swoopers, are recruited from the
mean streets of Maos Eisley, They include washed-up swaop
racers, outlaws, and ruffians who would rather take credits
away from someone else than cam them in an honaorable
Fashion,

The swoopers tend to be bold and raucous in large
numbers, but ready to flee at the first sign of a superior
ppponent, Peer pressure and the whims of their leader influ-
ence them, and they can easily be talked into participating in
any kind of viclent activity, Big Gizz keeps his swoopers in
line by means of bravado and intimidation. Someday,
however, someone bigger and stronger will come along and
replace Big Gizz as the leader of the gang—just as Big Gizz
replaced the previous gang boss,

A dozen or so members ride with Big Gizz at any given
time. All carry same kind of weapon, usually a blaster and
same type of melee weapon. Knives, clubs, and even dura
steel pipes make good close-combat weapons as far as the

SWOOPETS are concer ned.

Typical Swooper: Male any species Thug 45 Init +0; Defense
14 (+4 armor): Spd 10m; VPIWP =10, Atk +4 melee [1d4,
knife] ar +4 ranged |[3d6, blaster pistol]; 5V Fort +4, Ref +1,
Will +1: 5& M; FP 0; DSP 3; Rep 0; Str 10, Dex 11, Con 10,
Int 10, Wis 9, Cha 9. Challenge Code: B.

Equipment: Blaster pistol, knife ar club, hlast vest, swoop,

Skills: Intimidate +5, Knowledge (swoop racingl +6, Filot
5, Sprak Basic.

Feats: Skill Emphasis (Filot), Weapon Group Proficiencies
(blaster pistols, simple weapons). 4
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CHAPTER FOUR

Gang Trouble
Whether you use Jabba's swoop gang
(as described above) or create your
own gang modeled after Big Gizz and
his swoopers, the heroes get
involved with the swoop gang when
they decide to put a stop to the
swoopers' terrarizing of innocents,
Perhaps this adventure has nothing
to do with the heroes’ usual Alliance-
related activities. Maybe they en-
counter friendly farmers or herders or
teachers on a lawless world and

decide to help get rid of the swoop
gang that has been making life terr
ble far their friends. Or, for a different
approach, the friendly farmers (or
whatever) seek out and hire the
heroes to help them chase off the
vicious swoop gang.

The swoop gang appears every
couple of weeks or so to have fun
at the expense of the innocents,
and to raid their victims' settlement
for supplies. When the heroes
arrive on the scene, they have

about a week to scope out the
land, investigate the swoop gang,
and plan their defense of the inno
cent settlement.

The battle with the swoop gang
could be a straightforward encounter,
or it can be as complex as you and the
players are comfortable making it.
Plan out the settlement and allow the
heroes to design their own defenses
Let them set traps or fortifications,
depending upon how they want to
approach the battle.
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i The Rescue of Han Solo

()

Rlack Sun crime syndicate, Luke Skywalker and his compan

it was over, the Sarlace had caonsumed Boba Fett and mary guartds 1

jams went on to rescue Han Solo from the clutches of the

. Y Jedi Knight? 'm oout of ir for a litte while and every Artan moved into position and ejected Luke's newly The for

. v gers delusions of grandeur.” constructed lightsaber from its hiding place in one of the build th
' Han Solo droid s many compartments, Luke easily ca gt the weapon armor b

. ' . o ; and began wading into Jabba’s guards, Lando, meanwhile, several
. After dealing with the threat posed by Prince Xizor and the . , ) .

. ’ finally took action as well, & confusing battle ensued. When types

of Jabha's guards, Leia had strangled Jabba with the chain his heln

vile gangster Jabba the Hutt, The camplex plan put Lando
) : | ) ) that bound her ta the Hutt, and Luke had destroved the mask
Calrissian into Jabha's palace, where he disguised himself as

and C

The companions were free, Jabba was Ewer
d—or so they thought, Boushl
DEeTIMman

taking

of lear

massive sail ba

- of Jabba's palace guards. Then the droids R2-D

o dead, and Boba Fett

PO arrived at Jabba's palace and offered themselves :

gift ta the erime lord from Luke Skywalker. Three

immediately put to work as Jabba's new transtator droid [the

previous droid had been destroyed for displeasing the crime N
lard), while Artoo was turned into a serving droid, passing Py I.ll_hll
aut drinks in the palace and aboard Jabba's sail barge l:m Il_
Princess Leia Organa, disguised as the Libese ':|IJ._III|_-.. .I;Irl__ |.'
hunter Boushh, entered the palace next. She led in Chew ) IL 'II
L0 ¢ Q0

Il 1a3ar 3HL 40 Nan1l3A |||

hacea in chains, claiming to want Lo collect the teward on ) )
..\,:'Ell.' L1

the mig

Wookiee's head. After being welcomed into the

cosls, sl

palace. Leia waited until Jabba’s entourage finally settled

' . contem
down for the night before she made her way over to the
As for b

black af carbanite that imprisoned Han Solo. Lefa Treed Han
can

rom the carbonite, but Jabba and his cronies discovered her

in the act. As punishr or this deception, Han and i
. , otherw
Chewbacca were tossed into one of Jabba's dungeons, while |
) ’ ) attemp
Leia was chained to the Hutt's resting platform, where s !

. Ik'. 11

a parti

the mo

would serve the Hutt as his newest slave,

When everything loaked bad, it got worse Luke Skywalker
entered the palace, using his Foree abilities to disable the tries 1
Gamorrean guards and entice Jabba's major domo, Bib . i

extra ¢

Dwrir
take of

bodygu

the Jedi crime lord"s inner sanctum.

Luke attempted to use the Force agains Jabba, but th

The Hutt was not some

crime lord simply laughed him ¢

weak-minded fool ke Fartuna, He opened the rancar pit ) .
. . tion, G
heneath Luke, dropping the Jedi into the lair of his pet
. ’ ) : she cou
marster, The rancar was a terrible beast, a frve-meter-tall
well th

carnivore that served as a source of entertainment for
" palace

Jabha's court—and an efficient method of eliminating prob-

lems. Luke lured the rancor under the portcullis that divided
Boushh

the twa portions of the pit, then dropped the heavy metal 18 [+
[+6

gate onto the creature, It died instantly
e A _ melee |

MNow Jabba was especially angry with Han Solo and his |
A _ or +8/4

and the prisoners, loaded

led out into the

friends, He gathered his entour

bonus

PWErYDTe _'||-.|I-:| his sail |I..'I|-.. .||'|| nca
|;|||||-'|: 5

1 51r

Code: (
Equi

spiked

tions k

Dune Sea to pass judgment on those who offended Him

labha |'|'.||||'|,'-:| to toss Han, Luke, and Chewbacea into the

at the bottom of the

Sarlace, an omnivorous beast that live

Great Pit of Carkoon, Degth inside the Sarlace came at a slo

ind painful pace, As Jabba’s guards [including the I||\!;I|ihk'|5

Lando Calrissian) prepared Luke and the others to walk the

ing fra

Skill:
Disable
Hide +
Read/W

plank off one of the accampanying skiffs, the Jedi offered
labba ane last chance to let them all go free and live, Jabba
refused and ordered them cast into the Sarlace. That's when

Luke's backup plan went into full swing
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The formidable Ubese bounty hunter, Boushh, has a slight

build that belies his deadly nature, Wearing padded body

armor beneath layers of protective clothing, Boushh carries
several bandoleers of explosives, including grenades of all
fypes and even a couple of thermal detonators, Spiked fist
guards make Boushh's unarmed attacks more powerful, and
his helmel contains a variety of sensors as well as a breath
mask that allows him to sundve outside his native world,
Even befare the callapse of the Bounty Hunters” Guild,

Boushh was an independent contractor. Unwilling to form

permanent alliances, he wanders the Outer Rim Territories,
taking on johs as they come his way, Boushh makes a habit

of learning everything he can about an emplayer, even as he

pursues a bounty, He considers everyone to be untrustworthy

and refuses to take any unnecessary chances, regardless of
how much someone might be paying him.

Paranoid and cautious to a fault, Boushh always expects
to be cheated out of something, or lied to, or taken advan-
tage of, He expects his prey to try to escape from him at 2
costs, so he spends countless hours befare every hunt
contemplating the capabilities of a particular bounty.
As for his emplover, Boushh digs up every fact he
can about that individual or organization so

that he can use the information to blackmail or
otherwise hurt the employer, should the employer
attempt to withhold payment.

Technology of all sorts fascinates Boushh, He has

a particular love of explosives; the bigger the explosion,

the mare he likes the device, He's also greedy, and he usually

tries to renegotiate a contract at the last minute to get a few

extra credits out of the deal.

During a recent job for Black Sun, Boushh made the mis-
take of insulting Prince Xizor, Guri, Prince Xizor's trusted
bodyguard, killed the Ubese as punishment for the infrac
ia Organa so that

tion, Guri later gave Boushh's outht l-:; |
she could sneak into Imperial Center. This ploy worked so
well that Lela also used it to get inside Jabba the Hutt's
palace as part of the plan to rescue Han Solo,

Boushh: Male Ubese Scoundrel 3/Soldier 4; Init +6; Defense

18 (+6 armor, +2 Dex): Spd 10m: VWP 3110, Atk +6/+1
melee [1d4, spiked gloves) or +6/+1 melee [2d8, force pike)
or +8/+3 ranged (3d8, heavy blaster pistol]; S0 +2 specics
honus on Survival checks, illicit barter, better lucky than

good; SV Fort +5, Ref +6, Will +2; 52 M; FP 1; D5F 7; Rep

12 50r 12, Dex 15, Con 10, Int 12, Wis 10, Cha 11, Challenge

Code: C.

Equipment: Padded body armar, Ubese helmet, force pike,
spiked gloves, heavy blaster pistol, explosive charges, demali-

tions kit, binders, small transport, variety of grenades includ-

ing frag grenades, stun grenades, and thermal detonators,
Skills: Astrogate +5, Computer Use +8, Demolitions +11,
Disahle Device +8, Escape Artist +8, Gather Information +6,
Hide +7, Intimidate +6, Move Silently +6, Filol <6,
Read/Write Basic, Read/Write Ubese, Repair +4. Search +6,

Boushh i+

Speak Basic, Speak Ryl, Speak Ubese, Spal 46, Survival 43
Feats: Armor Proficiencies {light, medium, heavy), Blind-

Fight, Cautious, Gearhead, Improved Initiative, Sharp-Eyed,

Weapon Group Proficiencies (blaster pistols, blaster rifles,

heavy weapons, simple weapons, vibro weapons). e
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the notorious crime lord Jabba the Hutt runs his wide-rang-

B ing operation from a secluded palace on Tatooine. The Hutl
= has his fat fingers in everything from smuggling and spice
. dealing to slave trading and protection rackets, Jabba

remains one of the most visible and well-known gangsters in

the galaxy, launting his wealth and power with a pride that
befits Im great girth, & member of an influential Hutt crime
family, Jabl

il back to Mal Hutra itself,

Possessing a ruthless mind and a love of power, Jabba

s influence reaches throughout the Outer Rim

established his base of operations on Tatooine back in the

days when the planet was considered part of Hutt Space and

nat part of the Republic, Over the years, he amassed wealth,
influence. and a small army of pirates, smugglers, and merce
naries ta do his bidding far and wide, The Hutt has a love of

good food, strong drink, fine spice, and exotic females of

1l 1a3r 3HL 40 NENL3Y |

species, His downfall, however, came from the obsession that

haunted him until his death, He wanted to make Han Solo

pay for dumping a cargo of spice and then disappearing to

help the Rebellion for mone than three years. Mo matter what

other husiness was befq m, Jabba kept focusing on the
elusive Solo. He hired dozens of bounty hunters to find the
caplain of the Millennium Faleon and his partner Chew-
bacca, He dreamed of the tortures he would inflict on the
pair for betraying his trust and friendship.

In the end, Jabba almost achieved his revenge. He failed
ta take into account the commitment of Han's friends or the

power of a Jedi Knight. In his arrogance, Jabba thought he

was immune to Luke Skywalker's abilities. The young Jeds,
however, found other ways to damage the Hutt's criminal
empire, and Leia Organa used the chains that Jabba had
hound her with ta strangle the crime lord to death,

Jabba the Hutt; Male Hutt Moble 3/5coundrel 3/ Crime Lard
6 Init =2 Defense 17 [+ 10 class, =2 Dex, =1 size); Spd 2m;
VPWP 70016 Atk +7/+2 melee [1d3, punch] or +5/+0

ranged (by weapan]; 50 +6 species bonus on Will saves

against mind-affecting Force skills, always considered prone,
illicit barter, better lucky than good, barnus class skill [Blulf),
call in a favor =2, inspire confidence +1, contacts =2, inspire
fear —4, minions, resource access; SV Fort +9, Ref +6, Will

54 L; FP 4; DSP 6; Rep 10; 5tr 11, Dex 7, Con 16, Int
15, Wis 14, Cha 14, Challenge Code: F,

Equipment: Repulsor sled, sail barge, skiffs, landspeeders,
palace, bodyguards, servants, vast amounts of illegally
acquired wealth,

Skills: Appraise +10, Bluff +16, Computer Lse +7,
Diplomacy +18, Knowledge [Hutts) +10, Knowledge (MNal
Hutta) +B, Knowledge (organized crime] +20, Knowledge

ession [gambler] +10, Read Write Basic,

Read/Write Huttese, Sense Motive +11, Speak Basic, Speak

(Tatonine] +10, P

Huttese, Speak Byl, Survival

Feats: Infamy, Persuasive, Skill Emphasis [Gather Infor-
mation), Skill Emphasis (Knowledge [organized crime]),
Weapon Group Proficiencies (blaster pistals, blaster rifles,

simnple '.\-:-:||n||1\:l. 5]
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The mighty Jabba the Hutt surrounds himself with a variety
of courtesans, bodyguards, lackeys, toadies, and senvants. In
addition, an entourage of friends, associates, employees, and
other guests orbits the great Hutt in much the same way as
sting-flies gather around bantha poodu,

Jabha's court follows the crime lard around, When he
travels by sail barge or transport, a portion of the court trav-
els with him, When Jabba relaxes in his desert palace or at
one of his many city townhomes, the court joins him there.
Jabba enjoys a good time, and the court participates in an
almost constant party. The Hutt hires musicians to entertain
the court, and he often orders his own collection of dancing
girls and slaves to perform far his guests,

In rare instances. when the mood strikes him, Jabba calls
far a more violent form of entertainment, That's when
Gamorreans engage in contests of strength, mercenaries
fight to the death, or an unfortunate guest or employvee is
dropped into the rancor’s pit,

Jabba's court includes many of the Hutt's top associates,
Bib Fortuna, Jabba's major domao, is never far from his
master's side, He pravides advice to his master and oversees

the daily operations of the Hutl's criminal empire,

he Hutt has a Kowakian monkey-lizard named Salacious
Crumb serving as a kind of court jester, whose job it is to
make Jabba laugh at least once each day.

The task of keeping Jabba safe fram harm falls to Ephant

Jabba's Court /i

Mon, a former Chevin gunrunner who is now chief of
Jahba's security force. Much of this security is provided by a
band of nine Gamarrean thugs who guard the palace, led by
their captain, Ortugg.

Ortugg: Male Gamorrean Thug 4; Init +1; Defense 15 [+4
armar, +1 Dex); Spd 10m; VP/WP =/ 18; Atk +8 melee

(2d 1044, vibro-ax) ar +6 ranged (3de, blaster pistol]: 5V Fort

+10, Ref +3, Will +0; 5Z M; FP 1; DSP 3; Rep 2; Str 18, Dex
12, Con 18, Int 10, Wis 9, Cha 10, Challenge Code: B,
Equipment: Blaster pistol, vibro-ax, blast vest, collection
af morrts,
Skills: Intimidate +12, Speak Gamarrean, Survival +5.
Feats; Armar Proficiency (light], Power Attack, Skill
Emphasis (Intimidate), Weapon Group Proficiencies (blaster
pistols, simple weapons, vibra weapons),

Typical Gamorrean Guards: Male Gamorrean Thug 2; nit
w01; Defense 12 (+2 class); Spd 10m; VP/WP =14, Atk +4
melee (2d10+2, vibro-ax) ar +2 ranged {3d6, blaster pistal);
SV Fort +5, Ref +0, Will -1, 52 M: FP 0; DSP 2; Rep O 5tr

14, Dex 10, Con 14, Int 10, Wis 9, Cha 8. Challenge Code: B.

Equipment: Blaster pistol, vibro-ax.

Skills: Intimidate +4, Speak Gamaorrean, Spot +1.

Feats; Armar Proficiency {light), Weapan Group Proficien-
cies [blaster pistols, simple weapons, vibro weapons) e
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Turmalil in the Outer
Rim

In the wake of labba the Hutt's
death, a massive criminal empire
teeters on the brink of collapse
Who will step forward to seize
contral of Jabba's organization?
Who will put an end to the viclence
and bloadshed?

This is a great arena for a series of
adventures. The heroes can get in-
valved in a number of ways, either by
just trying to put an end to the gang
wars to save innocent lives or by
taking a more active role for the sake
of the Rebellion, for the benefit of a
crime syndicate they might be allied
with, ar for their own aggrandizement.
Here are some adventure hooks based
on what could happen after the death
of the Hutt,

Factions at War

Jabba the Hutt owned and operated a
number of businesses in Mos Eisley,
including the Sandstorm Shipping
Concern and the Swift Hutt Spacer’s
Service Depot. When word of Jabba's
death reaches the minor henchmen
whao oversee these two businesses,
both of these ruthless and ambitious
beings scurry to reap some profit from
the situation,

Qes Dollis, a Quarren, runs the
Sandstorm Shipping Concern, For
game purposes, consider Dollis to be
a 4th-level diplomat and use the
generic statistics from Chapter 14 of
the Star Wars Roleplaying Game, He
has a loyal band of eight 2nd-level
thugs who rally around him and
promise to help him seize Jabba's
smuggling operation,

Kisa Shaki, meanwhile, killed
Jlabba's pit boss at the Spacer's
Service Depot the moment she was
certain that the Bloated One was
dead. Now this 4th-level mercenary
and her gang of six 2nd-level thugs
have taken over the depot and set
their sights on the shipping concern.

This turn of events results in a
minor gang war that threatens to
expand throughout the spaceport city.
Local law officers and innocent by-
standers alike are being hurt and

killed in the conflict. In time, various
spacers, smugglers, and pirates begin
to rally to each side, giving the two
warring leaders access to fresh troops
and more power,

The heroes get involved when a
local contact asks for help. While
lite under Jabba was never pleas-
ant, at least Mos Eisley wasn't
usually a war zone, The contact, a
friend of the Alliance who passes
on information and provides aid to
the local Rebel cell, needs the
heroes to put a stop to this escalat-
ing gang war. How the heroes
approach this is up to them. They
might decide to help one side over
the other to establish a new overall
gang leader, or they might come up
with a plan to put both gangs out
of business,

Whichever route the heroes try to
navigate, they wind up getting
called before each gang leader in

turn. Qes Dollis offers to hire the
heroes, or at the very least to pay
them a large bonus to work against
his rival. “Mos Eisley profits from
someone of my intellect and
charisma running the smuggling
trade,” Qes says, "whereas all Shaki

provides is violence and bloodshed,

and that's just not good for
anyone’s business.”

Kisa 5haki, on the other hand,
threatens the heroes to see just
how committed they might be to
ending the gang war. If she can't
scare them, she offers them a place
in her gang. “We're a much more
militaristic organization than even
what the Hutt used to run,” she
explains. "With ships and enough
muscle, we can forge a band of
marauders the likes of which
haven't been seen since the time of
Xim the Despot—with myself as the
warlord, of course.”
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Maos Eisley
Maourners

With the death of Jabba, one of the
Hutt's many fail-safe plans begins to
unfold. In this set of circumstances,
when the Hutt doesn’t provide the
weekly code to keep them deacti-
vated, the Mos Eisley Mourners are
released to wreak havoc on the
spaceport, These four ancient war
droids have been hidden around the
city and programmed to eliminate all
of Jabba's possible enemies if the
Hutt should disappear for any length
aof time or die.

The war droids march through the
city from different directions, attack-
ing anyone who gets in their way as
they search for whatever targets
that Jabba programmed into them
mast recently. These targets include
the Imperial prefect, the captain of
the local law officers, Bib Fortuna
{labba figures that if he died unex-
pectedly, Fortuna probably would
have had something to do with it),
the Hutt's chief rival Lady Valarian,
and a local Rebel cell leader named
lun Seros.

The heroes get the call to protect
Jun Seros from the rampaging war
droids. Along the way, they might
decide to try to put a stop to all four
of the deadly mechanicals. If they
try to use a bit of diplomacy, the
heroes could wind up leading a
team that includes stormtroopers
(provided by the prefect), a couple
of local law enforcers, and a few of
Valarian's best thugs. None of this
help is better than 2nd level,
though, so the bulk of the defense
still falls to the heroes.

When the heroes encounter cne
of these war droids, they hear the
droid repeat the same phrase over
and over through its ancient vocabu-
lator. “We mourn for the exalted
labba. We cry for the magnificent
labba. We grieve for the illustrious
labba,” the war droid says, over and
aver again,

DX-Series Droid: Walking war droid,
soldier 7; Init +5; Defense 20 (+9
heavy battle armor, +1 Dex); Spd 8m;

VP/WP 46/18; Atk +10/+5 melee
{2d10+3, ratractable vibro-ax) or
+8/+3 ranged (4d8/19-20, two heavy
repeating blasters); $Q Damage reduc-
tion 5; 5V Fort +8, Ref +3, Will +1; 52
M; FP Q; DSF O; Rep 1; 5tr 16, Dex 13,
Con 16, Int 10, Wis B, Cha 8.
Challenge Code: D.

Equipment: Retractable vibro-ax,
two heavy repeating blasters, heavy
armar, improved sensor package,
vocabulator,

Skills: Intimidate +9, Knowledge
(tactics) +10, Listen +9, Search +2,
Speak Basic, Spot +9,

Feats: Alertness, Armar Proficien-
cies (light, medium, heawy), Cleave,
Improved Initiative, Point Blank Shaot,
Power Attack, Rapid Shot, Weapon
GCroup Proficiencies (blaster pistols,
blaster rifles, heavy weapons, simple
weapans, vibro weapons).

Palace Break-in

lun Seros has one additional
mission for the heroes before they
depart Tatooine, “Jabba the Hutt
kept records on everything that
happened on Tatooine,” Seros

explains. | need you to get into his
palace and recover saome of those
records. I'm sure that information in
that data will prove to be invaluable
to the Alliance”

While Jabba and many of his closest
cronies died in the Dune Sea, Ontugg
and his band of Camorreans still oc-
cupy the Bloated One's desert palace.
They consider it their personal hanor to
defend Jabba's home until he retums,
They won't believe that the mighty
Jabba is dead unless they see his body,
and that just isn't going to happen,

Alsa, the palace is loaded with traps
and security devices that should keep
the heroes busy and pose some prob-
lems for them.

Even if the heroes manage to elimi-
nate the Gamorrean guards and the
various security devices, they won't
have the palace to themselves for very
long. The place is just too valuable
and well known in the underworld far
anyone to let it remain unoccupied
Plus, the mysterious B'omarr monks
who wander the lowest levels of the
palace also claim a stake in the
massive fortress, o)
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;:1|!| The Rebel Fleet

“Many Bathans died ro bring us this inform;

Mon Mothma

With the defeat at Hoth, the Alliance decided

arder came |III:.'.I!:"I (K8
the mighty SoroSuub Corporation underwent
of its members layal to the Empire
that '-IJ::|I-|II|'-:| the Rebel
solidified its position, word was sent 1o Allian
mand that the Rebel fleet had a staging grou
one, Mon Mothma, Supreme Cor
conferred with Admiral Ackbar, and they
would be the perfect

Meanwhile, the Bo

team faced death

place to el up for the oo
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facts, and a spy

Alliance. The intelligence reached Alliance Hi
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overed that a

First, the Bothans disc SECONI

battle station was under constr
himself was planning Lo
rare oppartunity; the Emperor would be out |
security of Imperial Center. Mon Maothma ani
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to get those facts to the

th Command,

getting the

Death Star

round the

forest moon of Endor, Second, they learmed that the Emperor

sit the construction site, 1t was a

o under the

| her top ads

Alliance could

blow against

its head by killing the Emperar.

LANDD LEADS THE FIGHTER ATTACK

Lando Calrissian volunteers to lead the starfighter attack on the
second Death Star. To help give him the best chance to succeed,
Han Solo offers to let his friend use the Millennium Falcon
"She's the fastest ship in the fleet,” Han tells Lando.

Serving as Lando's copilot aboard the Falcon is Mien Nunb, a

Sullustan. Nunb and Calrissian go way back, and there isn't a
finer pilot for the job. In addition, Rogue Squadron would join
Lando on this mission. Using the code name Red Group in honor
of those who had died at the Battle of Yavin, Wedge Antilles led
Rogue Squadron and helped show why that elite group of X
wings and their pilots was the best in the Rebel fleet.

Mon Mothma called a ger all Rebel com-

-adquarters frigate, Home One, She

1eral meeting of

manders aboard the he
:_-\ln._g"u,'-:l what the Empire was up Lo, how it was 'l."-Iil'|_‘L"‘|;| i
second, mare pawerful, better defended Death Star to un-
leash upon the galaxy. Admiral Ackbar exp
guarding the construction site and outlined the Alliance plan
of attack. “Although the weapon systems on this Death Star

are nat yet aperational,” Ackbar says, “the Death Star does
have a strong defense mechanism, 1t is protected by an
energy shield which is generated fram the nearby forest
moan of Endor. The shield must be deactivated if any attack
is to be attempted, Once the shield is down, our cruisers will
create a perimeter, while the fighters My into the superstruc
the main reactor.” =
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Three of the top strategic and tactical minds in the Alliance
participate in the planning for the Battle of Endor: Maon
Mathma, Admiral Ackbar, and General Madine,

Won Maothma, the leader of the Alliance, was an honored
member of the Republic and the Imperial Senate before she
brake away to lead the Rebellion against the Empire. She
helped draft the Declaration of Rebellion and the Corellian
Ireaty that formally established the Alliance. Branded a trai-
tor and wanted for crimes against the Empire, Mon Mothma
nevertheless leads the Alliance with vigor and integrity.

Admiral Ackbar, @ Mon Calamari, served Grand Maoff Tarkin
before Rebels helped him escape. It wasn't long thereafter
when Ackbar, who made a habit of studying Imperial tactics
and defenses while enslaved by Tarkin, returned to Man
Calamari and corvinced his people to join the Alliance. As
one af Mon Mothma's senior advisors, Ackbar helped design
the battle plan for the upcoming strike on Endor,

General Crix Madine, & former Imperial officer from Corellia,
serves as one of Mon Mothma's senior advisors, He defected
ta the Alliance after refusing to perform a mission far the
Empire that he considered to be vile and criminal. His specialty
is intelligence and ground tactics, and he trained the strike
team that would make the assault on the shield generator,

Mon Mothma: Female Human Noble 8; Init +0; Defense 16
[+6 class); Spd 10m; VP/WP 27/9: Atk +5/+0 melee [1d3-1,
punch] or +6/+1 ranged [3d4, hold-aut blaster]; 50 Bonus
class skill [Gather Infarmation), call in a favor =4, inspire
confidence +2, command +4; 5V Fort +1, Ref +4, Will +10;
SZM: FP 2: DSP O: Rep 11: Str 8, Dex 11, Con 9, Int 16, Wis
14, Cha 16. Challenge Code: C.

Equipment: Hold-out blaster, comlink, datapad.

Skills: Appraise +7, Computer Use +8, Diplomacy +15,
Gather Information +14, Handle Animal <5, Knowledge (Old
Republic) +10, Knowledge (Alliance] +9, Knowledge (Empire]
+8, Knowledge (New Order) +8, Knowledge [cultures) +5,
Listen +10, Profession (senator) +10, Read Write Basic,

Read Write Bathan, ReadWrite Elom, ReadWrite Mon
Calamari, Repair +5, Ride +6, Sense Mative +12, Speak Basic,
Speak Bothan, Speak Elom, Speak Mon Calamari, Speak
Shyritwook, Spot +49,

Feats: Alertness, Fame, Tron Will, Trustworthy, Weapon
Group Proficiencies (blaster pistols, simple weapons),

Admiral Ackbar: Male Mon Calamari Diplomat 4/5oldier
2/0fficer 5: Init +1; Defense 15 (+4 class, +1 Dex): Spd 10m;
VPIWP 39/ 10; Atk +7/+2 melee [(1d3, punch) or +8/+3 ranged
(36, blaster pistall; SO Amphibious, low-light vision, +4
species bonus on Craft checks, 41 species bonus on Will saves
in watery environment, =1 penalty on Will saves when in dry
emvironments, leadership, requisition supplies, tactics; SV Fort
+7, Ref 45, Will +9: 5Z M: FF 1; DSF 0; Rep 6; 5tr 10, Dex
12, Con 10, Int 15, Wis 15, Cha 14, Challenge Code: .

Equipment: Blaster pistol, camlink, datapad,

Skills: Astrogate +10, BlufT +7, Computer Lse +9,

Alliance Leaders /i

Diplomacy +10, Gather Infarmation +7, Intimidate +5,
Knowledge (Mon Calamari] +8, Knowledge [Imperial tactics)

11, Knowledge [Alliance] +7, Knowledge (engineering] +9,
Knowledge (capital ships) +9, Pilol +9, Read/Write Basic,
Fead "Write Mon Calamari, Repair +8, Sense Mative +10,
Speak Basic, Speak Bothan, Speak Mon Calamari, Speak
Quarren, Spot +4,

Feats: Armar Proficiencies (light, medium), Gearhead,
Spacer, Starship Operation [capital ships], Starship Operation
[starfghters], Weapon Group Proficiencies (blaster pistols,
blaster rifles, heavy weapans, simple weapons, viliro

weapons),

General Madine: Male Human Soldier 2/Scoundrel
2/Scout 47 Init +2; Defense 19 [+7 class, +2 Dex); Spd
10m; WVPWP 41)11; Atk +7/+2 melee (1d4+2, knife) or
+8/+3 ranged [3d6, blaster pistol); S0 Trailblazing,
uncanny dodge [Dex bonus to Defense), illicit barter,
better lucky than good; SV Fort +5, Ref +9, Will +5; 52
Mz FP 1 DSP 1; Rep 2; Str 12, Dex 14, Con 11, Int 14,
Wis 16, Cha 12, Challenge Code: D.

Equipment: Blaster pistol, knife, comlink, datapad.

Skills: Astrogate +4, BlufT +6, Climb +6, Computer LUse
«4, Demolitions +7, Disable Device +5, Disguise +5, Escape

Artist +4, Forgery +4, Gather Information +6, Hide +11

Intimidate +5, Jump +6, Knowledge (intelligence) +9,
Knowledge [Alliance] +6, Knowledge (ground tactics) +9,
Listen +9, Maove Silently +11, Filot +4, Read Write Basic,
Repair +6, Search +7, Speak Basic, Speak Bothan, Speak
Ithorian, Spot +10, Survival +11, Treat Injury +7,

Feats: Alertness, Heroie Surge, Lightning Reflexes, Martial
Artist, Skill Emphasls [Survival], Stealthy, Weapon Group
Proficiencies (hlaster pistals, blaster rifles, heavy weapons,
simple weapons, vibro weapons), te
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i Strike Team

. “It sounds dangerous,” The Al
i N C-3P0 traine
é SOME |

. 7 General Crix Madine addresses the Alliance commanders are usi
. - mext, “We have stolen a small Imperial shuttle,” Madine Allianc
R explains to the assemblage. “Disguised as a carge ship and special

. using a secret Imperial code, it will land a strike team on the Ihe
moon and deactivate the shield generator.” ble of

Prior to the gathering of the Rebel fleet, Madine person- saldier

ally led the mission to capture the Imperial shuttle. He protec

helped Han Solo select the best Rebel commandos and assault
trained them for the mission to come. Then he tumed over a Spec
cammand of that strike team to Han Solo. 1t would be up to High €
the onetime smuggler to lead the all-important mission to Base o

surface of the forest moon, armywh

IA3r 3IHL 40 NenN13™ |||(

Madine and Solo selected volunteers for this assionment availab

- from the elite Rebel troops that had helped defend Echo there's
p— Base an Hoth. Solo, in particular, trusted these soldiers Miss
because he had worked with them before and had experi- ations,
enced their loyalty and dedication first hand. After drafting qence,
Major Bren Derlin to serve as unil leader, Solo picked eleven and re
others to Form the special tactics unit. One of the recruits warfar
was a young and eager trooper named Page, whom Madine and les

T : - i . )
L2, expected to go far in the Alliance military, ent itst
g The strike team was outfitted with commando oedr, in= with w
i cluding combinks, scanners, sensor scramblers, blasters with SUPETY

| !

sound suppressors, and forest camouflage ponchos and It isr
fatigues, In addition, the team carried enough explosive ber of

comba
skill sef

charges to take outl the shield generator in one big blast.
To raund out the strike team, Solo needed a command

crew to fly the shuttle. He was hoping his friends would eSS ¢
volunteer for the job, and they didn't disappoint him. medic,
Chewbacea, Leia Organa, and Luke Skywalker all jumped at supply
the chance to be imvolved in this pivotal mission, They would The
take the droids with them as well. Artoo-Detoo thought the team ir
whole thing sounded exciting, but See-Threepio didn't relish discipli
the idea of once more walking into danger. t Salo
and mi
ability
Commando Endor Strike Team How the heroes decide to deal with Fi
Adventures The heroes can volunteer to help Han  such an event could determine the an
The heroes are perfect candidates Solo take out the shield generator on fate of the mission; remember that here
to participate in SpecForce Endor's maoon. This is an opportunity they want to keep their presence on dot
missions for the Alliance. You for adventures tied to the film, be- the forest moon as secret as possible, sma
prabably wouldn't want to assign cause for a long period of time Han All kinds of fierce predators inhabit
them exclusively to a SpecForce Solo and the command crew are split  the forest moon, though most don't LUr
unit, but they can certainly lend off from the rest of the team. What start prowling until darkness falls. Dur- The
their expertise to a particular happens during that time is up to you.  ing the night, while the strike team urba
mission whenever the situation The strike team can run into Im- makes camp, one of these vicious oper
@ calls for the kind of assistance they  perial patrols. Biker scouts, storm- creatures can wander too close or tian
can provide, troopers, or even an AT-5T might even start stalking the commandos in hero
wander into the strike team’s path. search of fresh prey. the




The Alliance’s SpecForces consist of ten divisions of highly
trained troops commanded by brilliant leaders and enjoying
same of the highest morale in the Rebellion. SpecFarce units
are usually divided among three primary missions: defend
Alliance High Command, defend the Rebel fleet, and handle
special missions as they become available,

The typical Rebel commando serving in SpecForees s capa-
ble of handling a varlety of mission profiles, A SpecForce
soldier might be assigned to the fleet a5 & marine, ordered to
protect a ship against boarding while being ready to lead an
if the opportunity arises, O
a SpecForce soldier might be given security duty at Alliance

assault against an Imperial vesse

High Command, such as the troopers wha protected Echo
Base on Hoth, The typical commando is trained to go
anywhere at a moment’s notice, to use whatever equipment is
available, and to improvise as the situation warrants, In short,
there's nothing typical about a typical SpecForce troaper.

Mission profiles for Rebel commandos include covert aper-
ations, sabotage, assassination, courier duty, counterintelli-
gence, scouting and reconnaissance, first strike, and search
and rescue. SpecForce troopers learn to engage in guerrilla
warfare, going so far as to be able to recruit local natives
and lead them in battle should the need or appartunity pres:
ent itself. A SpecForce trooper quickly leams to make do
with what the environment provides, and to operate without
supervision for extended perinds.

It isn't unusual for a SpecForces unit to consist of a num-
ber of specialists. While each team member is trained fon
combat, he or she usually has a secondary skill set. These
skill sets include pathfinder, urban guerrilla expert, wilder-
ness expert, technician, infiltrator, heavy weapons specialist,
medie, communications, pilot, translation and negotiation,
supply acquisition specialist, and computer expert.

The Rebel commandos whoe made up Han Sola’s strike
team included soldiers, scouts, and those trained in both
disciplines.

Sola chose his team based on not only their experience
and mission-specihe skills, but an their resourcefulness and

Rebel Commandos /1 -

Typical examples of the strike team commandas follaw,

Rebel Commando: Male Human Saldier 4 Init +6; Defense
15 (+3 class, +2 Dex); Spd 10m; VPWP 32/10; Atk +5
melee (1d3+1, punch) or +6 ranged (3d8/19-20, blaster
*ir'{‘]' S Fort +4, Rel +3. 'I.-"'.'i|| +13 58 M; FP 1 DSP 02 Rep

v 5tr 12, Dex 14, Con 10, Int 10, Wis 12, Cha 10,
Challenge Code: B.

Equipment: Survival gear, Totest camouflage gear,
blaster rifle, two frag grenades, comlink, utility belt, explo-
sive charges.

Skills: Demolitions +6, Intimidate <6, Knowledge
[Alliance military] +5, Read/Write Basic, Speak Basic, Spot
+5, Survival +6,

Feats: Armar Proficiencies (light, medium, heavy], Heroic
Surge, Improved Tnitiative, Martial Arts, Weapon Group Profi-
ciencies [blaster pistols, blaster rifles, heavy weapans, simple
weapons, vibro weapons),

Rebel Commando: Male Human Scout 4; Init +1; Defense
15 (+4 class, +1 Dex]: Spd 10m; VP/WP 28/10; Atk +4
melee [1dd+1, knife) or +4 ranged [3d8/19-20, blaster
rifle); SO Trailblazing, uncanny dodge [Dex bonus to
Defensel; 5Y Fort +2, Ref +5, Will +3: SZ M:; FP 1: DSP 0
Rep 1; Str 12, Dex 12, Con 10, Int 12, Wis 12, Cha 10
Challenge Code: B

Equipment: Survival gear, farest camouflage gear, blaster
rifle, knife, two frag grenades, comlink, utility belt, explo-
sivie charges.

Skills: Climb +7, Demalitions +8, Hide +10, Knowledge
[wilderness lore) +8, Listen +10, Move Silently =10,
ReadWrite Basic, Search +8, Speak Basic, Speak Shyriiwook,
Spot +4, Survival +11,

Feats: Alertness, Lightning Reflexes, Skill Emphasis [Sur-
vival), Stealthy, Weapon Group Proficiencies (blaster pistols,
blaster rifles, simple weapons), o

ability to devise creative solutions

ible.
abit
n't

Dur-

5 In

Finally, the strike team can run into

an Ewok hunting party. Do the
heroes try to befriend the Ewoks, ar
do they get into a battle with the
small hunters?

Urban Assault
The war-torn planet of Kriselist, an
urban world that has suffered for

openly defying the Empire, is the loca-

tion for a SpecForce mission, The
heroes are tagged to form the core of
the SpecForce unit, with a couple of

Gamemaster characters thrown in to
shore up any weaknesses the party
might have. In the wake of the
destruction rained down upon the
planet by the Empire, the world has
fallen into ruin. The Empire has moved
on, deciding that what's left isn't
worth salvaging. However, Rebel
supporters continue to inhabit the
waorld, eking out a living within the
shattered cities. In the time since the
Empire left, a minor warlord has taken
control of portions of the cities and

has raised an army. This army, little
more than thugs and cutthroats, is
making life even more difficult far the
planet's survivors.

The heroes’ strike team is sent in to
one of the shattered urban centers to
overthrow the minor warlord, They
must find his hidden “palace,” navi-
gate their way through the abundant
dangers that fill the ruined city, and
then overcome the warlord's army
before freeing Kriselist fram his tyran-
nical and brutal rule, s
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i A Second Death Star

Perhaps [ can find new ways to mofivate them,”

Darth Vader € FULLY OPERATIDNAL

)

The Emp
stronger,

tary mal

Larger and potentially mare powerful than its predecessor, end o |

While the new Death Star appears to be a half-finished shell, the
Emperor directed the order of construction so that appearances
would be deceiving. While the battle station's shields and hull

the second Death Star battle station is also a much maore would cf
sophisticated weapons platform than the ariginal Death Star the even

and many of its decks are far from complete, the new superlaser " {:ﬁ _";h '
has been installed and hooked into the power core. The
weapon, featuring reduced recharge time and nimble targeting
computers, is fully operational. When the Rebel fleet arrives, it
will be in for a rude and terrifying surprise. e

was, When completed, it calls for more potent shielding and

o T |.~-|-.'.L-|'I_|I engine system, destined to make the new
Death Star faster and more mobile than the original. Com- to his ir
pletion, however, is still many weeks away. The unfinished galaxy i
superstructure orbits the forest moon of Endar, protected by SWept ¢
a shield generated and projected from the moon's surface, galaxy.

The fatal flaw that the Rebellion was able to capitalize allowed

. 4 i 1 ! "

upan at Yavin has been corrected, The thermal exhaust ports X , . o further

) _ . focused ta fire at moving targets—in addition to rargetindg snark |

na langer lead directly to the power core. “The only way for ) ) - spark h
planets, the new superlaser can take out capital shipsl

Rebel to reach the power core is for him to fly to it before ) . o barely 1

. i . - Vhen completed, the larger battle station will feature a it T

we finish construction,” Chief Engineer Bevel Lemelisk has - sity. T
’ . larger, more powerful power core and more efficient power Vader

1l 1a3ar 3HL 40 Nani3y |||

heet .-||..'|||'-.| as saving, “And even that won't be an o . i X .

o . generators, Antistarfighter batteries will cover the outer Empet
a few maore weeks, once we seal the armor hull : ) ) -MPE
hull, praviding an additional line of defense against small Mhe E

Lemelisk went into hiding after the ariginal Death Star )

: o attack craft, I
was destroved, hut he was soon tracked down and captured . ) . ) prvolal
) ’ . ) Command of the new Death Star, from construction to its Empero
by Imperial agents, He thought he was doomed, but instead pEr

maiden tour, falls to Maoff Jerjerrod. Although he is a compe-

af throwing him in prison or executing him autright for his ) \ , . o lure
: ’ i . . - tent administrator, Jerjerrod possesses no creativity of imagi n his p
failure, the Emperor offered him a second chance. Of all the : . ; s E
nation, He has the skills necessary to get the job completed him to

marty improvements he has designed into the new Death ) ) ) )
i . . . an time, but he will follow the Emperor's orders to the letter
Star, Lemelisk is most proud of the new superlaser, He

ance the station is fully operational. Even so, to make certain

improved the superlaser's rate of fire, decreasing the recharge

everything turns out as he had foreseen it, the Emperon

time between shots to something closer to that of other ) .

) : sends Darth Vader to Endor to help Jerjerrod complete the
._|||||.|| aunied weapans, hen he went about "l.':|l."-\-'l.|l ing the . . .
; . ' Death Star's construction, o
(argeting systems, The new superlaser, in theory, can be




-

The Emperor /1mee

Ihe Emperor sat back and watched the Rebellion grow hope. Then the dark side would seduce him, Luke Skyy

e

walker
stranger, bolder, Far maore than three vears, his powerful mili would join the Emperor and replace Darth Vader at his side. .
tary machine and his best agents had been unable ta put an It could happen tis way :
end to “this insignificant Rebellion,” At Endar, all of that t had to happen this way .-.
would change. The Emperor would take & persanal hand in The Emperor had foreseen it, &4

Npearances

CHAPTE
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the events and see 1o it that all his enemies were .||'-\-_-|._:~._|_I
nane fell swoop.,
With the dark side of the Force at his side and thanks

to his infinite patience, the Emperor had remade the & THE TRAP IS SET &

galaxy in his own image. The Qld Republic had been

superlaser
core. The

targeting
arrives, it

swept away. The fire of the Jedi had gone out of the The Emperor purposely allowed the intelligence reports con-
galaxy. Even the Rebellion, far all the trauble it caused, cerning the construction of a new Death Star to fall into the
allowed him to call upan “emergency powers” and Bothans” hands. To make the trap even sweeter, he provided his
further solidify his New Order, However, in recent years, a personal schedule, outlining when he planned to visit the

rgeting

spark has appeared in the Force, It started out small construction site. Then he made sure that the Bothans had to
11 | . " a
hips! parely perceptible, but it has grown i power and inten fight their way to freedom so that it looked like they had eamed
eature a sity II-|-. light belangs to Luke Skywalker, son of Darth the secrets they had escaped with.

ent power

Vader, a being strang in the Force and dangerous to the The trap had a twofold purpose. On the one hand, once the
OUTETr

_ Emperor's pl‘n 5. Rebel fleet arrived to make its massive and ultimately futile play

nst small e Emperor had foreseen that Endar was 1o play a against the new Death Star, the Emperor would surprise the fleet

pivotal role in the history of the galaxy, On one level, the by revealing that the new superlaser was fully operational. On

Ction Lo its Emperor set a trap for the Rebellion, On anather, he was out the other, his presence and the presence of his servant, Darth

$a compe to fure Luke Skywalker to his Jair. Once voun o Skywalker was Vader, would draw Luke Skywalker to him. He would turn young
v urimag- n his presence, the Emperor would destroy his friends, force Skywalker to the dark side, or young Skywalker would die. ied W,

ompleted . ;
piete him to kill his father, and wipe out the last remmnants of his
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Looking at the untamed wilderness of Endor's moan from

place

space, no observer would guess that such a rer

could be the site of one of the Rebellion's most pivotal
battles. The heavily farested moon orbits a large gas giant

r hyperspace lanes, near a region of 1

far from maj gal:
known as Wild Space. The moon's near-circular orbit around
the gas giant and its negligible axial tilt create a wide band
of temperate climate covered with the giant trees that ar
the moon's dominant life form,

| the Em-

pire selected the system as the construction site for the

Endar's remote location kept settlers away unti

second Death Star, hiding it from the Rebel Alliance by plac

ng it far from populous planets and Tmperial installations,

The moan's forests teem with life, Massive trees grow
some 300 meters into the misty air, and countless other
plant species make their home in the moon’s rich sail, As in
many temperate rain forests, life exists in three zones; the
tree canopy, the understory, and the forest floor, The canapy
is home to a wide array of vines, bromeliads, and small flying
creatures, Climbing creatures leap from vine to vine in the
understary, hunting each other and gathering food amanyg
the giant tree trunks and branches between canopy and
ground, A multitude of forms and |th"|l.':- cover the lush

th such hunters as Duloks and the giant

forest foor, along wi
gorax and preducor,

Among the most versatile natives of Endor’s moan are the
Ewoks,
home in the forest understory, The Ewoks hunt and gather
fe

villages constructed in the understony.

y species of furry, 1-meter-tall bipeds that make their

| on all three layers of the forest, living in large treehouse

Getting around the Forest
Here are some rules to use if characters want to navigate
through the forests of Endor’s moon.

Canopy: Climb checks (DT 15] are required 1o move
through the canopy, and the consequences for failure can be
fatal, Characters who fail a Climb check by 5 or more fall,
Because the foliage slows the descent somewhat, characters
who succeed at a second Climb check (DC 30) cateh them-
selves before plummeting all the way to the forest floor,

Ihe Tush Foliage also gives characters three=quarters
cancealment from any foe more than 4 meters away. I's
difficult to pilot through the Forest canopy; vehicles suffer
moderate obstruction [see Table 10-3 in the Srar Wars
Roleplaying Game). At the very top of this layer, tree
branches grow too thin to support heavy characters, and
periodic gaps in the canopy layer allow sunlight to reach
awer layers of the forest,

Understory: A Climb check (DT 2( 1] is required to scale the
massive tree trunks that dominate this layer of the Torest,

he relative lack of foliage makes operating a speeder bike or
ather vehicle lincluding a glider; see below) possible. The
tree trumks provide heavy obstruction for vehicle movement
and Pilot checks,

mio e

Yines from the canopy layer hang and dro

5111 The Forest Moon of Endor

understory, Ascending or descending a vine requires a Climb
check (DC 15). Wimhble characters can also use the vines to
swing horizontally from tree to tree, A vine can carry a char-

acter up to 20 meters in a straight line with a single move

action, but a Climb check [DC 200 is required to come to a
stop at the end of the swing. Characters who fail this Climb
check don't let go of the vine at the right time, and swing
backward the same distance in a straight line during their
next mowve action, Characters who fail this Climb check by 5
ar mare fall off the vine instead. Swinging on a vine also
provides a +2 circumstance bonus on a charge attack,
wineg have ang

If they fail

Characters whao fall from a tree trunk or
chance to cateh themselves [Climb check DC 35
they plummet to the graund, taking 1d6 points of damage

for every 4 meters fallen,

he largest trees in the understory are dozens of meters
thick and can sustain thousands of points of damage, Tree
Bark has 4 wound points per centimeter of thickness and a
hardness of 5. A typica
¢ DC of 23,

Forest Floor: The ferns and bushes that cover the forest

vine has 2 wound points and a

floor provide characters with one-guarter concealment

against anything mare than 4 meters away, Thicker patches

of undergrowth provide three-quarters concealment, and

various lags and stumps provide cover, Most of the moon's

large predataors stalk the forest Moo, fed
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Among the first autsiders to visit Endar's forest moan were
the members of a scouting expedition from the Empire. After
making a cursary examination of the moan's surface, they
reported back that the Endor system had everything they
were looking for: a hospitable but uninhabited planet far
from prying eyes and major space lanes, The survevors didn't
take note of the Ewoks, though the Ewaks spotted them,

As construction began on the second Death Star averhead.

Impernial construction teams landed an the moan's surface

and began building the huge shield gqenerator that would
provide primary protection for the incomplete Death Star,
Various ship landings and bombardments cleared the trees
away, alerting the Ewaks to the danger that the Imperial

presence |:'I.I'1l.'l.J When ll'l.' construction Crew |||||-,:-'|;_‘-|'| :|Ui|.‘|

ing the shield gene » @ small contingent of stormtroopers

wis assigned to guard the generator staff,

As work on the Death Star progressed overbead, the

Imperial detachment an the moon's surface consisted of the
F

shield generator building, a small barracks complex for the
stormiroopers, and several Ii-.!uniru posts in the nearky

farest. Starmtrooper scouts on speeder bikes made ocea-

sional forays into the forest, supported iy AT-5T walkers, but
didn't explore much of the moon or encounter the Ewoks,
At the time of the events chronicled in Retirn of the Jedi, the

small construction craft zooming across its surface at all times

second Death Star looms in orbit around Endaor's FICT, W

and TIE fighters patralling nearby. Though parts of the Death
star—particularly regions near one pale—remain incomn plete, its
largest weapons are all operational by the time of the Battle of
Endor, including a superlaser that can target capital ships,

As the Death Star's completion date draws near. an Im

perial fleet including Admiral Piett and the Super Star

Imperials on Endor /1

& THE PREDUCOR &

Imperial soldiers on Endor are far from the only threat that visi-
tors to the forest moon must contend with. One of Endor's mast
vicious forms of native life is the preducor, a powerful
quadruped measuring 4 meters in height and 5 meters in length,
The creature attacks with a spiked tail or with a large maw full of
teeth. It has claws strong enough to enable it to climb trees, and
one of its favorite tactics is to leap down from a tree to ambash
prey on the ground.

Preducor: Predator 5; Init -1; Defense 72 {+15 natural, -2 size,
=1 Dex); Spd 20m; VP/WP 67/52; Atk +11 meles (2d6+10, bite)
or +11 melee (2d8+10, tail spikes) or +1 ranged: SO Darkvision;
SV Fort +12, Ref +2, Will -1, 52 H; Rep 3; Str 28, Dex 8, Con 26,
Int 4, Wis 7, Cha 4. Challenge Code: E.

Skills: Climb +14, Intimidate +5, Jump +5, Spot +2.

Feats: Power Attack. fo

Destroyer Executor lies hidden in orbit on the far side of the
maon, and the Emperar deplovs an entire stormiroaper
legion to the moon's surface, The Endor system has hecome
a huge trap for the Rebel Alliance, The Emperar imtentionally
leaked the location of the secand Death Star to the Rebels,
knowing they waould stop at nothing to destroy it—and
knowing that Luke Skywalker would be among them.

AL Tirst the Emperor's plan worked; the commandas were
quickly captured, and the Imperial Fleet and Death Star combined
were winning the space battle in the skies overhead. It was left to

and the Ewoks ta turn the tide of battle. ted

Princess Leia

o J

CHAPTER Five
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\é/aun Imperial Scouts

When the Imperial military looked for the best scouts and re-

for mission, it tumed to the

connaissance troops for the B

-
= special stormtrooper division—scout troopers, Typically, a

3 squadran of Torty scout troopers and their speeder bikes

] ™

1 perfarm reconnaissance and patrol missions when attached

to an Imperial garrisan. They patral on their own or using

AT-5T walkers where the terrain permits, A lieutenant and

four sergeants normally command a scout squad, with a
small number of technicians assigned to keeping the speeder
hikes in peak operating condition,

v DyPICa |.I.!|:|I| nvalves two pairs OF SCoul troopers rang-
ing Far and wide across their assigned patrol area on their
fast repulsorlift speeders, while the AT-5Ts [if any) patrol
regions closer Lo the garrison. Imperial doctrine mandates
that garrisons maintain an active patrol and reconnaissance
schedule, even on worlds that are considered safe for Im-
perial citizens, Scout troopers are thus a commaon sight on

many Imperial worlds, much more so than any other type

Il 1a3ar 3HL 40 NaNL3A |

the Empire’s elite shock troops

The Aratech 74-7 speeder bike is the essential equip
ment Tor all scout squads. This lightning-quick vehicle can
reach speeds of 300 kilometers per hour over open
ground. The scout trooper cantrals the bike by manipulal
ing handles, foot pedals, and a few switches that control
speed, altitude, and the four steering vanes at the vehi
cle's front, (GMs can use the speeder bike statistics in
Chapter 10 of the Srar Wars Roleplaving Game to simu-

te the Aratech hike.]

Scout troopers carry smaller, lighter weapons than the
stormtrooper standard and wear a lightweight variant of
the normal stormtrooper armar, The scout trooper’s helmel
contains the same equipment and technology as normal
stormtrooper armor, with the added enhancement of a

macrebinocular viewplate and sensor array.

Typical Imperial Scout Trooper: Male Human Scout 4; Init
+6: Defense 18 [+2 Dex, +6 armor); Spd 10m; VP/WFP
Atk +4 melee [1d441, knife) or +5 ranged (3d6, blaster
pistol); S0 Trailblazing, uncanny dodge (Dex bonus to
Defense]; SV Fort +5, Ref +4, Will +3; 5Z M; FP O; D5F 1;
Rep 1:5tr 13, Dex 14, Con 16, Int 10, Wis 12, Cha 8.
Challenge Code: B,

Equipment: Blaster pistol, hold-out blaster, feld kit knife,

frag grenades (2], scout trooper armor, Aratech 74-7 speeder
bike, Helmet of scout trooper armor provides a +2 equip-
ment bonus on Search and Spot checks,

Skills: Climb +1, Computer Use +4, Hide +2, Listen +7,
Move Silently +2, Pilot +6, Read/Write Basic, Repair +4,
Search +6, Speak Basic, Spot +8, Survival +7, Swim +1,

Feats: Armar Proficiency (powered], Improved Initiative,
Point Blank Shot, Track, Weapon Group Proficiencies [blaster
pistols, blaster rifles, simple weapons), ted
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Ommnivorous hunter-c

therers, the Turry Ewoks have a rich
culture that belies their primitive technalogy. They range

across all three layers of the moon's forest, constructing tree-

house villages in the understory, faraging in the canopy, and
hunting on the fo

environment w

rest floor, Ewoks have adapted to their

I; their keen sense of smell and nimble
nature makes them stealthy, cunning hunters,

A chieftain and a shaman jointly rule an Ewaok village, The
Ewoks regard the shaman as a kind of aracle, whose inter-
pretation of signs and omens can guide the tribe, The chief-
tain mediates disputes and handles the day-to-day business
af ruling the tribe, Tribal elders provide gdvice and guidance
to the chieftain.
trees is central to Ewok culture,

Reverence for the massive

Ewoks consider the trees to be intelligent, long-lived quard

ians of their society, and they'll never willingly harm one of

the trees, Furthermore, they believe in a life energy similar to

the Force that nourishes the trees and sustains the forest,
The Empire’s disregard for the I'l'i]“l' of the forest earmed the

emnity of the Ewoks, though it took C-3P0 and Princess Leia

to comvinee them ta hoght,
Ewoks spend most of their day foraging, hunting, and

expanding their elaborate trechouse villages. Every Ewok can

Ewoks 1

get around on the network of makeshift platfarms, vines,
and narrow forest paths near the village, crossing vast swaths
af forest unseen. Because dangerous predators abound on

Endor's moon, Ewoks never leave their villages unguarded.

Evenings are devoted to music, dancing, and various rituals

that venerate the trees of the forest

Ewoks eat a mixture of hunted food and various roots,

berries, and fruits Trom farest plants. They wear only woven

or skinned hoods over their heads and fetishes of bone and
feathers. Ewaks have elaborate construction technigues and
are cunning trappers but lack modern technology. After
some training, however, they adapt to high-tech items well,

Ewnk homes are made of wood and thatch
ree trunks

are connected by an elak

They cling to

some 15 to 30 meters above the forest floor and

worate series of walkways, suspension
bridges, ladders, and swinging vines, Every village has a
central meeting hut and separate living quarters for unmar
ried males and females, Ewok families live in their own huts;
children [called waoklings) remain with their parents until they
reach adolescence. Villages communicate with each ather via
aud drumbeats that echo through the forests of Endors
moon. Ewok drumbeats are a nonverbal language available to
Language, 4

anyone willing to spend skill points an Speak
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~ Ewok Inventions

The Ewoks have always used traps to ald in food-gathering,
and they quickly turn these traps against the stormtroopers
during the Rebel assault an the shield generator, The follow-
ing are typical Ewok traps.

Log Swing: When this trap is triggered (usually by break-
ing a thin vine in the underbrush], huge logs swing pendu-
lumlike onto the farest path, crushing whatever they hit, The
log is treated as a melee attack [+15 base attack hanus) that
deals 6d6 points of damage to foes in two adjacent 2-meter
squares, 1t takes a Search check [DC 20) to natice the trigger
vine and a Disable Device check [DC 15) to wreck the trap,

Thorn Cluster: These small balls of thorms and spikes can
penetrate even thick boots, wounding the feet of unwary
intruders, Ewoks scatter these on forest paths to slow
pursuers ar distract them while they prepare an attack from
the trees, A 1-kilogram pouch of thom clusters covers a 2-
meter square area, Each time a creature moves intd an area
covered with thorm clusters ar spends a round fighting in
such an area, the creature may step on one, The tharn clus-
ters make a melee attack (+0 base attack bonus) against the
creature, who can apply only Dexterity and class bonuses to
its Defense, Any sort of heavy footwear provides a +2 armor
bonus to Defense, The thorn cluster deals 1 point of damage
and cuts the creature’s speed in half because its foot s
wounded, Movement penalties last for one day or until the
creature is successfully tended to [Treat Injury DC 15). A
charging or running creature must immediately stop if it
steps an a thorn cluster. Any creature moving at half speed
ar slower can pick its way through a field of thorn clusters
with no trouble,

Vine Met: A thick net of waven vines drops on the Ewak's
enemies, either triggered manually by a hiding Ewok or
automatically if the intruders disturb the underbrush, Char-
acters in a 4-meter square are grappled by a net [Str 18) if

they are hit by the net's melee attack [+5 base attack bonus),

It takes a Search check (DC 20) to notice the suspended net
and a Disable Device check (DC 25] to get thraugh the
underbrush without dropping the net.

Log Roll: An antivehicle tactic, this trap releases a cascade

of logs and other debris that makes operation of an AT-5T o
other walker vehicle almost impassible. Pilots of walkers
caught in a log roll {usually triggered by a hiding Ewok)
must succeed at a Pilat check (DC 30 to keep their footing
when logs roll underneath the vehicle's legs, Those who Fail
the Pilat check may slip. spin, or collide with a tree {for the
effects of a failed Pilot check, see Table 10-4 in the Siar
Wars Roleplaving Game), A Search check [DC 20 reveals the
trap, and a Disable Device check (DC 25] renders the area
safe Tor vehicle travel.

Pit Trap: A thin screen of leaves and brush covers a pit
with wooden spikes at the bottom. Those who fail a Search
check (DC 20] break through the cover and fall inta the pit
unless they succeed at a Reflex save (DC 20). The 8-meter-
deep pit deals 2d6 points of damage from the fall. Each

character who hits the bottom is vulnerable to further injury

fram the spikes, with 1d4 of them striking as separate melee
attacks [+10 base attack bonus) that deal 1d4+2 points of
damage apiece. It takes a Climb check (DC 20] to scale the
side of the pit, =
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Adventuraes on
Endor
If the heroes arrive on the ferest moon
of Endor among Han Solo’s comman-
dos, they can take part in many ad-
ventures leading up to and including
the assault on the shield generator,
Use the adventure hooks an the
next few pages along with ideas of
your own to craft adventures on
Endor's forest moon, While these
stories generally follow the sequence
of events in Return of the Jed), they

can be used after the events in the
movie with a little modification.

Establish a
Perimeter

Once Han Sola's strike team lands on
the moan, the characters are assigned
to patral a quadrant near the landing
zone, making sure it's safe and noting
any important geographic features. As
they make their way through the
quadrant, use the opportunity to
introduce them to the trees, vines,

and foliage of the forest. The heroes
spend the afternoon wandering
through their assigned quadrant. Their
only discovery of note is a badly
frayed net woven fram vines. It's of
Ewok manufacture, but the charac-
ters won't know that yet, It's unmis-
takably the work of intelligent
sentient hands, however, and the
commandos will suspect that they're
nat alone in the forest.

As the characters return to the
commando camp at dusk, they'll
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Speed:

18 Ewoks quickly converted their primitive technology to

warlike uses in the face of the Imper

catapults and gliders, among other types of

Catapult: 1

branches to fling heavy racks at their foes. Catapults make

straight attack rolls (1d20) with 1

catapult crew selects a .‘f-l‘li':l.'l-ﬁ(||.lii'|.'

the attack rall. If the catapult

[use the Grenadelike Weapons chart in Chapter 8 of the Srar
Wars Roleplaving Gamel, A catapult stone
of damage to everything in the 2-meter sguare where it

lands, The range increment for a catapult is 50 meters, and

the device has a minimum range of 30 meters, |t takes 5

minutes to set up a catapult and

to load it between shots,

Glider: A rickety assemblage of branches and animal hide,

an Ewok glider

fiy through the understory, Rocks dropped from the glider
deal 1d6 paints of damage each plus an extra 1d6 points of

damage for every 12 meters they fall, to a maximum of 20d6

points of damage, Tk

attack roll just as catapult stones are, and they scatter on a

miss in the same way.

Craft: Ewok Glider: Class: Air; Cost:
Sire:

pilot); Passengers: Mone; Cargo Capacity:

Weapon: 25-kg rocks (2],

Ewok Commuoner: Init +3; Defense 14 [+
am:; WVPWP =10

Equipment: Spear,
Skills: Climb +3, Survival +3.

Feats: Weapon Group Proficiency (primitive weapons).

10 attack modifiers; the

arget,

5 rounds for a crew of two

enables a brave Ewok and two heawvy rocks to

ese rocks are targeted with a straight

Mot availahle For sale:
Huge [9-meter wingspan); Crew: Untra
] .‘\.ill.";_||.i"||'1
20m [max. speed 48 km/h); Altitude:
meters; Defense: 8 (-2 size); Hull Points: 8; DR: 2

3 Dex, +1 size]; Spd
s Atk +2 melee (1dB+1, spear) or +4 ranged
[1d8+1, spear]; 50 Primitive penalty, keen sense of smell; 5V
Fort +0, Ref +3, Will +1; FP
Con 10, Wis 13, Int 1

0 DSF O; Rep 0; 5tr 1
. Cha 8. Challenge Code: A,

W k'fll:'l_ll"y. :.FI-:_':_IT:' or

arge wooden machines, catapults use bent tree keen sense of smell

Challenge Code:

then makes

misses, it hits a nearby sguare Skills: Climb +8

deals 3d6 points

ned +0 (1

up to 300

2, Dex 17,

Equipment: Spear.

Ewoks at War 11

Ewok Hunter: Fringer
ial threat, developing size, +3 Dex); Spd am; VE/WP 4/10; Atk +
+4 ranged (1d8+1, spear);
2 SY Fort +2, Ref +4, Will +1; FP 1; DSP
0; Rep 0; 5tr 12, Dex 17, Con 10, Wis

I Imit +3; Defense 17 (4
S0 Primitive penalty,

i, Int 12, Cha 8,

, Craft (trapmaking] +5, Hide +11. Lister
+5, Search +5, Spat +5, Survival +5,
Feats: Skill

[primitive weapons, simple weapons),

Emphasis [Climb), Weapon Group Proficiencie

i Class, +1

2 melee [1dB8+1,

8ir

rouse a particularly large preducor
clinging to a tree trunk, ready to
pounce, (See page 143 for the
preducar’s statistics.)

Searching far
Tammala

As told in Return of the Jed!, Luke,
Leia, and C-3PO convince the Ewaks
to assist them against the storm-
troopers. This adventure hook as-
sumes that the characters were a
remnant force that connected with

them after they arrived on Endor's
forest moon. Once the Ewoks agree to
help, preparations begin in earnest,
Soon thereafter, Wicket mentions
that an Ewok hermit named Tammala
lives high in the forest canopy about a
mile away. Tammala experimented
with gliders before a disapproving
Logray exiled him from the village, If
the characters will act as emissaries,
Wicket will guide them to Tammala's
hut. Perhaps they can convince him to
lend his glider expertise to the cause,

The trip to the base of the trees near
Tammala's hut is easy, but the charac
ters may be challenged by the climb-
ing effort. Wicket will help where he
can, fashioning ropes and belays from
vines if need be. Once the characters
have ascended Tammala’s tree, they'll
need to convince him to help—and he
speaks only Ewokese, But Tammala is
excited at the prospect that his inven
tions may prove useful, and he wants
to return to Bright Tree Village, A
Diplomacy check (DC 10} convinces
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i Ewok Herpoes

Here are two of the Ewok heroes who participated in the
Battle of Endor,

Wicket

Wicket is one of Bright Tree Village's best scouts and
hunters. A loner, he hunts and forages far from the village,
Because he's young, he has little influence among the tribal
elders ar Chief Chirpa. As an unmarmed male, he receives a
Iot of attention from the tribe's unmarried females—atten-
tion he sametimes finds annoying.

When Imperial troops land on Endor’s forest moon, Wicket
proves invaluable to his village, While spying on the starm-
troopers, he observes an AT-5T crash and discovers that the
newcomers aren't as invulnerable as the Ewoks originally
believed, He finds Princess Leia and brings her to the village,
then tries to convince the tribe to free the Rebels from
captivity. Finally, his expertise with traps helps the Ewoks
hattle the stormtroopers despite their primitive weapons.

Wicket: Male Ewok Scout 3; Init +3; Defense 18 [+4 class,
+ 1 size, +3 Dex); Spd 6m: VE/WP 13011 Atk +4 melee
(1dB+1, spear] or +6 ranged (1d84+1, spear); 50 Primitive
penalty, keen sense of smell, trailolazing: SV Fort +2, Ref +5,
Will +3; FP 1; DSP 0; Rep 1; 5tr 13, Dex 16, Con 17, Wis 12
Int 14, Cha 9. Challenge Code: A,
Equipment; Spear,
Skills: Climb +10, Craft [trapmaking) +11
+7, Move Silently +9, Search +7, Spot +7, Survival +7.
Feats: Skill Emphasis (Climb), Skill Emphasis [Craft [trap-
making]), Weapon Group Proficiencies [primitive weapaons,

. Hide +9, Listen

simple weapons).

Logray
Logray, the tribal shaman, is possibly the most influential
member of Bright Tree Village, He rules the tribe with Chiel
Chirpa, but Chirpa is quite ald and na longer the dominant
farce he once was.

Lagray takes his job of preserving the rites and traditions
of Ewok culture very seriously, chastising and ostracizing

those who fail to give his rituals proper deference, He fre-
quently criticizes Wicket and ather young members of his
tribe for even the slightest hint of insubardination,

When the Ewoks capture the rebels, Logray argues vocifer-

ously to sacrifice them to the “golden god.” But aided by
Luke Skywalker, C-3P0 takes on the mantle of the golden
god and convinces the Ewoks to instead join in an attack on
the Imperial shield generator,

Logray: Male Ewok Fringer 2/Noble 3; Init +3; Defense 20
[«+6 class, +1 size, +3 Dex): Spd 6m; VPIWP 19711 Atk +4
melee (148, spear) or +7 ranged [1d8, spear); S0 Primitive

penalty, keen sense of smell, barter, call in a favor <2, inspire

confidence +1; 5V Fort +4, Ref +7, Will +4; FP 3; DSF 1;
Rep 3; Stro10, Dex 17, Con 11, Wis 13, |-‘I|. 11, Cha 13
Challenge Code: B,

Equipment; Spear,

Skills: Climb +8, Diplomacy +7, Gather Information +3,
Hide +12, Intimidate +4
Search +5, Sense Motive +4, Spot 46, Survival +6,

, Knowledge (religion] +8, Listen <6,

Feats: Skill Emphasis (Climb), Trustwaorthy, Weapon Group

Proficiencies (primitive weapons, simple weapons). e

“rene
—0

Yyhat
Luke ®
oSt |
Simoke
and tf
WETE ¢

Lsir
develo
natini
ﬂl;'l.}l. '
(JENEr:
thrawc
or disa
from |

The
the st
TR
shield
appe
calibrs
Rebel
that it

The
the m
ships.
when
WO
starfic
came
b e
Lsing
the s
ships,
if the

It

TLITTME

him to return and begin glider
construction, Tammala (Pilot +9) will
provide pointers to anyone wha wants
to learn to fly an Ewok glider,

Attack on Listening
Post 4

In the final battle, the characters (and
same Ewok allies) are assigned to
seize a stormtrooper bunker in a small
forest clearing near the shield genera-
tor, The permacrete bunker walls are
strong (hardness 8, 180 WP), and an

AT-ST walker stands guard over the
clearing. The heroes will have to use a
strategy other than frontal assault,
Infiltrating the Bunker: Storm-
trooper scouts on speeder bikes

depart on patral from Listening Post 4,

If the characters can subdue the
scouts without damaging their armaor
or speeder bikes too much, they may
be able to don stormtrooper armar
and bluff their way into the bunker
(Bluff check DC 20, modified heavily

by how convincing the characters are).

Once inside, they'll have the
element of surprise—at least until
shots ring out or an alarm is sounded.
If they reach the bunker's control
center, they can turn the bunker's
blaster cannon against the AT-ST
walker, But the stormtroopers inside
are at a high degree of combat readi-
ness; they're armed and armared,

Luring Them Out: A concerted
attack against the AT-5T (or a more
elaborate scheme) might convince the
stormtroopers to leave the safety of
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“Ueneral Solo, is vour strike team ready?”
~General Madine

What began as a trap set 1o destroy the Rebel Alliance and turn
Luke Skywalker to the dark side of the Farce evolved into the
most decisive engagement of the Galactic Civil War, When the
smoke cleared at the Battle of Endor, the Allianc € Was victorious
and the Empire was defegted, The Emperar and Darth Vader
were dead, and the Rebellion gave rise to the New Republic,
Lising intelligence intercepted by Bothan spies, the Alliance

developed a bold strat

ey, It required precision planning, coord:-
nating the efforts of Han Solo's stike team and the entire Allignee
fleet, The site of the battle, Endor's forest moon, housed the shield
generator that protected the new Death Star as it progressed
through its stages of construction. The strike team had to destroy
ar disable the shield generator by the time the Rebel fleet emerged
from hyperspace to attack the unfinished batte station,

The information was all part of a trap set by the Emperor, and
the strike team walked right inta it A full legrian of storm-
troopers and other Imperial soldiers was waiting to defend the
shield generator, and the Death Star wasn't as helpless as it
appeared to be. Its new and improved superlaser was on line and
calibrated to make precision attacks on maving capital ships, The
Rebel fleet arrived to find that the shield was still in place and
that its vessels were helpless before the Death Star's weapon,

The Emperor had the Imperial fleet wait on the far side of
the maon while swarms of TIE fighters harassed the Rebel
ships. Plus, every time the Death Star's primary weapon fired
when a target presented itself, an Alliance capital ship was
vaparized. Lando Calrissian, commanding the Alliance
starfighter attack from the bridge of the Millennium Falcon,
came up with a time-saving strateqy, He led the Alliance fMegt
to engage the still docile Imperial fleet in ship-to-ship combat,
using the Empire’s own vessels ta protect the Rebel shins fram
the superlaser, This would delay the destruction of the Rehel
ships, but they needed the strike team to take down the shield
if the Alliance was going to have any chance at victory,

Irenically, the Ewoks, whom the Empire had tatally ignored,
tumed out to be the key to the ground battle, The primitive

The Battle of Endor /1

natives attacked the stormitroapers, providing the diversion the
strike team needed to finish its mission, Han Solo and his team
planted explosive charges and blew the generator to rubble,

The energy shield collapsed, leaving the Death Star vulnera-
ble to the Rebel fleet, Lando and his starfighter squadrons
made their move, The Millennium Faleon and Wedge Antilles'
X=wing punched thraugh the TIE fighter screen and few into
the unfinished superstructure of the battle statian, where they
were able to fire concussion missiles and proton tomedoes
into the main reactor. The second Death Star began to meet
the same fate as the first, exploding from within,

While this was happening, Luke Skywalker engaged Darth
Vader in an epic |

ttle in the Emperor's throne room aboard the
Death Star, The Emperor had haped 1o con upt young Skywalker,
offering him power and position while simultaneausly feeding
his anger and hatred. Inwardly, Luke struggled with his emations,
ultimately giving way to his rage in order to drive Vader to the
Moor and disarm kim—actually cleaving Vader's mechanical hand
off. The Emperor cackled with pleasure, "Naw, fulfill your destiny
and take your father's place at my side!”

But Luke refused to kil his father, "I'l never turn to the
dark side. You've failed, Your Highness. | am a Jedi, like my
father before me." The Emperor's expression turmed ice cald,
Jedi,” he snarled, and began blasting Luke with
dark side bolts of Force lightning

"S0 be it

Vader recovered and joined the Emperor, watching young
skywalker die. For the first time in decades, he saw the
Emperor’s true face—the face of hatred, Looking upon Luke's
face, he saw his son's love, and his (rust that Anakin
skywalker would nat let him die. He made his decision, and
snatching up the frail old Emperor, hurled him into the reac-
tor core shaft, But the effort had finished him, Darth Vader
lay dying. "Tell vour sister vou were right about me,” Anakin
skywalker rasped, with his last breath. Luke Skywalker had
redeemed his father from the clutches of the dark side,

With the Emperar dead, his cantral aver his forces vanished,
Stunned, the lmperial fleet lost cohesion, A few quick-think-
ing commanders fled to hyperspace, but the battle was over,
The Empire was defeated—long live the New Republic. ts)

the bunker and attack. If the storm-

troopers leave, Ewok traps in the

forest can make their lives miserable,
If characters try this technigue,

Once the trap is sprung, the may-
hem will disrupt the stormtroopers’
command and communication for

seizing the bunkers, the last storm-
troopers will destroy everything they
can (including the blaster cannon,

they'll need to be stealthy when
setting up the traps. Listening devices
attached to the bunker have a total
Listen modifier of +15 {assuming they
take 10 every round; don't forget to
account for distance). Every 20
minutes, there's a 20% chance that
starmtroopers on speeder bikes will
zip through the forest on patrol,

1d6 rounds, The troopers will do little
other than return fire and continue to
make their way into the forest, After
their communications are restored,
the troopers will beat a hasty retreat
ta the safety of the bunker (unless
smart characters have cut off their line
of retreat),

Final Measures and Counterat-
tacks: If the characters are close 1o

listening devices, and other muni-
tions) lest it fall into enemy hands.
And a stormtrooper counterattack will
come within 3d6 minutes, The size
and compaosition of the counterattack
force depends on the size of the char-
acters’ force and what's going on with
the rest of the battle. But make the
counterattack a real enough threat
that the characters take it seriously. e
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- Luke Skywalker Update

“The Force is strong in my family, My father has it .. .1

hape it ., . and ., .
=Luke Skywalker

. my sister has it"

After the confrontation with Darth Vader at Cloud City, Luke
Skywalker experienced doubt, disappointment, and a gnaw-
ing fear, He had lost his hand in the battle with Vader, and
he was Torced to face an awful truth=Darth Vader was
Anakin Skywalker, Luke's father, Though a part of him
wanted to give up, to surrender to the fear and the anger
and the shame, a stronger, deeper part urged Luke to finish
what he had started, His friend, Han Solo, needed to be
rescued. The Alliance, nearly broken and in disarray, needed
to be inspired. The galasy, caught in the grip of the dark
side, needed a light to banish the evil, Luke Skywalker would
b that light, He would finish his training and become a true
Jedi Knight.

Luke returned to Tatooine, the world he grew up on, and
went into the Jundland Wastes to clear his mind, to medi-
tate on all the things Ben Kenohi and Yoda had taught him,
and to build his own lightsaber, With the help of the Force
and his friends, Luke took on Jabba the Hutt and rescued
Han Solo, In the process, the crime lord was killed, and his
criminal empire fell into ruin, Before Luke could return to
the Rebel fleet, however, he had one more task to complete,
He traveled to Dagobah to finish his training.

There would be no more training, however, Yoda was

dying. Age had finally taken its toll on the ancient Jedi
Master. Before he died, Yoda confirmed that Darth Vader was
Luke's father, He also revealed that there was another
Skywalker: Luke’s twin sister. Luke immediately knew who
she was—Leia Organa was his sister! Yoda explained that to
take the final steps to Jedi Knighthood, Luke had to
confront Yader,

Luke joined Han Solo's strike team on Endor's moon, but
he soon realized that he was endangering their mission. He
could sense the proximity of Darth Vader, and he knew that
Vader could sense him in return, To buy time for Solo's team
ta complete its mission, Luke sumendered to the Imperials
and was placed in Vader's custody. Vader took his son to the
Emperor's throme room aboard the new Death Star, Luke had
decided that he had not come to battle his father, but to
save him—to free the good that had been imprisoned by the
dark side, As the Emperor worked to corrupt Luke, the young
Skywalker managed to reach the spark of Anakin that was
trapped within Vader's armored shell. Anakin reemerged and
sacrificed his life to save his son,

When that happened, the Jedi had finally returned,

Luke Skywalker (as of the end of Return of the Jedi): Male
Human Fringer 2/Jedi Guardian 7; Init +3; Defense 22 [+9
class, +3 Dex); Spd 10m; VP/WP 74/13; Atk +10/+5 melee
(3dB+2/19-20, lightsaber] or +11/+6 ranged (3d6, blaster
pistal); 50 Barter, Force Point use as though he were three
levels higher, Jedi Knight; SV Fort +9, Ref +10, Will +5; 5&

Wi FP 15 DSP 3, Rep 8; 5tr 14, Dex 16, Con 13, Int 15, Wis
12, Cha 11, Challenge Code: E.

Equipment: Blaster pistol, black pants and tunic, utility
helt, tool pouch, goggles, X-wing, lightsaber, comlink, pros-
thetic hand, R2-D2,

Skills: Climb +6, Computer Use +7, Jump +9, Knowledge
(Jedi lore] +3, Knowledge [Rebellion] +5, Knowledge
(Tatooine) +7. Pilot +12, Profession [moisture farmer] <5
Read Write Basic, Repair +4, Search +6, Speak Basic, Sprak
Huttese, Speak Jawa, Spot <7, Survival +6, Tumble +6,

Foree Skills: Affect Mind +5, Empathy +4, Enhance Ability

4, Farseeing +4, Force Defense +4, Move Object +5, See
Force +5, Telepathy +4,

Feats: Exotic Weapon Proficiency (lightsaber], Force-
Sensitive, Skill Emphasis (Pilot), Starship Operation
[starfighter]), Weapon Group Proficiencies (blaster pistols,
blaster rifles, simple weapons].

Force Feats: Alter, Control, Deflect Blasters, Sense, tod
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Leia Organa Update |r||b\;/

“"You haw wer .o, Ddon't understand and could

mever have,”

vE

—Leia Organa

On Cloud City, as Han Solo was lowered into the carbonite

HAPFTER FI

freezing chamber, Leia Organa came to an abrupt realization,

Il| RETURN OF THE JEDI |

she was deeply in love with the scoundrel-tumed-Rebel hero,
As with Luke Skywalker, Leia took the despair of the moment
and turned it into a burning need for action, With the support
of Luke, Chewbacca, and Lando Calrissian, she got through
the ardeal and helped rescue Han from the clutches of Jahba
the Hutt, In the end, it was Leia who snuffed out Jabba's life,
strangling the Hutt with the very chain he had used ta hind
her Lo his side, After being reunited with Han, Leia let go of
the serigus nature that she had surrounded herself with,
apenly admitting her love for the Corellian scoundre

With Han's rescue behind them, Leia and the others could
turn back to the business of the Rebellion. Leia joined Sela's
strike team for the missian to Endor's moon. There, Leia got
separated from the athers for a time during a chase and
battle with scout troopers. In the deep farest, she met up
with the native sentients of the moon, the primitive Ewoks.

She helped convince the Ewoks to join forees with the

. \ , AL

Alliance and fight back against the Empire, SNy,
It was when the heroes were reunited in the Ewok tree '—

village that Lefa learmed something amazing about her past, N

Luke Skywalker told her that they were twins, brother and
sister, the children of Anakin Skywalker, the man wha was
now Darth Vader. The Skywalker legacy, full of tragedy and
hope and power, was now Leia's legacy, and she accepted it
without guestion, She was Leia Organa, last survivor of the
Roval House of Alderaan, leader of the Rebellion, and heir ta
the traditions of the Jedi Knights,

Leia Organa (as of the end of Return of the Jedi): Female
Human Moble 6/Soldier 2; Init +1; Defense 16 [+5 class, +1
Dex); Spd 10m; VPIWF 39/13; Atk +7/+2 melee [1d3+1,
punch) or +7/+2 ranged (3d6, blaster pistol); 50 Call in favor
# 3, inspire confidence +2, command +2, Force Point use as
though she were three levels higher; SV Fort +6, Ref +4, Wil
FO, 52 M FP 35 DSP O; Rep 9; Str 12, Dex 13, Con 13, Int
14, Wiz 14, Cha 14. Challenge Caode: D,

Equipment: Blaster pistal, comlink, datapad, C-3P0,

Skills: Appraise +7, Astrogate +6, Bluff +6, Computer Use
#7, Diplamacy +13, Gather Information +7, Intimidate +4,
Knowledge [Alderaan] +9, Know ledge (Coruscant) +4,
Knowledge (politics) +9, Knowledge [Rebellian) +11, Listen 4,
Pilot +6, Read/Write Basic, Read Write Bothan, Read/Write
Calamari, Repair +3, Sense Motive +7, 51|L~;|L Basic, Speak
Bothan, Speak Calamari, Spot +4. Surdval +3, Treat Injury +5.

Feats: Armor Proficiencies (light, ﬂlt':l'urui. Force
Sensitive, Heroic Surge, Tran Will, Persuasive, Skill Emphasis
(Knowledge [Rebellion]), Weapon Group Prohciencies

(blaster pistols, blaster rifles, heavy weapons, simple

weapons, vibro weapons), ted
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<11 Han Solo Update

“It's vour imagination, kid, Come on, Let's keep a linle
aptimiser fere,”

Han Solo

What does hibernation frozen in carbonite do to a man? 1f
the man is Han Solo, it helps him evaluate his life and make
same dramatic changes, After his friends rescued him, Han
determined to fully commit himself to the cause of the
Alliance. He finally had a direction. Without discussing it
with any of his companions=not even with Chewbacea the
Wookiee=Han volunteered to lead the strike team that
would slip past the Imperial cordon and attempt to destroy
the shield generator protecting the new Death Star. Alliance
High Command even made Sole a general. That was same-
thing he had never imagined happening after he was
discharged from the Imperial Navy years before,

Han felt that before he could deal with his feelings for
Leia, he had to show himself and the others that he could
finally look beyond his awn interests and work for the good
af athers. Although the mission didn't go as smoothly as he
would have liked, it was nevertheless successful. Han and his
team—with some help fram the native Ewoks—fought off a
legion of starmtroopers and planted the explosive charges,
Nith the destruction of the shield generator, the starfighter
assault on the Death Star was able to commence.

He had fimally found a cause worthy of his talents, a
group to belong to. Luke Skywalker became the younger
brother Han Solo never had. Princess Leia turned out to be
the lave of his life, and he pledged his heart to her on
Endor's forest moon, Along with Chewbacea, Lando
Calrissian, and the droids Arteo and Threepio, Han had a
new family, In many ways, he had been reborm when he
emerged from the carbon-freeze, That was a feeling he
didn’t want to lose, and it led to a newlound sense of free-
dom he would fight to maintain.

Han Solo (as of the end of Return of the Jedi): Male
Human Scoundrel B/Saldier 2; Init +2; Defense 20 [+8 class,
+2 Dex); Spd 10m: VP/WP 55/13; Atk +9/+4 melee [1d3+1,
punch] ar +10/+5 ranged (3d8, heavy blaster pistol]; S0
Micit barter, better lucky than good, sneak attack +2d6; 5V
Fart +&, Ref +8, Will +3; 52 M: FP 1; DSP 2; Rep 8; 51r 13,
Dex 14, Con 13, Int 13, Wis 12, Cha 15. Challenge Code: D,

Equipment: Heavy blaster pistol, comlink, tools,
Millennium Falcon.

Skills: Appraise +6, Astrogate +9, Bluff +10, Demaolitions
+7, Diplomacy +7, Gather Information +7, Hide +6, Intim-
idate +7, Knowledge [Corellial 45, Knowledge (merchants)
+9, Knowledge [Imperial Navy) +5, Knowledge (organized
crime) +6, Mave Silently +6, Pilot +16, Profession [gambler)
¢ 10, Read/Write Basic, Read Write Huttese, Repair + 11, Ride
+3, Search +4, Speak Basic, Speak Huttese, Speak
Shyriiwook, Spot +5, Survival +3.

Feats: Armor Proficiencies (Hght, medium), Dodge, Heroic
Surge, Point Blank Shot, Skill Emphasis (Pilot], Skill Emphasis

[Repair), Spacer, Starship Dodge [space transports), Starship
Operation (space transports), Weapon Group Proficiencies
[blaster pistols, blaster rifles, heavy weapons, simple

weapans, vibro weapons). 4
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"At last we have the mighty Chewbacea,”

—Jabba the Hutt

The mighty Wookiee Chewbacca felt that he had failed in his
life debt when Han Sole was lowered into the carbon-treez-
ing chamber on Cloud City. He wanted to fight against the
Imperials, but Han urged him to show restraint. He asked

Chewbacea to watch over Princess Leia, and the Waookiee had

te honor that request, But he didn't have to like it
Chewbacea participated in the mission to rescue Han Solo

from Jabba 1

» Hutt, pretending to be the captive of the
hounty hunter Boushh 1o gain access ter Jabha's palace.
Things didn't go quite as planned, though Chewie and Han
were soan reunited in the dungeons below the palace, Then,
when Luke Skywalker was also captured, the three friends
were marched onto Jabba's sail barge and transported mio
the Dune Sea,

Chewbacea had witnessed this kind of event in the past,

anby this time he was on * peceiving end as one of the
main attractions in one of Jabba's infamous Sarlacc parties,
Chewbacea had faith, however, in the confident Luke
Skywalker and in Lando Calrissian, who was still I!E'u':|'.liil."'|
and waiting for an opportunity to make his move, That
opportunity came when Luke retrieved his lightsaber [from
its hiding spot inside R2-D2) and pandemonium broke out,
Lando freed Chewbacea and Han, and everyone joined in the
fight. When the dust cleared, the companions were on their
way off Tatooine, Jabba was dead, the sail barge was in
flames, and the Sarlace was enjoying a huge feast consisting
of Baba Fett and other members of Jabba's retinue,

Back with the Alliance feet, Chewbacea lost track of Han
far a Hme. His friend was busy meeting with Alliance High
Command while Chewbacca spent some time giving the
Millenmium Falcon a tuneup. When the big briefing started
and evervone learned about the Allignce plan of attack,
Chewhacca found out that Han Solo had volunteered to lead
the all-important strike team, Chewbacca immediately
stepped forward to join his command crew and fly the stolen
Imperial shuttle,

On Endor's moon, Chewbacca's legendary appetite got the

hetter af him. He blundered inte a primitive trap that led to
a meeting with the Ewoks who lived on the forest moon.
After some initial confusion, Chewbacea and his companions
convinced the Ewoks that they were friendby. Indeed, marny
af the small forest warriors looked up to Chewbacea, When
the Battle of Endar was in full swing, a number of the
Ewoks rallied around Chewbacea and followed the mighty

Woaokiee inta battle,

Chewbacea (as of the end of Return of the Jedi): Male
Wookiee Scout 9: Init +2: Defense 18 (+6 class, +2 Dex); Spd
10m: VPIWP B84/20; Atk +11/+6 melee [1d3+5, punch] o
+8{+3 ranged [3d8/19-20, bowcaster): 50 Trailblazing,
uncanny dodoe [Dex bonus to Defense, can't be flanked),

skill mastery [Intimidate), +2 species bonus on Climb checks,

Chewbacca Update |

4 species bonus on Intimidate checks, Woaokiee rage,
extraordinary recuperation: SV Fort +9, Ref <6, Will +4; 52
M; FP 4; DSP 0; Rep G; Str 20, Dex 14, Con 20, Int 12, Wis
10, Cha 10, Challenge Code: D.

Equipment: Bowcaster, ammo bandaleer, comlink, tool
pouch,

Skills: Astragate +7, Climb +15, Computer Use +6, Disable
Device +3, Intimidate + 10, Jump +7. Knowledge (Kashyyyk)

+5, Knowledge [merchants) +5, Knowledge [organized crimel

¢5, Listen +8, Mave Silently +7, Pilot +11, Read Write Basic,
Read Write Shyritwook, Repair +12, Speak Basic [understand
anly), Speak Huttese [understand only), Speak Shyriiwook,
Spot +1, Survival +5,

Feats: Endurance, Exotic W

Weapon Proficiency
[boweaster), Gearhead, Heroic Surge, Skill Emphasis
[Survival], Weapon Group Proficiencies [blaster pistals,

blaster rifles, simple weapons), ted
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<mi Bakura

The Emperor, barely dead a full day, receives a message
drane, It arrives in the Endor system, broadcasting a call that
can no longer be answered, The Alliance broke the code and
listened to the urgent distress call: "Bakura is under attack
by an alien invasion force | . . send stormtroopers , . ."

Ihe planet Bakura, a distant lmperial world in the Outer
Rim, appeared doomed. Because of the Alliance victory at
Endor, there were no Imperial troops available to go to the
aid of the Bakurans. Mon Mathma refuses to allow such a
fate to befall the remote world, She quickly puts together a
task force and orders it to head for Bakura at top speed.
Luke Skywalker, meanwhile, still recovering from the injuries
inflicted on him by the Emperor, receives a vision from Obi-
Wan Kenobi, His old mentor urges voung Skywalker to deal
with the Bakuran situation personally, Mon Mothma agrees,
and Luke is given command of the task force.

Bakura had been annexed by the Empire three years
earlier, 1t has a vibrant repulsor coil industry, as well as a
healthy export business in agricultural goods, The planet's
two moons provided some of the raw materials for the
second Death Star project, Bakura is home to two intelligent
species: Human colonists and the native Kurtzen.

With five Corellian gunships, ane corvette, and the
Millennium Faleon, Luke leads the task force to a system on
the border of known space and the Unknown Regions, At
Bakura, the small Alliance fleet learned the nature of the
invasion—the planet was under attack by the Ssi-ruuk, a
species of warm-blooded saurians bent on expanding their
sphere of contral and influence,

Leia Organa helped forge the truce of Bakura, which
allowed the Alliance task force and the Empire to work
together o repel the alien invaders. After the victory, Bakura
joined the fledgling Alliance of Free Planets that was on its
way to becoming the New Republic. Luke Skywalker also
learned something important at Bakura, He discovered that
there are other people in the galaxy who can use the Force,
He vows to find more of these individuals and eventually
restore the Jedi Order,

Kurtzen

The mild-marnered, peaceful natives of Bakura known as
the Kurtzen are white-skinned humanoids with corrugated
leathery scalps in place of hair, At the time of the truce at
Bakura, the Kurtzen make up only about five percent of
Bakura's total population, A primitive species, the Kurtzen
culture revolves around a mystical and nomadic tradition,
rich in totems and “life trinkets.”

Kurtzen Commoner: Init +0; Defense 105 Spd 10m; VPIWP

—/8; Atk +0 melee (1d3, punch] or +0 ranged (by weapan);
S0 Primitive penalty; SV Fort -1, Ref +0, Will +1; FP 0 DSP
0; Rep O 5tr 10, Dex 10, Con 8, Wis 12, Int 10, Cha 10,
Challenge Code: A.

Equipment: Various totems and life trinkets.

Skills: Craft [totems) +2, Knowledge (Kurtzen culture] +2.

Feats: Weapon Group Proficiency (primitive weapons). ted
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Ssi-Ruu Enteched
Adventures

Heroes might meet up with Ssi-ruuvi
invasion ships in and around
Bakura, or they could be charged
with investigating disappearances at
a remote colony, If you want to
build a larger campaign around the
Ssi-ruuvi threat, you could put the
heroes in charge of a task force and
send them into Ssi-ruuvi space to
evaluate the danger. Other adven-
ture ideas follow.

While visiting a remote planet, per-
haps as representatives of the victoni-
ous Alliance looking for additional
members, the heroes discover that
some locals have disappeared. Further
investigation allows the heroes to
discover a Ssi-ruuvi encampment in
the nearby wilderness.

This encampment serves as an
autpost for the invaders, and the
place also features a prison used to
hold captive Humans who are await-

ing transportation to a Ssi-ruuvi
cruiser for entechment,

The majority of the Ssi-ruuk in the
encampment belong to the reddish-
brown military caste. These predatory
saldiers are broader and stranger than
ather types of Ssi-ruuk, with great
claws that make them formidable
apponents.

The heroes must defeat the soldiers
and rescue the captive Humans before
the Ssi-ruuvi "carga” ship arrives to
carry them away.
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The Ssi-ruuk are a species of warm-blooded saurians who
contral & stellar empire in the Unknown Regions and hail
fram the planet Lwhekk. Adult Ssi-ruuk stand about 2
meters tall. Like many reptilian beings, the Ssi-ruuk have
poor vision but an excellent sense of smell,

In the years prior to the invasion of Bakura, the Ssi-ruuk
had been secretly negotiating with the Emperor. The Ssi-rauk
developed a process called entechment to tap life energy as a
pawer source to operate droids, ships, and other devices, At
first, the Ssi-ruuk used the species known as the Pw'eck for
energy slaves, but they soon needed Lo seek new sources of
power, The Emperor learned of the Ssi-ruuk when they vis-
ited Human space, and he was willing to sacrifice the people
of the Empire in order to gain the entechment technology.

During their early raids into Human space, the Ssi-ruuk
discavered that Humans contain maore life energy than the
P'w'eck, and Force-using Humans have the greatest concen-
tration of life energy to harvest,

Ssi-Ruu Commoner: Init +1; Defense 13 (+2 natural body
armor, +1 Dex): Spd 10m; VP/WP =[10; Atk +1 melee
[(1d3+1, punch) or +1 ranged (2dB, ion paddle beamer, stun
2di, DC 18): S0 Enhanced smell, Force blindness, poor vision:
Fort +0, Ref +1, Will =1; SZ M; FP O; DSP 3; Rep 0; 5tr 12
Dex 12, Con 10, Int 10, Wis 9, Cha 8. Challenge Code: A

Equipment: lon paddle beamer, personal belongings.

Skills: Knowledge [varies] +2, Spot +3.

Special Qualities: Enhanced Smell=5si-ruuk receive the
Persuasive and Sharp-Eyed feats as a species bonus due to
their ability to use their sense of smell to discern the
emational states and motivations ol others,

Force Blindness—5Ssi-ruuk are incapable of being Force-
sensitive, and thus cannot adopt Force-using classes, acquire
Farce feats, or learn Force skills

Poor Vision—%si-ruuk suffer a cumulative =2 penalty on
ranged attack rolls for each range increment due to their
paot eyesight. Equipment and fire control bonuses can
reduce this penalty, te

Ssi-Ruu (e

the
ch-

tory
than

diers
efore

Ssi-Ruu Soldier: Male Ssi-ruuk
Soldier 3; Init +1; Defense 16 (+2
natural body armor, +1 Dex, +3 class);
spd 10m; VP/WP 23/12; Atk +7 melee
(1dE+3, claws) or +4 ranged (246, ion
paddle beamer, stun 2dé, DC 18); 50
Enhanced smell, Force blindness, poor
vision; Fort +4, Ref +2, Will +0; 52 M;
FP 0; DSP 5; Rep 1; 5tr 16, Dex 12,
Con 12, Int 10, Wis 9, Cha B.
Challenge Code: B

Equipment: lon paddle beamer,
variety of personal belangings.

Skills: Intimidate +5, Profession
(soldier) +5, Read/Write Ssi-ruuk,
Search +3, Speak Ssi-ruuk, Spot +2.

Feats: Armor Proficiencies (light,
medium, heavy), Blind-Fight, Weapan
Facus (claws), Weapon Group
Proficiencies (blaster pistol, blaster

rifle, heavy weapons, simple weapons,

vibro weapons).

Hunted
If one of the heroes is Force-sensitive
(or even better, a Force-user), then he

or she becomes the target of a Ssi-
ruuvi hunting party. Force-users make
the best candidates for the entech-
ment process, because they provide
more life energy than any other
source the Ssi-ruuk have discovered.

In this scenario, the Ssi-ruuk deter-

mine that one of the heroes fits their
needs and then go to extreme
lengths to capture the Force-user.
This pursuit and evasion could
become a running theme over the
course of several adventures. i
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LA HALAYE

Sl A New Republic

“We, the Beings of the Galary, in order to form a free

union af planets, establish justice, provide for the common

peace and prosperity, and fo secure liberty for all beings, do

ordain and establish this New Republic, Let the stars sing!
Ler the planets shout! Let the Republic begin!®

from the Declaration of a New Republic

Within the Alliance 1o Restore

the Republic is renamed the All

vs of the victory at Endor,

iance of Free Planets, Mon
Mothma leads the way as preparations to establish a new
government get under way, An interim organization is
formed until the details of the new government can be
worked out, One month later, Mon Mothma issues the
Declaration of a Mew Republic,

The victory at Endor served as the symbolic start of a new
era in galactic history, but the reality is that it could take

years or even decades to Tully eradicate the Empire, In the

meantime, 8 New Republic is forged. The Declaration of a
Mew Republic is signed by prominent members of the
Alliance, including Mon Mothma, Leia Organa, Borsk Fey'lva,

and Ackbar of Mon Calamari, as well as officials from the

€ NEW REPUBLIC ERA CAMPAIGNS &
The types of challenges and adventures open to heroes in the
Mew Republic era take on a different kind of urgency after the
death of the Emperor. A new government must be forged, old
wounds must be healed, and new threats must be eradicated
In some ways, the New Republic's worst danger might come
noliticians maneuver for power and prestige.
are some roles heroes could play in adventures during the
Mew Republic era.
Recruiters: The heroes serve
working o convince planetary and system governments to join

ambassadors and diplomats,

the New Republic,
Negotiators: Until the new government ¢
ber worlds sometimes get into conflicts that could d
localized wars. The heroes travel from hot spot to hot spot,
trying lo negoliate settlements for the worst disagreements.
Pnctlctegers: In the power vacuum created by the death of
the Emperor, all kinds of petty warlords and crime bosses come
of the galaxy for their own
use. The heroes, as representatives of the New Republic, travel

0 try to grab a pi

the space lanes to put a stop to minor dictators and tyrants,
Humanitarians: The Galactic Civil War brought much pain

and suffering to different parts of the galaxy. The heroes can

spearhead efforts to bring refief to war-ravaged worlds,

Freedom Fighters: Even though the Emperor is dead, that
doesn’t mean the Empire will just roll over and quietly die. There
till under the thrall of the Empire,
crying to be freed. The heroes can lead efforts to bring freedom
to Kashyyyk and other Imperial-held worlds, o4

are worlds and enfire specie

founding member worlds of Corellia, Kashyvyvk, Sullust, and
Elom, These eight individuals comprise the New Republic
Provisional Council, the body that governs the New Republic
until a mare "(]r||';|| government can be outlined and devel-
oped, Mon Mothma is elected as the chief councilor,

Orver the next several manths, the New Republic mastly
ignares the remnants of the Empire. Instead, it works to
cansalidate its holdings and win over planets through
diplomacy and negotiations, The plan to change over from
a military force to a true galactic government requires a
wever, The alliance that had been estab

build a

new mindset, ho

lished to wage war now has to figure out how to

lasting peace. to4
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or and Darth Vader,

begins to tear itself apart, Varous military

After the death of the Emper the Empire
officers and maffs

with varying

try to keep the Empire together, frees of

suceess, After the second Death Star was destroyed, Captain

Gilad Pellaeon of the Star Destroyver Chimaera ordered the

mperial feet to retreat and regroup at Annaj. Mot everyone

wanted ta listen 1o Pellaeon, however, and various task force

commanders saw :'|||'||:II.'II"|.'-\. to Create Thewr own cmpires,
Admiral Harrsk, for example, G
the Deep

was the firs

ok his portion of the fleet to

Core and began bui 1y a realm of his own, Harrsk

Imperial warlard Lo break out on his own, bu

he wouldn't the last, Since ambition was rewarded over

cooperation under the Emperor’s rule, suddenly everyone

wanted to rule the Empire

Perhaps, even with the death of the Emperor, the Empine

might have been able to maintain its control over the axly

if its remaining leaders had decided to cooperate with each

r. Instead, the list of Imperials seeking to establish their

Teradoc,
ff Kaine, and the formidable

pwn domains rapidhy grew 1o include Admir;
Drommel, Grand Mo
Admiral £sin)

Meanwhile

Emperar's former gr

Admira
, some semblance of the Empire survived, The
and vizier, Sate Pestage, commands the
Imperial remnant, He assumed the throne upon learning of
. but he lacks the ¢l
lead the Empire,

ribunal called the Ruling Circle: they ar

his master's death warisma and influence

tor truly The Emperor’s ather advisors have

formed a ¢ Pestage's

fiercest rivals, plotting o overthrow the new Emperor
Add to this th

the Emperor’s thrall who

e number of dark side Force-users once in

are now free to follow their own

k instincts, and one can see why the post-Endor Empire

the Mew Republic, T

future, but for now the t

isn'tin ‘his situation

any \|'.I'.|-:_' [¥] app

reat posed by

will change in
individual warlords ane dictators doesn't carmy the
same weight as the threat of Palpatine’s Empire.
Imperial-Related Threats

o really recovers from the

Ihe Black Sun crime syndicate ney

f Prince Xizor, but attempts are made to revive it

death

fram time to time. Various Vigos fight ane another for wha

remains of the syndicate, and later a lesser operative named
ick Mebula

tries o change the inevitable by

Deque tries to start over with a new name,

Ewen Xizor's niece, S

rs proliferate as

reuniting the remaining
the Wigos

Sun isn't a major player on th

actions, Gang wa
Lo grasp power, but for a time anyway, Black

¢ galactic scene,

The head of lmperial Intelligence, Ysanne |sard, starls a
goal of establishin

conspiracy with the ultimate q herself

as the head of the Imperial remnant I destroying the

Mew Republic

Then there are the twehve Grand Admirals, Easily recog

nized in their stark white uniforms, the Grand Admirals are

the hest military strategists If the remaining

Grand Admirals hae
been able to wipe oul f"l:' h‘\-l.'lu'.

in the |""|I|'| e,

v might h

Republic while it was still in

gether, Grunger and Pitta turne d o

presumed

Remnants of the Empire 1112

h the

mative stages Fortunately, mast ot them died v

nd Death Star, Those who didn't refused to work to-

n each other and annihi

emselves, Takel was executed. 11-Raz committed

suicide, Batch was assassinated. Grand Admiral Grant, the

last Grand Admiral, defected to the New Republic

was allowed to retire. Five vears after Endor, however,

15t and most dangerous Grand Admiral reappears and

most destroys the New Republic=the blue-skinned Chiss,
Grand Admiral Thrawn. te

¥)

&\

ill(

WE

||| RETURN OF THE JEDI

F

]




e

Q)

FALd B3 LA

Il 1a3ar 3HL 40 Nan1l3A ||]

a1 Personalities of the New Era

Same of the major opponents of the Mew Republic era can
make excellent villzins in your campaign. A few of the key
personalities follow,

Ysanne Ilsard

The Director of Imperial Intelligence, Ysanne lsard killed her
father, the previous director, in order to replace him. After
the death of the Emperor, lsard rises in power and, for a
time, holds the Empire together, She considers Rogue
Squadron a significant threat to the Imperial remnant and
sets oul to destray the special unit, Later, her various
schemes include masterminding the Bacta War,

Ysanne 1sard: Female Human Scoundrel 3/MNoble 4; Init +2;
Defense 19 (+7 class, +2 Dex): Spd 10m; VE/WP 3210; Atk
+5 melee [1d4, knife) or +7 ranged (3d4, hold-out blaster];
S0 Bonus class skill [Gather Information), inspire confidence

+1, call in a Favor =2, command +2, illicit barter, better lucky

than good; SY Fort +2, Ref +9, Will +9; FP 2; D5F 14, Rep
B; Str 10, Dex 15, Con 10, Int 16, Wis 14, Cha 15. Challenge
Code: D,

Equipment: Comlink, code cylinder, hold-out blaster,
datapad,

., Skills: Appraise +8, Bluff +14, Computer Use
+9, Diplamacy +9, Forgery +8, Gather Information +15
Knowledge (intelligence) +12, Knowledge [New Order) +9,
Knowledge (Imperial High Command] +9, Listen +10, Pilot
+7, Read/Write Basic, Search +11, Sense Motive +9, Speak
Basic, Speak Huttese, Speak Duros, Speak Mon Calamari,
Spot +8,

Feats: Iran Will, Lightning Reflexes, Skill Emphasis (Bluff],
Skill Emphasis [Gather Information), Weapon Group
Proficiencies (blaster pistols, simple weapons).

+8, Disgquise

Gethzerion

The leader of the dark side Mightsister clan of the Witches of

Dathomir, Gethzerion hoped to turm all of her fellow witches
to the dark side. Her ambition went beyond the isolated
world of Dathomir, and Warlard Zsinj promised to provide
Gethzerion with a ship if she helped capture Han Salo and
Leia Organa,

Gethzerion: Female Human Force Adept 7/Dark Force Witch
10%: Init +2; Defense 24 [+12 class, +2 Dex); Spd 10m;

VEIWP 122/15: Atk +13/+8/+3 melee [1d6+1, quarterstaff)
or +14/+9/+4 ranged [by weapon); 50 Force weapon +1d4,
comprehend speech, inspire fear =3, spider walk, Force flight
i20m), enshroud; SV Fort +12, Ref +11, Will +16; 5Z M; FP
10: OSP 21; Rep 10: Str 12, Dex 14, Con 15, Int 16, Wis 14,

Cha 16, Challenge Code: G,

Equipment: Tattered exotic robes, original copy of The
Boak af Shadows, Imperial-issue comlink,

Skills: Bluff +7, Climb +5, Diplomacy +9, Handle Animal
+11, Hide +6, Intimidate «13, Jump +5, Knowledge
[Dathomir) +9, Knowledge [shadow magic) +15, Pilot +6,

Read/Write Basic, Read/Write Paccian, Ride +12, Speak Basic,
Speak Paecian, Survival <10,

Force Skills: Affect Mind +12, Drain Energy +12,
Empathy +10, Enhance Senses +10, Farseeing +8, Fear +14,
Force Defense +12, Force Grip +12, Force Push +8, Heal Self
+8, Musion +13, Move Object +18, See Force +12,
lelepathy +10,

Feats: Force-Sensitive, Frightful Presence, InTamy,
Iran Will, Skill Emphasis (Move Object], Weapon Group
Proficiency [blaster pistols), Weapon Group Proficiency
[primitive weapons), Weapon Group Proficiency [simple
WEapons),

Force Feats: Alter, Control, Force Lightning, Force
Whirlwind, Rage, Sense, Summon Storm,

*Cathzerion is created using elerments from The Davk Side Sourcebook

Warlord Zsinj

Once an Imperial admiral, Warlord Zsinj becomes one of the
mast powerful Imperial warlords of the Mew Republic era, He
eventually takes control of one-third of the galaxy, fighting
bath the New Republic and the lmperial rermant from the
bridge of his Super Star Destrayer Tron Fist

Warlord Zsinj: Male Human Soldier 2/Nable 8; Init +0;
Defense 16 (+6 class); Spd 10m; VPWP 46/15; Atk +9/+4
melee (1d4+1, knife) or +8/+3 ranged [3d6, blaster pistol];
50 Baonus class skill (Intimidate), inspire confidence +2, call
in a favor =4, command +4; 5V Fort +6, Ref +4, Will «7; FF
1; DSP 10; Rep 9 Str 12, Dex 11, Con 12, Int 14, Wis 12,
Cha 15, Challenge Code: D.

Equipment: Comlink, code cylinder, blaster pistol, data-
pad, Super Star Destroyer fron Fist and war fleet.

Skills: Astrogate +7, Computer Use +14, Diplomacy +14,
Intimidate +15, Knowledge {tactics] +13, Knowledge (New
Order) +6, Knowledge (Imperial military] +6, Pilot +11,
Read/Write Basic, Sense Motive +12, Speak Basic, Speak
Huttese, Speak Mon Calamari, Spot +10, Treat Injury +5.

Feats: Armor Proficiencies (lght, medium), Endurance,
Frightful Presence, Heroic Surge, Point Blank Shot, Starship
Dperation [capital ships), Toughness, Weapon Group
Proficiencies (blaster pistals, blaster rifles, heavy weapons,
simple weapans, vibro weapons).

Grand Admiral Thrawn

The anly non-Human ever named one of the Emperar’s
grand admirals, Thrawn has the pale blue skin and crimson
eves of the Chiss. Thrawn was exploring the Unknown
Regions when the Emperor died at Endor, He returns five
years later to apply his military genius to destroying the
Mew Republic. Under Thrawn, the Imperial remmants rally
and set in motion a powerful strategy to regain the galaxy
in the name of the New Order, With the help of Captain
Pellaean and a fleet of Star Destroyers, he might just
succeed,
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Grand Admiral Thrawn: Male, Chiss, Soldier 5/Nable

3/ Officer 6; Init +6; Defense 20 (+B class, +2 Dex); Spd
10m; VP/WF 72/12: Atk +12/+7/+2 melee (1d3+1,
punch] or +13/+8/+3 ranged {3d6, blaster pistol); S0
Bonus class skill (Intimidate), inspire confidence +1, call
in a favor =2, command +2, Leadership, requisition
supplies, tactics; SV Fort +9, Ref +8, Will +11; FP 2; DSP
A: Rep 12: Str 12, Dex 14, Can 12, Int 18, Wis 14, LI a
17, Challenge Code: T

Equipment: Comlink, code cylinder, blaster pistal, datapad,

Skills: Appraise +10, Astrogate +12, Bluff +12, Computer
Use +12, Diplomacy +15, Gather Information +14,
Intimidate +16, Knowledge (tactics) +20, Knowledge [New
Order] +12, Knowledge (Imperial militaryl +17, Knowledge
(Rebellion] <17, Knowledge (Unknown Regions] + 11, Knowl-
edge [art) +9, Knowledge (culture] +9, Pilot +10, Read/Write
Basic, Read/Write Chiss, Sense Motive +13, Speak Basic,
Speak Chiss, Speak Huttese, Speak Mon Calamari, Speak
Sullustan, Speak Maghri,

Feats: Alertness, Armor Proficiencies (light, medium),
Improved Initiative, Tron Will, Skill Emphasis [Knowledge
[tactics]), Skill Emphasis (Gather Information], Weapon
Group Profciencies (blaster pistols, blaster rifles, heavy
weapons, simple weapons, vibro weapons|.

Rukh

Grand Admiral Thrawn took charge of the Moghri and their
Death Commandos when he returned from the Unknown
Regions, Rukh, a young Noghri, impressed Grand Admiral
Thrawn and was selected to serve as the grand admiral’s
personal bodyguard. As a Noghri clan warriorn, serving
Thrawn—who is considered to be the lord of the Overclan—
brings honor to Rukh's clan. Rukh is never far from the
admiral’s side, lurking in the shadows until his particular
talents are needed.

Rukh: Male Noghri Soldier 11; Init +7; Defense 18 (+5 class,
+3 Dex): Spd 10m; YPIWP 76/17: Atk +12/+7/+2 melee
[1d4+1, claw; 1d3+1 bite] or +14/+9/+4 ranged [1d6+1,
throwing dagger): 50 Keen smell; SV Fort +9, Rel +6, Will
v4: FP 3; DSP 5: Rep 3; 5tr 13, Dex 16, Con 14, Int 10, Wis
12, Cha 8. Challenge Code: E.

Equipment: Throwing daggers, comlink.

Skills: Intimidate +10, Hide 11, Listen +6, Move Silently
#11, Pilot +8, Read/Write Basic, Read/Write Noghri, Speak
Basic, Speak Noghri, Spal +8,

Feats: Acrabatic, Alertness, Armor Prohciencies [light,
medium, heavy), Dodge, Heroic Sl]r-:__|l;'. Improved Initiative,
Martial Arts, Mobility, Spring Attack, Stealthy, Toughness,
Weapon Group Proficiencies [blaster pistals, blaster rifles,
heavy weapons, simple weapons, vibro weapons], fe
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It is a time of civil war....

THI
SouUuRCEBOOK
FEATURES!

Tyranny and oppression mark the reign of the Galactic Empire, threatening to extinguish
the last flames of freedom. From the Outer Rim to the opulent worlds of the Core, the
Emperor's iron will and his New Order crush all opposition. But in this dark time,
heroes emerge—Rebels intent on restoring the glory of the Old Republic. Hope rests
in this Alliance, but is that enough to overthrow pure evil?
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& Material covering the classic Star Wars® films: A New @  Awultitude of Gamemaster characters, ready to use

Hope, The Empire Strikes Back, and Refurn of the Jed, as cBitacts, allies, or opponents for your heroes,

@  Details from key Expanded Universe sources including & Advice o playing a Rebellion Era campaign as Rebels,
Shadows of the Empire, Rogue Squadron, and Truce Imperials, or independents trying to stay neutral as
at Bakura. the Wwar rages about them,

& Adventure hooks and ideas for creating your own
Rebellion era campaign.

To use this sourcebook, a8 Gamemaster also needs the Star Wars Roleplaying Game.
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