






The Drop

[reading aloud or paraphrasing] It's 1 BBY, Just months before the Battle of Yavin. The first
Death Star is about to be brought online. Darth Vader and his Empire are terrifying the galaxy
into submission. The Jedi are long gone, a vague memory. The Rebels are organized, and are
beginning to take steps towards large-scale operations.

There are soldiers and spies everywhere, trying to get their fellow Rebels every possible
advantage in the fight for the Galaxy. Soldiers and spies like... Tango Team.

[CUE STAR WARS THEME MUSIC] (All 3 tables sang the entire theme unprompted once I
mentioned this)

There is a blast of cold air in your face as you hit the slipstream. The Thoughtful Madman
speeds away from you, it's large cargo ramp closing as it accelerates off into the night sky.

The wind grabs at your jumpsuit as you starfish and gain control of your fall. A kilometer below
you is the dark surface of the ocean, visible only when the moon large yellow moon shows
through the thick cloud cover and reflects off the waves. A half-kilometer to your left is the long
line of cliffs that mark the shoreline.

Breaking the shoreline is an immense tower built into the side of the cliff, glowing pearl white in
the diffused moonlight, with red flashing glow plates on the tips of antennas and in a line down
the center rib. Your target.

2:1 Glide ratio is easy enough. You've done harder. Landing on the top of a tall building while
avoiding antennas and machinery, and limiting grav belt use to avoid detection of the energy
signatures still won't be fun. The pounding rain makes it less so.

Stop to ask the group how they are arranged, and how they want to perform the landing. If
necessary, Prompt the player playing Mell to take some leadership and lay out a landing order
and any other special instructions. Note that the players can talk to each other the whole time
through implanted communication units. In the order that the players are approaching the tower,
have them roll a Freefall skill check (or Mechanical if they don’t have it). Take each result and
narrate it as it applies to how well they are approaching the tower. Failed rolls are coming in too
fast, or too low or too high. Wild 1’s tear a piece of their wingsuit and flip upside down or begin
to corkscrew. Team members may make rolls to assist, which is a fun bit of introductory team
building. Again, this scene isn’t meant to be dangerous, just tense. Don’t kill anyone here.

After the first round of rolls are narrated, ask for a second roll to describe the landing. I made a
simple chart with each player and the pass/fail of their two rolls to help with the narration.



PC Pass/Fail Roll 1 Pass/Fail Roll 2

Mell

Jude

Salmo

Cal

Ozen

When that is filled in, use the results to narrate the landing. If they failed the first but not the
second, you could narrate their recovery to a fair landing. Failing the second but passing the
first could mean slipping on the gravel or rolling on the landing or bumping an antenna or
something minor. Failing both is dramatic, like overshooting and barely stopping before sliding
off the far side of the building, or hitting the side of an elevator shaft shack on the roof and being
stunned.

The players now have an idea of how checks work, and are kind of invested in the characters
and have hopefully done a bit of teamwork. Get the players to gather their gear, open a hatch
and get into the maintenance area below the roof. You might even have to just narrate them
doing it, but as soon as the characters are there, narrate a Star Wars screen wipe to...

Mission Briefing

There are a number of full-page images included with this adventure. Have them printed out and
ready to show the players at the appropriate time. I had them in plastic sheet protectors in the
binder I used, in order. Most of them were just shown to the players and put back, for mood.
Don’t let the players keep the picture of the Data Core shaft, or the Casino lobby, or the hangar
area, because they are just meant to offer an idea or a rough concept for people to hang their
own imaginations on. They are not maps of the area. I left pictures of Rhugo and Horne on the
table (they are pretty intimidating and lend some gravity to their scenes), along with the tower
diagram.

[Read aloud or paraphrase]

The briefing room of the 131st Security Intelligence Unit is a busy place, but today you have it
all to yourselves. Just you, and the CO.

There are dozens of empty chairs in rows around you as the six of you sit in the theater alone.



General Retric stands behind a small podium, and the room goes dim.

A map of the Galaxy shows up on the holoscreen, [show galactic map, point out a few common
Star Wars planets like Tatooine and Cornscant if you like, point out Talcene Sector] then zooms
in to Talcene Sector [show Talcene Sector Map], and then in to the planet Torrad [point to it on
the sector map], then in past wispy cloud cover to the only small continent is a vast ocean, then
in towards the coastline, and then finally stops on a pearly white tower, a kilometer or more high
[give them their own copy of the tower layout in the middle of the table]..

"The Crimson Crystal Casino". In the middle of nowhere, once used for the local Sector
Governors and their staff to relax. None of the locals could afford it. The Imperials have
commandeered it as a meeting center for high command staff. They launder money, transfer
information and wine and dine important guests in luxury.

We have obtained information from an employee at the casino indicating that there will be a large
data transfer happening at the Crimson Crystal soon. It's critical that we obtain this data, and
prevent the Imperials from getting away with it.

The data will be brought aboard Disruptor [show image of Disruptor], a Vigil Class Corvette
commanded by Commodore Sarah Horne [place Horne’s picture in the middle of the table], one
of the Empire’s best and brightest. She's bringing the data to Beravi Rhugo [place Rhugo’s
picture beside Horne’s on the table], one of their most ruthless. He'll be aboard the Ravager,
[show picture of the Ravager] a Venator class Star Destroyer. They'll spend some time at the
Casino to make it look like a normal shore leave, but they'll use the Casino's databases to make
the exchange.

Because of the amount of Imperial hardware in orbit, we're going to have to go in small and fast.
A Kom'rk class fighter transport [show picture of transport] will drop you at 6 thousand feet at
get the hell out of there. You'll freefall to the top of the tower and enter the facility. Once you
are in the building, it will be your responsibility [indicate Salmo] to forge credentials and ensure
that your team can operate freely in the building as guests. You will have to enter the data core,
extract the data, wipe it and get out. You are not, repeat NOT, to engage with Horne or, Flitchee
forbid, Rhugo.

You will exfiltrate through the underwater hangar in the base of the building. Using maintenance
suits on site, you'll make your way 2 kilometers across the sea floor under 300 meters of water
to where the transport will be waiting for you powered down and avoiding sensors, ready to take
orbit and get out of there faster than a pissed off Gundark.

So. Does anyone have any questions, or special requests?

Let the PCs ask questions and get an idea of what they are in for.









has told them. The sheer can quickly find a list of droids and locations in the facility with no
effort.

One of the groups didn’t have any non-humans in the group that met Dagian, so Dagian asked
them to relay a greeting to their friend (with the same content) and they did so immediately over
the comms. Same result.

The Imperials will be disconcerted by this and demand they speak Galactic Basic, and may
begin to ask more questions about the PCs, such as what they do and why they are at the
casino, if the PCs can’t politely extract themselves from the conversation in time. Dagian may
try to get Rhugo to move to another group and introduce him. The PCs will hopefully have
worked out what is going on at this point, have their slicer check Casino records for the droids
location and will know that it's time to exfiltrate. Once the PCs have the information about where
the data is, there will be a race to obtain it.

Try to do anything you can to get the PCs to figure out that this droid is what they are looking for
and that it is time to leave immediately before the Imperials get too dangerous.

Once the PCs figure it out, the ISB agents look very suspicious, and begin murmuring into their
communicators, and obviously get some sort of answer on the translation of the greeting. They
are standing behind the couches, so the PCs should take this as a hint to run. If they still don’t,
have one of the ISB agent shout for them to “Halt!” or something, to trigger the flight. They start
to go after the PCs, who race to the elevators, and head for the hangar. So far, every party I've
run though this has commandeered the elevator system (via slicing) early on in the session, so
they can delay the ISB agents.

This can be touchy. One party had met Rhugo in the halls earlier and the Face seduced him.
She got him a little drunk at the ball, and brought him over to the shadows by the elevators to
make out, at which point the slicer opened the elevator doors and she pushed him down the
empty shaft. A minute later, the ISB agents got suspicious and the chase started. Another
party actually locked Rhugo and Horne in their rooms remotely and had the face impersonate
Horne at the ball. She met Dagian and the ISB agents, got the info, passed it on and got to the
elevators where she met the party and noticed the pursuing ISB agents. Whatever happens,
have it end with a race for the elevators, and maybe a shot or two from the Stormtroopers at the
PCs feet to encourage them to hurry..

The Escape

The elevators lead to the maintenance levels, which are 300m underwater and are only used for
bringing supplies to the casino. There are no ships or subs here, it's just a loading dock. They
arrive about 300 meters away from the location of the droid and the predetermined exit point,
where a ship is powered down on the seafloor waiting for them. [Show the picture of the hangar
area]





At the after-briefing, the PCs are told that they have deprived the Empire of the plans for a
security update for the Death Star. The Empire will have to re-develop Thermal Exhaust Port
Cover technology, and it won't be ready for months. (For those unfamiliar, the Death Star was
blown up by Luke dropping proton torpedoes down the open Thermal Exhaust Ports.) This is a
fun way to tie up the mission as the PCs realize they made the destruction of the Death Star
possible.



Timings

The adventure had to be done in 4 hours or less due to convention timetables. Here was my
breakdown for where the characters needed to be when:

0:15 in - finished welcome, intro, and teaching rules
1:30 in - start to access computer core area
2:00 in - break (right after the computer corruption reveal)
2:15 in - ballroom scene
3:15 in - get to exit hangar
4:00 in - finish up

GM Advice

Once you get to know the basic plot outline, and what beats MUST be hit (accessing the core to
set off the twist, the beginning of the ball, the escape) you can improvise everything else you
need with an eye to directing the players to the next beat at the approximate time. This ends up
being about 2 and a half hours or more that the players are completely in charge of the session.
If you have 45 minutes before the next “must hit” timing, then let it go completely undirected and
just help the PCs accomplish what they are attempting. If you need have them at the computer
core in 5 minutes, perhaps start hinting or leading the players that way, or summing up the
current line with a neon plot arrow saying “This way to the egress”.

Don’t forget to encourage use of the Preparation Points.

Encourage fun details and creativity. If the player asks “Hey, is there...?” the best answer is
usually “Sure!” and play it out. Again, don’t let it be the easy solution to a problem, but having
the plot move forward because of a player idea makes players feel awesome.

Completion

If you end up using this adventure, or any of the ideas from it, please feel free to drop me a line
at kirby@gehmanfamily.com. I’d love to hear how your players managed to screw things up and
how you managed to resolve it!



Random NPCs - Randomly generated with some random phrases to give you personality ideas

Human named Arthur Avedar who has the characteristics of Constantly checking own
appearance and The best is the enemy of the good.

Rodian named Ackys Lucrece who has the characteristics of Foolhardy. Dreamy, and Try to give
people more than they expect.

Human named Mandricardo Gunasekera who has the characteristics of Stammers, and Time is
money.

Twi'lek named Othomann Dagian who has the characteristics of Secretive, and Anything is a
legitimate area of investigation.

Human named Annette Alani who has the characteristics of Aloof, and Very thin.

Sullustan named Allsun Dalyell who has the characteristics of Opinionated and Optimistic

Gamorrean named Kamlesh Baren who has the characteristics of Curious, Swap your integrity
for money, power, or fame, and Wears clothes a size too large.

Human named Boin Androw who has the characteristics of Sober and Ponderous

Rodian named Salome Fayerweder who has the characteristics of Elitist, and Kind-hearted.

Sullustan named Wonder Warde who has the characteristics of Irreverent, and Foolhardy

Zabrak named Dent Lynne who has the characteristics of Mischievous, and Do cheerfully what
you must do.



Random Encounters - If things are too quiet (this was never an issue...)

Meet a squad of stormtroopers.

Get to a door that doesn't open for their ID.

See someone who recognizes Soronal from a past con.

Cal sees a lone Imperial walking down a corridor.

Meet an Imperial Technical Officer, Administration Officer and Logistics Officer, all friends just
out of the Imperial Academy, who try to make conversation.



Images

Briefing Images:

Galaxy Map - with common locations circled for context, and Talcene Sector highlighted.

Talcene Sector Map - with planets and hyperspace travel times (in hours)

Casino Tower Diagram

Commodore Sarah Horne

Vigil Class Corvette

Moff Beravi Rhugo

Venator Class Star Destroyer

Kom’rk Class Fighter/Transport

Inspiration Images:

Data Core

Ball Room Image

Hangar Image

NPCs:

Othomann Dagian

QG-4, an ASP Series Droid
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Fold Cards

Print the following pages on card stock and fold them in half.  Put them on the table in front of your 
players so they can see their characters, and others can have a capsule description of them.

There is a male and a female version of each character, except for Mell.  Who knows what the 
differences are between Aqualish genders?
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Character Name |Calanalaurae Vesna
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Age 23
Type Mechanical Technician
Move [TO
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Calanalaurae "Cal" Vesna

WHO ARE YOU?
23 year old Human Rebel Commando - Mechanical Technician - Pilot

WHAT'S YOUR HISTORY?
You joined the Rebellion one year ago this week. That's one year since those Imperial bastards
killed your wife and daughter. You had a quiet life on a backwater farming planet, your own land,
no one to bother you. Then the Emperor decided to annex your planet to feed Coruscant. You
can still smell the burning fields.

WHAT'S YOUR PERSONALITY?
You seethe with anger at the Imperials. Joining the Rebellion was a way to focus your anger at
the people who caused you so much pain. When you aren't on a mission, you sometimes forget
and go back to your joke-loving laid-back self, but it's usually not long before something reminds
you of your wife and you have to go spend some time alone in your room with a bottle.

Following orders is important, but if an opportunity ever presented itself to kill some Imperials or
do some major damage to a facility, you'd be on that like white on a wampa. You can deal with
the fallout later. Chain of command is just a tool that's useful when it's useful. Sometimes it's
not.

WHAT ARE YOU DOING RIGHT NOW?
Your farm upbringing and experience makes you a natural tech and equipment operator. If it
shoots, it's Mell's. If it beeps and it's delicate, it's Selmo's. Otherwise, it's yours. Droids,
lifters, doors, drawbridges, elevators, repulsor lift vehicles, and even a 120 meter ore harvester
once. With a toolkit and some time, anything can do anything.

WHAT ARE YOUR GOALS?
Accomplishing the mission objectives is primary, obviously. Most of your time is spent backing
up Mell and Ozen, and clearing the way forward when it's blocked, or finding innovative ways to
use what's at hand to help the mission.

You don't want to be promoted, you don't want out, you just want to do this job and help end the
Imperials. Maybe in a few years you'll have matured enough to think of the future, but for now,
you're pretty single minded.

SPECIAL NOTES:
You fight alongside Mel and Ozen often, letting Jude and Salmo do the delicate work. Ozen is a
good drinking partner, because he's usually hilarious and doesn't ask too many personal
questions. You and Salmo sometimes work together on tech issues, and she loves odd alien
finger foods as much as you do.
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Character Name Mell Lucinius
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Mell Lucinius

WHO ARE YOU?
62 year old Aqualish Rebel Commando - Tango Team Coordinator, Overwatch

WHAT'S YOUR HISTORY?
Your family was broken apart by the Imperials when they occupied your home planet, so the
Rebellion seemed a natural place for you to end up. You can shoot, run and put 2 words
together so they made you a Team Leader.

WHAT'S YOUR PERSONALITY?
The Rebellion is your life. Every day the Imperials are in power is a day that more people's
families die and more worlds are ruined. You are driven and focused on completing the missions
that the Rebellion puts in front of you as cleanly and directly as possible so that you can get
back and take another. You don't have much of a social life, because you spend your time
studying and honing your various skills. Ozen is pretty much your only friend. Most other
people find you a bit too intense.

WHAT ARE YOU DOING RIGHT NOW?
You are leading Tango Team. It's not pure "military" in terms of hardcore chain of command and
"Yes sir, no sir", but you wish it was. Tango is a group of specialists that do missions together,
and sometimes specialists need some special care to get them to do their jobs. It'd be easier to
order them to do their jobs at gunpoint, but that seldom works. You find yourself needing to use
your "soft skills" more and more often, much to your frustration.

You also provide "Overwatch" and are the team's firearms specialist. Often you are the only
well-armed member on a mission.

WHAT ARE YOUR GOALS?
Accomplishing the mission objectives is primary, obviously. Keeping this group of loose
cannons all firing in the same direction can be a real challenge. They're all very good at what
they do, you have to give them that. Your major role is giving them the time and space they
need to do the job while keeping the enemy off their backs. That and cleaning up after they are
done...

SPECIAL NOTES:
Ozen is a good friend. You have served together since you joined the Rebellion. Soranal is a
pain in the ass, but seems to have a sort of charisma that you lack, and he's saved the team a
number of times so you try to cut him some slack, but you worry that he's going to go too far
some day. The two techs, Salmo and Cal, are kids with toys, and you have to watch them
pretty closely.



39

31        23      15      7      3

Punch Damage 2D

5

}
TANGO jOUAP - JIMCQN 2016

Character Name |0zen Kalem
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Ozen Kalem

WHO ARE YOU?
29 year old Weequay Rebel Commando

WHAT'S YOUR HISTORY?
As a young Weequay with no special skills, the Hutt Cartels seemed to be an obvious place to
end up. But the idea of spending your days collecting drug debts for a slug just seemed...
pointless. When the Rebellion came recruiting, you jumped at the chance to put your natural
muscle to work doing something a bit more useful. You've been happily employed for 7 years
now, watching the Rebellion grow, and waiting for the chance to really strike an effective blow.

WHAT'S YOUR PERSONALITY?
You are used to being the strongest person in the room, and you are used to looking fierce
enough to not have to prove it. Anyone who gets to know you, however, knows that you have a
keen intellect and a sharp wit. You love puns, wordplay and practical jokes, and never miss an
opportunity to supply one. You love seeing the eyebrows raise on someone who has obviously
written you off as a brute. Anyone underestimating you is going to be sorely surprised. Or
they'll be broken and dead so they won't care.

WHAT ARE YOU DOING RIGHT NOW?
You are the "muscle" of Tango Squad. There's a role for finesse and discretion in the work that
you do, but sometimes things just need to be punched. You're a soldier, through and through.
You assist Mell in providing support and cover for the specialists to do their jobs, and you
provide jack-of-all-trades support, doing whatever needs to be done for Tango.

WHAT ARE YOUR GOALS?
Accomplishing the mission objectives is primary, obviously. You aren't terribly interested in
doing anything else. You have risen to a level that lets you do what you do best in the service
of a noble ideal. How freaking cool is that?

SPECIAL NOTES:
You love the military, and you love working for Mel. Mel's a bit of a hardass sometimes, but
sometimes the techs need to be brought in line.
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Salmo Keld

WHO ARE YOU?
26 year old Human Rebel Commando - Digital Access Specialist

WHAT'S YOUR HISTORY?
What a great job! Getting paid to travel all over the galaxy and hack stuff? It's like a dream.
Of course, it often involves shooting your way into and out of places, but that's something you
can handle because of the incredible tech you have access to. Your schoolmates would never
believe it.

WHAT'S YOUR PERSONALITY?
You've loved working with computers ever since you can remember. You love new challenges
and can get distracted by an interesting problem over a useful one. You wouldn't necessarily call
yourself a genius, but you wouldn't blush if others did.

WHAT ARE YOU DOING RIGHT NOW?
Most Tango Team mission involve some sort of security or computer system work. There's
always something new, whether it's high level Imperial encryption or Hutt safecracking. You
back up Ozen and Mell as an infantryman, doing what needs to be done to whoever needs it
done to them.

WHAT ARE YOUR GOALS?
"Accomplish the mission" is always your primary goal. You're usually assisting as the others
accomplish the main mission, but for this one you might just get some glory time. That'd be
cool.

The more you can learn about various computer and security systems, the better your odds for a
transfer to even more exciting work. Of course, downloading interesting data that might be
useful later is always a plus.

SPECIAL NOTES:
You like the military life, but often Mell to be too intense for your taste. He's good guy, he cares
for his people, but you aren't all hardcore army and he needs to back off sometimes. You often
work closely with Cal, and have a good friendship based on your common like of tech and
obscure alien snack food.
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Soronal Jude

WHO ARE YOU?
25 year old Human Rebel Commando - Pycho-Social Specialist

WHAT'S YOUR HISTORY?
Four years ago you joined the Rebellion as a way to get away from a Hutt that was after you for
a minor misunderstanding about some credits. Physical work was not your style, but you knew
a good deal when you saw it. You've survived this long, and noticed that you have a talent for
this style of work.

WHAT'S YOUR PERSONALITY?
You are confident, quick to speak up, and reluctant to use force when personality will do.

Your confidence usually doesn't go quite as far as arrogance, but it might be seen as that on first
glimpse. Your team has learned to trust your instincts, but it was hard going to convince a
military squad that talking can be a powerful weapon.

WHAT ARE YOU DOING RIGHT NOW?
Your skills and training have made you the "Face" of Tango Squad. You've talked your way out
of trouble on a half dozen planets, and talked your way into trouble just as often.

You're not leading the mission. Especially on a mission like this, you think that's just plain
wrong.

WHAT ARE YOUR GOALS?
Accomplishing the mission objectives is primary, obviously. But if you could manage to show
the higher-ups that you can handle this sort of thing well using your own tactics, maybe you
could get a promotion, or a move over into Intelligence. Being a spy would be awesome.

You aren't above "putting your own spin" on your orders if you think you can accomplish things
better or speed up the operation. After all, they've got your back if things don't work out, right?
Right?

SPECIAL NOTES:
Osen and Mell are a bit too hardcore military for you. This kind of mission calls for something a
bit more classy. You'll have to convince them, or possibly take things into your own hands.

Cal Vesna and Salmo are useful support techs. Getting closer to them is always going to pay
off later.

Don't be afraid to play up the attitude and "confidence".
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