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aleame to the first issue of Srar Wars Gamer Magazine. I'm Jeff Quick, Senios
Prabsbii by = Y 3 Editor and tour gulde on Lhis, yoLiF transport L thie STas WARE gaming |:.I|.:-‘-"-.'
Editmr-in-C hisl: 5 0

The two dashing rogues in the cockpit are Kvle Hunter, &rt Director and Dug
Senkar Editor: j&f v

sooundrel. and Chris Perkins, Editor-ln-Chiel and Eodian linguistic savant

Lustma Licarvidng Edeter Ber Chur towur of the STar Waks galaxy begins here, with this issue. We hive the

Lucay Ligerasng Aurt Editor: b whole galaxy to cover, $0 we should get underwayl We'll be visiting new planet:

IpPEnIng In

hawt IHhantbid ereatures. and characters. We'll ewen do a Bt of firme Trave ||-|!' to see what's b
diferant eras. from the Old '-E.-|||||'l: £ Lo Uhie Mesw bedi Drder. |ene s a bot mone 2ol on than

e the place After all, it il STAR Wars!

you might think! That's not to say vou won | reco
wWe'll just be exploring parts of the galaxy you might not have seen before

S50 what's great about this new magazingy

First as the tithe would imphy, its devoled 1o STAR WARS games compaurter garmes conmsnl
FarThES, .:.|._-||| i .'!_'\: F:_||-'.--._. g graAmes, meniatures Bames l.'l.l||.|'jl'l.'| rwe Can turn up, as Iig L'
as it's a game. From time to time, we'll even nclude some new, never-before-seen games ke
Ehis issue s  Tatoowne Lrudge Mats h

Podracing Game on page 68 New, new, new. That's

O cowrseE one of the |||_|E!""|"

parmes v |l cover is The brand new What WE1FE l:ll:lil'lg hEFE

LTAR WarT Bl dng Game based
on the new d2o Gaming System Elt STAH W-la ES EEmEFﬂ
from Wizards of the Coast. We'll be

I iy
presending mew acventures. creatunes -_||.|'u. LR el b a@nd miofe 20 You can PRy yeer o

adventuned i the STAR WARS LIfIWVETSE

W'l ales have fiction by well-Enowm authors and sorme@ nes Taces. In This ssue e hawee
slosies by Steve MEler (Former editor of the beloved Srae Wars Adventure sournil) o Daiiel
Wallace o name Tarmibar to more than a fes of wd, Dim sure. Dosmn the line wee ll have mode
EHEE =Tl TR SR PTISES, L Ui

And you, unknoavwn Treelanoer, Nave @« hance to contribute to the STae Waers legacy, How/!
Ga o aur wab site at wwwwwizards.com, click through to the Stae Waes Gamer site, and read
our subrmission guldelines. Since everything we puldish s approved by the fine folks af
Lucastilm [Hi Benl Hi Luoyl ), yodir work coanld Exggand the STAR WA RS universe &% we kion 1
And what do we want to see? Why, new things of course

It's all s0 squeaky, shiny new, | can barely stand it. 50, come aboard and help us chart the
unknown reaches of the Star Wars galaxy, Let us know wihat you think, either by filling out
the survey i Ehis isoue or by wiritin EuUsa letter (check oul the Letters page for our addness

If you're edpecially entertaining or thought-provoking, you might see your letter printed
et e
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T feft & great digfurbance n he Forcd

Ec—. here’s the shiny first issue letter
codumn, Because the buzz has been
so high on this magazineg, we ve already
gotten plenty of mail. This ks good, and |

commend every one of you Wikt R wint-
ten, Thank you all

Bart it's not r_'I'II:Il.IEh. | weamnt maore. dhways
mone with me. It's like an obsession. wani
a rancor pit full of il | want to swim in
mall, Wouldn't that be Er-e:.:ll!i' 1 think so.

But only YOU can help me fulfill my
dream. Send me letters about this first
Fssue. Tell me what you lile and dislioe
(about the magazine). Tell me your hopes
and dreams (for the I'I'||I-E|H‘i'|'|l.'| Tell me
your deepest fears (concerning the maga
zine only, please)

All the contact Infio you need is next to
C-3P0% head, Here then, Is your assign-
meent: Read this magazine, Write a letter or
ermail about your experliences, Send it to
[ 152

Mow, On with the letters.

Ieff Q
Wour Humbile Editor

as i mitons of voicrs suddenly cried out.”

Darth Mail:

Drop Dut of Hyperspace and
Send Us a Transmission

Get Out OFf My Brain!
f.rcl:llnt-:h,
I think the [magazine] should focus on
the RPG aspects of Star Wars, with arti
cles and scenarios about the game fea-
tures on new planets, races, equipment,
ships, and so forth for use therein. I'd par-
ticularly like to see articles addressing the
“hiow-ta of '.|'1t|r|g up a coherent cam-
palgn within the 5Tar Wars unlverse
airmed primarily at the Gamemaster, and
backgrownd material that can be used by
players and Gamemaster alike to become
mare familiar with the universe in which
they operate

| woould also like to see material from
the Irn|:||:r|.|l u'u_-w;a-c:urﬁ_;ﬁluwmg Rames
“fram the other side"—where the players
represent Imperial forces hunting down
those pesky Relbels)

On time frame: equal measures for the 3
eras mentioned plus ethers (| personally

prefer the "Empire at its height™ period)
Print fiction in small measure at most,

as there's plenty available for this particu-

lar genre already! Don't bother with CCGs

of computerfelectronic games, Or at beast
if Yol da, thiere will be some pages left
unread in my copy,

Megan Robertson
F!I'EiI'J".I' [HreCtod,
Cheshing & Stattordshire, BPLA LK

Oy Megan, for RPG material, you'll love
us. It's like you've been sitting in on our
editorial meetings. You'll get your wish hor
RPG stufl

But, | Enow many peopde will d Lagres
with you on the fiction point. We're rather
fond of it. We won't overswhelm you with
flction, but 'r'cnu"| notioe it’s there

And ._1Prh-e:-||§_:l1 it paing me to Know that
you won 't read certain parts of the maga
rine, we will indeed cover the Star Waes
CCG and electronic games, We're serious
about being a STAR YWaARS game magazine
not just an RPG magazine (though natu-
rally. wee favor the RPG).

B YOLUME L HUMBER |



In the Cards
Dhead Srae Wies Gamer,
You've got to get with Decipher and
include the CCG1 Only by covering ALL of
the game forums will you reach all 5Tar
Wars fans. I'm sure it will help you reach a
larger audience. Besides, | think connect
ing the CCC and RPG will increase the
excitement for both!

I'm looking forward to your magagine!

Thanks,
Paul Lanidowne

wia email

Even as 'we speak, our Crack Team of Mego
tiators (e, Chiis Perkins) is (n high-level
talks with Decipher about getting mone
Sram Waes CCG coverage. Our Crack Team
Is also talking to other companies about
other Star Wars games which are so cool
that | must wear a shawl a1 the office,
Weoere s [t dhevelogpes

T A T Tl T A
Tales From Back In The Day....

Hella there,

Dwanted to suggest that Wizards of the
Coast’s new STae Waes products also
explone Lhe ara known as the “Tales of the
Jedi.™ It ks @ very colorful and distinct
epech from any of the others

Best,
Abel Pena

wia email

We haven't heard much about this era yet,
w0 wee might be abde to arrange that

Pulped Fiction

Dear srar Wars Goamer,

| arm @ mewr young author [16 years of age)
and | am interested in writing new short

10 WOLUME L NUMBER |

Srak Wars fiction for your magazine
Below | hawve listed possible titkes and a
brief descriptive paragraph about each
story | wish o wite. | hl'.'lp-l'_" gl like wihat
you read, Thank you for your fime

James Thomas
Chesapeake, VA

This ks an example of a lot of letters we get
here at Gamer, We .1r.1.u.1|||':,' did et this let
ter, but if you are not James, think of
lames as a metaphor for all you writer
hopefuls in our audienos,

Our contract with Lucasfilmn reguines
that we use nnl}' fiction authors with pre-
vigirs publication credits. | know this
griewves mamy of you, but we have only
your best interests at heart. This palicy
helps preserve the quality of fiction you
recéive a5 a reader, and helps us because it
clears up time in our days to sharpen the
magazine, Believe me when | tell you, rmy
goal is naught bart to bring you a better
magazine

Sabace ‘n' Roll
Drear Gamer,
[I want to see] as much RPG content as
;mam-l-: stats. Gamemaster tools, new
info, not posters and intenaesws. We don't
need another fan magazine

One thing that would also be cool
would be the rules for playing sabacc and
maybe scannable/photocopiables cut-oul
abace cards, Later magazines could
inchede rule variants as mentioned in van
ous books (Sabace Solitaire, labba's Palace
Sabace, Cloud City Casino Sabact, Random
Sabace, Dune Sea Sabace, Ecclessis Figh
Variation, etc) and non-standard cards
also mentigaed {Chanoe, Hazard, the
Satellite, The Wheel, and The Damaged
Starship, a mong others),

it would be a lot more fun in an EPG fo

actually play the games sometimes rather
than just making skill checks. Of course
thene would have o be varkous options
that would let Gamemasters contnol oer-
tain aspects of the game, but it would also
be good as a stand-alone, to be played out-
sice of the RFG,

Richard Lames Scott
C |.1rr|lir'|g113|'|
Morthumberland
Linited Kingdom

Yeah, | agree. Sabace info would be cool
What with me being editor and xll,
though, it wou Id look bad if | wrole EVERY-
THING, Anybody want to take a crack at
this? | gee 8 couple of good article ideas
here, Anyone? You know where to find me.

Straight to the Source

Hi Wizards,

| veant to [give] you some ideas for your
upcoming game. | won't bother you with
rules or rule deas, bat some words Bt
sourcebaaks. Many sourcehbaooks cover nice
stories useless information, and tons of
material no one wants bo know. 5o please

IIrf‘_lh:‘l Issue: Flighty Types

Pilots, scoundrels, and pirates gather
to help you fiy casual, '

w Fiction: A Credit For Your Thoughts®
by Chris Cassidy and Tish Pahl. The
story behind the partnership of Fen
Maben and Gitsa Dogder, revealed
fior the first timel

w Steal an imperial shuttle? Don't
mind If 1 do] “The Lambda Heist,” an
adventure by Peter Schweighofer,

= For the RPG: Climactic Encounters
te help GMs make games more
cinematic.

= New Corellian freighters for your
heroes to trash, _

= What's in that crate? Find out with
the spectacular Bandom Cargo
Generator,

. hing More!




don't make these mistakes. Sourcebooks
have to be helpful,

Gome thin s worl h hl.-irlg 11 @ LOUFCE-
book would be
1) Describe vehickes with maps and neces-
sany information. It's fine to know that your
characters are in a Rebel frigate, but where
the heck is the I1r|cll:e'_ Lick bay, of engineer-
img? This would be really usetul, edpecinlly
for combat and boarding actions. Please
coreer from small crafts to Star Destroyers; it
helps ereate mone atmosphere and real
isrm
2) Explain how some technologies work it's
fine to know what a repulsodift is, but to
knosw hiows it works (not Boo realistically
hiey, its STar Waes) Is very useful and adds
to the atmosphere of the game, Also things

like ship I0s and the galactic Halonet are
important things to know about

3) Explain mechanisms of the universe. For
example, when a ship approaches a planet,
howe do local authorities react? How ane
newcomnens weeloomed?

4 For smuggher or trader campaigns it
would be great to have price lists for
poods/per ton of hoad and whene these ane
best to I‘II.I:" and to sell,

i you would add some these ideas to
your products it would greatly increase
playability and usefulmess as well as sabes. |
wiish you the best for your 5TaR Waes BPC.

Best wishes and thanks simcensly,
Peter Beegermann
via email

Ewrn '.I'.nllj;_h Peter directed his sdeas
towvard sourcebooks, he's also desd-on
about the kinds aof thimgs we want to put
inGamer. 'We'll be bring ing you nuts amd
balts ways to play 5Tar Waes games el
ter] So Peter, book to Gamer o fulfill your

detatl pones

That's all the room we have this issue,
50 read the magazine and get busy wilh
YOLI QAT letter wriling. Please remember,
we'ne not above bribery to get you to write
letiers. May the force be with youl §

Imperial Dispatch:
The Crime Lord

Corrections and

Clarifications from
the Star Wars RPG

Despite best efforts, ermors slip
through the proofreading process of
most releplaying games. Often, Wiz-
ards of the Coast editors catch erors
after a book has gone to the printer,
but before it gets to you. This is the
time when the most hair is lost in the
RPG RED department. Howewer,
thanks to the timeliness of modern
publishing, we can get updates to you
at blazingly bimonthly speeds. This
issue, we have errata from the Srae
Wars Roleploying Game. Table 12-5: the
Crimedord is incorrect. The corrected
Table 12-5 §s at right, with explanatory
bext, We think labba would have
laughed with minimal derision.

Tl -5 The Creima Lord

T Bang Arrkis P f

B s Fawi
sk # +0 +1 1
and &1 +0 +2 +3
3rd #1 + b2 #3
4th *1 +h +2 |
sth +2 41 #3 +4
ath +3 42 3 ¥
Tth +3 +2 + +5
Bth +4 +2 Fd +6
gth ¥4 +3 +i &
1oth +5 43 5 +7

ContacT: The crime lord has operatives
and associates throughout his or her
sphere of influence. Each time a crime lord
gains a contact, the GM should develop a
supporting character to represent the con-
tact. A player can suggest the type of con-
tact his or her character wants to gain. A
contact won't accompany the crime lord
on missions or risk his or her life, but will
provide information or expert skills, The
more powerful the contact is, the less time
he or she has to offer the crime lord. What-
ever the case, a crime lord shouldn't be
allowed to call on the same contact more
than once per adventure. Contacts fall into
two growips: informathon contacts and
expert contacts.

Information contacts include bar-
tenders, thugs, spacers, law enforcers, out-
laws, entertainers, computer slicers,

Al T TLTEI T
Bosbiug Caim
Comtact +1 ¥
Resounce acoess +2 +1
Inspire fear =2 i3 3
Comiact +2 #1
Minkons +3 #1
Inspire foar =4 +3 #0
Contact +4 #1
Exceptional minions 4 #1
Insplre fear -6 +i w0
Contact +6, +1
merchants, politicians, smugglers, officers,
starship captains, reporters, and various
types of street people of any species.

Expert contacts include bureaucrats,
doctors, engineers, diplomats, historlans,
mechanics, various types of scholars and
scientists, politicians, and bounty hunters.

Inspirg FEAR: Beginning at rd level, the
crime lord's infamy and reputation reach a
leved that anyone of the same character
level or lower has trouble taking direct
actions against the crime lord. This results
in a penalty to any actions made to
directly effect the crime bord, including
attacks, skill checks in opposition to the
crime lord, and Force-based skill uses, The
penalty is =2 at 3rd level, -4 at 6th level,
and ~6 at gth level.

12 vOoLUME | NUMBER 1
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WE PALACE ALWAYS SEEMED TO FALL INTO A SLUMBER when
Queen Amidala was away. Most of the government
afficials and adminfitrators stayed tucked oway in their offices,
hoping to get as much datowork off their desks as possible
during these quiet Bimes.

The Royal Naboo Security Force administrative offices were
almaost completely deserted, the Security Officers using the
Queen's absence to work on overdue offworld projects o tend to
personal business and family responsibilities. Only Essara Till,
flight instructor and member of Maboo's elite Bravo Flight, was
working at her desk.

For Essara, times like this provided the perfect apportunity to
review applications to join Maboo's Starfighter Corps, review
malintenance logs and expense reports, and o clear even less
agreeable datawork off her desk and the desk of her immediate
superior, Bravo Flight's beader and Queen Amidala’s personal pllot,
Ble Ofid.

Thie osly sound coming from beyond her office all morning was
the distant buzz of the young on-call pilots of Echo Flight convers-
ing in their ready roam, 4o the echo of approaching footfalls broke
her concentration. When she realized the sounds wene Rearing
her office, she straightened up and realized how sore her neck
wins. A glance at the chronometer on the wall bold her she'd been
hunched over her desk for three solid hours.

The lanky frame of Essara’s wingman, Dren Melne, appeared in
the office doorway, "Hi, sweetheart,” he said.

“That's Flight Leader Sweetheart,” she replied with a grin. “With
Olié offworld, I'm top veermok. Don't you forget it.”

“A top veermok who spends most of her time doing secretarial
duties or playing nursemaid,” Dren sakd as he approached her desk.

“We all serve Naboo in different ways.” Essara told him, leaning
back in her chair and stretching. "How are the troops?”

“Echo Flight Is cagerly studying up on their fighters, hoping
that we'll lead them to glory and a chance to fly the N-15." He
Inoked down at her with a slight frown, “Ric really shouldn't
waste your talents like this. It's foolish to make his best pilot
handie datawerk and babysit. Don't tell me you aren't bored stiff™

“If it weren't me doing the expense reports, it would be Ric”
she replied

“Better him than you. You're one of the best pilots in Bravo
Flight.”

"¥our bias is showing.” She reached up and gently touched his
cheek, smiling as she looked into his eyes, Like her, Dren had spent
several years away from Maboo working as a fighter pllot. The two
of them had never crossed paths offworld, but when they met
after his return to Moboo a little over a year ago, their common
experience had fostered an unexpected friendship, In recent
manths, that friendship had become something more. “Like | told
you, Bic doesn't make me do this, | asked to do this. Plus, this way,
you and | get to spend some qulet time together”

He took her hand and kissed it “Maybe. On the other hand,
theres a wiry we can have both.”

Betrayal above Naboo

“Why don't | finish this report, and then we can rent a couple of
aircars and head into the mountaing for a plenic?”

I was thinking of something more permanent,” he replied.
“Remember the governor of the Agamar system and the fighter
contingent he's trying to assemble!”

Essara’s smile faded. She drew her hand back."Yes. | told you,
I'm not interested.”

Diren rolled his eyes and reached for the sitver starfighter model
on her desk “Essara, come onl You're wasted here! On Agamar—-

“I'm not interested In mercenary work,” she interrupted. “Not
arry more. I'm on Naboo to stay, and if that means datawork and
leading Echa training missions, | can lve with that, e retired
from that life, and | like it this way”

“Don't get mad.” He put the model down and reached for her
hand, but she withdrew it and picked up a datapad. He sighed
softly. “Promise me your'll give it some thought?”

Essara leaned back in her ehalr and threw an exasperated look
at the ceiling. “What is it with you and Agamar?l” she exclaimed,
fining her eyes on his again. "It's not like you have fr—°

An alarm blared, filling the office. “All pilots to the briefing
room. This is a Class One Emergency,” a voice echoed. ™| repeat, all
pilots to the briefing room.”

Essara snapped to her feet. “Cet your gear. I'll see you in the
briefing room.”

“Think about Agamar,” Dren said as he turned and ran from the
L=y B

Essara shook her head, scowling with irritation at Dren, the
pain in her neck, and the interruption. She opened the locker in
the far cornes of the office. Her orange flight jacket hung below
her helmet and her holstered sidearm with the belt curled around
it. She grabbed her gear, pausing briefly to loak at the empty hook
welth Ollé's name above it. "I'm happy dolng the datawork,” she
muttered, putting on her helmet.

As Essara and Dren entered the pilots’ bricfing room, a Royal
Security Officer activated the holopod at the front of the cham-
ber. To Essara’s surprise, Sio Bibble, the Governor of Theed and the
head of the Royal Advisory Councll, was standing a few paces
behind the Security Officer, looking Impatient

"Governor Bibble,” Essara sald, saluting, “This is not a drill,
thent®

"Mo,” Bibble replied. His brow furnowed. "This could be a grave
situation indeed.”

Echo Flight's pilots began to pour into the room with a din of
excited conversation and a clatter of equipment. “Echo Flight
present and accounted for,” Dren said, bringing up the rear.

*The remains of Brave Flight reparting for duty,” Essara said,
offering the governor another salute. “Lieutenant Melne and | will
command Echo Flight today.”

“Fourteen minutes ago, we received a distress call from Station
TFP-g,” the Security Officer sabkd. The holopod projected a flicker-
ing three-dimensional image of the space station at the edge of
the Naboo system. It was roughly egg-shaped with a series of
docking arrays and refusling ports along its wider extremis.

STAR WARS Gamer L5



& Corellian frebghter was

STARFIGHTER docked at aach of two of the

refusling ports As the image
rofated, Essara could see the elongated profile of a Sullustan-
designed capital ship."The statlon is under attack by a Hormet-
class carrier and a squadron of Z-95 Headhunbers,”

A buzz of conversation erupted among the Echo pilots, Their
voices held a mixture of excitement and fear,

“Quilet,” Essara said. The voices fell silent, and all eyes fixed on
the image of the station,

"TFP-g is almost defenseless,” the Security Officer continued,
offering Essara i slight nod. "Station engineers are still upgrading
their point defense weapons systems, 5o its only defenses are its
shields and a pair of stock ¥YT-12g0 frelghters. I'm sure you can see
these are no match for Headhunters. Echo Flight will launch
immediately and defend the station. Bravo Flight will lead the
misshon. Once the ralders have been chased off, a portion of Echo
Flight chosen by Flight Leader Thll will remain ak TFP-g until their
defenses are back

but that situation would only change if more seasoned soldiers
would impart their experience to the rest. They were living in
dangerous times, yet few on Mabao bothered 1o take notice,

Hid she evet voiced that sentiment to Dren? Maybe that was
the argument that would make him see things her way. OF late,
their conversations turned into arguments over whether it was
waorthwvhile for dedicated soldiers fo serve in the Royal Maboo
Security Force. Dren was clearly unhappy on Naboo, and in darker,
quieter moments, Essara wondered if she would have to choose
between him and the world she loved,

We'll go on that picnic when this mission's over, she promised
herself as she entered the hangar, ' explain how wifel we are fio
Maboa, how much she needs us, [ won't lose my temper, | swear.

Maost of Echo Flight were already in their fighters, and the
astromech droids were moving the ships into take-off positions.
Dwen's and Essara’s fighters stood out among them, the gleaming
chromium and yellow hull plating contrasting the blue Echo
Flight fighters.

Essara vaulted into the

oniine. Questioped- I'1l explain how vital we are to ‘Tﬁp“":h';":ﬂ't:ﬂ:h
. Yes si"saldEcho | Nahoos how much she needs us. I won't Sﬂ"mmmumd :erm!T::E:unltilld
VB M T lose my tempers I swear: :

named Rhys who 4 P : the canopy shut and issued
had just recently the familiar “aLL s¥sTEMS Go~

Joined the team. "A TaggeCo Purchasing Agent in Oxon once
bragged he could buy the whole Mabop system with his personal
experse account, Why don't we just get him to pay off these
pirates?”

"Stow it, soldier,” Essara snapped. She noticed Dren give the
Echo Five a wink and a nudge with his elbow,

“sir, | have a question,” Echo Eight said in a soft voice. She was a
young girl, about sixteen years old, who barely filled her unifiorm,

The Security Officer nodded ot her.

“What kind of Headhunters are those? Standard 2-ggs or AF-
sefiesl”

The Security Officer looked momentarily perplexed and
glanced at Bravo Flight leader, who was standing next to him.

“The sensors on the TFP refueling platform aren't fine enough
o distinguish between the different types of Headhunters.”
Essara sakl “Pirates are more lkely to have Mark Is, though.”

"¥es, of course.” The Security Officer tried to sound authorita-
tive, but his cheeks were turning red. “That's all the data we have.”

“#ay the Force protect you and the good people of TFP-g," Gow-
erncr Bibbe stated,

“Echo Flight, to your fighters,” Dren called. “Prepare to launchl”

“¥es, sirl” The pilots nished from the room,

Essara followed her pilots down the dimly lit tunnel to the
palace hangas, reminding herself to make sure every Security
CHfficer was supplied with the latest technical data on the current
generation of Headhunters.

Essara understood why Dren and other “professionals™ who
had returned home sometimes got frustrated with the Royal
Naboo Security Force. Everyone in the Royal Naboo Defense Force
wiid dedicated to Naboes, bul mast of therm lacked the combat
experience and mercenary connections that Essara and a handful
of others possessed, It was not uncommaon for the ignorant to
lead the inexperienced in the Naboo's volunteer defense force,
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series of beeps and whistles, She double-checked the status Indi-
cators. The B2 model was a vast improvement owver other
mitromech diodds she had worked with, but she still felt com-
pelled to make sure the drodd wasn't overlooking something. All
flight systermns appeared ready, so she surrendered control of her
fighter to Launch Control and double-checked the power alloca-
tions of her weapons systems and shiekds,

| KNOW WHAT I't BOING, FUGHT Ltapir, scrolled across the
astromech droid interface screen.

"Il know, | know.” Essara replied on the internal comlink. She
checked the drokd's identity, They had given her R2-L1 again, a
droid she'd nicknamed "Ell.one.” There was a persistent glitch in
its persanality subroutines that made the unit atypically anogant
and self-assuned, “It's a habit.”

LINDERSTANDARLE. [T A HARIT ¥OU SHOULD BREAK. IT MAKES YOU
LESS DFFRCIDNT,

“Bravo Seven to Echo Flight,” Essara said into her comlink,
ignoring the rest of the droid's comments. "You know the drill.
Launch Control will guide you to the combat zone and relinguish
control to you when we're within sensor range of the enemy,
Make sure your astromech drodds have loaded your first proton
torpedoes by the time we arrive, and double-check the power
allotment to your shiedds and laser cannons. We're going to need
firepower and shields more than speed against those Head-
hunters. Assume Attack Pattern Zeta-Camma One as soon as
control ks surrendered. Sound off, Echo and Bravo Flights,®

#s Launch Control taxied the fighters to the broad opening of
the hangar bay, the pllots checked in one by one. Essara heard
Dren's volce first, followed by the pilots of Echo Flight, some of
whom sounded too young to drive a speeder, let alone fy a
starfighter.

“This is going to be like sailing on Lake Pacnga in midsummer,
Flight Leader,” Echo Five declared owver the comlink, "Even if the



raiders have Headhunters AF-3s, our ships can take them in a one-
to-one match any day!™

Svou think?™ asked Echo Cime.

*| studied up on Headhunters after Essara told us the baskcs,”
Echo Five said confidently, “They're really far better suited as
atmospheric defense oraft, no matter what SubPro’s marketing
clalms. We've got better shickls, greater range on our weapons
due to the superios stabilizing fiedds in our laser arrays, and better
maneuverability and speed because our Mubian drives. This
should be over quick”

“ron't be too confident,” Essara broke in. “The starfighter is less
than half of the equation. | spent one year in a Z-g5 AF-3 proto-
type and two years in the real thing. if those pitots are any good,
you pups are going to need everything your ships can give you”

"Maybe so, Flight Leader,” Echo Five replied. "But wouldn't you
Lay—"

"You're too chatty, Echo Five.” Dren intérjected. "Let's nok give the
bad guys any mone warning than we have to. Maintain communi-
cations silence until Launch Control disengages the auto pilot.”

“Sharp kid that Echo Five,” Dren's voice came. A blinking light
on Essara’s instrument panel indicated he was using the short-
range, tight-beam channel reserved for broadcasts between
members of a starfighter element. “If he can fly as well as he
talks, he'll have your job eventually®

She switched to the same channel. "Good. That way | can retire
to a cottage in the mountains,”

Dren laughed. ™1 can't see you there for long. You'ne like the rest
of us pros. You've got rocket fuel in your blood.”

Vou've got rocket fuel in your biood. That was a favorite cliche
among starfighter pilots, a neat shorthand to explain their love
for speed and danger beyond anything else in life. All of the trap-
pings of a so-called normal life—Family, money, and even love—
wene secondary or absent in the cockpit.

In her late teens, Essara found Maboo's educational focus an
the arts and philosophy tiresomie. She felt her talent for tactics
and excellent reflexes were being wasted and even stifled, She
started refusing to take part in the weekly choral performances
she'd been imvolved with since age nine, and eventually turned
her back on Maboo entirely, On the eve of her nineteenth birthday,
she had sald goodbye to her parents and set out for the great
unknown beyond her homeworld.

The first several years were a series of tremendous adventures,
the entire galaxy seeming to unfold before her. Later, she discov-
ered, with some dismay, that the stars she had tracked in the skies
over her home hid chaos and ruthlessness uiknown to the Maboo,

She strove to keep herself chean of the infectious sickness of
seff-centered greed that seemed to mothvate most of the beings
she dealt with off of Naboa, but in doing so, she must have
thinned that rocket fuel in her weins,

Two years ago, she was working under contract with the Gargi
Agricultural Combine, She was protecting yet another convay
from rasders when she realized she was hormesick and bored, As
the battered pirate fighters scattened before her and her wing-
man, she felt the first sudden twinge of longing for Naboo's
rolling hills, and she realized that starfighting had become rou-
tine—dike afternoon meals. When did she begin to lose the thrill?
She couldn't say, but it vankshed comipletely in that batthe.

Essara worked out her contract and returned home to Naboo,

All the things that had caused her flee Naboo wene suddenly
more desirable, She was still amazed at how much pleasune she
derived fram riding a tusk-cat through the lowdands and camping
under the stars on the shores of a brilliant blue lake, Whe old
friends asked her to sing with them, she jumped at the chance.
Granted, her voice was no longer a finely tuned instrument, but
she had not felt as much a part of something in over a decade.

When Ric Oli¢ asked her to join Naboo's volunteer starfighter
deferse force, she jumped at the chance, She was quickly
inducted into the elite Bravo Fiight and used her vast offworld
experience to provide better training for the young pilots of Echo
and Delta Flight, the entry points into the Royal Space Fighter
Corps. In her thirteen years as a fighter pilot for hire, she had
never felt so vital and significant. Her homeworld needed her

However, she longed for the day when Naboo wouldn't need
her. Although her parents were respected and famous leaders on-
world, Essara no longer felt she had anything to prove. She had
already led a successful life apart from them. Even though she
whas just thirty-five, she felt ready to retire to a peaceful life in the
mountains. Bt first she had (o make sure the wide-oyed Haboo
patriots that would be protecting her knew how dangerous the
galaxy was outside their home system, She wouldn't be abie to
sleep at night knowing the skies were being guarded by some kid
who might think he coubd reason with pirates and shipjackers.

Dren chuckbed at her when she mentioned retreating 1o a
mountain cottage, but settling down seemed right. Maybe she
was getting okd. Maybe she had just finally grewn up, Whatever
the case, she was going o disouss it with him eamestly after this
mission,

Essara’s headset filled with beeps and whistles,

EmEMY WITHIMN SENSDR RANGE, scrolled across her screen,

Essara made a quick check of the tactical display, Her control
panel showed that enemy craft were turning from TFP-g to
engage her team., & single Corellian freighter floated immaobile
between the station and the enemy carrier, bat there was no sign
of the second freighter, Either the crew had successfully escaped
or had already been killed by the raiders.

Echo Flight was mare than capable of handling this engage-
ment, and Essara was cerfain that the Maboo Police Cruisers
wiould humble the Z-g5s. Her scanner confinmed only that the
enemy flew either basic Headhunters or Mark 1is, neither of which
were as mancuverable or fast as the N-1 os the Police Cruiser, The
Z7-g5s Lacked shields strong enough to deflect the yield of the
Maboo proton torpedoes, although the AF-3 model’s heavily rein-
forced canopy would probably protect the enemy pilot. Con-
versely, it would take some very well placed shots or several Z-95s
firing on a singhe Maboo starfighter to penetrate its shields.

The Naboo government and its shipyards invested as much
time and money in the construction of a single starfighter as
many other planetary governments invested in entire fighter
squadrons. Both the Police Crulser and the N-s were dream
fighters as far as Essara was concerned. Pilots who lacked experi-
ence were supported by astromech drodds and superior Sensor
and targeting systems, while veterans such as she could avall
themselves of the enhanced maneuverability provided by the
finely calibrated engines,
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With some annoyance,
Essara found her thoughts

drifting back to Dren. Mot
even the excitement generated by the M- was enough to keep
him from looking to the stars and dreaming about mercenary
life, Dren kept bringing up Agamar, What was Dren's obsession
with that backwater corner of the Duber Rim? He had no family
or friends there, The Agamar starfighters were flying scrap-heaps
that couldn® match force with the slowest Headhunters, let
alone the N-1s, Did he need money? Could it be that he was find-
ing it hard to make ends meet? If so, Essara had seen no evidence
af this.

Whenever Essara daydreamed about her cottage, Dren was
right there with her She also dreamaed of a litthe girl——their child
If money was really at the root of his restlessness, that problem
was easily solved. She had more than enough money for both of
them, and she wasn't going to bet something as silly as credits get
between them. But she'd have to be careful about how she made
that point. Fighter pilots, herself included, were stubborn and
brimming with pli-ﬂl.'.

A message from her astromech scrolled across the translation
irterface readout. THEED FLIGHT COMTROL I5 DEACTIVATING THE
AUTOFILOT 1M FIVE... FOUR. THEEE... TWO... DNE YOU NOW HAVE
COMPLETE CONTROL OF YOUR STARFIGHTER, BRravo SEVEN.

Essarn rechecked the status indicators. All systems were green,
and the astromech drold had already allocated poweer in the way
she preferred=—shields at 5%, laser cannons at 101%, and sublight
propulsion at 104%.

"Glad you declded to do things my way, Ell-one,” Essara said
after muting her combink, She and the droid had argued over
power allocation before, during a particularly routine encounter
that Essara could hardly remember,

IT ¥ ULTIMATELY YOUR DECISIOM, FLIGHT LEADER,

Essara switched her comlink to wide broadcast. " I-g5 Head-
hunters, this is Flight Leader Essara Til of the Naboo Boyal Space
Fighter Corps. Deactivate your shields and return Eo your carrier, of
you will be fired upon,”

THE STATIONS SHIELDS ARE GOME. THE ENEMY FIGHTERS RECEIVED
YOUR BROADCAST, BUT THEY AREN'T RESPONDING.

The astromech drodd wasn't completely acourate in its estima-
tion, The 2-g5s" response was silent, if not subtle: Tuming away
from the battered space station, they ralled, fell into formation,
and accelerated toward the approaching Naboo starfighters. They
weren't going to ket this happen the easy way,

Essara switched her frequency back to the tight-bearm channel
she shared with Dren. "1 want to take some of these low-lifes
alive. Try ko disable rather than destroy a couple, and I'll do the
s,

“What about Echo Flight?" he asked.

“You and | can go at this with some finesse. I'm not sure they
can pick their shots as well”

1 copy”

“Bravo Seven out.” She switched to the frequency shared by all
the Maboo starfighters and verified the Z-g5s" approach vector.
"Echo Flight, this is Bravo Seven. Shields at full power, Go to attack
speed, Engage targets at will, Let your astromechs worry about
any damage to your starfighters and focus on flying and gunnery.,
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Whatever happens, stay with your wingrman, and keep the bad
puys off each other's tails.”

"Copy,” replied Echo Five, The rest of Essara's pilots checked in
as she watched the fourteen green blips that represented her
team converge with the eighteen red blips that represented the
Z-ggs, She drew a stow deep breath as she eased her fighters
throtthe forward, Switching to the frequency she shared with
Dren, she sald, “Ell-one, lock on the fighter closest to me.”

TaRcET acquieEm HE™S RITURMING THE FAVOR,

Diren matched her acceberation. E44ara used her command read-
out to cycle through the telemetny on Echo Flight, They were all
locking onte enemy fighters as well, 5o far, they were maintaining
formation. Not bad for @ bunch of rookies, she thought.

Quickly, she found herself staring down the boldest of the Z-
g5s. It was heading straight for her. The enemy starfighter opened
fire, and the M-y rocked slightly as the laser bolts impacted harm.
lesshy on its shields.

SHIELDS AT 91 PERCENT AND RECHARGING, Ell-one reporfed as
Essara and her enemy streaked past one another, Essara put her
fighter into a wingover barrel roll and put herself on her foe's tail
with such ease that she found herself shaking her head. “Too sim-
ple,” she said, "We've got slow-witted pilots in basic Headhunters,
Dren. They aren't even armed with missiles, Echa Flight could do
this without us.”

Her tactical display was a kalesdoscope of green and red blips,
and flashes of cannon fire ignited the black, starry sky.

The Z-g% pilot weaved side to side in a frantic but futile
atternpt to get Essara off his tall She carefully targeted the cowl-
ing that protected the Headhunter's primary power generator
and squeered the cannon's trigger. The Headhunter's shields sur-
wived the first volley, so she fired again, The other pilot started
whipping back and forth, trying to shake her “Sorry, friend. You're
outgunned and outclassed.”

Essara fired again. This time, her Lasers sliced into the cowling,
cracking it open, Sparks trailed from the power generator within
as the Headhunter's pilot threw his craft into a spinning dive in
one final attempt to shake his pursuer. Essara fired again, and the
exposed generator burst into shrapnel that spun away from the
figihter, The now-disabled Z-g5 entered a wild tumble.

“That one's going to be fun for the Space Rescue Corps,” Dven
commenied with a chuckle.

Essaira reduced her speed slightly to take a dlose book at Hhe
Headhunter as she flow past it The fighter was a solid orange
color with no herabdry or other visible identification marks.

THE PILOT'S ALIVE BUT UNconscious, Ell-one informed her.

*Hy, Dren, any idea who these guys might bet”

"Echo Five to Flight Leader,” Essara heard before Dren
responded. She switched comm frequencies.

“Bravo Seven here. Go ahead Echo Five”

"We've got the bad guys on the run, Flight Leader. Seven kills
with only Echo Three, Echo Eight, and Echo Eleven taking damage.
The rest of the Headhunters are retreating toward the carrier.
Should we pursue?”

"Heyl" replied Echo One, who had the shrill volce of a teenaged
girl."rm supposed to give the status report!”

"They teamed up on me,” Echo Eight sald, "How wak | supposed
to take three at once when Eammie couldn't hit even one?”



“1 just got another onel” Echo Seven broke in, “You were right,
Rhys! This is a piece of cakel Let's get them!”

Essara scowled, "Echo One and Echo Twao, fall into formation
with Bravo Seven, | want the rest of you to prevent the other Z-
g5% from reaching that carrier, Stay out of range of its weapons,
though. If any of them get away, so be it.”

“What about us?” Echo One asked.

“We'te going after the carrier. Ready proton torpedoes.”

“Yahoa!™ Echo Twa oried. “A cap shipl This is great!™

Dren's M-y Starfighter dropped into formation next to hers.
"Looks Hke Echo Five s golng to have competition for your job,”
Diven sald.

Essara nodded, smiling to herself. “This is not going o be casy,
Echo One and Echo Two. Set your shields to maximum recharge,
even if it means you have to reduce the recharge rate of your
Lasers. We're going to suf-

“Captain Somran, this is Bravo Flight Leader Essara THl. | suggest
you recover your fighters and leave our territory at onoe. We will
not be threatened,”

Maore hostile vessels appeared on Essara’s tactical readout: fifty
small craft not even half the length of an N-1, launched by the
first carrier, Her anboard computer did not recognize their config-
uration, “What did they just drop?”

LINCERTAIN, THE DESIGN DOES NOT MATCH ANY COMFIGURATION N
MY DATABANKS,

Essara gasped as she watched the tiny ships accelerate. Within
three seconds, they were traveling so fast that her scanners could
not keep up with them. They blinked in and out of existence. To
Dren, she said, "Have you ever seen anything so fast?l”

Her drofd, however, was the one who responded, Baseo oM
THEIR BAFID ACCELEEATHIM, | CONOLLIDE THE\'JlII PILOTED BY DROID
THERE ISN'T RODM FOR &

fer heawy flee as we'ne

Her tactical display was a kaleido-

BIOLOGICAL PILOT WITH

golng in. But keep your scope of green and red blips+ and SUCH AW ENGINE CONFIG-
coal, Assurne Attack For. flashes of cannon fire ignited the URATIOM.

mation Teta Mine" black. starry sky. “Echo Flight,” Essara
Echo One and Echo sald. “Those fighters are

Two jolned her and Dren in formation. Together they swung
toward the slim profile of the carrier. “We're going in at a 65-
degree vector,” she said, “That should limit the number of can-
nons they can to bring to bear, Stay in formation,”

TaRPEDOES READY,

Suddenly, another wave of blips appeared on Essara’s tactical
display: sisteen additional Headhunters were coming in behind
them, from the direction of Naboo,

“Flight Leader,” Echo One sakd, “my tactical compater is mal-
functioning. A new bunch of Headhunters just appeared out of
e

“Mine too,” Echo Two sald.

*That's no malfunction,” Echo Nine commented, “We've got
mare incoming fighters.”

“| see them,” said Echo Five. "Where did they came from? Head-
hantess don't have hypendrives, do they?”

*Let them come to you, Echo Flight,” Essara said. Then another
ship appeared on her tactical readout. To her surprise, it was
another Homet-class carrier. Well at least the mystery of the
Headhunters wos sofved, she thought. She asked the astromech,
“Where did that second carrier come from?1™

IT MILFST BE USING BAFFLED SUBLIGHT DRIVIE AND DAMPENED
POWER SYSTEMS, SENSORS DIDN'T DETECT IT UNTILIT RAISED ITS
SHILLD.

“What sort of petty space pirates have acoess to baffled
drives?” Essara muttered, surprised by the astromech’s analysis
but realizing It was the anly one that made sénse.

PETTY SPACE PIRATES WHO ARTN T PETTY SPACE PIRATES.

A gravelly woice rose from the dark silence of space."Naboo
fighters, this is Captain Sorran of the carrier Visluming, Power
down your ships and permit yourselves to be tractored onto one
of our carriers. Mo harm will come 1o you. All we want are your
starfighters.”

On the tight-beam link to Dren, Essara asked, "Who are they?™

“The Naboo don't take direction from petty thieves and terror-
ist4!" sadd Echo Five angrily,

mawving too fast to be effectively tracked. We'll need to rely on
good old-fashioned gunnery skill to take them out.”

“surrender, Flight Leader.” Somman commanded, “You and your
pilots cannot match skill with our special fighter element. Do you
really think a starfighter is worth dying fort®

Essara felt her temper flaring, “Echo One, Echo Two, Bravo Eight.
Aktack Formation Beta-Zero We'll take the fast-moving bogies.
Echo Three through Echo Six, you deal with the Headhunters, The
rest of you focus on those new fighters, Keep them in your sights
and off each other’s tails, Don't rely on your instrumentation.”

Then she heard Dren's volce. "Remember that opportunity on
Agamar I've been pressing you about? | didn’t want to make you
choase like this, but this s your last chance, because ry term of
employment starts now.”

“Dren?” Essara looked to her left, just in time to see her wing-
man break formation, climbing sharply and spraying a barrage of
laser fire, “Dren, what are you doing?”

“Flight Leader, we're under attack!” shouted a panicked Echo
Two. "Il don’t know where—"

“It's Drenl” Echo One cried shrilly. “Dren's firing on us! What's
happening?™

"He's taken out my shield generator] He—"

“What's happening over there, Flight Leader?” Echo Five asked.

“Focus on the Headhunters, Echo Five!™ Essara snapped. "Let us
worry about the situation here.”

"Oh nol” Echo Eight cried "Those new Headhunters are firing
missiles at us!”

“Those are just coneusskon missiles,” Echo Six said, “We can
shoot those down, no problem. Our shields can even take one or
two of them”

Essara banked left, watching the fast-maving fighters blipping
in amnd out on her tactical display as her sensors attempted to
keep up with them. Ten ware heading for her and the two Echo
fighters in her vicinity while the others were engaging the rest of
Echo Flight. She tried to get a firing angle on Dren as he shot at
Echa Two again.
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Echo Two's right nacelle
burst into a deadly bloom of

STARFIGHTER
deberis and shrapnel, and the

Palice Cruiser went spinning out of control. Echo One reacted with
admirable speed, cutting sharply down and to the left in an effort
to avoid her domaged wingman, but it still wasn't fast enough.
Echeo Two's pilat shrieked as the dome of his cockpit slammed into
the fuselage of Echo One, destroying its astromech droid.

“Kerl!" Echo One cried, swinging up and reentering Essara’s
field of wision on her right.

Dren arced atound the careening Echo Two, swinging fore over
aft and turning on his fighter's axis as he set an intercept course
for Echo One. Essara maintained her pursuit. still trying to achieve
that elusive firing anghe.

Echo One continued to call for her wingman, "Kerl?! Kerl, come
in Are you okay? Kerd!"

“Dren!” Essara shouted over the tight-beam frequency. “What
are you doing?”

“I didn't want to make either of us choose our loyalties like
this,” he replied. “And | don’t want any more of these kids to die if
it can be helped. Tell them to power down their starfighters, now.”

Essara cycled through her command readouts until the teleme-
try from Dren's fighter came up. He had armed another pair of
torpedoes and was locking his targeting scanner on Echo One.
“Diren, please don't.”

“Essaral” Echo One screamed as she started wild evasive
maneuvers. "Dren's locked onto mel Help mel Please, help mel”

"Listen to her,”

Essara's astromech beeped urgenthy, Essara gritted her teeth
and fought to gain a target lock on Dren, A poir of well-placed
torpedoes shoulkd being down his shields and disable his fighter
without killing him.

Dren was playing with Echo One now, anticipating the young
pilot's every mave. “I realized some time ago that there's no place
for me on Maboo, You know how they say you can never go home
again? Well, | believe that now.”

“Flight Leader, help! | can't keep doing this! 'm not good
enough without the droid!”

“0Oh na!” Echo Eight suddenly shouted,"Ch nol™

Echo Four let out a panicked cry.

Essara switched to the general frequency. “Echa Three, repart.”

“Echo Fivel Get him off my tall™

“Flight Leader,” Echo One wailed, The girl was now sobbing.
Dven had established a firm lock on her, but Essara had still mot
managed to maintain one on Dren, Essara knew was not going to
save this girl.

The dicid beeped again,

“If you're not going to be useful, shut up,” she hissed at it. And
winat alout Echo Fiight? Based on what she was seeing on her
tactical screen, Echo Flight was coping with Headhunters—the
number of enembes had been cut in halll 5o what was causing
such panic over there? Was she losing more than just Dren's vic-
tims? And where had those two mystery craft gotten tol

Essara's fighter was rocked by a sudden impact. A shower of
sparks burst from the control panel as her command screen went
black The cockpit filled with

the smiell of overheating
wires, and all her power sys-
tem indicators were spiking
imto thelr red 2ones. Hey

D'T"H:-'“L“’"“"t_ Dren was playing with Echo One now.
h"?':z"‘:;;‘:“' "You know how they say you can never

=i T
Wiamisde go home again? I believe that now
Essara watched as

Dren's target lock on Echo One was lost, reacquired, then lost
again. Great flying, kid, she thought. Keep it up, and I'l commend
yoid wihen bhis i all over

“Can’t you see that real soldiers like us shouldn't be wasted on
a useless world like this one?”

“Dren, | think there might be something wrong with the
atmosphere in your cockpit. You're talking crazy. Stop this before
it's too late" Estara banked sharply and bocked her lisers onto
Dren’s ship. Ell-one issued a series of alarmed trills, to which she
shouted, “Override the blasted FoF protocols! Haven't you been
paying attention back theret”

The droid offered a contrite-sounding burble, When Essara fired
heer laser cannan, the droid did nothing to prevent it. Dren spun
his fighter away from her line of fire, The blasts only grazed his
shiglds, and he managed to keep Essara from dropping into the
autematic kill-zane on his tail,

“You've seen the way some of them look at us,” Dren said.
“They need us to protect them from the perils of the galaxy, but
most of them would rather see us far away from Naboo. 've
found a place where we will be appreciated for our skill, not
leoked down on”

“Dren, you're not making any sense,” Essara sald. "When have
the people in the Security Force not been treated as heroest Stop
attacking us. Help us deal with the real enemy.”
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shields were overloading,
suggesting that she'd either been hit by an energy torpedo or a
turbo-laser blast.

THRIT ©OF THE UNCLASSIFIED FIGHTIRS HAVE MANELIVERED DEHIND
ws. | TRITD T0 TELL YO, WO, PLEASE PAY ATTENTION BEFORE WE ARL
EOTH DAMAGID BEYOND REPAIR,

Essara cursed. There were three blips on her tail. She had been
so preoccupied with Dren that she hadn't noticed. Her fighter
shuddered as it was struck again,

“Adjust the shields before we lose everything!™ Essara cried.

DIGRE SHIFLDS ARE AT BE PEECINT AND HOLDING, SEVERAL RILAYS
HAVT ILOWH, POWER MUST 1T DRAWMN FROM THE LASER TO RECHARGE
THE SHIELIDS.

“Drop the laser recharge rate to 60 percent, See if you can't get
the power grid back to full efficiency.”

IF SOMEOME HAD BELN PAYING ATTENTION TO ME WI WOULDN'T BE
I THIS SITUATION.

“I'm hit! | can't shake him!” Echa One shrieked hysterically,

"Listen to her,” Dren sald contermpluously, "She isn't cut out for
this, not like you and me., Tell them to power down their ships. You
do the same, no one will die, and 11l explain everything to you in
detail.”

*Your're asking me to betray Naboo,” Essara hissed, trying to
shake those mysterious fighters. All she could do was bank left
and right, shooting wildly at Dren. He easily evaded her fire.



“There's no winning this one, Essara, Stand down before it's too
late.” Dren continued to pursue Echo One, Even while dodging
Essara’s continued barrages of fire, he managed to remain on the
less mperienced pilot's tail

Echo Onie continued o scream and wall. Other voices would
occasionally cut in, but Essara couldn't make out what they were
saing.

Dren launched his torpedoes and banked right.

“Ell-pne, target Brave Eight's torpedoes!™ Essara yelled, betting
Dren escape for now, The droid obeyed instantly, and flashing
beackets appeared around the triangular icons on her screen that
represented the missiles. She steadied her course, briefly letting
the droid starfighter pummel her rear shields with its lasers. She
pressed the trigger on her cannon and kept it down, holding her
breath as the missiles and the brilliant arc of laser basts oossed
paths. One torpedo exploded harmbessly, but then her cannon
stopped firing. She glanced at the power gauge. The lager was
drained. The &o percent recharge rtel [ forget abouf it

Dren's second torpedo struck the Police Cruiser, The explosion
spread across the energy barrier like colored water poured onto a
stone. Then, a secondary explosion ripped through the fighter's
hull as its shield generator overloaded. The remains of the shat-
tered astromech unit were ejected through the beading hatch as
the fighter's secondary systems started to malfunction.

“Cut all power, Eche One,” Essara sald. “Stop that cascade over-
load before it gets out of hand!”

Echo One's only response was a ragged sob, but the gid fol-
lowed Essara’s arder. The blue glow of her jon engines winked out,
and the Police Crulser's boon turned info an outline on Essara’s
tactical display,

"Tap your maneuvering thrusters to stop that forward momen-
tum,” Essara said, swinging her fighter right to maintain her pur-
sult of Oren, "We'll get you out of there soon enough.”

*Echo Ten to Flight Leader,” a harried voice came. “Those tiny
fighters are cutting us to ribboms!”

“Echo Flight. ignore the rest of the Z-95s for now,” Essara said,
"Take out those fast fighters.”

“If you pups you want to live, power down like Echo One did,”
Diren said.

“Says the guy who killed Echo Twol” Echo Eighit's voice had an
edge to it that hadn't been there before,

“veah,” Echo Five chimed in. “What about Bravo Eight, Flight
Leader?”

“Dven's mine. You have your orders,” Essara replied. Switching
to the tight-beam channel, she said, “Tell those droid ships to get
aff my tail and then you and | can setthe this, one on one.”

“I think not,” Dren sald. "You're a better dogfighter than | am.
Surremnder, now”

SHIELDS AT 100 PERCENT, RESITTING LASER RECHARGE 1O FULL. I'vE
GOT A PAIR OF TORPEDOES LOADED. LOCKING ONTD BRAVO EiGwT,

A need i5 a split second,”™ Essara said.

TarcET ACCHLIRED.

Exsara pushed the launch button. Two torpedoes streaked
toweard Dren.

Dren cursed, and his voice was drowned out by a burst of aver-
lapping signals as Echo Flight's pilots once again began talking
aver one another. Essara stole a quick glance at her command

telemetry display and found that it was still offline. "Ell-one, can
you fix my command monitor?”

She looked ever her shoubder and, with perverse anticipation,
watched the torpedoes streak toward Dren's ship. Bul then a
stream of laser fire poured over her canopy and detonated both
torpedoes. Another burst pelted her shields.

SHITLDS AT 69 PERCENT AND RECHARGING, the dioid sakd. REpuc-
ING LASER RECHARGE RATE TO 90 PERCINT,

“How can such tiny fighters carry so much firepower and be so
fast?”

IF THEY ARE DEOID STARFIGHTERS, THE POWER THAT WOULD NOR-
MALLY B ALLOCATED TO LIFE SUPPORT CAN GO INTO WEAPONS, AND
THE SPACE RESERVED FOR THE PILOT CAN BE USED FOR WEAPONS OR
PEOFLILSION.

“Those fighters won't stop until all of Echo Flight s dead or dis-
abled,” Dren sald once the urgent babble from Echo Flight sub-
slded. Dren had confirmed Essara's worst fear "Check your
telemetry if you don’t believe me.”

“lust tell me why,” Essara sakd as she threw her fighter into an
upward corkscrew, hoping to lose her pursuers. She was in serious
trouble if she didn't deal with them somehow: Droids never got
tired or distracted. She needed to focus all her wits and dismiss
the confused, angry thoughts that tumided through her mind
regarding Dren. The anger that had consumed her was starting to
Blve vy to fear,

“My employer is dedicated to building a strong planetary
defense force in the system he governs,” Dren said. "A cutting
edge defense force. The Naboo starfighters are the cutting edge
he's looking for. All the governor wants are two or three M-1s and
a couple of Police Cruisers in working condition so his engineers
can builkd their own version.”

“All this just to steal some fighters?”

"Not just fighters, N- fighters. These ships really are greater
than the sum of their parts, | told my employer that even If he
could convince the Mubians to trade with him, he still woubdn't be
able to bulld fighters that even came close to the Naboo
starfighter... unless he had some working ships to study. He
thought | might be exaggerating the N-1's capabilities, so he
wanted a demonstration. The second carrier launching its fighters
was the sign that he liked what he saw.”

*Twao carriers to capture a palr of N-s?”

Dren sighed. “No, but he wanted to have numbers so over-
whelming that only an idiof would put up a fight.”

“| guess 'm an idiot then,” Essara said. The fear of the starfight-
ers on her tail was being burned away by anger at herself and
hatred for Dren, How could she have read him so wrong? How
could she have been so obtuse? How could she have let him into
her dreams? Another barrage struck her shields.

SHIELDS AT 75 PERCENT AND BICHARCGING, LASER CANNDN
EECHARGE RATE AT 85 PERCINT,

“There's na running from them,” Essara said, “Load torpedoes.
Reduce laser recharge to 20 percent and redirect all power to the
forward shields.”

The droid squealed with alarm. Essara pushed her throttle to
maximum and threw her fighter into an overhead loop.

The tiny fighters slowed as Essara performed a wing-over and
put herself directly in one of their paths. Ell-one established a
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target lock for her. The tiny

TRAF enemy fighters started to

accelerate again, and the
lock was again bost as they reached speeds that were beyond the
targeting sensor’s ability to track them. Essara had expected this,
howwewer.

TorPEDORS READY. UINABLE 10 BREACQUIRE TARGET LOCK.

"I knowe”

The droid starfighter element jogged to the right. Essara
matched the movement, holding the nose-to-nose approach with
her chosen target.

WE'RE GOING TO COLLIDE|

1 know”™

Thee droid starfighter fired its lasers. Essara held her course as
Ell-one beeped urgently and her fighter rocked. Essara bit her
loweer lip, struggling to steady her nerves and to stick with her
desperate plan, The drold starfighter changed course again,
attempling to avold collision. She put hersell in its path again, &
collision alert chimed. She spotted a scratch on the fighter's left
fin, and she could see the muzzies on both of its lasers glowing.
She fired her torpedoes and banked sharply left. Her gamble paid
off—the enerny didn't have time to avoid the torpedoes, and they
impacted squarely on its fuselage.

Micn TRICK. ONE DESTROVED, TWO DAMAGED WE CAN OUTRUN
FHEM Wiw, DU SHIELDS ARE AT 45 PERCENT AND RECHARGING,

Essara eased the throttbe back to standard attack speed as frag-
ments of the blasted drold starfighter scattered into space. She
would have o get Ric to authorize a complete download of Ell-
odve's memory banks and scans 5o she could analyze the attack
patiern of that tiny starfighter. She would hate to think of anyone
facing one of them without being adequately prepared. But first,
she was going to deal with Dren. "Locate Bravo Eight.”

HE™S EHGAGING THE REMAINING ECHO FLIGHT SHIPS,

Lintil that moment, she hadn’t realized that the showts of Echo
Flight had completely died out, They had been calling, but now
they were silent. Essara felt another chill, but then realized that
her long-range communication system had shorted out. Her tacti-
cal display showed her that Echo Flight was still in the fight, but
hawe many and whom she couldn't tell because her telemetry dis-
play was still down, “Start repairing the damaged systems,” she
told the astramech, "Blast!”

Another trio of drobd fighters were coming in fast on her right.
Essara threw the throttle forward and sent her fighter sharply
into o tallspin, $he caught a brief glimpse of TFP-g and the distant
glimmer of Echo Flight and the other tiny starfighters exchanging
fire. Then shie was spinning into the blackness of space.

Laser volleys streaked harmbessly past her, but her starfighter
jerked with the impact of missiles and then shuddered under the
impact of another shower of laser fire, Her astromech issued 3
series of trilling whistles, She didn't catch what the droid said
before the translator shorted out, but her systems monitor told
her what she needed to know anyway. She had just lost shields.

“Concentrate on getting the shields back onlime!” she shouted,

Essara bwisted the fighter sharply to the right, then threw it
into g partial bagrel roll before changing directions into another
sharp downward dive, Blaster bolts streaked by the cockpit.

The fighter creaked and groaned, Ell-one squealed in a panic.
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"I know the engine housing is threatening to tear itself loose!
Get those shields back up, and 11 stop testing the ship's tolerance
lirmits!™

Essara continued to whip her fighter back and forth, drawing
her breath in sharp intakes whenever she heard its stabilizers
groan and whenever another warning light blinked to life on her
instrument panel,

Without warning. her long-range communications werg
restored. “Get him off my taill™ she heard a Echo Four scream.

“Shields!” Essara snapped to the diold. "Get me shields.”

Ell-one beeped and hooted, Essara had no kdea what it was say-
ing, but it didn't sound polite.

Echo Four continued his desperate plea."Someone, please—"

The transmission ended in a burst of static.

“Echo Flight,” Essara said, her voice dear and commanding.
“This is Brave Leader. Keep it together, people. Cover your wing:
. We can win this, Who's still with me?”

"Echo Six here,” a voice came. "Battered but still moving.”

"Echo Two reporting,” came a weak voice.

“Eerl!” several pilots cried,

"I'm hurt bad, Flight Leader. And my fighters in pieces.”

"Hang on,” Essara said. "We'll get you out of there”

“Echo One here, but my fighter's disabled and my astromech
droid was taken out when Bravo Seven attacked us”™

"Echio Five here. I've taken a couple of hits, but the ship's hold-
ing together and my astromech's doing repairs. Bravo Eight just
disabled Echo Eight and Echo Seven, Flight Leader. | don't know if
Eeela's still alive or not. Eleven and Twelve were both destroyed by
one of those fast fighters, and I'm not sure about anyone else.”

Three active fighters left. Echo Four, Mine, Ten, Eleven, and
Twwelve confirmed dead. The rest disabled, some of the pilots pos-
sibly dying. They had neither the numbers nor the skill to deal
with the droid starfighters, If those Z-g5s decided to rejoin the
battle, they would be able to overwhelm the battered remains of
Echio Flight.

The battle had tumed into butchery. She had to stop it.

"Powser down your ships, Echo Flight,” she sald. "We're surren-
dering.”

“What?" Echo Five cried.

“I gave you an onder]” Essara gritted her teeth as she barety
managed to dodge another volley from the drosd starfighter on
her tail, “There's nothing glorious about a pointless death. Power
down your ships and surrender”

“Wise call, Essara,” Dren sald trivmphantly,

But I'm taking you down, you treacherows grank, she thought,

Her astromech issues a series of familiar whoops and whistles,
It was asking If it should initiate the shutdown sequence.

“No. 'm going to keep fighting until we get Bravo Eight.”

The drokd offered an affirmative chirp. Her shields came back
online. They were recharging, The power indicator was not as
precise as the astromech drodd, but she could tell they were at
least at 5o percent strength,

She glanced at her tactical display. Her flight from the droid
starfighter had taken her in the direction of the first carrier. A des-
perate idea popped into her head. She banked sharply to the left.

“Brm borpedoes,” the told the astromech drold."We're taking
on the carrier”



The droid ssued a panicked flurry of sounds,

“You're going to help me avold their defensive fire, If we're
lutky, maybse o stray shot from the carrier will soften up the droid
starfighters for us”

“Essara, what are yvou doing?” Dren asked.

The translation screen came on just in time for her to see Ell-
oneE say, WE CAN'T GET DRIN IF WE'RE DEAD.

“And we're dead it we don't something about those droid
starfighters,” she snapped back.

The torpedoes loaded. Essara targeted the bump near the cen-
tor of the carder’s bulk: its primary bridge. She took its captain
and gunners by surprise, because their point defense weapons
didn't start firing until four seconds after her tarpedoes had
launched.

"Help me get as dose to the carrier as possible, Ell-one,.” she
said, diving the fighter sharply down toward the hull. She felt the
astromech droid adjust the oship's attitude, starting to pull out of
the dive a second before she was planning to.

The torpedoes passed through the flak and with the astromech

she launched the torpedoes.

The astromech droid shrieked as they were enveloped in the
resulting explosion. A section of the transceiver dish bounced off
Essara’s canopy, leaving a groove in the transparastee| as wide as
her hand. Essara struggled to keep her starfighter under contral,
and Ell-one shrieked again as Essara clipped the carrier’s energy
shield. Her shields threatened to overlaad again, and panels of
system warning lights lluminated her cockpit, “Ell-onel™

REDIRECTING POAYER. THI DROID SHIP WAS DAMAGED BY THE
EXPLOSION, TOO. 18 SLOWING. _

The cockpet once again filled with the acrid smell of melting
wires as targeting sensof blinked out. She cursed and hit the
panel. It came back on.|

GETTING VIOLENT WILL NOT SPEED THE REPAIRS. CARRITR'S SHIELDS
a7 31 PERCENT AND RECHARGING. OURS SHIELDS AT 12 PERCENT,

The carrier’s hull was coming to an end, revealing the black gulf
of space. Several guns were already swinging into position to tar-
get her as she 2oomed away from the capital ship's surface. “Not
just yet,” she whispered, “You're not golng to get me just yet.”

droid's help, Essara Torpedoes ready.
wovesafelythrough | For an instant the carrier burned yler targeting scan e fck.
Pl Spamasn T like a sun. and then as guickly the ere, tveatening ta ark out
the solid wall of darkness consumed it- along with life support, atti-
superheated plasma tude canired, and the

bolts that rose from astromech translation unit,
the carrier. shie would have to trust in the astromech’s ability to keep the

Once Essara was under the carrler's defensive barrage, the capi-
tal ship's matte-gray hull spread out before her like a vast desert.
Its weapons spewed death like erupting volcanoes, but she flew
too close for most of the weapons to target her,

The torpedees impacted on the carrier as she started firing
wildly across its hull, "Load another couple of torpedoes!™

TWo DROID STARFIGHTERS ARL STILL PURSLING, ANOTHER WAS
TAKEN OUT 8Y FRIENDLY FIRL.

The astromech continued to beep and trill, but Essarm didnt
dare lock at the translation screen long enough to get the rest.
Even with Ell-one’s assistance, she needed to concentrate on pikot-
ing. Flying this close to a capital ship, traveling at the speed she
was going. was almost certain sulckde even without a mecha-
nized killer in pursuit,

A gun emplacement seemed to materialize directly in her path,
its barrels swinging te fire at her. Essara’s conscious mind had
barely registered its presence, but she was already firlng on
instinct, The emplacement burst into hundreds of metal shards
that ricocheted off her shields.

ONE DROID GOT KNOCKED OUT B THI EXPOSON. CARRIER'S
SHIELDS AT 44 PERCENT. QUR SHITLDS AT 34 PERCENT AMD HOLDMMG,
The last drold on her tail fired, some of the bolts hitting her,
others streaking off into space or impacting against the carrier's
shields, The enemy fired again, and Essara's ship rocked from the

impact. More stray shots burst against the carrier’s shields,

TORPEDOES READY FOR LAUMCH. CARRIER'S SHIELDS AT 43 PERCENT
AMD RECHARGING, DUR SHIELDS ARE AT 23 PERCENT AND HOLDING,
T pROID—

"Keep the torps coming,” Essara sald as she banked right. She
cycled her targeting computer. A commundcations array 200
meters away appeared as o possible target. Without hesitating,

fighter together.

She plunged over the edge of the carrier, whipping her fighter
to the right and skimming along is marrower skde. To her surprise,
the guns here were firing not in her direction but away from her.

Thien shie saw the Police Crufser, just as her collision alert gys.
tem warned her of its presence. A palr of missiles streaked past
her, and her fighter bucked from the resulting explosion as the
missiles struck the drodd starfighter.

*| coubdn't follow that order, Flight Leader,” she heard Echo Five
sy "Not when you were taking on that monstrosity by yourseld.”

“Consider yourself reprimanded,” Essara replied, targeting one
of the carrler's shield generators and fiting her torpedoes. They
It found their mark.

CARRIER'S SHIELDS AT 22 PERCENT AND RECHARGIMG, CUms ART AT
12 PERCENT AND HOLDING,

"I'm with you, Flight Leader,” Echo Five said.

Echo Five and Essara fired thelr tonpedoes as if their Liunchers
were synchronized. Both fighters spun away from the carrier a5
explosions started to spread across its hull The carrier’s power
plant overloaded, and the ship was consumed by the explosion.
For an instant the carrier burmed like a sun, and then as quickly
the darkness consumed It

"Fall in, Echo Five,” Essara said. "We're going to take out Bravo
Eight.”

"Disabde himi"

Essara glanced at her tactical display, In the distance, the few
surviving Headhunters were retreating to the remaining carrier. i
appeared that Echo 5ix had also disobeyed her order bo power
down and was clumsily attempting to dogfight with Dren.

something tugged at Essara’s heart. Was Dven just another
gready monster who would sacrifice his comrades-in-arms for
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credits? Maybe thene was

TRAP something else going on,

something he hadn't dared
talk about. If they could take him alive and chase off that second
carrier, maybe something could be sahvaged out of this.

But then Echo Six vanished from her tactical display,

“Harlaan!” Echo Five exclaimed. “He killed Harlaant™

Exsara growled, all doubt consumed by seething anger. She
pressed her fire button as soon as Ell-one established the lock.

Dren's voice came over the tight-beam channel. "How many
more pilots are you willing to sacrifice? Believe me, Essara, | didn't
want it to happen like this, and | don’t want to see you blasted
into space.”

“The feeling’s not mutual,” Essara replied, She pressed the fire
button again. All she got was an electronic squelch from her
instrament panel,

THE MAGAZINES ARE EMPTY.

Essara watched as the betrayer throttied up to full power and
fled tevwvard the remaining carrier, Essara's torpedoes on his tail.
“Their bload is on both of our hands, Essara,” he said. “Believe me,
you've made 2 huge mistake today.”

“| made my mistake months ago.” she replied. "Now, | can only
try to correct it

“Flight Leader,

e e ————

Essara realized that she had to save Dren's life. "He's the only
one wio'll be able to explain what was really going on here.”

She threw her fighter into & hard arc, bringing it about and
spraying laser fire in front of her. She was now squarely in the
path of the oncoming missiles. Four of the missiles exploded in
bright flashes of energy.

Mot enough, Essara thought. Four is not enough,

One of the missibes struck Essara's fighter hard. The shiefds
failed, and her damaged instrument panel exploded in a shower
of sparks and shrapnel. Blood gushed into her left eye from a gash
on her ferehead,

Dven's scream ended in a burst of static. Essara watched, flinch-
ing as Dren's fighter disintegrated under the impact of eight con-
Cussion missibes,

"They killed their own man?” Echo Five said, the shock evident
i his voice. “Why?™

“That's why | came home,” Essara said, feeling sick, bath from
the fumes in her cockpit and from the tugging in her heart. "1
came home because the Naboo barely understand the meaning
of the word ‘betrayal™

*Gowernor Challep of Agamar is denying his people’s involve-
ment in the TFP-g incident,”

WTheir blood is on both of our handsa

. ==

| sio Bibble said, “We have
monetheless sent a request to
our senatorial delegation that
an investigation be

those torpedoes !

ﬂ:‘znﬂlmnm Ezssara+" he said. “Believe me- you've
i i

with him.” Echo Five made a huge mistake today-

bwoke in -

Hee was right. As Essara watched her tactical readout, she saw
Dven alter course Lo bring his laser cannons to bear against the
torpedoes,

“We can cul him off before he reaches the carrier” Echo Five
continued eagerly,

“Let’s do it, Fall in.” Essara closed with Echo Five until they were
in a tight formation. Within moments, they were between Dren
and the Velumina,

“Mr. Melne, I'm declaring this exercise a failure,” the voice of
the Velumina's gravelly voiced captain came."T'll convey your
regrets to the governos”

"What?

Several smiall explosions burst across the hull of the distant
carrier, A swarm of blips appeared on Essara’s flickering tactical
display

"Missibes incoming!” shouted Echa Five. “Heyl Only one is tar-
geted at me”

Essara saw that only one missile was targeting her as well, yet
the carrier had launched at least a dozen. "Where ane the rest
going?”

Deew, the astromech replied,

“We had a deall” Dven shouted as he targeted and destroyed
Essara’s torpedoes,

“You promised us a minimum of two fighters. It seems you are
unable to deliver even one.” The carrier's ion engines flared to life
as it started to move away,

“I can jump out of here under my own power|™ he cried.

*They might trace you, Meine, or they might stop you before
make the jump. It has been pleasure knowing you, Good bye.”
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Lawsnched.”

Five days had passed since the battle at TFP-g. The grateful
technicians on the space station recovered the damaged
starfighters and provided medical care for the surviving pilots.
Onby five of Echo Flight's twelve pilots made it back to Naboo
alive. A memorial service and planet-wide day of rememberance
in their honos was being planned for those who perished.
Although Ric Olié had offered to perform the unpleasant duty of
informing their families, Essara felt obligated to do it herself. 1t
had been her mission, so it was her responsibility, She had just
spoken o the last set of parents when Bibble summoned her and
Ric to his office to update them on the ongoing investigation.

*We have already confirmed that that Agamar has been pur-
chasing new starfighters and other weapans technology,” Bibble
continued, “including at least one hundred drold starfighters of Xi
Char manufacture”

Ric said, “And according to Royal Starfighter Corps records, there
have been at least three requests from Agamar to purchase N-1s
or Police Crutsers. The Queen's Advigory Councll declined all three
times.”

“Any links between the government of Agamar and Drent”
“No sir, nothing that you wouldn't expect. Most mercenaries
spend at least a few months in the service of Agamar. Even Essara

here.”

Bibble cocked his head in her direction.

“Early in my career offworld, sir” Essara said. "l don't know any-
thing about the current state in the system.”

“We traced some credit transfers made from an account Oren
had on Ord Mantell to an account he had in Selton,” Bibble said.
“One hundred thousand credits had recently been deposited in



his Ovd Mankell account, but we're having a hard time verifying
where that money originated.”

“And Ord Mantell isn't helping you much, are they?™

“Ho. The so-called ‘authorities' there take pride in allowing
'discrete’ transactions.”

“What about Dren's relatives?” Ric asked,

“They had nothing useful to offer,” Essara replied.

Essara had gone to see Dren's parents yesterday evening. She
had rmet with three sets of devastated parents earlier that day,
and a3 she piloted her aircar away from Theed, her face still stung
from being slapped by a woman who would never be a grand-
maother thanks to Dren's treachery,

From a certain point of view, Dren had been right. Centuries
ago, Naboo had been settled by colonists who wanted to preserve
their cultured lifestyle. They had envisioned a society free of the
barbarism they felt was spreading across the galaxy. Although the
Naboo people at larnge were pacifists, Dven's parents seemed as
reactionary and volatile as their early forebears. Essara’s brief
encounter with them had left her feeling ill.

"We knew he had been corrupted,” his mother had sakd."1am
not surprised that he no longer felt any loyalty to his homeworfd,
We raised him properdy, you can ask amyone here. But he wouldn't
listen to us, He wanted o see the rest of the galaxy.”

"We told him there was no coming home when he left,” Dren's
father had said. “we told him that when he returned wearing that
hideous black flight suit and carrying a blaster! Can you belicve
he brought that weapon info our house! Mot a hunting rifke, but a
pistoll A weapon of warl”

They feared and despised the rest of the galaxy. Anyone who
brought the galaxy’s problems to Naboo was worse than a
plague. Dren's parents didn't bother to hide the contempt they
felt for Essara’s uniform, eventually telling her that they believed
the Royal Security Force invited strife and violence through its
wery existence. “Before Veruna, it was just a small palace guard.
But then he decided he should invohe Naboo in the filthy deal-
ings of the rest of the galaxy, 5o now you people have starfighters
and armored landspeeders. It's no wonder you and your pilots
were attacked, Weapons don't prevent violence. They cause itl”

When Dren'’s younger brother—a shaak wrangler—showed up,
he cjected Essara from the home. The parents had looked on with
pride as he chased her into the street, cursing her as a corrupling
influence on their homeworld.

Essara grimaced. "Dren hadn't had much contact with them
since he first left Naboo. As far as | could determine, he only vis-
ited them once since his return.”

“Nothing but dead ends,” Bibble said.“The Queen won't be
happy to hear that.”

"I don't suppose she will,” Essara said, sagging shightly in her
chalr. “None of us want to see our people die for no reason.”

“Hopefully, the Senate will choose to investigate,” Ric sald. "Is
there anything else, sirt®

"Hot at the moment. Thank you both for your assistance and
service.”

Ric Ol and Essara Till walked back to thelr shared office. The
administrative wing was buzzing with activity, something for
which Essara was grateful The silence from Echo Flight's ready
room would have been too much for her (o bear,

“Essara, are you sure you're all right?” Ric asked, closing the
affice door behind them,

*I've lost pilots before,” she replied taking her seat behind her
desk she gingerly touched the healing wound on her forehead,
“And this scratch is nothing, like I told the medics.”

“I knowy, but—"

“No buts, Ric. We've got a lot of work to do.” She started review-
ing the datapads on her desk, checking one, then another, When
shie realized that Ric was standing in front of her desk, she looked
up. “Yes?®

“We all appreciate your dedication, Essara, but.. well, you and
Dren were pretty chose, Mo one would think less of you If you took
some time for yourself”

*I'm fine,” she said, focusing on the datapad. But those words
alone weren't encugh to discourage Ric. When she looked up, he
was gazing at her with a familiar concerned look, "Do you see a
dark side to our introspective culture?” she asked.

“What do you mean?”

“When | came home, it was as if I'd never left. | guess I'm lucky
to have such supportive friends and famiby. it wasn't the same
for Dren. Qur world turned against him. His family reviled him.
While | dreamt of a quiet life in the mountains, all he could see
wias fear and hatred. | thought Naboo was different, but in some
wiays it's not.”

*MWaboo is not like the rest of the galaxy,” sald Ric. ™l think most
of our differences are preferable to what you'll find offworld, but
it's naive to assume there aren't those among us who are, well,
less decent than we'd like, Those people loomed large in Dren's
worldview, but they are a minority,”

" just need to keep busy,” she sabd,

He frowned at her, then nodded slowly. From the expression,
Essara could tell he had the words "T'm really sorry about Dren” on
his tengue., Thankfully, he could read her expression too and knew
that it was better for bath of them if it remalned unspoken.

“Mast peaple on Naboo understand that the Royal Security
Force allows them to lead their peaceful lives. Veruna might have
drawn Naboa into too many offwarkd affairs, but we would have
had to éxpand the Security Force regardless, Times are changing.
You and | both know that. If we do our jobs right, the people won't
have to worry about it, though.”

Exsara gave Ric's words a moment’s thought before changing
the subject. “You need to fill a vacancy in Bravo Flight. Here are
three pilots that | recommend highly” She took up the datapad
and handed it to him, “They are the best Echo has to offer, even if
they don't abways follow orders.”

Ric read the datapad. It contained the service records for Rhys
Darrow, Keela Egast, and Evenyl Yob... Echo Five, Echo Eight, and
Echo One. 5
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"SIX MBEErS o vusar, o avovivom”
Tyro Wiveca, the galaxy’s wealthlest Krish, ralsed his glass and took
a long sip of dun brandy, “Hyperfast reflexes and a vicious streak
as wide as the Cren Drift. I'd say you're looking at the most effi-
elent predator In history” He loosed a razor-edged smile at s vis-
itor. "My taxidermist just stuffed it this moming.”

The alien's guest politely stepped forward and leaned in to
examine the specimen: a gray-green tube of flesh, looking like the
repulsive offspring of a serpent and an eel, colled on a polished
wooden base. Its head, frozen in mid-strike, was a mass of glisten-
ing white spikes,

*Impressive,” the man sald, ralsing his eyebrows quizzically as
he turned back toward his beaming host, "Aren't Florm lamprokds
sentlent?®

"Unquestionably, Though they lack the culture and ark you and
I take for granted, they have the brains to solve fiendishly com-
phex puzzles, That's what makes them such a smashing hunt.
Viveca strolled 1o the side table and remaved the crystal stopper
firam & heavy out-glass decanter. "More brandy?”

The visttar shook him off with a wase of his hand and settled
back into an armchalr with a squeak of leather and a sigh of cuski-
fening. His bright eyes scanned his surreundings for the dozenth
time. The room was an enclosed octagon with plllars at the cor-
ners, dark wallt trimmed with gobd. & pair of holographic lamps
provided dim illumination, but he could clearly make out the sev.
ered heads of a hundred sundry creatures, each mounted on a var-
nished plaque bearing the unlutky beast’s species, welght, planet
of origin, and date of death. Seven niches held full-sized predators
arrayed In fearsome pases; the eighth held Viveca's ranest firearms
and his collection of antique water pipes. The entire room stank of
tabac and desiccated hides.

BY DANIEL WALLACE
ILLUSTRATED BY STAN SHAW

*That's the male, you know.” Viveca held his half-filled glass on
the balls of his scaled fingers, swirling the liquid lazily. His puest
kooked up questioningly.

"The lamproid,” Viveca explained. 7| killed and mounied the
male. | sedated and capiured his mate, and have her bocked on the
grounds for a later hunt. Perhaps you'd care to join me.”

“Perhaps,” the visitor answered, resting both booted feet on a
bantha-leg ottoman. "But | believe we have business to take care
of first.”

“Indeed,” rermarked the pawnchy Krish, | seldom receive wmin-
vited callers, because most beings realize my time is of immense
walue. You claim to have something to show me. it hsd better be
weorth it

"Don't worry,” assured conman Cecil Noone, siiding a riblbed
makal box out from beside his chair and TI.}shing the most charm-
ing grin in his arsenal, “You won't be disappointed.”

The skies of Kabal opened up for the third time that morning.
Kels Turkhom snarled and resisted the urge to sprint for the
awning of the nearest merchant tent, The locals took the sudden
cloudbursts in stride and Kels didn’t want to ghe off an outsider’s
vibe, Fat ralndrops splashed on her nose, matted her whitish hair,

and trickled dowen the back of her neck.

The busy marketplace carried the hot scent of sweat and the
salty tang of the coastal breeze. Mindful of the unfamiliar bod-
les in close proximity, Kels cutched her supply bag with both
hands. Even a professional plckpocket could sometimes gel
taken to thé cleaners.

The drenched bazaar was one of the few pubilic attractions n
Palisade, a small coastal community on Kabal's largest equatorial
island, Less than a year ago the planet had been disciplined by a
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wing of Imperial TIE bombers for
declaring its neutrality in the
REY Galactic Civil War. But the damage
had been confined to Kabal's capi-
tal city, half a hemisphere avway
The residents of Palisade continued to lead quiet, industrious lives
centered on fishing and a modest tourist trade.

& burst of loud, mocking laughter caught Kels attention, Far-
ther dawn the boulevard sat another trader’s stall, this one with a
dirty gray awning instead of the striped pink and white ones that
draped the bazaar in incongruous gaiety, Starship parts, dead
pppliances, plastic sandals, and other miscellaneous junk lay piled
on the stall’s front display table. The proprietor, a fermale Squib
with grease-staimed fur and one clipped ear, was leaning out of
the booth and shaking her fist menacingky.

“This new wire, you sayi” screeched the Squib. “Not lkely, | sayl
This junkl” She tossed a small coil of golden wirte back to her cus-
tomer and crossed her anms in smug satisfaction. “You barter with
that? You crazyl”

Kels saw the target of the Squib's abuse and closed her eyes in
resigned pain. *Dawson,” she muttered, and moved quickly
through the erowed to her compatriot’s rescue.

Dawson stood barely o head taller than the diminutive Squib. A
Tynnan, his aquatic mammalian ancestry was evident in his
webbed paws and sleek brown pelt. Dawson tried to say some-
thing but was cut off with a fresh gush of invective,

“That junkl™ the Squib chittered. “You junk! You ugly face! You
teeth look like two big deckplates!” Two tall, red-maned aliens
who were lingering nearby to watch the exchange roared with
laughter and locked at the Tynnan to see if the taunts would
spark a reaction.

Kels came alongside Dawson and placed one hand on his showl-
der. He peered up at her through the lenses of his ocular
enhancer. "Kels!" he cried in welcome, “Just handling a delicate bit
of negotiating.”

"Right,” she said dublously, eyeing the twenty-centimeter white
plastic sphere balanced in Dawson's right palm. "What kind of
equipment is that?”

“Woui ever hear of a Quay?” he asked. “It's a novelty item. A ‘pre-
programmed prognosticator. You ask it a question, and it spits out
one of several stored answers.” Dawson was animated, visibly
excited about his discovery. Raindrops tumbled from his quivering
whiskers, *'ve counted three already.”

"It a toy?" Kels snickered, disgusted. “You're haggling for that
little thing?”

“Little, yeah!® cackled the Squib. "Size of you brain!® The two tall
aliens laughed again, shaking thelr shaggy manes and dousing
the vicinity with spray.

Kels turned to the Squib, annoyed. “You always treat your cus-
tomers this way?™ she snapped,

“Customer? Hahl News to me. You no buyin’, you no customers,”
The Squib grinned up at her onlookers who responded with
appreciative guffaws,

"Let me see that,” Kels told Dawson, She took the sphere from
the Tymnan’s paws and shook it.

"THE SPIRITS SAY YES,” boomed the GQuay.

Kels took two steps backward as If frightened, bringing her to
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the far end of the display table,

“It's stupid.” whined Kels petulantly, gripping the Quay in both
hands and thrusting it away from her body as if it were a poison-
ous snake. *| don't want it.” She suddenly threw the Quay up in
the air, a steep, high arc. The others' eyes looked skyward to follow
its path, As Kels brought her arms down, she closed each hand
around a power coupling and |ifted them from a stack on the
table, By the time the toy landed in the Squib’s paws, the cou-
plings were tucked away in Kels'walstband sash.

“¥ou done it now!” yelled the Squib, as Kels spun on her heel
and walked away, "Broke for sure! You clumsyl” The Squib glared
at Dawson, baring her teeth threateningly, then looked down at
the Quay. “You broke?” she asked, shaking the loy,
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The Squib, pleased with her joke, looked up at the tall aliens
who threw back their heads and howled as if they'd just wit-
nessed the funniest thing in the galaxy. Dawson excused himself
and trotted after Kels.

"Wait upl” he shouted, struggling to catch her on his squat legs.
She looked back and slowed her pace. Dawson came alongside,
splashing through a puddie and ejecting a spray of mud flecks.
Kels looked away from the misty coastline toward a distant green
swelling of land at the island's interior, "Wonder if Moone’s having
any luck?

Eecently, Noone, Kels, Dawson, and the Sluissi cybarg Sonax
had finally scored in their career as thieves, nabbing a priceless
Hapan Gun of Command. In the process, they'd doublecrossed
their former Hutt employer, killed a Bimm crimelord, and added
insult to injury by stealing the late Bimm's private luxury yacht.
Moone, their leader, had urged his employees to be patient.
Once the sale of the gun netted them a fortune, they'd never
again have to worry about crime bosses with burning vendet-
tas. But weeks later they were still wakting, and patience was in
short supply,

The mecting with the Rebel Alliance had been a joke. Despite
the Rebels' rumored victory at an Outer Rim bolthole called Yavin,
the self-righteous Mlagwavers didn't have two scrip coins to rub
together, The fresh-faced Alllance agent had offered less than a
tenth of Noone's asking price.

The Empire was even worse, Sonax despised the Imperials from
personal experience, so the others had had to assure her they
were merely arranging a rendezvous with a local criminal syndi-
cate. Meanwhibe, Noone slipped out to negotiate with the imper-
fal eonsul-general of Kothlis. But Consul-General Halsek had tried
a doubibecross of his own, and they'd blasted out of port just
ahead of 24 stormtroopers and a legion of planetary militia.

Which is why they'd ended up here, in Palisade. The modest
istand was dominated by the sprwling estate of Tyro Viveca, a
hulking Krish business baron with a legendary reputation for
eccentricities. More importantly, he had a passion for sport hunt-
ing. and in the past had dropped obscene sums for rare, antique,
or cutting-edge weaponry. Mow that they'd arrived, Kels won-
dered why they hadn't tried this avenue before. If you really want
to jack up the price on something, she thought with a cruel grin,
miarket it as a ‘collectible.”

They entered the saltfish plaza, its stone floor slick with
scales and guts, A boom of thunder rolled in from over the sea.



The rain increased its staccato tempo, popping noksily against
the awnings of the fishmonger tents. Kels wiped the rain away
from her eyes with the heel of her hand, but Dawson seemed to
b enjoying the shower,

"Hey, Kebi!” querbed Dawson. "This |s the way to the landing
pads. You sald we needed power couplings.”

Kiels patted her waist. "Got "erm.” When Dawson still looked puz-

tled, she pulled back the coth to partially reveal one. “Lifted them
from the Squib.”

Dawson's face lit up. "Do you have the QuayT™

“What?" frowned Kels.

“The Quay. Did you palm it¥

“Are you insane? Of course not. You were there. Besides, why
would 17

Dawson's shoulders slumped with sudden gloom and Kels
rolled her eyes. Dawson had a childish tendency to fixate on frivi-
alities, then abandon them without warmning. He looked back
through the haze of rain in the direction of the traders’ market-
place, a pathetic lost-cub expression on his face,

Kels laughed and shook her head. "Don't even think about IL”

“A Gun of Command,” Tyra Viveca breathed with wonder. “An
actual working Hapan brain-scram bler.”

"I see you're a man who knows his weapons,” Noone remarked
“But in most eyewitness accounts Guns of Command are hand
pistols. This, as you can see, is a full-sized rifle.”

“Yesss..." said Viveca, hefting the firearm and taking a bead
down the length of the barrel. He twisted his upper body, sighted
on the stuffed head of a Bothan krak'jya, and tensed his index fin-
ger, stopping short of depressing the trigger fully. "“Boom,” he
whispered, and gigghed. He abruptly raised his head and regained
his professional composure. “Why is that?”

Moone was taken aback by the Krish's odd display, but didn't
show it. "My associates have determined that the rifle is a one-of-

The Houk dropped to both knees with a resounding thunk,

"Rutt—Iayl™

The Houk pitched forward and Impacted the wooden floor with
his face. Noone winced,

“Rutt—howll®

The Houk drew both arms under his body, threw his head
back, and bayed louder than a pack of Corellian canoids. Noone
witrikled his nose with distaste and swallowed a deep draught
of dun brandy,

Wiveca laughed uproariously and lowered the Gun of Com-
mand, “Splendid] How long does the trance last?

Noone struggled to make himself heard over the servant’s
strangled braying, "On him? No longer than forty minutes. &
human will stay under for at least an hour, an Ugnaught for two
of three.” This, at least, was entirely true. During their first week
of ownership, they'd tested the rifle on a wide variety of unsus-
pecting marks with impressive results,

Viveca grunted with satisfaction, “Rutt—cease!” The Houk
halted in mid ery, though the afterecho continued to reverberate
abong the wine-colored walls. "Let's get down to business, you and
I. How much are you asking

Noone locked eyes with the Krish. "One and a half million,” he
answered coolly. “But to honor your outstanding reputation 'l
accepl one point three in hard credits.”

To Moone's surprise, Viveca didn't even blink, Instead, his eyes
hardened and his voice took on an edge of tempered durasteel.
“Now let me make you an offer,” he hissed in a threatening whis-
iper. ) weill take your Gun. | will give you zemo credifs, hard or other-
wise. And if | am feeling charitable | might even give you a chance
at saving your worthless hide.”

The brandy went down the wrong pipe. Noone gagged vio-
lently and hammered his chest with his fist. "Excuse me?” he
choked out,

“And you will accept my offer because you are Cecil Moone,
leader of an amatewrish band of

a-kind prototype from the .
packing twice the persuasive \ ] from a well-connected crimelord,
patency of their original product.” - jack up the price on You will accept because Guttu the

That wars anly slightly less than a
total lie. The prototype angle had
been Kels' best guess, and without
o Hapan pistol to compare the
rifle with, the double-strength
elabim was a brazen con. "You'ne
welcaome to field-test It of course.”

“Thank you. | will, Rutt!” In response to his master's bark,
Vivera's Houk servant trundled sluggishly through the doorway.
He stood ready at the far wall, piggish eyes downcast, beefy
hands folded over hic stomach, Viveca blew an amused snort
through his flat nostrils, "Hold still, Rutt. This won't hurt a bat.”

The room exploded in an inferno of crackling blue sparks. Ten-
drils of electricity crawled across the Houk's body and dissipated
in pulsing waves from his hands and feet. Rutt spasmed once,
twice, then assumed a vacant, dead-eyed stance, limbs dangling
limply at his sides. 1f he hadn't remained upright. Noone would
have sworn he was dead.

Viveca's eyes narrowed in pleasure. "Rutt—kneell”

something. she

thought with a cruesl
grin, market it as a
‘collactibla.’

Hutt andd the heirs of Ritinki cach
have warrants out on your life.
You will aceept because you have
no ofher choice.”

The Mood seemed 1o be drain-
ing from Moone’s body and poal-
Ing in the soles of his feet. His mouth struggled to generate a
rejolnder and failed,

"Did you really think,” Vivéca went on, "that you could come
skipping into my receiving room under an assumed name and try
to sell me the enly known prototype of the Hapans' rifle varant?
Either you vastly underestimate your own notoriety or you think |
have the brains of a gravel-maggot. You're quite famous, M.
Noone, ot least among those who keep tabs on the bit players in
organized crime, And fame has its price.”

Noone had regained his wits, “You're right, Viveca,” he con-
fessed, “you've got me pegged. The Gun, it's all yours. But you
ksow 1'm of far more use to you alive, in more ways than you can
counl, You lose nothing by—"
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"My offer,” the Krish cut him off,
FAIR “my only offier, is this. | will let you
REY leave my manor with the clothes
on your back and the trinkets in

yaur pockets, If you make it to the
edge of my hunting grounds, you ane free to ralse ship and leave
Kabal forever, But | am a seasoned tracker and an excellent shot. |
seldom lose any quarry—certainly not one a3 foolish and guibe-
bess as yourself”

Guileless! Noone thought. He certainly knows how to get
under my skin. “vou can’t be serious,” he sald aloud, his voice ris-
ing with real anger. “You're proposing to hunt me down like a
bwelve-paint quivry for the game of it.”

"Oh, but | am serlous, Mr. Noone® Viveca looked delighted.
*Deadly serious. You will soon learn -~

"N, Viveca, you didn’t catch my meaning. | said you can't be
gorious, You think it's a fredh idea? An over-moneyed nulcase seis
up a murder and calls it sport. 've seen it played out a hundred
times in the flashy holo-thrillers.”

The Krish's lips parted in an angry sneer, revealing interlock-
ing rows of pearlescent daggers. | hope you were taking notes,”
he spat, "Ruttl”

two things: The Krish already had him covered, and the crossbow
wasn't loaded.

“Perhaps this will be enjoyable after all,” Viveca smiled. " sug-
gest you start running.”

soabed with sweat, Kels disappeared into the shadow of the
formidably armed luxury yacht berthed at Docking Pad P13, When
they'd stolen the ship from a gangster, it had been known as the
Asoar Wind, In the month since, it had quickly run through Hisro-
glyph, Tailchaser, and Voora s Dream [ Currently the transponder
identified it as the pleasure boat Spéraling Shape.

Kels clomped up the entry ramp and eased a satchel off one
shoulder, & glance at the swollen douds assured her another
shower was imminent, and she rapidly punched today’s keyeode
into the bock controlling the access hatch, The lock deliberated a
moment, accepted the new numbers, and rolled the portal open
with a hpdiraulic whine.

A billow of cool, dry air washed across her face as she stepped
inside, bart she winced at o tenscious stench reminiscent of putre-
fying groat cheese, Despite days of oy recycling, they'd been
unabde to remove the last traces of Kothlis' peculiar atmosphere
from the main cabin’s air supply, Kels strode to the far wall and

The Houk stirred fram his prone punched the vent fans up to full,
position on the foor and moved Sona looked up from her spot
to stand by his master. Viveca L nutcase sets up a at the tech station, "What took
nodded at Noone. "Grab him by N murder and calls it mnlnng?'ﬂmhlsmdmhihe
the collar.” if : roar of the fans, A Slukssi, she pos-

Shuffling zombielike over to onl i rt. 've sean it sessed a sinuous serpenting tail in
Noone's position, the towering played out a hun- place of legs, Her BioTech Aj*6
allen squeered the neck of dred times. cyborg headband also made her a
Moone's shirt with one oversized capable computer slicer, "And

meathook. The falric stretched,
the seam ripped, and the concealed emengency comlink was
crushed bo powider,

“You will not be calling anyone, You ane entirely on your own, Al
least try to make it an amusing hunt.” Viveca leaned back and
carefully studied Moone's face. “For verification, Guttu will want
your head. Ritinki's heirs will settle for your arms for the finger-
prints and pore patterns, Those legs will feed my nashtah. Your
tosso .. well, that will likely be vaporized with the first hit from
my Kell Mark IL 'm terribly sorry Mr. Noone, but only the finest
specimens are kept intact for my trophy room,”

Time's running out. thought Moone. If I'm going to make a
move, it's got to be now.

*Ruttl” Noone shouted, pointing his finger at Viveca, "Kill kimi®

SHiil under the influence of the Gun of Command, the Houk
mansenvant lunged at his master with a feral moan—simultane-
ously, Noane vaulted a divan and dashed toward the wall display
of wintage weapons. With a supple grace belying his bulk. Viveca
moved one step out of Rutt's path, allowing the skight movement
to add momentum to the sudden pivot of his upper body and the
piston strength of his long arms. With a grunt, he brought the
butt of the Hapan rifle squarely down on the nerse cluster at the
base of Butt’s skull, The enormous Houk went down Bike a wet
etk of bantha feed,

Noone reached the rack, yanked loose something resembling a
crossbow, and spun around ko take aim at Viveca, He then realized
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where 553 Dawson?"

"Mice to see you too, Sunshine,” Kels quipped, flopping Into an
peceleration couch. “You know, do you come i amy other style
besides 'irked and bothered?™

"Look whio 1555 talking,” Sonax muttered as she slithered to the
wall and tapped the fans back down to their ariginal setting. "We
have a problem,”

The hatch whirred open ance more and Dawson padded into
the cabin, panting. “Gahl® he exclaimed as he sniffed the air with
his damp black nose, "We didn't get rid of that yet?”

"What took you?” Kels asked. ° thought you were right
behimnd me”

Dawson paused. | picked up a sack of maraffa twigs.” He fum-
bled through one duffel and removed a bundle of thin sticks
packed in an oll-stained paper bag. “See?” he declared, holding
the white sack up for inspection, He shook loose one of the
smooth twigs as he crossed the room and tumed the fans up to
maximum. Sona threw up both hands with lritation,

“Lisssten, both of you,” she announced. “Noone was due to
check in thirty minutesss ago. According to my receiver, his com-
link isn't jussst inactive—it’s been dessstroyed.”

"Destroyed?” Kels echoed with alarm.

“lussst so.Yet | do not think he is dead. | am monitoring the
eitate’s EM emissions. Viveca has activated his hunting grounds
and placed perimeter defenses on ssstandby. | sussspect the deal
went bad and Noone made the poor decisbon to escape on Tool, If



he is ssatill alive, he will not be for long.”

Kels cursed, "The fool. Hoofing it through the forest with a
farmous hunter trying to take him down. Noone better still have
the Gun, or a rescue won't be worth our time.”

Dawson, leaning against the bulkhead, appeared to be deep in
thought "Here's what we should do,” he suggested, biting the tip
off the maraffa twig with his long inclsors and sucking out a dol-
lop of sticky orange sap. "Power up the weapons and take the ship
in high, parking it just above the manor—"

"Negative,” Sonax interrupted. "Viveca isss a paranold. The
‘perimeter defenses’ | mentioned consist of two automated tur-
bolasersss and a miniaturized energy ssshield. if we do anything,
it has got to be sssneaky.”

Kels closed her eyes and sighed through gritted teeth. “Well,
that is what thieves do best,”

Noone crashed through a brambde thicket, wet branches slap-
ping his face. A steep slope loomed through the bracken; he mis-
Judged his footing and skidded halfway down the muddy bank
before breaking his fall against the thick bale of an arboray tree.
Shaken, he rested for a moment, chest heaving, head down
between his knees.

Viveca's property was divided into distinct terrain zones. Upon
leaving the estate Noone had plowed through an interminable
stretch of grassland before reaching the relative cover of this
deciduous forest. His path thus far was an approximate straight
line from the mansion fo the nearest edge of the hunting
grounds, a length he'd studied on a public map the previous
evening and estimated at fifteen kilometers,

The shortest distance was guaranteed to be the most perilous
distance, and would undoubtedly be the first place Viveca would
come looking for him, But Noone knew when he was playing with
a stacked deck, He wasn't about to play hide and seek an the
enemy's home turf, and besides, If the Krish was on his way..

Maybe e could do a little card-skifting of his own,

Moone hadn't been boasting back in the game hall—he had
soen this scenario before, in countless permutations from hack-
|ob haloflicks to beautifully operatic Rodian dramas. And in every
version, he reassured himsel, the pursied successfully turned the
tables on his pursuer,

Well, Noone remembered with a swallow, not in the Rodian
plays...

He knew just what he had to do. Viveca might possess the
finest beast-blasters money could buy, but Noone wagered the
*seasoned tracker” drivel had been half bluff and half bravado. In
fact, b chuckled, when the chips were down the Krish probably
had the survival skills of an adolescent nature scout. With new
eonfidence, Noone removed his multitool=—the only useful item
still an his person—and bent back a tree's firm green branch, test-
ing its springiness and tendion.

MNever done this before, but how hard can it be? He scanned the
snarbed undergrowth for a fallen limb and unearthed a solid knot
of hardwood, dead but not rotten. Flicking the stud that activated
the vibro-edge on the multitool’s main blade, he carved the knot
into six pieces of roughly equal size. Picking up the first segment,
he whittled it down to a sharp point.

The multitool made short work of the task at hand, and Noone

began lashing each skewver to the end of the branch with sinewy
stalks of cordgrass. Guileless, he said! 'l ramy six chiunks of
pointed guile right down his fat throat,

The muddy slope would be perfect—Viveca would be watching
his feet and wouldn't notice the trap wnthl It was too late. Moons
secured the last stake with a double hitch, Surveying the area
with a satisfied sigh, he looped a length of cordgrass around his
right arm, grasped the spike-studded tree limb, and bent it back
away from the hill at nearly a ninety-degree angle. Holding the
quivering bough with his left hand, he tried to shake the cord-
grass boose from his bicep and falled. Switching tactics, he
grabbed the rough bark in his right hand, reached for the cord
with his lefl—

==anid wars knocked flat on his back as the branch whipped foe-
ward, glanced against his shoulder, and disappeared behind him
with a scream of torn aie Lying on the embankment, Noane
blinked up stupidly at the mottled gray sky That's not good.
Struggling to a sitting position, he looked behind him to discover
the limb was cracked, danghing limply by a light twist of fibers.
Three of the six spikes were gone. Slag it! | don't have time to
make another onel

Then he noticed the blood.

The three missing spikes hadn't gone far at all—they were
firmly impaled in his left shoulder, Now this, Noone thought, grit-
ting his teeth, this is much worse. With an agonized cry audible
through clamped lips, he wrenched the points loose and stag-
gered weakly to his feet. Okay Junior Woodsman, you just blew
your one chance. Clapping his right hand over the wound to
staunch the dark flow, Noone jogged off into the thickening trees.

BRZZZZITI Kels rapped her comlink against the hard metal
frame of the datapad with equal measures of frustration and des-
peration, “Try it again, Sonax.” Through the hissing and sputtering
of her fritzing audio pickup came a faint, faraway volce: "Tessst..”

Kels pursed her lips, "Now would be a great time to knock off
the sibilants. | can hardly tell what's you and what's the static.
Dawson!™ she called back over her shoulder. "Kick it into gear,
wioubd yout”

The Tynnan trotted up to join her, two lumpy duffels slung
about his neck and one hold-out blaster strapped to his leg. Kels
had insisted that he carry a sidearm for their foray into Viveca's
turf, even though Dawson's mastery of lethal devices was limited
to explosives containing unpronouncable chemical compounds.

Her boot sank into a shallow peat bog and she pulled it free
with a wet sucking gurgle. They'd chosen the shortest stretch of
territory—fifteen klicks from the edge to the mansion—bat the
puter terrain zone was a sodden, brackish, rot-stinking swamp.
Her hand cleaved a path through a cobweb barricade strung
between two stunted trees and a dark shadow scurried out of
sight. The stagnant waters were crawling with furry gray spiders
about the size of her hand. She hoped they weren't poisonous.

Kels glanced at the screen of her datapad—still blank. “Sonax,”
she called into the comlink, "where's that locathon fix?”

“Working on it,” came the distant reply. "Viveca owns a Rodian
HT training sssystem—it has sssix independenthy-controlled
repulsorlift drones that are used as targets in tracking exercises.
He has ordered them to hunt down Noone and make sssure he
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remaing in the field of play”
FAIR “Any good news?"
REY *| think | can ssslice into the
F drones' live data feed, When they
know whare Noone s, Ul know
where he isss, meaning you'll know where he isss.”

*Dandy,” Kebs remarked. "Let us know when you've struck crys-
talline.” She thumbed off the comlink. “Dawson. do you think you
could—"

*PORTEMNTS VAGUE. ASK AGAIN LATER."

Kels had her gun in her hand in an instant and dropped into a
fighting crouch, holding the weapon steady on the source of the
unfamillar voice. The next moment she lowered her arm, got to
heer feet, and exploded,

“What in space do you think you're doing? | could have blown a
flaming crater right through your tiny speck of a brain!”

Dawson poked his head out from behind the Quay, which heid
thrust out in front of him as an ineffectual shield. "Hey, what's
with the hair trigger, herel” he shouted with anger bomn of fear.”|
was just fiddling with it!”

Kels halstered her blaster with a growl. "Now you know why |
tossed that thing back in the market, Don't tell me you bought
another one.”

Dawson shook his head, “it's the same Quay,” he sniffed, pat-
ting down his ruffied fur, *| got it back from the Squib for three
blasting caps and a copper spindle.”

*and you could have stelen it for nothing.” she countered,
*You've got to leamn the value of a credit if you want Lo win in this
business.” The comlink buzzed, “That's Sonax. Put that thing away
if you don't want to fish it out of a bog.”

She switched on the speaker and caught Sonax in mid-sen-
tence. "—breken Into the visssual data feed of one drone. It isss a
passive link only—I cannot influence the drone’s flight path.
Ssstandby.”

Kels whistied with surprise, "Not bad, Let’s hold this position.
Looks like we might get lucky and save ourselves a lot of pointless
legwork.”

The intermittent bubbling of the soggy mire seemed to grow
louder in the sudden stillness. A few of the largest water-spiders
hopped dhoser, broad footpads supporting their welght atop the
swamp's grimy film. A sweeping splash from Kels' foot sent them
scattering into the tangled shadows beneath the trees’ shadowy
roots. Dawson tapped his short claws rhythmically against the
metal clasp of his satchel strap and stared absently into the
vaparous mist. After several minutes passed without inckdent, the
abrupt crackle of the active comlink made them bath jump.

Kelsss..”

' here, What've you got?”

*The drone hasss picked up two targets—a human and an
alien—and Is moving lo intercepl.”

*A human and an allen,” Kels repeated, looking hopefully at
Dawson. “That's gotta be Noone and the Erish, Where are they?”

“They cannot be far from your current posssition. The drone is
accelerating and powering up its blassstee. It is currently lzss than
three hundred meters to the northeassst.”

“Thres hundred?” Dawsaon sald, surprised. "Why, that's practi-
cally nothing. We can be there in a flash.”
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*Hold on _ it is3s two hundred.” Kels and Dawson glanced at
each other, puzzled.

"Or less than two hundred,” Sonax continued. "Maore like one-
fifty. No, wait. Use one-twenty, Ninety. Sssixty. Thirty. Oh,
getkrank—"

The bullet-bodied HT drone burst into the clearing amid a
shawer of koose leaves, firing madly as it raced through its initial
pass. Kels instinctively dived head-first toward the mud, drawing
her blaster as she fell and managing to snap off a few shots in the
direction of the silver-plated killer, all of which went wide. The
drone’s furious spray of scarlet energy converged on Dawson, Sev-
eral bolts impacted one of the satchels slung over his chest, burn-
ing three dark holes in the canvas and sending the Tynnan
skidding through the water and into a fen-rotted log with a wet
crunch, The drone continued its flight through the clearing, disap-
pearing into the mist at the far side.

Kels, face down in the sludge, could still hear the whine of its
compact repulsorlift as she pulled herself into a crouch. The sound
faded, but shricked suddenly as the high-boost engine came back
anline for round bwo. Kels spared a quick glance over at Dawson =
not moving—and brought her blaster to bear as the machine
zipped back into view. The drone spat red darts at her position
and she squeered the trigger. Her weapon wheezed and dis-
Indged a glap of doughy clay.

Crying out in frustration, Kels kicked both feet with frantic
strength, launching herself backward as a volley of bolts sizzled
into the watery murk where she had been crouching a moment
before. She readied her arm to throw her useless blaster at the
oncoming hunter, knowing it would buy her little more than a
second

An unexpected shot erupted from the side, burning past her
ear. Dawson stood unsteadily on both feet, clutching his blaster
pistal in both paws and discharging a sloppy spray of fire that
wasn't even close to its target. The drone made a few simple att)-
tude figs In its flight, spinning into a tight barrel roll and easily
avolding the clumsy threat. Once again its course took it to the
edge of the clearing and it disappeared behind the gray curtain.

Dawson blinked frantically in a vain attempt to dear his head.
His chest flashed with stabbing pain as he sucked in a shredded
tweath. Cacking his ears—for his treacherous vision appeared to
be serving up doubles of everything—Dawson shakily held the
Waster on the appraximate paint where he guessed the HT drone
would reappear, The weapan was mich heavier than he'd remem-
beved, and scemed to deliver more of a kick, too. He deployed his
thick tail behind himself as a brace,

Once more the drone tore through the treeling, at a higher
angle this time, not at all where Dawson was aiming. His pan-
icked answering shot, however, was so woefully off-target that
it nearly succeeded in grazing the drold’s durasteel casing
through perverse luck alone. The tracker unit plunged to evade
the salve, getting off a few potshots of its own as Dawson
poured maore awkward fire in the direction of the destroyer. Ifit
had been equipped with a vocabulator, the drone would have
issued a conternptuous snort as it launched into a nimble
rigzag and lined up a shot that would bore a hole in the Tyn-
nan’s left eye socket. Its starboard maneuvering jet hissed as the
droid lurched infor the kill.



With an inarticulate scream, Kels swung her scavenged stick
like 3 smashball mallet. The droid's sensor-studded nose impacted
the flattest surface of the knotty branch with a force of 20 kilo-
grams per square centimeter, With an agonized electronic squeal
audible pven abowe the reverberating CLANG of rattled metal, the
HT drane sailed back the way it had come in a graceful ten-meter
arc, The weak splashdown seemed rather vulgar by comparison.

Gasping, Kels approached Dawson, pulled the blaster from his
unprotesting fingers, and strode over to the spot where the silver
droid Lay twitching in the mire. its servos whined as it madly
fladled its limbs in an attemnpt to right itself. Kels made an adjust-
ment to the blaster's power setting, took deliberate aim at her
target, and biasted the drone to superheated shrapnel at point-
blank range.

she looked back at her compan-
fon, “You're welcome, by the way,”
she managed, panting, "What's

[ m aybe if another HT

since gliven up estimating how much money it would take to ter-
raform a region to such a degree. One point three million was
loose change, he fumed. The cheapskate,

The makeshift bandages wrapped around his shoulder, hastily
crafted from the ragged strips of his jacket sleeves, were black
with encrusted blood, His boot soles scraped against the stony
surface as he bried to summit a gargantuan slab, a task made all
the mone difficult with only a single functional arm,

Moone reached the zenith, looked down at a sheer three-meter
drop, and jumped. He hit the surface and a chuff of air involuntar-
ily escaped his Hps. Strangely, the ground looked artificially
smooth and sounded hollow, Noone advanded several paces, saw
another, shorter drop, and hopped down.

He'd been standing on a cage. The solid durasteel sheets com-
posing the rear and sides were
partially buried, but the front—a
wide panel of tightly meshed

the damage?” drone shows up you mms luI-I].rupu-:-:d.:ﬂI-
Dawson poked his head inside izl ad to keep moving but
his niewly-perforated satchel and can catch it in that m:ﬂmh spite of himself, Noone
let out a horrified squeal. "Oh sack, tie off the end, placed his face up to the grid and
Fates! This is awfull® and bri ng it back to peered inside,
"I didn't mean the bag, | meant Something stammed against
you.| thought the drone had the ship as a pet the door with a crash and a sizzhe.

punctured you for sure.” She

walked up to Dawson and reached behind the ruined neck
satchel, carefully running her fingers theough his chest fur, The
Tynnan cheeped with pain and pulled his face from the sack. "Take
i easy!”

Kels nodded. "Bruised ribs. I'd guess these lower two are broken.
The fur's burnt away here, here, and here, If it weren't for that
satchel, you'd be breathing through your ribcage.”

*Buit look!” Dawson walled, holding out the sack. "One bolt
fused the comp-timer and another popped the ionizer! These
were all my triggers and detonators, and now they'ne cirowit
wiped!®

“That's all your detonators? What's in the other sack?™

“Futty, thermite gel, shaped detonite, raw haradium, a few vials
of nergon, all the explosives. But | can't set ‘em off without an
electronic trigger!™

Kels snorted as she broke open a field medkit and peeled the
protective backing from a strip of synthflesh. “You're not good
for much then, are you? Maybe if another HT drone shows up
you can catch it in that sack, tie off the end, and bring it back to
the ship as a pet.”

She handed the synthflesh to Dawson, wha grudgingly took it.
Both thieves headed back into the thick of the swamp to contimee
their search-and-resoue.

"Dawson—by any chance, did those Laser blasts slag the Great
and Pewerful Quay?”

"Mope. It's in the other bag.”

“Stang.”

Rocks. First grassland, then forest, now a vast tumble of ruddy
boulders, same the size of a cargo freighter. Scrub vegetation
pecked out bebween the sheltered cracks and occasionally a hard-
shelied arthropod Nashed from a tiny bore-hole. Noone had long

Terrifled, Moane took a step back-
ward, tripped on a stone, and landed flat on his backside, The
thing retreated into the darkness at the rear of the box as angry
yellow sparks played across the surface of the mesh,

A force cage. Designed to deliver an incapacitating stun shock
to any prisoner who attempted escape. Noone had seen plenty of
them throughout his lifetime and had even been locked inside
one during a disastrous early burglary. The standard factory-
installed locks were fairly easy to defeat.

He stood and placed one hand safely against the interlacing
tars. The shock charge in a force cage was projected acress the
interior surface only. The caged beast stirred and turned its
head=—if one could call it a head=—n his direction

It was a lamproid. The other lamproid, Noone reminded him-
self, the fermale that Viveca was arrogantly soving for futune ven-
ery. The primitive creature was utterly hideous. a parasitic
intestingl worm that nature had insanely blessed with a colossal
frame and a predator's instincts. its oily gray skin was blemished
with crosshatched electrical bums. The floor of the narmow enclo-
sure swsam with fetid animal waste, blood, and bile.

The lamproid drew its barbed face up to the mesh, across from
Moane's palm. The metallic grid began te hum dangerously but
the creature stopped short of the crippling stun field. A tiny wet
filament curled from between two yellowed fangs and quivered
in the air as if sampling Noone’s scent. Abruptly the appendage
retracted. The beast reared back and seemed to take careful stock
of its visitor.

A bothersome itch attacked the nape of Moone's neck. He
raised his good arm to scratch until he realized the tickle was
emanating from inside his skull. The creeping sensation slowly
spread across the top half of his beain as if probing for a way
inside. He stared back at the lamprosd, fascinated. Telepathy, or
something else?
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The tingling grew stronget,
rmore inskstent, wntil it felt azif a
PREY flapping moon moth had crawled
_ in his ear and become trapped in

his cranium. An instant later, twin
streaks of warmth shot from the top of his spine and the finger-
tips of his left hand, Both streams followed bone and converged
at his shoulder, generating a hot glow that made a slow turn
around the injured joint. Noone was dimly aware of his pulse
pounding,

The alien perception gently withdrew, and with it went most of
Naane's pain. Astonished, he held up his arm and made a fist.
Fresh blood oozed from the puncture wounds and glistened on
the soiled bandages. Oops. That didn't heal it, just made it easier
to bear. He pressed down on the dressings and looked back at his
benefactor “"Uh _ thanks. Thank you,”

The lamproid didn't move. Noone felt an uncomfortable pres-
sure behind his eyes, like the onset of a sinus headache. Words
leapt unbidden ko his tongue,

“You have to get out of there,”

Mare pressure.

Twill open this deor”

A genthe yank carried Noone over to the lock, His conscigwsness
watched from a faraway place as his hands fumbled with his mul-
titoal and extended the hole punch. Child's play. A simple jig in
the input slot disabled the stun fleld; a thrust-and-lift unlatched
the bolt, The door swung open with a squeak,

still unsure what had just transpired. Noone watched as the
lamyprold vanished into the undergrowth.

The nashtah strained at the leash. its six taloned paws dug
cagerly at the moist soil as it snuffled a heap of fallen leaves. Pick-
ing up the scent, the animal raised its chunky head and bayed
with perfiect joy. The howl cut off |

The Rodian Hunter-Trainer drone systerm was proving a major
disappointment. Viveca tapped a command Into the device and
read the scrolling data, Twa of the droids had found nothing. one
had returned to the manor to fix its faulty repulsorlift engine, one
was stuck in a stranglethorn patch not maore than a klick from
here, and the last— well, that one appeared to have vanished
entirely. He would certainly have words with his Rodian arms
dealer when they next crossed paths.

sometimes, the Krish decided, it was Impossible to beat 2
trained Dravian hound, a boyal porter, and an afternoon of fresh
abr. The old ways were still the best.

Still glancing at the drones” status report, Viveca shook the
nashtah’s leash and clicked his tongue. The animal leapt up and
Jubilantly pulled forward, clambering over the first column of
stones. Viveca smibed. It was often difficult to follow a scent over
rocky terrain, but Moone had been leaking blood ever since the
onset of the forest tract. A spiked branchl Oh, it was rich. For
someone to assume he would be taken in by such a prank was
laughable; for the trap to backfire on swch a person was hilarious,
The final confrontation would be a delight. Well, Mr. Noone, it
appears the hunt i at an end .. much like your life. No, he wanted
something snappy, something memorable. & merry chase, Mr,
MNoone, but—

A dark twist erupted from the rocks ahead and shot forward
with a sonic crack. Faster than the eye could follow, the attenu-
ated Bur launched itself ak Butt, who was standing directly in its
path. In the same instant a loop of tight coils swung toward the
startied nashtah like a hangman's noose.

Viveca's breath seized in his throat and he lek the datascreen
fall froen his fingers.

One end of the indistinct attacker reached Rutt’s chest and kept
moving in a clean surgical stab through multiple layers of bone
and cartilage. A barbed tail emerged from the center of the field

backpack, flashed wetly in the

in a strangled urf as Viveca jerked | gll, Mr. Noone. the light, and withdrew before Rutt's

on the taut lead. "Heell™ he ) reflexes oould mount a response.

barked. ; hunt is at an end ... The Houk’s hands went belatedly
The forest zone had ended. much like your life. to the hole in his heart and his

Ahead of them, in an abrupt, obvi- No. he wanted somea-  knees buckied

ously unnatural division, 1 Viveca shifted the blaster rifle

stretched the boulder zone. Thou- thing snappy. some to his right hand and started to

sandds of titanic rocks lay piled in a thing memorable. bring the nose up.

vast jumble, some stacked atop The furlous tangle wrapped

one another like children's bullding blocks, others scattered ran-
domly as if dropped from orbit. The hunt would be more difficult
through here, but only slightly. Viveca doubted his prey had the
sense to seek out the underground cave networks he had mod-
eled after Trammic mome warrens, even though the entrances
were abvious and they offered excellent cover, No, Noone would
surely keep to the same straight-line path he'd followed thus far
It wars a pity his landscape contractor hadn't gotten around to
installing the spewing lava spouts.

Viveca wrapped the nashtah’s leash around his beft wrist and
transferred his heavy blaster rifle to the same hand. Wordlessly,
he held out his empty palm, Rutt, the Houk manservant, removed
a datapad-sized tracking device from his overstuffed equipment
pack and handed it to his master,

BUY  voluwme | muMEoR |

around the nashtah and exploded outward, snapping the leash
and propelling the yipping hound into the air, A severed leg spun
crazily toward the treeline.

Viveca brought the weapon to bear and readied a shot. \With a
boiling hiss. the creature fell upon him.

Heaving rings of flesh enveloped the Krish with lightning speed
and pitibess strength The monster looped around his torso—pin-
ning his gun arm—and brought its azor-toothed mouth forward
in a predatory death strike, Viveca's left hand shot up and inter.
cepted the demon's head just centimeters from the soft folds of
his jugular area,

The twa stood lecked in a silent combat of wills. Viveca's fin-
gers dug into the beast’s hot skin while its coils shifted and
flowed along his body, The vice-hold on his blaster faltered and



the Krish nearly yanked his weapon free. In response, the muscu-
lar rings clamped down and tightened their suffocating grip. The
nightmare face drew closer, its rings of shredder teeth churning,

and a quivering drop of clouded venom beaded at the tip of one

fang, Viveca's arm shuddered with exertion.

Letting loose a Rormented grunt, Viveca budged the laser can-
mon one centimetes, then another. The serpentine horror con-
stricted still further. The blaster continued towork loose in timy
jerks. Viveca felt an unbearable pressure building inside his skull

with a final, agonized wrench, the Mark |l came free, Realiz-
ing its sudden peril, the beast loosened its coils and brought its
tail stinger back for an eviscerating swipe at its enemy's bedly,
Something popped inside Viveca's brain and a trickle of blood
ran from his nostril.

His grip didn't stacken. Viveca placed the rifle’s wide bamrel
against the creature’s chin and fired

& roar of energy immolated the organic chunk and streaked
up to the sky as a pillar of flame. The headless corpse went
limp and Viveca dropped it to the ground. A pathetic finger of
smoke wafted up from the ash-cauterized stump that had once
been a neck,

Disgusted, Viveca kicked the lamprodd's motionbess remains,
The struggle had cost him a trophy head.

Fram somewhene behind the nearest cluster of stone blocks
the nashtah growled and barked with pain. Rutt lay facedown
in the gravel and, by the looks of the exit wound, would never
stir again.

& manservant dead, a hound crippled, a lamproid wasted, and 3
perfectly splendid afternoon spolled. Viveca's eyes smaldered.

Hoone had a great deal bo answer for,

Whatever magic elixir the lamproid had willed into his shoul-
der had a pretty weak duration time, Or perhaps the numbing
effect lessened with distance. Either way, the joint was throbbing
a4 painfully as ever when Noone entered the jungle zome.

Bambooi reeds sprouted from the spongy soil in dlose bundles
of ten or more, Other stalks, apparently a different breed, had
diameters in excess of sixty centimeters at the base and spread
into four tapering branches as they fought for the sky. The thicket
streteched several meters above his head and swayed slightly a5 a
breaze rustled the trembling dusters of starburst leaves, In some
spots, the shoots grew so closely together that forward passage
was impossible. Noone weaved through the gaps wherever they
appeared and kept one eye on the position of the sun, He was
forced to double back on his course four times in the first twenty
minutes and was much relieved when, after a frustrating fifth
dead end, he stumbled across what looked like a trall.

The path, little more than a meter wide, ran in a relative
5.'|:ra||3ht Fine dlrl.-d;tlr on the hﬂdinﬂ e needed to follow, Amared
ot his good fortune, Noone broke into a weary jog.

i sudden thought brought him up short, Why was therea
trail here? It was far too clean o be a natural resull of the bam-
booi's growth pattern_ Since Viveca had engineered his hunting
grounds to his personal specifications, he must also have
designed this trail. And Viveca wasn't the type to make things
easy for his playthings.

Cautiously, Noone crept forward, scanning the ground and the

shoaots on each side for anything that looked out of place. After
he'd gone a short distance without incident, the path abruptly
doubded in width, He stopped before a small chrcular clearing. The
path continued on its opposite edge.

The perfect spot for a booby trap. The soll at the edge of the
clearing looked rough and disturbed, and the dead reeds piled at
the center appeared to have been cut with a vibroblade, Though
Moorne had never encountered ome in life, every child who'd ever
read an adventune serlal was familiar with a Balltii tiger pit.

Moone chuckled. He, at least, was no fool, Backtracking several
paces, he began searching for a gap in the reed clusters that
would allow him to bypass the entire clearing. Moving quickly—
for perhaps the covered pit was designed to skow him down as
much as catch him— he squeezed between two stalks and pécked
his way forward.

Considering he'd left the main thoroughfare, the way was sur-
prisingly easy golng. it almost seemed as if he'd found an over-
growm game run. The thought didn't reassure him, and he
considered striking back for the main path. He should be past the
trap by now...

One step brought him up to the edge of a ting pocket cleaning;
the second step carrled him inside it before he could stop himself
Immediately, an invisible hand yanked him to the flat ground
with such sovagery his teeth shoveled a spray of dirt dawn the
back of his throat.

What happened? Noone raised his head, spat out the gritty
miouthful, and came to the sickening realization that he couldn't
mive the rest of his body. He'd been paralyzed, The impact had
ruptured his spinal column,

Hold on, Noone reminded himsalf, No need to panic. His bleak
diagnosis must be flawed, since he could clearly see his fingers
twitching, He swept both forearms back and forth across the
soil then wiggled his feet experimentally. A distant rustie
answered him.

Mot paralysis, then. But something was pinning his thighs and
torso to thie ground with an inhuman strength. 1t felt asif an
industrial freight hauler had parked on his back,

With a groan, he realized the truth, A man trap. A one-meter
square metal slab rigged with gravficld generators. Unlike stan-
dard repulsorlifts, which pushed against a planet’s mass and
allowed landspeeders to float, grav generators intensified the
local gravity by a factor of elght. Once seized by a man trap, not
even a Wooklee could fight his way free.

But it couldnt hurt to try. A sustained push with his palms
gained him nothing and brought about further agony in his
injured left arm. Inexplicably, the relatively minor effort left him
unable to draw a breath. Noone quickly tried to remember every-
thing he'd heard or read about man traps.

The news wasn't encouraging. Though advertised as a safe,
non-lethal way to subdue a fleeing target, the Ubrikkian B-
Techapp model had a number of detrimental side effects. Once
pinned, a victim's lungs struggled to expand under conditions
they were never designed to handbe, The pumping of a heart
became a laborkous task to stave off cardiac arrest. Vital fluids
tolled through grav-compressed passages and coubd burst under
the strain. Eventually blood would begin to puddle in abdominal
organs and the brain would shut down frem lack of axygen. Ay
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bounty hunter who left a man trap

unattended would return to find a
REY dead mark.

P Mot very sporting, Is it? Noone

' wondered if Viveca's love for

bloodsport would be satisfied by a finding a helpless victim chok-

ingg an his own bile. He doubted it would, and that bothered him.,

Of course, like the tiger pit, Viveca's fun might lie in discovering

whether Noone could avoid the trap in the first place. He hadn't.

The hunt was over.

Or was it? Was this another test of wits? Noone twisted his
neck and scanned the brush, The Ubrikkian B-TechApp came with
a remote activator and a 1o-meter activation cord, It had to be
close, and— there!

To his left, wedged between a crowd of slender reeds just under
two meters distant, glinted the silver plasteel of the remote acti-
vator s surprising proximity both puzzied and reassured Noone.
Wiveca could have buried the device well over the next rise.
Instead, he'd placed it here—in sight and out of reach.

The activation cable was likely plugged in to the closest corner.
Noone's left hand scrabbled along the trap’s smooth edge and
located the attachment socket, A yank on the cord pulled it free
from the shallow layer of dirt that had hidden it and caused the
activator o slide forwand a centimeter of two,

The activation cord and grav plate were firmly bolted together.
Hoone knew he'd never separate them without a set of tools, but
tried ampway without suctess,

He pulled on the cord to bring the activator closer butt the
device was blocked behind a tangle of reeds, Breaking the cable
was out of the guestion.

A breeze swept through the clearing. cooling his sweat-stained
face and bringing with it 2 sound that chilled him even further.
The distant baying of Viveca's nashtah,

Fhink, think! His multitool, tucked away in a pants pocket,
might as well be on the dark side of Kabal's moon, He couldn't
drag the activator into his grasp. Coubd he extend something over
to the activator?

He scanned the ground again, Mo rocks, no wines, no spools of
fibercosd. Around him, the bambool shoots wene thie thickness of
tree trunks, Except, that Is, for the underbrush, Stretching out his
arm with a groan, Noone closed his right hand around a clump of
tiry seediings and pulled them out by the roots.

The effort triggered an explosion of suffering in his chest and
he squeezed his eyes shut until the agony subsided. His heart pal-
pitated inweak shivering flutters,

Each stem was as long as his forearm, as wide as his finger,
and slightly tapered near the tip. What's more, each was hollow
and surprisingly rigid. Noone broke the root segment off one
plant and fitted the remainder onte the top of a second stem.,
The double-length pointer felt light in his hands and showed no
sign of bending.

Hi added two mote shoots, then stretched out to pleck more,
Frreworks popped behind his eyes, He tried to swallow but could-
n't, and fluid leaked from his mouth, Another stalk painstakingly
joimed the interlocking pobe.

His legs, at the point where his knees left the grav plate, felt as
if sorme fiend were amputating them with a plasma torch Similar
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lines of fire burned across his upper chest. With a start, Noone
realized that the man trap was actually keeping blood away from
his punctuned shoulder, If the wound had fallen inside the grav
field when he'd been pulled to the ground, he would already have
hemorrhaged to death,

One final stem, With quaking hands, Noone lifted the swaying
two-meter stick. In one of the small miracles that sometimes
befall career gamblers, it didn't break,

He shakily gulded the prod toward the activator. As he tried to
steady its path, dark blotches appeared at the edges of his vision,
a shrill screech rang in his ears, and his pain eased tremendously,
which terrified him most of all it meant he was mene moments
from unconsciousmss,

The stick stretched out toward the intensity control on top of
the activator, If he could dial it down to two or three gees, he
should be able to rall off the grav plate. The sun suddenly went
dark,

Concentrate, please concentrate, be willed himseld, It's just you
and the branch, the branch and the dial. Nothing else matters. The
bambooi tip clanged uselessly off the base of the activator. Noone
pulled it back for a another try. Wobbling with tension, the
pointer brushed delicabely against plastesl—

A furred, mud-encrusted foot stomped down and snapped the
rod cheanly In bwio,

Noone blinked and & shape swam into foous. "Dawsonl™ he
roared, infuriated. “You broke my stickl”

The Tynnan looked down at his feet, opened his mouth in a
silent "07 of surprise, and sald something muffled and distant.
MNoone could no longer hear anything save the thundering of
blood through his eardrums, An indistinet pale figure moved
behind Dawson and pointed a blaster, and the activiator vanshed
i a soundless flash of light.

Blessed relief inundated his flattened body and he willingly
slipped knto oblivion,

Noone came o with a spastic twitch and an involuntary gasp.
His hands slapped at his face as he batted away the small vial Kels
held beneath his nose. "Enough!” he croaked. “What is that stuffi”

Kels shrugged. "Chemical smelling salts, looks like. From the
medkit. We've got to keep moving if we want to stay ahead of
your friend, and I'm not about to drag you”

“You might have to,” Noone sald gravely, "That grav field did a
number on evengthing except my hairstyle.” He looked back ot
the deactivated man trap, "Howe did you find mel”

"Take the shortest distance and run it in a beeling, that
looked to be about your style. We had our own adventures
along the way”

Moone looked arcund. "Whene'd Dawson go!”

"He's hoping he can set up an ambush, but his explosives are
wseless without a detonator, Moone—what happened to the Gun
of Comimand?

“Kid, iF 1 54100 hd the Gun, Viveca weould be here right noww miis-
saging my toes, | doubt we'll ever see [t again®

Cold fury was evident in the set of her eyes, though she bit back
the angry retort that formed in her braln 7 see,” she managed
instead, her voice icy.

Noone watched her carefully. There was a chance they could



eventually recover the weapon if Viveca put it back into circula-
tion on the arms market. They could even put together a plan for
robibing the manor. But there was no sense going into detail
when a more pressing concern was headed their way.

“Wie'd better make tracks,” Kels finally conceded, consulting her
datapad. “Sonax made a rough estimate of the Krish's position by
tracing a drone signal back to his handheld transmitter. He's less
than ten minites away.”

Noone groaned as his young accomplice helped him o his feet.
Somehow, he'd have (o find a bacta tank,

Dawson emerged from the dense thicket a bit farther up the
trail

“Let’s move,” b announced. “It's unstable, but it's the best |
could do since somebody slagged the circuits in the man trap.”

“What did you—'

“C'mon| This thing's motion-sensitive and | don't know how
fong it'll last]®

"Dawson—"

"ol Gol Gol® The Tynnan broke into a run.

Tyro Viveca strode purposely forward, a creature of pure rage.
That prepesteraus human had humiliated him, robbed him of a
valued servant, and nearly gotten him killed. And the irony was
that, without a doubt, the little dunce had no Idea what he had
fruly domne.

An intelligent opponent would have formulated a plan for
turning the lamproid against his pursuer; Noone had just
opened the door and uncorked a bottle of random lightning.
Viveca spat at the ground with manifest contempt. That Noane
hadn't been killed himself was a miracle, and Viveca had no tol-
erance for “lucky” dunces. Each footfall took him one step closer

more delightful, he thought, as he recognized the overgrown and
nearly nonexistent run, Now he would gauge Noone's trse worth,
it would be a pity if the human had already expired from gravitic
distress, but Viveca could lve weith that. Such a death was imvan-
ably lingering and painful.

it ooourred to him to call back the nashtah lbest it be injured by
the man trap, but as he rounded a bend he realized his caution
was unnecessary, The durasteel activation plate lxy on the
ground, inactive and unoccupied. The hound was busily pawing at
the reeds on the opposite side. Puzzled, Viveca stepped forward o
examine the remote activator. Nothing remained of the device
save a burnt fistiul of dull melted alloy.

& blaster shotl Noone had accomplices! Cursing, he shouldered
his rifle and scanned the trail for a surprke ambush, Nothing hap-
pened, and Viveca realized that the fugitives would have fled in
panic at the earliest opportunity,

His appanent had cheated| The thought ran through his mind
with such palpable disgust it approached physical nausea, Lack of
ability he could understand. Stupidity even, in a pitying way. But
poot sportsmanship? Never, He would find everyone involved and
flay their hides with a high-intensity laser.

The nashtah, yapping feverishly at him, appeared to have
picked up a scent, It pressed through the growth until only its rear
set of legs were visible, trembling with anticipation and shaking
the pale shoots viclently. Viveca thought he heard nearby volces,

Fools. His lips curled in a triumphant sneer as he crept closer.
Sad fools.

Yes indeed. & deep male voice was distinctly emanating from
the copse just ahead, though he couldn’t quite make out what it
was saying. Viveca readied his weapan and parted the pliant
shoots separating him from his trophy.

to his rightful prize. | His eyes took in the tableau In
The nashtah sniffed the ground [ ~_| oone had uncorked an Instant,

around the bambaol stalks, \ A white plastic ball, a child's

Though its leash had been ruined a bottle of random toy, nestled in a bambooi cradle

in the attack and subsequently lightning. Viveca spat  “oUTLOcK NOT 50 GOOD”

discarded, the loss of its middle at the ground with Two coppser wites snaking into

right beg seemed to have cured the toy's expased innands, glued

thgg beast of its overanxious ten- manifast conte I'TIFIt- in place against the sound chip

dency to run ahead. Dravian with what looked like orange

hounds were known for thear maraffa sap.

rugged constitutions and this one had recovered from its partial "OUTLOOK NOT 50 GOOD.”

dismemberment in minutes, Before it would continue, however, Both golden filaments spilling to the ground and running up

the animal had viclously disemboweled the six-meter carcass of against—

its attacker. Despite the wasted seconds, Viveca had allowed it. "OUTLODK NOT S0 GOOD."

He could think of no aesthetic use for lamproid skin without a
head to accompany it

The limping nashtah followed the scent onto the main trail,
Viveca smiled, Had his prey fallen into the tiger pit? It would be
delicious to see Moone impaled on a bed of vibro-stakes, but
Viveca rather hoped the human had landed safely and pulled
loose one of the splkes to use as a hand weapon. He pictured him-
self snatching the spike out of his opponent’s hands, then gutting
his astonished foe from belly to neck,

Surprisingly, however, the scent quickly led off the track and
back into the thicket. The nashtah disappeared among the stalks
and Viveca followed with measured steps. This could be even

—f melon-sized wad of detonite lape,
The nashtah whined. Viveca grimaced,
The explosion neatly flattened four hectares of bambooi.

*Bacta was a miraculous panacea. It had cured plagues. it had
heabed the nearly dead. It had changed the face of modern medi-
cine, Troubde was, it was almaost criminally expensive,

Military goans took quality medical care for granted, Hass
Sonax hissed to herself For a no-name thief with uncertain credit
and nonexistent Insurance, the medoentess of Kabal might as
well be impregnable castle keeps, Well, there was no other way—
they'd have to create a false admissions record in the dity's central
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"THERE 15 NO
EMOTION;
THERE 1S PEACE.

THERE IS NO
IGNORANCE;
THERE I$
KNOWLEDGE.

THERE 15 NO
PASSION;
THERE 15
SERENITY.

THERE 1§ NO
DEATH:
THERE 15

THE FORCE."

THE QR CaF
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A New Perspective from JaglipviaFigr

MACE ¥l NDU

T £ A N

Kk Certainly a Jedi should know the Code, by word and by

heart. But seemingly every Jedi is in some fashion negligent,
from the lowest Padawan to the highest Master. Conse-
quently, were someone to demand, "What is the true mean-
ing of the Jedi Code?" the Jedi who promptly answered

would be rare indeed.. 17
S0 BEGENS THE FAMOLS COMMENTARY LUIFON THE JEDI LoBe by harstes Odan-Lire, werit
e prropser behavior of a ledi

By Al
dsdarm has held troe for centuries. Many are taught thee Jed)
sLill livese h:,' it Thr

The Path Within the Code these four lines e the instructions for

At its most basic bevel, the Jedi Code s 2 how te become a led) Master
Contider the first mele: [here 15 no

emation: thers i peace.” It is pl '||"|:r a

contrast, disti confusion

INES I!':l||'|||hlrl N far a

what virtues to prize, and

their students that if they ¢ of emotion
nothing else, ta ahways ket =1 clear thinking
wiands in mingd, The reasan is simple: in obwiously, a valuabie l.|.l|I:lt:r'




But if that peace is rooted in simply
being unaware of some factor that would
otherwise cause o Jedi to feel an emotion-
al reaction, thed it it pol <o much peEaCe as
ignorance. This is why the Code containg
the second rule: "There Is no ignorande;
there is knowledge,”

This teachies Jedi to strive for under-
standing of all situations—particularty
before acting—to better avold errors in
judgment. But, again, knowing a thing
wiell can bead one to become engrossed
in it Engru:l's.s.mrlnl: leads to clouding of
the milnd. Thus, the thind rube:"There 15
no passion; there is serenity” Knowing a
thing objectively is knowing it as the
Force knows it

Still, stuedents commonly angue that
the only true objectivity is noneixis
tence—death, For does one not affect a
:hlng EWER I:|:|r lm:rz'l].' abserang itd This is
l.i.uh],' there s the fowrth rude: ™ Thene 15 no
death; there is the Force.” The Force
ks all things objectively, it is serene,
and it is not swayed by emotion.

v®
TG

Thus the ledi Code teaches that
hefone under{mklng any action, the Jedi
should consider the will of the Farce
Master Odan-Urr sald: "With these
other considerations aside, all that
remains i the Force” What he meant
by this was that if a ledi can act emo-
tionlessly, knowledgeably, and serene-
Iy, then he is acting in accordance with
the will of the Force

Therefone, if 2 Jedi acts in all things with-
out emotion, ignorance, or passion, then

that Jedi Is truly a master of the Fonge

Interpreting the Code

While the Code is a straighthorsand map to
mastery of the Force, [t can sometimes be
frustrating bo put It into practice The galasy

has ch.;l'lHﬂlﬂ a g.'!'.ll deal simoe the lodi
Conhe wias first defined, and a great deal
more since Master Odan-Urr attempted to
clarify it. Although the secret to the Code is
considering it thoroughly before acting, the
wniverse often does not afford a ledi the
time to do so, before forcing her to act.

Stll, a Jedi can think through a great
many things in advance, so as to better
prepare for when the rest of the universe
Isina hl.lrr:,r.Erw'r the millennia since the
fiow nding af the Onder, Jedl Masters have
recognized that thene are eight conclu-
shpns a Jedi can reach before the situations
are thrust upon him. & ledl who under
stamnds these |'||._-'.h|: Hllr‘lE'.’ will, when called
upon to make a quick decision, already
know the will of the Force

Master Odan-Urr remarked upon sofms
of these items, and the commentaries of

COUNSEL QF,
THE FORCE, TO
THE DARK SIDE
LISTENS.

Soalas

other ledi Masters over the centuries—
incheding Master Yoda—have formed the
basks for the current “expanded code™
taught to ledi Padawans all acnoss the
galaxy, Presented below are those eight

conclusions

Meditation

Odan-Urr wrote: "Every ledi s uld
spend time meditating each day on the
will of the Force, The reason s simple: If
one has unwittingly acted contrary to the
will of the Force, recognizing the mistake
sopon after might still give one time to
make amends

What Master Odan-Urr left unsaid was
that by regularly examining one’s own
motivations, a led| could be certain that
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UNDERSTANDING

i, 18]
COBE

shi wias not allowing emo-
timn, IE\'_I'II.'H.'I NOE, OF PS50 to
intrude upon her clarity, & Jedi
who has no time to meditate
miay mond easily Decome lost
More to the point, a ledl wiho
refuses o meditabe may
already know that her moti
vations are not pure, and is
thius lying to herself, As Mas
ter Yoda once said: “The Jeci
who heeds not the counsel of
the Force, to the dark side ii5-
tens.”

Training

Mastor vodo wald:; “A Jedi's
|r.1||1|l'||:-: in the Force never
ends.” A wise ledi should strive
to remember that thene is
always something more to
learn about the Force, The
Force reveals itself to those
who have the desire and
knowledge to see it, and heed-
ing only the Force’s will is
mEh Theé Same a5 In-:-lt-ng at a
bantha's toe and saying: "Mow
| understand banthas.” To con
tinue to grow, a Jedi should
train each day

Loyalty

Jedi can exist in this unverse
because the Foroe exists. Bul
the Jledi Ordér nesds more: it
reqUines I::-':,'.||I:|.' It RDes with-
out saying that ledi should be
loyal to one another, and not
squabble or fight. More imipar
tantly, though, each bedi
should be aware that he miust
act in accordance with the
wishes of his Master, who
must in turn act in accoardance
with Uhe weishet af the ladi
Council. This |5 not a guestion
of seniority, but rather of
understanding the will of the
Force, and in this regard, the
members of the ledi Council
are the recognized experts
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REMEMBER THAT BRAVERY ITSELI
S AN EMOTION, ANDALEDI
SHOULD BEAFTEACE™ S
EVEN IN THEMIDST -

OF WAR. =

Integrity
A Jedi's responsibility to the
Force is to be honest with him
self. This does not mean that
he must be forthright with
everyone else, however
Master Odan-Lirr lamentad
the misperceptions of those
who beliewed that Jedi should
be marally superior: "Many feel
that a ledi should be scrupu
!|,1|,|'.I:,' Fanest, never I.=||=|l'l|.:
advantage, and never with-
"II|-C!IIIL: information. This is
nonsense.”

Fram a certain point of vieae,

-
"/

a ledi is not being dishonest if
he allows people to believe
what 1|‘|-e'_'!.- wish to believe, &
ledi can and should offer
advice to those who need it,
bsut it is mot incumbent upon
the ledi to convinoe anyone to
fiolbowe his advice

I service B Lhe Boroe, 3 lad|
|1'|.:|!,r1_'|11|'_:-|r_|',' decepbion, sub
terfuge, misdirection, and even
frawd, if he does sowith a
righteous alm, Although most
sentient oreatures have a dis-
taste for such practices, the
Force ks without such emotions

Do not confuse this with

“moral flexibility” & ledi does
what needs to be done. But
alse remember that a ledi is
not above the law

Maorality
The most dangerous quotation
ever uttensd by a ledl Master
is-"A ledi ks not a creature of
morals” These words hawve
unfortunately been translated,
often by Jedi, to mean that a
Jedi can do no wrong

it actually means that hedi
are not enforcers of morality
While ledi can bring o restone
order and justice, they cannot



themsehees sit injl.ulgnlurli-nf
others, There ane two reasons
for this

First, the galaxy ks a vast
place, full of cultunes that no
one ledi can completely under-
stand, One famous story tells
how a fedi learned that a com
panion had been devouned by
the canmnibalistic Colicolds,
When asked wihy the bedi later
bargalined with the very same
creatures for starship compo-
nents, she responded: “Because
cating the flesh of sentient
creatures ks not forbidden by
the Jedi Code—but to the Coli
coids, mat E..ﬂing the flesh al
sentients is considered a glgn
of insandty”

This Jedi recognized that
parnishing the Colicodds for act-
ing according to their nature
wrould be acting out of emo-
tion and ignorance. Similary,
not procuring a badly needed
engine part would have been
punli_.hrns herself out of Euill:.

The seoond reason is that
judgement leads to vengeance,
and vengeance leads to the
dark side. This is easy to under-
stand, though not so casy to
practice, Should a known mur-
derer be allowed to go free?
Should a man intent on mur-
der be kilbed? To answer either
question, a ledi must first
know the will of the Force. Nei-
ther decision can be made
hastily, except where lives are
threatened by inaction.

Discration

Though Master Qdan-LUirr
believed in justice, he also
understoad that it was some
times necessary for a Jedi to
practice discretion: “The galagy
willl live in tranguility if certain
matters are a bit overlooked or
left unheard " Some have seen
this as a sign of ledi partisan-
ship. Others, particularly Law
enforcement agencies, believe
that kedi ignore small crimes,
in order to apprehend greater

criminals. Obwiously, neither of
thess is true

The truth s that ledi
Enights are suffered through-
out the galaxy—despite our
‘l'.in;illl::,uI with the Foroe This is
because we do nok .||:'l-nr|.-|:,l
imterfiere with the lves of the
common people. ledl stand
for order and justice, and
these qualities do not begin
with the misdeeds of the few.

the opposite of fear, and since
fear leads to the dark side,
bravery is armor against the
dark side. Mot so. i a ledi is
mindful of the will of the
Faarde, e wall Enow wihelher it
is best ta stand his ground, or
flee, or even to offer truce.
Remember that bravery itself is
an emotion, and a ledi should
be at peace—even in the midst
of war

A WISE'JEDIT]

p e

The goal of the ledi should be
to create and préserde an
atmaosphere in which justice
can Mourish, rather than 1o I:r:r
to create justice herself,
Master Yoda has often said
that, should the Republic ever
challenge the Jedl Order's right
to exist, the support of the
commuon citizen will see us
through:"If fear us they do,
halip s ‘i'l'u_-.',I will not. If hate us
1h|_-_r o Bunt s I!hr:,l will.”

Bravery
Master Odan-Urr anee sald: “Ta
be brasve in battle proves noth-
ing. Bravery itself proves noth-
ing. & bedi should be prepared
to put aside fear, regret, and
uncertainty and either fight,
run, surrender, or die”

A commoan mistake among
FOUNEEr Bedi is that l:lﬂu'l:ry [

Fighting

Sadly, we live in a galaxy where
conflict is a fact of life for far
too many beings for us to
remain apart from it But we
need not embrace conflick.
Master Odan-Urr sald: "If a Jedi
ignites his lightsaber, he mast
b ready to take a life. If he is
not 5o prepared, he must keep
his weapon at his side.” And as
Master Yoda teaches: “If a
WEIPEN you show, & warrior
am IF you say And who Is best
rmust all other warrlors knomw
of you.” 50, o avold unneces-
sary fighting, & bedi should not
adfvertise his skill.

But when ks it necessary to
fight? The Force will show a
kedi when he has no other
options, and a wise Jedi trusts
the Force in this !rg.‘ir{l.

When T'igh1ll13. i% il necEs-

sary to wse one's lightsaber?
The answer ks no, A lightsaber
I an |n1|r1'|H,I.1HnE Weapon—
but it it not a tool for intimi.
dation, This is what Odan-Lr
meant. Do not wie 3
lightsaber to create fear inan
opponent. Use it to end the
fight as quickly and mencifully
as parssible, If this means
dﬂ.lrn_:.llng the opponent, 5o
b it, Bart if 3 Jedi can end 2

wrol] B

fight without killing an oppo-
nent, so much the better. The
best ledl can avert injury alko-
gether, with only a word.

i the past, some ledi have
taken this to mean that they
should carry a second, less
deadly weapon, There is no
such thing, If a weapon cannot
kil it is not truly a weapon.
While a blaster con let a Jed
attack at a distance, it ks just as
effective—and mione in keeping
wiith the bedi Code—to use the
Force instead. This is why all the
greatest bedi carry only a single
lightsaber as their weapon, a
ool uniguely attuned for use
‘with the Force, 1§

STAR WARS GAMER U3



.
o

AT |

 fates

e IndicTies
“‘g;m‘fi:_fmnldn:ﬁﬂl
BY ANDY COLLINS

THE MOST DRAMATIC AND EXCITING scene of The Phantom
Menace is undoubtedly the lightsaber duel between the
Jedi, Qui-Gon Jinn and Obi-Wan Kenobi, and the Sith Lord,

Darth Maul. What follows is @ break down of the final por-
tion of that battle—the combat between Kenobi and Maul

after Qui-Gon has fallen—into a round-by-round description of how it might have
gone, had it been played using the Star Wars Roleplaying Game rules.

& The final battle begins with both Jedi having lost a
significant numbser of vitality points through combat
and use of Faree powers. Neither is at full strength,
Remember that normal hits In combuat (that s,
hits that apply damage to the target’s vitality
points) don"t actually physicaily strike the oppo-
nent in most cases. in the example of lightsaber
combat, such strikes are deflected away or dodged
at the last moment, each time making the target a
it mecere Hred.

L]
Hﬂ I.HI[I I. #As the energy barriers of the power

station open, Darth Maul waits to see Obi-Wan's
reaction to his Master's death. In a rage, Obl-Wan
charges at Maul, bringing his lightsabér dawn

in a powerful two-handed strike that Maul deflects

while backing mway.
& Darth Maul, having the higher initiative score as

determined at the beginning of the battle, holds his

action. [The Gamemaster could have ruled that the

delay in the battle caused by the closing energy
barders forced a new inktlative roll, but he instead
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ruiles that both sides have stayed alert and batthe-
ready and thus keeps the initiative as previously
ralled.)

Obl-Wan moves and attacks with his lightsaber,

but misses
Darth Maul takes 2 2-meter adjustment backward

and activates his Battlemind kil This costs B vitality
points and grants him a +6 Force bonus to his attacks
for the mext 5 rounds.

EIH.I ﬂd 2: Continuing his assault, Obi-'Wan

slashes Dadce mone at Ma ul. Thien, ha'-'mg taken
the measure of his opponent, Maul resumes his
offensive, subjecting the young Jedi to a blister-
ing barrage of strikes.

& (bi-\Wan takes the full attack action. Both
attacks miss.

Durth Maul takes the full attack action, though
he chooses to fight defensively. This grants hirm a
+3 dodge bonus to his Defense while applying a
- P’E‘HJHY to his sttacks, Thee first attack hits and
inflicts 12 points of damage, but since Obi-Wan
still has vitality peints, this attack doesn’t actually
hiit him, but costs him witality as e barely man-

ages to block it

H[l:lll'l[l 3: Obi-Wan attacks the Sith Lord again,

but his twin blows are blocked easily by his agile foe.
Maul retaliates with another flurry of attacks that
Kenobi anly barely avoids.
& Obi-Wan takes the full attack action. Both
attacks miss

Darth Maul takes the full attack action, One attack
hits and inflicts 13 points of damage. Again, this
attack doesn't actually physically connect, but costs
Obi-Wan vitality as he barely manages to bock it.



Eﬂund I.I. b -Wan backs up and assumes a

defensive pose, realizing that Darth Maul’s expertise
is even greater than he feared. Perhaps sensing weak
ness in his opponent, Maul ._ad'.-.'l-l'u,'n,"_._{n:lﬂ*..ﬁl,l-l'-p hils
midault

4 Dibd-Wan elects to wse the Total Defense option
and givies up his attacks tor the round to gain a +6&
dodge banus 1o his Defende for one round. This raises

his Defense to 28.
Jarth Maul takes the tull attack sctian. Thanks

to Obl-Wan's decision to use Total Defense, all flve

attacks miss

H u Hnd 5: Eenobd resumes his attack, though his

palr of strikes glance harmiessly off Maul's saber. For
his part, the Sith Lord neser hesitates slashing at
Eernobi again and again
% Obi-Wan takes the full attack action, thowgh b
chootes to fight defensively. This granis him a +3
dodge bonus to Defense at the cost of a -4 penalty
i hit. Both sttacks milss

arth Maul takes the Tull attack sction. All Tive

AtEaCKs miss

Round B oy e o o

haope U0 wain a4 honge a5 Maul wiehds his
twinbladed lighteaber, Obi-Wan instead
slashies through the center of the Sith
Lord's weapon hilt and then kicks him in
the chest, knocking him down
% Obi-Wan spends a Force point '-:ull:.-l_!g
2d &, he determines that he will have a
#8 Force bonuws to all his actions for one
round. He elects to take the full attack
iction. He sttncki Mol once, attacks
Maul's lght-saber once, and also kidks Maul. Since he
s attacking with two weapaons
this round, he suffers a =4 penalty to his lightsaber
attacks and a -8 penalty to his unarmed [kick)
aftack. He further choosed to make the kick a
Enockdawn attsck

The lightsaber attack agalnst Maul hits, inflicting
n points of damage, and the attack against Mau gt
lightsaber also hits, inflicting 12 points of damage
Thils i+ enough to break the lightsaber, which (in
this case) effectively turns it into a normal, singhe

Bl mel e wiinpsin

Jarth Maul

[bi-Wan Kenobi

I DBI-WAN KENOBI Jedi Guardian &

I Strength 15(+3)  Intelligence  wg s
Dexterity 16 (+3)  Wisdom 13 a4}
Comstitution 14 {#2] Charima 13 (%1

Defense: 20 (22 in mieles when wielding
lightsaber]
Witality Paints: 52 {currently 38)
Wosind Poimts: 14
Foree Polnts: 3
At Lightsabser 40444 (ool 14}
or Uinarmed 48743 [crit 2o
Darmage: Lightsaler 3d6
af Linarmed 1d3+2

Far fdammygaie mi Haffafa, pao o e Star Wars Roleplayieg Game

Strength 17+ Intelligence  u
Dexterity wisq) Wisdom | g
Comstitution 16{+3) Charlsma . iy Tt} fid

Defense 24 {26 in metee when v

vitality Points: 120 fcurrently 83

‘Wound Polrts: v

Force Polnts: o

Attacks: Double-bladed Nghtsaber +13/48f
ar Lightsaber sinfs B4 [eri
or Unarmed s15/ 410048 il |
Ughtsaber gdé | ! |
or Unarmed 1d6+3 NS
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Finally, the kick hits, but instead of inflict
ing damage it forces Maul to make an
opposed Strength check versus Obi-Wan., Maul
loses and is knocked down; he also falls a For-
titude save (forced by the Knockdown attack)
and is stunned

Maul cannot act this round. Furthermore,
he now must use his lightsaber attack bonus-
¢4 [instead of his double-bladed lightiaber
attack bonuses), which are worse

E uu“d 7: Obi-Wan then leaps over his

fallen foe, who barely blocks an attack from
the vaulting Jedi, As Obi-Wan lands behind
him, Maul jumps ta his feet and runs back
toward the open doorway,
& Obi-Wan uies his Tumble skill to move
through the square oceupled by Darth Maul
[actually, he goes over his opponent, but the
effect is the same). He attacks the stunned
Maul and hits, inflicting a mere 7 points of
|:|.|r'|1_'|_t:t"_ Maul still has vitality points left, so
this "hit" doesn’t actually make contact, et
it weakens him nonetheless

Darth Maul ||,',||,'.|-. to his feet and moves
awary from Kenobi

Hnu " d 3: Pressing his advantage,

Obi-Wan follows the fleeing Darth Maul
slashing his lightsaber at his foe. But Maul is
far from finished and regains his composure,
following a trio of lightsaber strikes with a

o fear in the tace af o SEpErior HpponEn

kick to Obi-WWan's face
& Obi-Wan moves adjacent to Maul and
attacks once with his lightsaber, missing.

Darth Maul takes a full attack action, includ-
ing a kick. Since he has Two-Weapon Fighting,
ke suffers a =2 penalty to his lightsaber attacks
and a =6 penalty to his kick. T he lightsaber
attacks miss, but the kick connects, inflicting

5 points of damage,

H u““d E: Momentarily shaken by Maul’s

kick, Kenobi assumes a defensive
posture, but the Sith Lord simply spins and
tumbles past the Jedi
& Obi-Wan takes a 2-meter adjustment back
and readies an attack to use if Maul moves to a
space where Obi-Wan threatens him

Darth Maul uses his Tumble skill to move
past Obi-Wan

Obi-Wan attacks Maul with his readied action,
bt misses, Since he readied the action, he stays

ahead af Maul in inftiative order.

ﬂﬂu " d I ﬂ: Obi-¥Wan resumes his all-out

offensive, subjecting Maul to a flurry of attacks
that the Sith Lord blocks away effortlessly
& Obl-Wan takes the full attack action. Both
AtEACKS Miss.

Maul selects the Total Defense option,
granting him a +6 dodge bonus to Defense fior
ane round



Huund 1]: Oibl-Wan continues to press

thie attack, bart Maul dnl:lgr-'. his attacks
& Obi-Wan takes the full attack sction, bt
misies both temei.

Maul selects the Total Defense option

Eu u "d Iz . After parrying another pair of

assaults by the young Padoavan, Maul wses the
Force to push Obi-Wan back toward the open
shaft. Obi-Wan, surprised by the attack, falls
Inta the shaft. He saves himself from certain
death by Emhhmg onto a handhold projecting
from the side of the shaft

4 Obi-Wan takes the full attack action, bul
again misses twice.

Maul uses Farce Push against Obi-Wan
[wihich costs 4 vital ty pelnts). Obi-Wan fails
hits saving throw, suffers & points of damage,
and is knocked back 4 meters and into the
shaft, The Gamemaster allows Obsl-Wan to
attempt a Dexternty check (o grab onto the

protruding handhold, which is successful

HI] "' Eﬂmhﬂ I. While the ledi danghes

I-.:Ir!!{-s.s,l:,- bielowy, Darth Maul strides up to the
mouth of the shaft pausing |.'|n|].l Lo kick Obi
Wan's Hghtsaber into the pit

4 At this point, the Gamemaster chooses to
dirop out of rownd-by-round sctlon, since Mawl
isn't continuing the attack, This is a judgment
call=he could just as easily ruled that the
cambat was still going.

A Maul taunts him from abave, Obl-Wan
remembers that Qui-Gon's lightsaber still lies
next to his fallen body, Maul notices that Obi
Wan's attention seems diverted, but fails to
realize the significance of this

& Darth Maul has a chance to avold being sur
prised by Obi-Wan's action. In this case, the
Gamembiter determines that 5ense Motive 15
the apprapriate kil to use I:I:l!rllll! to deter
e what Ohd-Wan is abowt {o dol. Maul
doesn’t have any ranks in Sense Motive, 10 he
just makes an untrained check using his Wis

dom, and fails

Eurprisﬂ: Obi-Wan wses the Force to

draww Qui-Gon's Ilgmmh-*r to ki hand

& Obi-Wan takes his action during the sur
prise round to uie Move Object b drmvw thie
lght-sabed to his hand, This costs him a '\.:I'.ﬁlr'

vitmlit ¥ poie 1L, lEavin E him weith only omne left

h"ﬂi: As the |I!‘:|‘I'.'..I|‘I|"r leaps inta his hand,
Obi-Wan vaults out of the pit and over Darth
Bauls head. Landing Behind the surprised Sith
Lard, Obl-Wan delivers a deadly slash with his
lightsaber, severing Darth Maul in two and
‘5|:'I'||,'|IHH the [:n;:rl:,' dorwn the shalt
& Dbi-Wan and Darth Maul roll initiative ai
combat begins again, Obi-Wan wins, which
means that Darth Maul will be Tlat-freoted (and
won't gain any bonus to Defense from his Dex
terty) until he scts

Dbi-Wan spends a Force pn.ur :!'I.anl'l.'li: a
+& bonus to all actiens for one round). He
jumps out of the pit and ower Darth Maul,
using his Tumble skill to move through (owver)
Maul's space, He then attacks the flat-feoted
MA@l SCorng a critical it and rodling miax
murm damage (18 paints). This is enough to
reduce Maul (o zero wound points. Adding a
bit of flavor, the GM rules that this attack sev-
ers Maul at the waist and sends the body

tumbling down the shaft. §
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SHIPRPEONG

The Mystic Burn: Your Transport To Adventure

VERY ADVENTURESOME BEING smitten with a good dose of wanderlust

had a ship of some kind. Every shrewd diplomat on a sensitive politi-

cal mission, every conniving scoundrel trying to make a few extra

"You've never heard of the
Millermium Faleon?1"

credits smuggling illicit cargo, every curious explorer interested in

seeing what lay in the next star system over had some means of get-
ting from place to place. Whether it was a sleek Nubian luxury yacht pretentious
enough for a Republic senator, or a rattletrap light freighter held together with
mismatched parts and a prayer, ships of all types, sizes, and affiliations plied the

"Should | have?"
"It's the ship that made the
Hessel Run in less than

twelve parsecs!”

space lanes, visiting every major system and all the backwater rim worlds, to boot.

In a roleplaying campaign set the Star Wars universe, the
heroes are, sooner of later, going to need a ship of their own, It's
simple enough for the GM to gloss over this issue, merely stating
that the characters “have a ship” that gets them from place to
place. However, this solution misses an opportunity to add a level
of depth and personality to the campaign. With very little effort,
you can develop a starship with a bit of flavor, history, and charac-
ter that adds much to the quality of the game. Who doesn't think
fondly of the Millemnium Falcon, with all of its quirks and flaws, as
an integral part of the exploits of Han and Chewie?

In keeping with this concept. let's make up a unique ship for a
group of characters, You could easily say that the characters have
a ship and leave it at that, but it is far more fun to develop one
with some personality all its own. You don't need to do a lot, just
add a few Interesting details to go with an evocative name, and
come up with an explanation for why it's available to the charac-
ters. Let’s go through this process, step by step, asking the follow-
ing questions:

1: How DO THE HERDES GET THE SHIP}
2:WHAT KIND OF SHIP IS 1TT

3: WHAT IS THE SHIP'S HISTORY?

4: WHAT QUIRKS AND FLAWS DOES THE SHIP HAVE?

5: WHAT'S THE SHIP"S NAME?

UB vOLUME | NUMBER |
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1: How do the heroes get the ship?

This guestion depends a lot on the characters themselves. You will
mast likely decide the issue during, or as a result of, game play.
Some major options for permanently acquiring a ship are: pur-
chasing it, stealing it or receiving it as a gift for a job well done
Another good way to get a ship is to have one on “permanent
loan.” A patron could lend them the ship, or in a strictly military
campaign, they might have one as standard ssue.

wWhatever the means, figuring out how the heroes acquire the
vessel is half the fun. If you're trying to set up back-story for
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nonplayer characters, go ahead and make it all up. if this is for the
player’s heroes though, work it out as part of an adventure; let the
players make the decisions for their characters, However you
resobve this question, it's definitely the place to start, because the
ship's origins help answer the rest of the guestions here.

As an example, suppose that the eight heroes from the Swae
Wars Adventure Game need a ship to call their own, The Adven-
tune Game ks set on the planet Maboo during the time of the
Trade Federation blockade and subsequent invasion, and none of
the adventures involve space travel, If the characters plan to con-
timise their daring feats once the invasion has been repulsed and

in Sty

o
LASER

ESCAPE
POD

EOmBERT ETATIETICS

ETAR WARS RPO

MYSTIC BURNMN
Lergth

wall Light Fredghter-class starship
35 mebers
Passengers and crew L
Corgo Capacity
Defense

7% medric tons
1 (slze -0, armor s0)
ShiEld Palnks 3o

Hull Paintd Bee]

DR o]

Weapons 1 lnser cannon (furret mounted)
Damage o = 2

Maximum Range Short

peace has been restored, they need a way to see the wider galaxy
beyond Maboo.

Suppose that one of the characters, Deel Suroon—a young
Tewi'lek scoundred whose panents are wealthy merchants runining
a trading emporium in the Naboo capital of Theed—earns a gen-
erous monthly allewance from his parents. Deel, being the
scoundrel that he is, really likes to gamble, and has gotten lucky
recently at the game houses in Theed, By combining Deel's credits
with those of his companions, the group has managed o scrape
together enough to buy their first ship.

STAR WARS Gamer Y8
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2: What kind of ship is it?
Moy that you know how the charac
bers acquired the ship, you need to
know what kind of ship it's going to
be. & lot of factors contribute to this
decision, but again, the primary con
sideration has to be the characters
Based on what you already know
about the heroes from the Adventure
Game—a group of relatively inexper
enced heroes on a planet that has just
suffered through a major military engage
ment—it's reasonable to assume that
they don't have a lot of money to spend,
and whatever they do buy Is godng to be
secondhand, probably well used. What
kind of ship fits that
descript iond

Becawse Episode I: The
Phantam Menace is 5o
recent, there hasn't been
much supplemental mate-
rial diewveboped for the time
period yet, You won't hane
a lof to work with regard-
ing what kinds of ships might be available
You could, however, dranar on il.lpph.‘l'l'ltl'-t-.ﬂ
material related to Episodes IV, Y, and Vi,
set thirty-some-odd years in the future.
There's been plenty written about ships
T that time periosd

With a small amount of research into
older Star Wars roleplaying game product,
you will find that ships like the Miflenniwm
Falcon—a Corellian ¥T-1300 that's been
heavily modified over the years—have
been in service for a long time. That
sounds pramiting. Digging a little deeper,
you can discover that the Corellian ship
yards have built a number of YT-class

" 3 ships, incheding
'1'““ CAame lhﬂt the ¥T-1210 and

thing? You're  the ¥T-2400

From the infor
braver than |
mation avall

ﬂ""-'ﬂh“" able, it appears

Pamwcuns Lk Oncana  that, with
regards to Corellian naming conventions,
the lower the number, the older the
mpdiel. Great! You can go with an early
msodel Corellian ship and be pretiy sure it
exists during the time of Episode L But
which ane? Since the timeframes are
somewhial vague, you can fudge a litthe bt
and make up a model numbser—a ¥T-1200,
for example, might be a stripped-dawn
version of the ¥T-1210. In order bo mak it

stripped down, reduce its abilities. Make
the engines slower, the weapons systems
lighter, and remove a few of the other fea-
tures available on the ¥T-10When you'ne

dane. it's a no-frills ship that fits the bill for
a group of heroes just starting out

"IWhat a piece of junk!”

"She'll make point-five past light speed. She
may not look like much, but she's got it where
it counts, kid. I've made a lot of special modi-
fications, myself."

il SavwaiElE AND AN 0

3: What is the ship's history?

Son mionw Ehiat wou knones whiad kind of
ship you're dealing with and how the
characters got it, you want to figure out
at least a little bit of its history, Invent a
tale of whene the ship has been and the
identity of at least one former owner, You
might even work the story into game play,
especially if you want to have the players
radeplay their way through the purchase

Continuing the example, suppose that
a disabled vessel is listed for sale down at
the space port. Its ewner, Captain Harkan
Resch, s a small-time independent mer
chant who has gone nearly bankrupt
because of the Trade Federation's recent
actions surrounding Maboo. Resch can't
afford to repair the ship, and he can't get
a shipping contract with enough money
up fronk efther, because the econormy is
temporarily weakened after the blockade
and invasion. Disenchanted with his life
and hit business, Captain Resch decides to
sell his ship, hoplng to pocket enough to
| |_'|}n1f|.1r|.r|'.||',' for a whibe

Y: What ﬂ.‘lirlis and flaws
does the ship heve?

That little bit of hittory in the secton

above only scratches the surface, but it's a

good setup for roleplaying thie ship-buying
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n the STAR Waes ROLEPLAYING GAME, one of the most fascinat-

ing things about ship creation is giving the vessel a name.

Coming up with a good name doesn't have to be hard, but it
does take a few moments’ thought. Nothing beats developing a
name yourself, but if you're pressed for time or just don't have any
good ldeas, these tables can help you out.

Keep in mind that the choices
i the tables that follow are far
from complete. A theésaurus can
be an invaluable aid in coming
up with other, similar words,
and you might even think of
other categories that could fit
within this naming model
These tables are designed mere-
ly tor scratch the surface of your
imagination in ship-naming
exercises,

MILITARY SHIPS

Military ships appear in svery
era of the Star Wars universe,
primarily belonging to the
Emipire, The names for military
ships work well with a single-
weord name. Alternatively, you
cotild wie wome of the choices to
name a class of ship, such as the
Cheetah class of light cruiser. To
uie the tables for military ships,
Bodl ence on this table, then
consult the appropriate table

indicated;
da  Eesult
1 Table
2 Tabley
3 Afamous military
keader (Last name)

4 Afamous military site

In the case of a famous mili-
tary leader or site, naming a
ship after a general, admiral, o
political leader or (in the case of
sites) a battle site o system i
common. For example, the
Empire might have named a
heavy cruiser the Tarkin during

[ater stages of the war against
the rebellion, or the New Repub-
lic might consider maming a
flagship the Endor or the

DOrgana.
PRIVATE SHIPS

Private ships have a wide variety
of name types, either one- or
two-word names being most
common. in the case of two-
word names, the first is usually
a descriptive of some kind. To
use the tables to name private
ships, roll once on this table,
than consult the appropriate
tablels) indicated:

dBE Besult

1 Tablesg

2 Aperson's first name
{alternatively, possessive
+ Table &)

Table 1 4+ Table 3
Table 1+ Table 4
Tabde 1+ Table s
Table 2 + Table 3
Talbde 2 + Table 4
Table 2 + Table 5

e =4 W B

In the case of using a person’s
name, you actually have two
chobces; you can either name
the craft after the person (for
example, Luke in his later days
might have named a private
craft the Beru in honor of his
aunt), or you could make the
mame possessive and add some-
thing to the end (such as Beru's
Kiss, for example].

Suppose you want to name a
smuggler's ship, The best way to

TABLE

ADJECTIVES
dzo Result

1

00 88w hun e Wi B

-y
= et

LE
14
15
ih
n
1
9
a0

Abundant
hgike
Dambnant
ﬂu'.l.'_y
Eager
Enchanted
Ethercal
Fadr
Jubilant
Majestic
Mythic
Himble
Hoble
Regal
Royal
Spirited
Spry
Unclaented
wild
Wondnous

TABLE 2:

COLORS
dao Result

00 ey R B R

—

BArune
Braiss
Bronze
Corulean
Capper
Coral
Crirmsan
Diarmond
Ermseraldd
Ceodd
Colden
Ivar,l
Pe=arl
Rubry
Rubry
Sabe
Saipypinire
Scarkat
Silver
Wialet

- A ... 44

do this Is to look through the
lists until something strikes
your fancy. But if you want to
use the tables, first you roll on
the Private Ships table. Getting
a result of 7 indicates that you
should then go to Table & and

TAHLE 3, TAELE 4.
FORCES
AMIMALS OF NATURE
dy Resuli diz  Result
1=z Table 3a 1 Abyss
3 Table3b 1 Aur
4 Table 3c i Blaw
TABLE 3A: - G'T:t
REGULR, |t
ANIMALS EA
dao Resubt B Squall
1 Barracuida g Slorm
2  Chameleon 1o Tempest
3 Cheetah 1 Whirbwind
4 Eagle 1z Iephy
5. koo TAHLE B
40 OCCUPATIONS
7 Hawk
g Hermon o Result
13 :';:T't 1 Dancer
2 Hunter
n  Lecpand B ——
L‘; Iﬁ,!":n: 4 Lancer
W Scorpon 5 Monarch
6 Momad
1 Shark i
7 REaider
s et
r
18 Tiger lg :?n}:gtmr
1 Viper
w0 Woll TABLE B
TANLE 368 THINGS
STAR WARS d8  Result
SPECIES 1 Aria
dg Result g E::m
1 Clawfish j o
: Rancor K
3 Taun-Tawn = Flka
4 Yo 7 Smile
8 Song
TABLE 30:
MYTHICAL
CREATURES
dio Result
1 Angel
2 Demon
3 Devil
4 Dragon
£ Phoenis
6 Shadow
7 Spectre
8 Sphinx
g Unigarm
1w Wialth
Table 4. On Tabde 2, you roll 3 4,

which s "Cerulean,” and on
Table 4 you roll a 12, getting

*Zephyr” Putting them togeth-
er results ina ship named the

Cerulean Zephyr.

GTAR WARS GamEn Bl
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5, and as the game progresses,
«|f ter further detall dowen the line,
L * hasics, create some
quirks and fla : 5 Base them
on what kinds of cargo the ship used to
haul wwhat ms the ship has visited, or
hieves much it's been shot up. All of th

'_-.tl:lr':.l bl d Flavods anid e |..'||l|::,' b the

-,.||||;| & reful to create character thow Eh-

not handicaps. Don't leave your players
h.'m;gln;:,; because vou ided the s

fers a na uter malfune
time you fire the laser canno
make the traits memo

rabde without drastically

b: What's the ship's nﬂmﬂ?

This is the final piece of the p

can give the ship any name

sometimes iU's helpful to come up with a

name that reflect

sel or of the person who originally named

her, The players might decide to give their

J-.._-n:.._-;'-,lur_l EL LS I:,' nEw name, which

is great; but to round out the pro

imvent an ting name to start with
Captain Resch always thought that the

glow of his ship's engines, or the burn, as

he liked to call them, Kad some unususl

“IWhat are you doing hera?"
"Auw, repairs. | thought you could help me out."

"What have you done to my ship?"

that

ds repairs

"Your ship? Hey, remembesr, uuu lost her to me,

before she'll fiy. You could h" HM Eqmre* Ladnir HiF5kAl AMD AN 200

% Farne I||1r|
to get (maybe its always malfun
tioning=—perhaps the main reason the YT

1280 wark built to replace thee marlser model)

|'|_u_u|1.1 Limfioert ul'l.'-ltr_"l"'_ hie once had a

[aal '.|1.I||l with some sp lled containers of a

ember that one or bwo Guilfkcs Jre
mare memarable than half a dozen, Don't
creale 50 man i'|.|||||||1p_:: HEtle
that the ship isn't worth the trouble

aur players

1m. He found them mysterious

almst mystical 5o that's what he named
the ship Thi .M}-'_lr..: Buirn

And there you have it. Foll
steps outlined above, we created ; i
ahle +.|'|||:| with pr_'r:.-:-|1.1i|1:.l and flavoar Tar
the Adventure Game heroes to call their
owen, The -'|.-1_g.-".il|: Fasrr d% an unremarkabls
and somewhat shabby looking
the millions of spacefaring trave
whom she has crossed ;r.|1h-._ Bt £y
the pride and joy of the eight characters

who now oswvn her. §




he University of Sambra Guide to Intelligent Lite
cavsed guite a stir among the imperials. Before flee
dng the university fo avold imprisonment for releasing
dato deermed “inoppropriate.” Tem Eliis mode The Gldde
avpllmbie on public channels. He bas since continued fo
.:l_;'j"{'r .:.lpq'l'-;:lrl:'j_i"fp\.m his hidden ploce q_l"rxu'r
Amang the book's thewsands of entries, the lyre sen-
thendofoqist imcluded accounts of several alien speckes first
discowened dl.r."rng the tirme that the Allignce 8 battied
the Empire for freedam
The Empire coverad up manmy @vents of Bhis e, How-
ewed, bhanks fo Professor ENEL we can mos revisel this enr
by exploring some af the species discovered and forgotien
by the manch D_ll".l‘.llf Empire

MLLY
A KA. MOIMATISY
On Shalywane, the dominant speches, the Em'lly, were driven
ouf of their cities, including the capital oty of Chinshassa,
by Imiperial forces led by double agent Shira Brie. A dis-

grm;cd people with no home and no resources to rebuild
clthes, they feft undeserving of a name and simply called
themiebses Momads,”

APPEARANCE AND Bi0w0cy
Generally humanaid, the EmTiy have musoular bodies and
yellow-tan skin, evolutionary adaptations o the strong fans
of thelr sun, Kavaan'oa, The Em'l iy live a nomadic existence,
constantly exposed to the sun. This has ked to an inoneasing
number of turmor-refated deaths in recent years.

I';-rn'll:,r wear thelr fine dark hadr in long topknots to show
caste status and inspire fear in enemies. The nember of top

UHE |, NUBBER |

UNIVERSITY OF SAMBRA
l
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knods vanes from 2ene 1o three, depending on caste. Other-
wise, their bodies are completely hairless

Em'liy are most disti ng:_m_.hn'hlr- from other humanosd
species by their distinct kack of fackal features. Their
smaooth, noseless and earless faces show [Fttle in the way of
sensony apparati, They have small, round eyes with no lids
or lashes, and their thin mouth openings are nearly Bpless
Al auditory and eifactory apparat] ane internal, covered by a
thin, gas-permeable Layer of skin. 1t is believed that this is
an evolutionary development o protect sensitive organs
from the hat sum, harsh wind, and sudden sandstorms

Because the Ermliy requine litthe sheep, they normmally stay
awake for the length of bwo local days. From their perspec-
tive, the sun rises and sets twioe in the course of a day
Arguing the poimt with them would be futile and quite
likety fatal, as the sun is an important part of their religion

TEMPERAMENT
The Em'liy are deadly warrlors, with a ferocity In battle
unmatched by many warior species., Observers hanae
laheled this I'i:-r-:_:{ﬁ:,,' ‘berserker” behavior, though this is not
entirely accurate. Warring Em'liy give themsebves over com
pletely Lo a fight, letting the cowrse of hattle define thels
actions and 1|'11-.|Ehl:= They control their awn actions, bt
the Spirit of Battle helps refine that control. I ks a fine &
tinction, one often lost to off-warlders, but the Em'liy
understand the difference. Jedi historians visiting Shaly-
wane once postulated that this ability was an unexplored
extension of the Force, but this was shortly before the Jedi
were exterminated, 5o the theory has never been tested.
The Emlly's natural ferocity usually manifests only dur
Ing batthe or external threat. At other times, the Em’liy
possess considerable self-restraint. They have no com-

punchions about killing when necessary, but they do not




approve of needless bloodshed and seek
other outeames whin feasible, This i a
central part of their religlon. Any Er'liy
violating this code would be severely rep-
rimanded by his peers.

Histoey AN CULTURE
The Em'liy are deeply religiows and super-
stitbpus, with a pantheon of gods so
nurmenous few outsiders could name them
all, The most well-known include Ova'jhok,
the Sender of Battbe: his brather Dva'vil,
the Spirit of Battle; Felid Slin, the Matriarch
Spirit of the Sand; Courtra’paeas, the Mis-
chievous One; and Eeh'ora Miwdug, He
Wheo Has Passed Beyond.

At the heart of Emliy religion is Kavaan,
the Provider of the Sun, who allows
Kavaan'oa to rise and set twice each day
To honor Kavaan, Em'liy pray and make
blood sacrifices at a
large stone altar

Allens from the Marvel Comics

erected at the center

of the holiest of their holy places, the Cir
cle of Kavaan. Above all else, they vow to
guard the Circle and never allow it to be
defiled,

A year after the Battle of Yavin, Shalyvane
was decimated in what the Imperials
deemed a “disciplinary deansing,” claiming
the Er'liy had forsaken their gods and were
being punished for their Basphemy. The
imperial propaganda machine covered up
the attack by reporting that the Em'ly
themselves had destroyed Chinshassa,
which was sald to have been a city inhab-
ited by human colonists, Mo off-worlders
ke thie truth, 50 no one questioned the
official explanation

The Em'liy were so ashamed at having
let outsiders defile their holy city and the
Circle of Kavaan that they let the Impenal
claim remain uncontested. With such
shame obscuring their path to the Circle,
they could not henor Kavaan and believed
themselves unworthy of living in Chin
shassa, Thus, the city remiained in ruins for
miany years. In their eyes, though the
Imperials lied abaut the citys
destruction, thene was no question
that their gods had, in fact, punished
them and that they desersed it

Thie Em'liy cast aside their identity
and lived in nameless, nomadic
penance. They believed that when
Kavaan forgave them for letting the
Clrcle fall, she would make her for-
giveness known by having am out-
warlder acknowbedge the truth. Sinoe
out-worlders brought this shame
upon them, only out-worlders could
[ift that shame. Then and only then
would the Em'liy reclaim their name
and thelr cities

PoLmics

The Em'ly live by the examiples set
by others in their clan, especially eld-
ers, Old age is revered in Emliy so-
ety. Any decision made by an elder
sound of mind is followed without
question unless countermanded by
the eldest in the caste.

Em'liy society consists of four
castes: the Argwin, Damilini, Cricla-
maon, and Dojufi, all named for gods
in the pantheon, All castes hold

equal societal status with the elder mem-
ber of each holding sovereign power
within that group. To signify caste status,
zero to three topknots are worn, respec:
trvely

Castes commaonly work together. How-
ever, since the fall of Chinshassa, the
Damilini have been slighthy ostracized by
the athers, since they were guarding the
Cirele af Eavaan when the Imperials
attacked

TECHNOLOGY LEVEL

Refore their fall, the Emcliy possessed a
good deal of technology, allowing them to
fill their cities with beautiful spires and
buildings. However, since taking on a
nomadic existence, they have turned their
backs on most technology, believing them-
selves undeserving of conveniences. The
one exception they allow is in the area of
weaponry, a5 they use both spears and the
blasters left behind by their ancestors.

Esa'Liv IW THE GALANY

Even before their fall, Em iy rarely ven-
tured beyond Shalyvane, Xenophobia and
a lack of strong space-faring instincts kept
them planet bound and isolated for mil-
lennla until the Empire changed their exis-
tence. Since that time, only one Em’liy,
Pilba Dalohog, has journeyed off-world,
though the prejudice and loneliness he
faced nearly made him return immedi-
ately, Once the truth about the Em'ly is
knawn, it |5 hoped that others may follow
his lead.

PiRsOMNALITY NOTES

Angered Em’lly are dangerous foes and
worthy allies. They ane not easily
impressed; those who impress them have
allies for life. Entire wars have ended
because one Em'liy general sufficienthy
impressed another in the course of battle.
Since their fall from grace, however, much
of their arrogance has left them, replaced
with feelings of loss and restlessness,

MoTasLe PERSONALITIES

s G'hinjl Dros, Eldest of the Argwin

= Marholt Kisfrel, the Laist General of
Chinshassa before the clty fell, now
remembered as a traitor and a fallure

sTAR WaRS aamMen B5
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15 KALONIAN

(L EA THE SCHOOL)

Iskalonkans have a marine culture made of
representatives from several workds who
fled to lskalon o escape persecution,
Refugees found it there as well, in the
form of Imperial domination. The game
stats here conoem gnly the Inleshat, whao
comprise the majority of Iskalonian society
known as “the Schoal.”

AppiaRAMCE AND BiOLOGY

Describing the “average” Iskalanian i
not easy, for the School is comprised of
six major aquatic species and stragglers
from eleven others, Several majos
species are given here,

The dominant species of Iskalon are
the Inleshat, eriginally from Direxel 1,
With skin ranging from tan to green,
they hawe long, silky hair, three webbed

THE ISKALONIANS VOWED
LONG AGO TO LIVE A LIFE OF
HARMONY WITH OTHERS
AND WITH NATURE

fingers on each hand, and wide, pupilless
eyes, The Inbeshat have long, pointed
ears that can hear underwater activity
from kilometers away, a compensation

Game Statistics

(A Ward of Caution)

Far mare than 100 Issues, Marvel comics
produced a Star Wars comic book series
that introduced numerous stories, tech-
nologies, and species set in the Classic
era of the Star Wars universe. Though
these stories are not conskdened canon,
the Ideas created for them work well in
a rdeplaying environment. However,
the species presented here are not nec-
essarily balanced for game play.
Gamemasters have the final word on
whether these species are sultable as
player characters in thelr campalgns.

BEH vOLUME | HUMBER |

for their poor eyesight.

The Chuhlgd, the most humancid
species of the School, appear similar to the
Inleshat, but with tam skin, yellow eyes,
four-fingered hands, and a more pro-
nounced nose. They are short, with thickly
musched bodies and a keen sense of smell,

The least humanold of the major
species are the fishlike Frid of the planet
Mackar, who have green skin, violet bul-
bous eyes, skin flaps on both sides of
thelr mouths, and long, scaly tails. Males
have a fin atop thelr heads; females do
not_ They are a speechbess, communicat-
ing via telepathy.

The Graygl hawve round, fleshy heads.
Wide mouths filled with sharp, potnted
teeth give them a permanent look of anger
despite their gentle nature. Their flaring
nostrils and red eyes add to this lllusion,
allowing them to intimidate dangerous
predators such as the dhiakl. Mo one knows
which workd the Graygl hail from, though
some scientists postulate that they might
b comee fram Danalbeth.

Rarest amang the Iskalonians are the
Stribers, from Julsujed NI Smooth and fin-
bess, with crystal
blue skin, large
eyes, and thin bod-
s, they toa ane
telepathic. Uinlike
the Frid, they are
also capable of
speech, The Stribers
are a dying species, very few in number;
biologists estimate that at their current
death rabe, they will be extinct waithin the
next few' generations,

Species Adjustments

ADJUETMEMNT

Em'liy +2 Constitution, —2 Charisma

iskalonian 42 Intelligence, -2 Wisdom

Stenax +2 Strength, +2 Constitution,
=4 Charisma, =2 Intelligence,
=2 Wisdom

&'keytri +2 Strength, +2 Constituthon,
+2 Wisdom

HNagai +2 Dexterity, =2 Strength

Zeltron +4 Charisrma, -2 Wisdom

Finally, from the planet Eriscot, are the
Mejma, or "Hononed Ones.” Though allied
with the School, they keep to themsehes,
and little is known about them. Brown.
skinned, with a wild shock of orange hair
and huge red eyes, they are the tallest of
the Iskalonian species, some approaching
e meters in hright hluﬂﬂ darial fin runs
the length of their backs,

TUMPIRAMENT

Most skalonians are peaceful and friendly,
As a collection of refugees, they vowed
long ago to live a life of harmony with oth-
ers and with nature, That said, most lskabo.
nians are skilled with stingers {ranged
weapons similar to blasters) in defense
agalnst predators,

Violence is rare among members of the
School, though not unheard of. However,
fellowing the destruction of Pavillion, fear
of off-worlders sparked riots on several
oocashons when Alllance representatives
visited lskalon. The School is ashamed of
this lapse, feeling that the violence of even
a few diminkshes the whole as if the whole
had done the deed.

s bedngs bred in the open ocean,
Iskalontans have little need for privacy.
Love and passion are never hidden, and the
concept of spying is a foreign idea

HisTory amp CulTuRe

The School's origing are lost. [t is known
that millennia ago, cataclysms on several
water worlds left inhabitants heipless.
Spacefaring benefactors arrived and
helped those inhabitants relocate to
skalon. Dr. Hoole, a noted Shi‘ide anthro-

Em’liy (a.k.n. "Nomads")

Maligned and homeless for years, the

Momads (or Em'liy) are a stalwart and tena.

chous people. They have recently begun ta

rebulld their capital city and explore the
galaxy.

Personality: Inquisitive, coarse, and occa-
slonally mischievous, Em'liy are fierce,
lowal, and childiike,

Physical Descripthon: Humanold, lean, and
tall, weith no visible nose, zars, or eye-
brows. Tan to yellowdsh browm skin.

Em’liy Homeworkd: Shalyvane

Languages: Em'lly, Basic {sans pronouns)

Example Names: G'hinji, Pilba, Marholt



@ Swim, and the
others would
@ simply follow.
r'a Primor, an Inke-
& shat leader, was
The First Ta
@  Swim until his
death. He attrib-
uted others” willing-
ness to follow him to the
fact that he would never try to
take his followers against the drift of
thelr own inclinations,

Once a friendly people, openly accom-
maodating to visiting air breathers, the
School built city-sized alr tank/landing
ports in several places on the planet, with
transceivers set into the walls every few
mieters to allow communication across
the barriers. At times, some of the School
donned water tanks to join the off-
worlders. Pavillion, the largest of these
structures, was about the size of a town,
and a popular tourist attraction before its

destruction.

In the years following the Battle of
Yavin, Rebel spies Tay Vanis and Yom Argo
[a.k.a. "Tiree” and "Dart”) began spreading
v rebellious sentiments on the worlds in this
system. In retribution, the Empire deci-
mated thelr homeworld of Telfrey. &dmiral
Griggor Tower then subjugated Iskalon
under the oppressive watch of thousands
of specially outfitted seatroopers.

The School sent ambassadors to Tower's
immense fortress, stressing their desire for
peace, Tower shattered their waber tanks
and left them to die. Desperate, the School
sought Rebel aid, but Tower further retali-

pologist, is studying the ruins of their
homewarlds in an effort to discover the
nature of the cataclysms and the identity
of the space-faring benefactors,

Until recent years, Iskalon had no for-
mal ruler. In a loose government, the
School was guided by a truism: "Some-
one must ever be the first to swim.” One
individual would lead as The First To

ated by launching missiles at Iskalon’s
oceans, destroying Pavillion and the other
city structures. Rebel agents helped repel
the Imperial presence on Iskalon, but thou-
sands died in the process, including Primaor.
His son, Mone, replaced him as The First To
Swim, vowing to lead his people to the
depths, away from air breathers. Bidding
farewell to his Rebel saviors, he asked
them not to return stating, “There shall be
no more Pavillions, no moare tanks, no mane
living in two worlds, not so long as there is
an Empire.” With those words, the sur-
wvivors of the School turned their backs on
the galaxy.

Sadly, among those killed in the destruc-
tion was a village of Quarren who had left
their homeworld to distance themselves
from the Mon Calamari, Though the
Schanl and the Quarnen traded, the lather
preferred to remain a separate entity from
the School. One of Tower's missiles struck
the ocean at the heart of their village,
killing them all instantly.

PoLmICs
On at least two later occasions, Rebel
representatives have returned to offer
assistance and alllance, first during the
formation of the Alllance of Free Planets,
and again when Iskalon was invaded by
Magai slavers, On both occasions, Mone
politely refused further contact.
Iskalonkans are concerned more with
their place in the biosystems of their
world than with events and problems of
the outside galaxy. To them, the wars
and power struggles of air breathers are
meaningless and destructive. The

#

Adventurers: Given their history, most Em'lly adventurers are
found amang the fringer and scout classes, though some find
their calling as soldiers, They rarely appear as nobles or Jed|.

Noman/ Es'uy SPECIES TRAITS

w 43 Constitution, =2 Charisma, The Em'liy are survivors. After
becoming the Nomads, they learned to survive through stealth
and toughness rather than persuasion or attractiveness.

= Medium-size. As Medium-size creatures, Em'liy have no special
bonuses of penalties due to size.

w Emlly base speed i 10 mieters,

= +2 species bonus on Hide, Move Silently, and Survival cheeks.
Em'liy have honed these skills on their harsh desert world

w Spirit of Battle: All Em'ly can choose to gain +2 Strength, +2
Dexterity, and +2 vitality points per level when in battle. This

phenomenon lasts for a number of rounds equal to 3 plus Con-
stitution modifier and can only be used ence per combat, This
can be done once per day for every four levels an Em'liy has.

= Automatic Languages: Em'ly and Basic.

NoMaD COMMONER
init +1 (41 Dex); Defense 1 (+1 Dex); Spd 10m; VRAWP =12, Atk +0
mielee (1d3, punch or 1d6, club), +1 ranged; SV Fort +1, Ref 41, Will
+0; 57 M FP o; Rep o; 5tr 10, Dex 12, Con 12, Int 9, Wis 10, Cha 8.
Equipment: melee weapon, variety of personal belongings.
Skills: Craft (any) +2, Hide +4, Move Silently +4, Survival +3
Species Features: +2 Constitution, -2 Charisma; +2 species bonus
on Hide, Move Silently, and Survival checks; Spirit of Batthe:
provides bonuses in combat.
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NoTaBLE PERSONALITIES
s Primor, former Inbeshat head of the

knowledge. The very existence of Pavillion
s evidence of this, as s the design of the

Iskalonians want no part in that,

During Primor’s tenure, members of the
School were free to do as they chose, fol
lowing The First To Swim if it felt right to
bt 20 After Pavillion's destruction, that
Ideclogy seems to have changed, as the
following exchange between Mone and
Kiro, a Chuhkyvi youth, illustrates:

Tecunwouooy Livie
Despite a lack of spacefaring capability, the
tskabenians have great technological

Iskalonians (Chuhkyvi)

rebreather gear they use to journey on land
and allow alr breathers to travel underwa-
ter, However, following Pavillion's destruc-
tion, they felt little need for most of this
technology, determined as they were not
to interact with those on the surface. The
ruins of their great constructions have
been left on the surface Lo deteriomte and
suffer loaters.

ISEALONIANS 1M THE GALAXY

it s rare but not impossibbe b find tskaloni-
ans off-warld, Kira, who disobeyed Mone's
command and joined the Alllance of Free
Flanets, was the first. He was a new The
First To Swim in the eyes of some, and a
fewy followeed him., Despite the New Repub-
lic's efforts to maintain peace, the Schoal s
still wary of off-worlders.

PursonaLTy NoTES

s= Irileghat and Chuhkyvi are both spiritual
peaples who strongly believe in defend-
ing a cause.

s Stribers react showly when addressed, as
they consider all aspects of a situation
before acting,

s Frid are pacifists, They will not fight,
even when attacked,

== Graygl are gentle, despite their irtimi-
dating presence. They often go out of
their way to accommaodate others.

= Mejma create breathtaking undenwater
artwork from coral reefs, al:tract'mg
ralders and treasure seekers.

Seiad, killed in Pavillion's destruction

s Bane, hils son and successor, who i<o-
lated Iskalon from all outside contact

w Kiro, a legendary Chuhkyvi hero, left to
see the galaxy but returned when his
people needed him

= Raquitayben, the sole survivor of the
destruction of her world , was adopted by
a human couple before traveling to
Iskalon to live among water breathers.

A reclusive winged species from the planet
Sienos, Stenaxes are violent and brutal
when provoked. Though off-worlders have
populated Stenos for years, surprisingly lit-
tle is known about this enigmatic species,
for the Stenaxes ignore them completely:

APPEARAMCE AND Browocy
The reptilian Stenaxes are a fearsome
sight. Tall and thickly muscled, they have
gargoyle-ish faces and a row of bony
aplkes running across their shoulders.
Three sharp claws punctuate sach foot,
five on each hand, with additional spikes
lindng the backs of their calf muscles.
Stenaxes have scaly, purple-gray skin
and white eyes with minuscule pupils.
Theeir ears and brows are upswepl at
severe angles, due to thick muscular cords
lining their facial features. Two such cords
hang down far below the mouth like

can be found as scoats, nobiles, and ledi They have an intene

Of the 17 intelligent aquatic races that make up "the School,” the
Chuhkyvi are the sole race with any desire to venture out of the
seas and into the galay.

Personality: Peaceful, friendly, selfless, and helpful, although

recent events have bead them to be more cautious. Iskalonians

know little of the concepis of subterfuge and deceit.

Physical Description: Humanoid with tan skin and yellow pupii-
less eyes. They have four fingers on each hand. Their ears are
elongated and pointed, and their bodies are muscular and
compact.

Iskalanian Homeworld: kkalon

Languages: Chuhkyvl, Iskalonian, Basic,

Expmple Mames: Klng, Ina, Reeka,

Adventurers: Following in the lead of their folk hero, Kiro, some
young Chuhikyv Bkalonians have left their homeworld and

S5B vVOLUME L HUMBER I

dislike for unjust violence, Liwlessness, and deceit, and thus
are rarely found among the fringer or scoundrel classes.

IskalomiAN [CHUHEYVI) SPECIES TRAITS

w 42 Intelligence, -2 Wisdom. Chuhlkyvi are bright and spirited,
but life under the oceans has not prepared them for the dizzy-
ingly complex galaxy oultside their calm waters,

w Medium-size, As Medium-size creatures, Chuhkyvi have no spe-
cial bonuses or penalties due to size.

w Chuhkyvi base speed is 10 meters on land. Underwater base
speed is 14 meters,

w 42 species bonus on Listen checks. Chuhkyvi have exceptional
hearing, +8 species bonus on Swim checks.

w Chuhkyvi receive a species bonus feat for their native weapon,
Exotic Weapon Proficlency (stinger).



ancient stalactites. Completely hairbess,
they have a wide, spine-sha pied protousion
running cver the head, from their eyes to
the top of the neck. This protrusion houses
their kleti gland, which allows them to
home in on objects on the Er-::lurl-d wihen
flying at extreme heights

Few off-worlders know the details of
their biology. However, according to hiero
ghyphs found in the ruins of the abandoned
city of Farruz, they can live as long as 270
years, remaining in good health wntil 220
Whether such longevity is a result of their
physiclogy or some other influence is a
source of debate, for few winged species
come close to such a life span

TeEMPERAMENT

Stenaxes ang -.ur|}' creatures. However, get-
ting a Stenax’s attention long enough to
anger it is no easy ta ik given thedr peredis-
position for ignoring outsiders entirely.
Provided below is a transcript of an early
report sent by imperial Governor Gluorl
Matrin upon his arrival at Stenos

T Hissa, Bertroff, Gramd Moff,
Kessel System

FROM: Matrin, Quor, Governor, Stenos
(4r60-Bay-E15-857m)

Greetings!

I've arrived at Stenos and faken control
of this strange world. We thought the
natives here would be trouble, given
their physiques and the vicious battling
we watched them engage in among

= Water breathers: Chuhkywvi, on average, cannot last for longer
than one standard hour out of water and must wear special
rebreather gear which allows them to breathe outside their
natural habitat. The water within this unit must be replenished
over time, Simple helmets last a standard day while full body
gear must have its water changed once every two weeks. If the
water is not changed in time, it becomes stale, then foul, Stale
waiter drains 1 vitality point every hour the Chubkyw stays in it.
They suffer a =2 Strength, —2 Dexterity, and -2 Constitution
penalty after the first 6 hours. Stale water turns foul after 2

days at which point death occurs,

themselves during initial surveillance
missions.

However, they ve taken no notice of
us, which is astounding. in fact, it’s
downright unsettling; surely they know
wee're hhere? Surely they must have some
reaction o our ising their planet? it
doesn't make any sense. ['ve walched
them on our sirveillance lopes—even in
their games, they're brutal, 5o why don't
they core what we do on their warld?

I look into this further, but I'm baf-
fled. it's become almost an obsession
of mine to get them o react. At
this point, I'm evén considenng
qoing imto the public square and
daing my impersanation of
High Prophet Jedgar that you
always find so amusing!

Well, Troff I must go. I'm
Fiearing rummors of o miss-
ing stotue the Stenaxes are
looking for—supposed to
be pretty valuabie, from
what | hear—so0 | plan fo
Took frbo that. 1N fet you
krrow what | dig up.

Colone| Pejanes Kindar, but wien they
reached his base of operations at an old
temple, he was nowhere to be found,
instead, the Rebels found three people
claiming to be part of Kindar's team Rik
Duel of Corellia, Chihdo of Rodia, and Dani
of Zeltros. In reality, they were a ff

¥ours,
.M,

HisToRry AND CULTURE
Shortly after the Battle of
Yavin, the Rebel Alllance
lost contact with a base on 2
Stenos for five days. A

team was sent to comtact

the bocal Rebel leadsr,

lsaLomMiAM [CHUHKYVI) CoOMMONER

init +0; Defense 10; Spd om, sedm wm; VROWP =ho; Atk +0 mehes

l1d3, punch or 1d8, stinger), +0 ranged; 5Q aquatic; 5V Fort +0, Ref 40,

Willl =1: 52 &% FP o: Rep oz Str 1, Desowo, Con o, Int 12, 'Wis 8, Cha n

Equipment: Rebreather gear, variety of personal belongings.

Skibls: Craft {amy) 44, Knowledge famy) +3. Listen +1, Swim +8

Feats: Exotic Weapon Proficiency (stinger)

Specles Features: +2 intelligence, -2 Wisdom; +2 species bonus on
Listen checks, +8 species bonus on Swim checks: bonus feat:
Exotic Weapon Proficie ey |:'\.|:l|1|_..:|.-r:l;.l'|||.'|l.| atic: Cannot breathe
longer than one hour out of water without rebreather gear

= Though Chuhkyvi have poor eyesight out of water, their

rebreather gear is equipped with vision enhancement devices

that compensate.

w Automatic Languages: Chuhkyvi, Iskalonian, Basic.

Stenaxes

Shrouded in mystery, Stenaxes are a fierce and violent people
who fanatically follow the dictates of their god, Vol, Until
recently, they ignored off-worlders entirely. They have since been
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gang of smugglers looting the ruins of an
ancient civilization that once used Kindar's
temple.

The Stenaxes worship a statue of thelr
gad, Vol. In their eyes, the statue and the
gaod are one and the same, and to lose the
statue is to fall out of grace with vol.
When the statue was burled in a quake,
the Stenaxes felt disgraced and stopped
flying. Duel's gang convinced the Rebels
that Bindar was looking for the statue to
return it to the Stenaxes, and together,
they recoversd the stabue.

Duel tried to steal the statue and
escape, but Governor Matrin, a collector
of esoteric artifacts who had sought the

THE STENAX SECRETLY
WATCHED THE OFF-
WORLDERS' EVERY MOVE
SIZING THEM UP AS

OPPONENTS.

statue for years, arrived to take posses-
sion of it, Vol's recovery removed the Ste-
naxes’ flying taboo, and dozens of them
swarmed to the scene to demand the
statue’s return. The Rebels escaped and
the smugglers barely talked their way out
of the situatkon. Matrin, as the individual
holding the statue at the time, was pre
sumed killed, although his body was too

held responsible for the Stenax massacres which killed thou-

badly mauled to be properly identified.

Soon after the Imperials landed on
Stenos, several Stenaxes journeyed off-
planet, taking on mencenary jobs or other
duties for little pay. This behavior, seem-
ingly inconsiskent with their manner
toward off-worlders, was part of a larger
plan, By placing operatives on Hunter's
World, Kabray, Delrakkin, Cilpar, and other
planets, the Stenaxes could study other
species of the galaxy, sizing up those ripest
for conquest. They waited for a signal to
attack en masse, and whille waiting, learmed
to operate the advanced technologles
found on those worlds.

Unfortunately, no one knew their true
maotives wmtil it was too late. Ten months
aftéer the Battle of Endor, hundreds of Ste-
naxes suddenly attacked Imperials sta-
tioned on their worlds,
slaughtering them, Noan-
millitary residents put up
even less of a fight, and soon
all ngen-Stenases were dead.
They seized the deadly tech-
nology brought to Stenos by
the Imperials and launched
all-out irvasions of Kadril,
Arda-2, Sooma, Alzar, Tandankin, and other
waorlds along the Gordian Reach. Millions
died in the so-called Stenax Massacres,
which reduced the planet of Kadril to
inhospitable rubble. The only species to
survive the bombardment was a colony of
semi-intelligent terrapins who settied the
planet a decade carlier.

Eventually, New Bepublic forces man-

aged to defeat the Stenaxes at Tharkos.
Thie surviving Stenax crews were Incarcer-
ated, and orbital monitoring posts were
built at Stenos to keep an eye on their
activities, Historians have since likened
the Stenax revaolt to that launched by the
Yevetha during the Black Fleet crisis.

Pouitics

Observers cannot find any recognizable
political structure among the Stenax civi-
lization. Some argue that they barely even
qualify as a civilization. Before attacking
the offworld populace, they had litthe con-
tact with others, and only a rare few lived
on the ground as traders.

At first, off-worlders dealing with the
Stenax traders were wary, unsettled by
their perpetually dispusted expressions
and lack af social graces. Cher timae, this
soon became accepted as normal, Secretly,
the Stenax “traders” watched their every
miove, siziteg them up as opponents. Those
flying above also watched the off worlders’
miotions, their kel glands allowing them
to spy from incredible heights, unseen,

TEcHMOLOGY LEVEL

Befone the Massacres, Stenax technology
wias a contradiction in terms. Since then,
the Mew Republic has closely monitored

their access to advanced technology.

The remnants of ancient Stenax civi-
lization cover the planet's surface, from a
time centuries ago when devastating
weather conditions forced them to take
shelters at ground.:level for several years.

e —

There are no known nobles or Foroe users among them.

sands. They are considered dangerous and unpredictable.

Personality: Irascible, violent, and fll-tempered. Stenaxes are often
quiet and brooding.

Physical Description: Humanoid with large wings and gargoyte-
ish faces. A row of bony spikes rune across their shoulders.
Sharp claws protrude from their feet, hands, and calves. Ste-
naxes have rubbery, purple-gray skin and white eyes with tiny
pupils, Two muscular conds hang down far below the mouth.
Hairless, they have a wide, spine-shaped protrusion running
aver the head, from their eyes to the top of the neck.

Stenax Homeworld: Stenos

Language: Stenax. Some understand Basic but do not speak it.

Example Names: None are known to any outside the race.

Adventurers: Stenax adventurers gravitate towards soldier and
scoundrel classes, as well as some fringers. The reason for this
is hidden, although these classes do play to Stenax strengths.

B0 YOLUME | NUMBER |

STimMaM SPECIES TRAITS

w 42 Strength, +2 Constitutbon, -4 Charisma, -2 Intelligence, -2
Wisdom, Stenaxes are fearsome enemies, both powerful and ill-
temipered. However, their physical abilities are maore developed
than their mental abilities.

w Medium-size. As Medium-size creatures, Stenaxes have no spe-
cial bonuses or penalties due to size.

s Stenax base speed |5 10 meters on land, Flight base speed is1o
meters with average maneuverability.

= Stenaxes receive a species bonus feat of Infamy.

w 42 species bonus on Listen, Search and Spot checks.= Kleti
glands give Stenaxes the ability to see twice as far as humans
under low light conditions, retaining the ability to distinguish
colar and detail,

s Automatic Languages: Stenac.



These were abandoned when no lenger
needed, and the Stenaxes have done no
building since then. As a culture, the Ste-
naxes are considered technologically
stagnant.

STEMAXES 18 THE GALAXY

Some Stenaxes living off-planet did not
take part in the attacks. Though they are
being watched from afar by New Republic
Intelligence, they have been allowed to
pontinue their off-world existence, Marny
have settled on Belderone and Kulthis, but
it is unknown wiy those workds would be
of interest to them, Since arriving in that
system, the Stenaxes have had barely any
contact with the human setthers there, iso-
lating themselves to a previously uninhab-
ited continent. Given this bizarre behavior,
soclologists warn that the Massacres
could some day happen again.

MOTABLE PERSOMALITIES

Stenaxes reveal so little about themselves
that no notable personalities are known.
They may not even have names,

S KY'TRI

AKA THE WINDBORNI

Winged humanolds, the 5kytri hail from
Skye, a planet the Empire designated
Marat V. Enslaved by the Empire through
the machinations of Darth Vader, the
S'kytri spent long years in unwilling servi-

STENAX SOLDIER

Soldier 1: Init +0; Defense v2; Spd 1om, Fly (avg) 14m; VEIWE nhis
Atk +2 melee (104, claws or 2d8, force pike), +1 ranged; SQ flight,
kleti glands; SV Fort +3, Ref +0, Will -1; S M; FP o; Rep v, 5tr 12, Dex

v, i 12, Ikt &, Wis B, Cha 6.

Equipment: force pike, variety of personal belongings.

Skills: Craft [any) +1, Intimidate +2, Listen +1, Search +5, S5pot +3.

Feats: Armor Proficiency (light), Infamy, Toughness, Weapon Group
Proficiency (simple weapons, blaster pistols, blaster fifles,

heavy weapons, vibro weapons)

species Features: +2 Strength, +2 Constitution, -4 Charisma, -2
Intelligence, -2 Wisdom; +2 species bonus on Listen, Search
and Spat checks; Infarmy species bonus feat; kleti glands; flight.

S'kytri (a.k.a. “The Windborn"}

The winged inhabitants of Skye are known throughout the galaxy
a3 noble warrior bards. In modern times they have broken free of

tude to Majestrix Kharys, a sadistic 5'kytri
chosen by Vader to enforce Imperial doc-
trine. in their native tongue, "5 kytri®
means “the Windborm,”

APPEARANCE AND BioLooy

&"kytel are quite tall for humanoids, many
surpassing two meters. &'kytri under1.B
meters in height are deemed “short” by
their standards. The thin, muscular
physiques and
chiseled facial

and most grow their hair in thick, wawvy
tufts in the center of their bald heads.

Clothing is unimportant to the Skytri,
for too much material creates unwanted
wind resistance. Males wear anklets bear-
ing the insignia of their clans, and bath
genders wear slight coverings to protect
their reproductive organs, but little else 5
worn due to Skye's perpetually warm bem-
péralures.

THE S KYTRI SEE THEMSELVES

featuresofthe | AS SUPERIOR TO “WALKERS".

5yt are con-
sldered by some

THIS PREJUDICE PERVADES

wbeamongthe | THE[R LAWS AND CUSTOMS

maost beautiful

in the galasy, As a winged species, they
consider excess body weight not only
impractical but dangerous for flying.

Although mammalian, 5kytri hatch
from eggs. Females of the species give
birth to an egg in the same fashion that
other mammalian species give birth to
live young. After the “birth® of the egg.
another week of gestation time passes,
during which the female only tends to
the egg until it hatches,

Mearly all males have pale bHue skin,
wehile the skin of most females is a soft
shade of green, A small percentage of the
population are born with reversed pig-
mentation, but the 5kytri consider them
an abemination of nature and destroy
those babies as soon as they are detected.
Hair colors range dramatically on Skye,
from vioket to yellow to white to manoon,

TEMPERAMENT

The Windborn see themselves as supenor
to non-flyers. In their eyes, all who do not
fly fall into the single category of “walkers™
and are beneath them. This prejudice per-
vades their laws and thelr customs at
every level, Though strong and well-versed
in fighting techniques, the 5'kytri abhor
war and needless fighting. For this reason,
aside from ceremaonial spears worn by
guardsmen, weapons are strictly prohib-
ited in most Skye cities.

HisTomy AMD CULTURE

Few worlds can boast mountains as vast or
as beautiful as those on Skye. The 5kytri
believe that all things on their world are
alive, sven the mountaing. The City of the
Winged People, their governing seat, is

H

the Empire and are beginning to reclaim an hanorable position in

the galaxy.

Personality: Proud, independent, and usually serious, S'kytri take
great stock in tradition and old world values. They deplore vio-

lence, though make formidable enemies when provoked, Due

to years of economic hardehip, a growing counterculture
among the young is rebellious and wayward, yet espouses a
return to tradition.

Physical Description: 5'kytrl are winged near-humans, tall and

muscular, with handsome human faces. The males have pale

e skin while the females are light olive toned.
S'kytri homeworld: Skye, a.k.a. Marat Vianguages: 5'kytric, Basic.
Onee considered a dead language, 3'kytric has made a come-

back among younger people, artists and musicians who use it
as thee root of a folk revival,

Klarymire,

Example Names: Aragh, Daltrid, Kailél, Deverén, Kharys,
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situated halfway up one of the more mas-
sive peaks, Legend says that the city was
formed from the living rock itself To reach
the Council Toswer, ¥isitors must onoss an
open-air causeway, which presents a prob-
lem for unwinged species, discouraging
them from i siting

Ancient Skye was a workd of constant
war, but over the millennia, sensibility and
maturity have replaced violence, and Skye
has become a peaceful world, a world of
beauty and grace, and a workd ripe for con
quest. That's precisely what happened
when the Empire mmsovied in. When asked
honw this happened, Lord Aragh of the
Highlands gave the following history

“Years ago, during what humans cafled
the Clone Wars, three fedi Knights soved
Skye from destruction. In gratitude, we
swore eternal friendship and fealty to
them. Much later, one Jedi returned and
torld ws that ol the other Jedi wene
destroyed—by his hand—including his
two comrades. He was much darker, in
spirit and in dress, than when we last
saw him. He imvoked our oath and made
Skye an Imperial sotrapy to be ruled by
Kinarys. Kharys was named the Majestrix
af Skye, and the governing power of the
Patriarch was transferred to her. |
retained the title of Potriarch, ond sorne
responsibilities that went with that tife,
bt Kharys had final say in all matters.
Eventually, she usurped more and more
control from the Clan Elders, but we

Adventurers: 5'kytri adwenturers excel at the scout and noble

were powerless to stop her. We had within the three strata. The Highlanders
made our oath, and only ‘the One”could are currently in ascendance, with only
restore our freedom, And 5o we waited.” seven years until the Lowland Clans rise to

oWt Qnoe fl-E.II m,

The Outlanders are alloveed one repre-
sentative on the Supreme Council and do
nok take part in the rotation of the Patriar-

“The Cne” to whom Aragh refermed was
an individual prophesied to deliver Skye
froam ImFH_'li.gl contrel and defeat Hhar'ﬁ.
The 5'kytri awaited “the One” for many
years, serving Kharys loyally in the mean-
time but hopeful that his arrival would
come soon. They did not know his full
name, but it was prophesied that they
wiould know him by the weapon he wore,
for e was the son of one of the ledi who

initially saved Skye from destruction
“The Onie™ eventually fulfilled the
prophecy and restored power to
the Supreme Council The
5'kytri are secretive about
“the One's” identity, but
e is {|t:.'lr|5r one
“walker” who will
always be welcomed
on Skoye,

Poumcs

For many centuries,
Skytri society was
broken into three
maln strata, mach
representing a
number of clans
These werne the
Highland Clans, the Lowland Clans,
and the Outlanders. The Highlanders
and Lowlanders took turns governing,
electing a Patriarch to lead all the peo-
ple of Skye. Leadership changed hands
every 42 years, representing the 42 clans

e ———

= Automatic Language: Basic.

classes and can be often found among Force users. While adult

'kytri disdain the fringer, scoundrel, and soldier classes, younger
members follow these classes almost to spite their elders.

S'RVTRI SPECIES TRAITS

S'KYTRI COMMONER

init +0; Defense 1o; Spd 1om, fiy (avg) 1om; VP/WP <h3; Atk +1
melee [1dB, longsword), +0 ranged; 50 fight; 5V Fort 41, Bef +0, Will
+2; 52 M: FP o; Rep o; Str 13, Dex 1o, Con 13, Int 10, Wis 12, Cha 10

= 43 Strength, +2 Constitution, +2 Wisdom. 5'kytri are among the
strongest and hardiest near-human races known. Yet with their
physical ability comes a mildness and wisdom borne of the les-
sons of suffering.

w Medium-size. As Medium-size creatures, 5'krytri have no special
bonuses or penalties due to size

s 5'kytri base speed is 10 meters, Flight base speed is 10 meters
with average maneuverability.

s 5'kytri receive a +1 species bonus on Will saves,

B2 vOLUME | NUMBER |

Equipment; variety of personal belongings.

Skills: Craft (any) +1, Diplomacy +2, Knowledge (any) +1

Species Features: +2 Strength, +2 Constitution, +2 Wisdom; +1
Species banus an Wil saves; Hight.

Magai

Formerly a fear-inspiring enemy and invader, this skilled and mys-
terious species from far-off Nagi have become a valuable ally to
the New Repuldic



chal office. Having chosen o live life on
the ground, they were deemed “walkers
by the other Class, profaners of the Sacred
Acries and unworthy candidates for gov-
erning. This will, na doubt, some day result
i a ciwil v,

TeCHNOLGY LEVEL

Technology is not important to the 5'kytri,
O this warld withouwt weaponry of chath-
ing, industry is practically non-existent.
During Imperial occupation, however,
much land was confiscated for munitions
factodies, This offended the 5'kytr, for
thelr religiows doctrines proclaimed such
waeapens a profanity to the Sacred Aeries,
However, their oath to the “walkers” for-
bade them from contesting. After the com.
ing of "the One,” the Supreme Council's
first ruling wwas to destroy the factories.

TraDE AND TICHNOLOGY

Trade with other worlds has increased in
the years since the coming of "the One.”
Whereas the 5'kytri once kept to the
lands of their Clansmen, they can now be
fouwnd at the Great Fair on Tirahnn, ar at
the massive Trade Shows of Bazarre and
Tun Wala, selling trinkets from their
world and performing dramatic recre-
atians of the Initiation Hunt that all
hatchlings must undergo,

S'HYTRIIM THE GALAXY

Though trade with other worlds has
Increased, fiew S'lytri relocate off-planet
on a permanent basis. At heart, they still
believe themselves superior to non-flying
speches, and to live among “walkers” would

Personality: Intense, focused and disciplined, Often highly skilled
and motivated martial artists. Loyal and artistic. Magai pos-
sess a high degree of intelligence coupled with a bizarre

sense of humaor,

Physical Description: Magai are exceedingly lean and tall near-
humans. Handsome with pale, almost white skin. Black hair is
comman, bul ather colors exist or are created. Thelr hairstyles
vary, and though shocking by human standards, are unique
artistic expressions unto themselves. Their clothing marks the

same kove af individualistic expression.

Nagai homewarld: Magi. Once believed to be from a separate
galaxy, it has been discovered that their system exists within
oave of the far distant wisps on the very edge of the galaxy

Languages: Magalan, Basic.

be an unforgivable profanity against the
Sacred Aeries. Therefore, those wiho travel
armong the stars almast always come back
home ko Skye.

MNoTABLE PERSOMALITIES

= Aragh, Lord of the Highlands and current
Patriarch

= Daltrid, Loed of the Lowlands

s Kaillél, Lord of the Cutlanders

w Dieyerén, Speaker of the Supreme Council

= Kharys, the Majestrix of Skye

= Klarymeére, former Patriarch of the
5 'kytri who swore his people’s loyalty to
the Jedi during the Clone Wars, ulti-
mately condermning them to decades of
Imperial oppre<sion.

This species of mysterious, knife-wield-
ing warriors made several incursions into
Imperial and Alllance space fleeing Tofs
oppressors. They claimed to be from
another galaxy, but considering the dis-
tance imvolved, alllance analysts deter-
mined that they must hail from the
Unknown Begions and led about their
orligins to keep thelr homewaorld hidden.

ArPEARANCE AND BioLOaY

Tall and exceadingly thin, with straight
Black hiair and p-.;llr..ilFrrm'..l white skin, the
Magai carry the appearance of handsome
but emaciated specters. Some fear their
appearance while others assume them Lo
be weak and sickly, The Nagai are aware of

Macan Seecins Traims

= 42 Dexterity, =2 Strength. What Nagai lack in physical
prowess, they make up for in agility.

w Medium size, As Medium-size creatures, Nagal have no special
bonuses or penalties due to size.

the effiect their look has on other
humanolds and explodt it, letting others
underestimate them wntil the time is right
to show their true skills, Those who under.
estimate a Magai anly do it once,

Styles vary widely among the Nagai, but
many wear theeir hair Il:u'l.g s untied, hid-
ing portions of their face like a half-closed
curtain. This adds to their mystery, as does
the seeming lack of standard uniform
among their troops. Each Nagal wears his
or her own style of clothing, depending on
personal taste and the image he or she
wishes to convey.

TEMPERAMENT

Two overriding factors determine the tem-
perament of a Magai: the demands of
honor and fear of “the Odd Enemy” that
oppressed and terrorized them for so long,

Angered Magai kill without hesitation if
it swits their purpose, particularly if honor
demands it. If there is no honor in killing.
o if their foe bs weak, they take no pleas-
ure from victory. To a Magai, honor is all. if
one's honor is stripped away, whether
forcefully or unknowingly, one must Lake
one's own life, If one fails to do so, it is the
duty of others to fulfill that honor. Nagai
are a5 passionate in loving as they are in
killing, for honor tells them that devotion
to one's lover is the most important devo-
tion one can offer, even if that devotion is
not returmned,

Having been oppressed for centuries,
the Magal have few sympathies aside from
familial thes. Determined to free them-
sehves from the Tofs, they let nothing
stand in thelr way. They have already

Adventurers: Magal came into the galaxy as scouts and saldiers
for their homeworld but have emenged as free people who
pursue any class,

= Nagai base speed is 1o meters,

Refle saves,

w =1 species penalty on Fortitude saves, +2 species bonus on

= Soothing woice: +2 spedies bonus on attempts to influence others.

= Automatic Languages: Nagaian, Basic.

Example Mames: Kral, Ozrel, Bey, Den Siva, "Tal,” Lusubrin "Brin.”
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braved the worst hardships under the Tofs,
s0 they fear little else, nor do they let con-
cern for others take precedence over their
drive for personal freedam,

Hismory ano CuLTuRE

Three centuries ago, the Tofs visited the
Magal homeworld of Nagi. At the time, the
Magal were at the height of their civiliza-
tion, with beautiful cities of wire and crys-
tal Just discovering the rudiments of

hyperspace travel, they sent an unmanned
craft out to chart their five-planet star sys-
tem, unaware how this would change
their chvilization forever,

& Tof warship spotted the ship and
tracked its course to learn who sent it
Finding the Magai ripe for plunder, the Tofs
immediately attacked, enslaving many
Magal The Nagai proved to be natural war-
riors however, doing what no ather Tof vic-
tim had done: They survived, and kept on
sunviving for over three hundred years,
Enough Nagal evaded capture that they
devoted all remaining resources to space
travel and defense. They vowed to find a

e ——— e ——————— L —

MNaca Comsonin

Init +1 (#1 Dex); Defense 1 (+1 Dex); Spd vom; VRAWP o/13; Atk =1
melee (161, Tehk'la blade), +1 ranged: 5Q soothing voice; SV Fort =,
Ref +3, Will +.0; 5T M; FP o; Rep 6; 5tr 8, Dex 13, Con 10, Int vo, Wis 10,

Cha 1o,

Equipment: Tehk'la blade, variety of personal belongings.

Skilts: Craft (any) 41, Knowledge [any) +2, Survival +1

species Features: +2 Dexterity, -2 Strength; =1 species penalty
on Fortitude saves, +2 species bonus on Reflex saves:

soothing volce,

Zoeltrons

Enown as the most fun-loving and convivial species in the galaxy,
the near-human Zeltrons take recreation and the pursuit of pleas-

ure to new heights,

Personality: Gregarious, warm, lustful and merry, Zeltrons love
parties and people. There is another side to them, however,

BY vOLUME L NUMBER |

| THE NAGAI LET OTHERS
UNDERESTIMATE THEM
UNTIL THE TIME IS RIGHT
TO SHOW THEIR TRUE SKILLS tions on saij, using

new home, but more Importantly, never
again to lie helpless before a greater force.
To this end, the Nagai sent scouts into
the galaxy to find targets for conguest,
Among those senl was Krai H'voc, who set-
tled on Corellia and gave birth to a half-
breed child named Bey. Seeing a galaxy ripe
for conquest, Krai told her people to delay
attack until the Rebels beat the Empire. The
Magal waited until after Palpatine’s death,
when the galaxy was most vulnerable.
When the conquest was set to com-
mence, a Nagai commander calling fhim-
self Knife formed a slavery ring on
Kashyyyk. Bebels
stopped the shavers,
but Knife sucaped,
Soon after, he fos-
tered distrust
between Rebel fac-

a double agemnt
named Durne to trick each group into
thinking the other worked for the Empire.

The Nagai found an ally in Lumiya, the
self-styled "Dark Lady of the Sith,” who
was given a Nagal aide, Den Siva. They
established bases across the galaxy as a
precursor to invaskon. The first step
towards invasion was an attack on a diplo-
matic conference at Kabray to capture
Alliance leaders. A Rebel contingent aided
by Zeltron teenagers managed to push
thiem back and capture the attackers,
including Knife himself,

Lumiya and Siva killed twenty captured
Rebels on Kinooine, a barren world on the

fringe of the galactic perimeter, An
Alliance strike team fought the Nagai at
Kinooimne, but an entine Magai invasion
fleet arrived, aided by Imperial remnants,

Meanwhile, Bey and former Mandalo-
rlan Protector Fenn Shysa formed a resist-
ance group when Nagai began attacking
wiorlds near Mandalore, To fight their com-
mon foe, Fenn's group joined the Alliance
at Endor. However, the telepathic Hoojibs
scanned Nagal hostages taken at Kabray
and learned of an impending attack. The
Alliance tried to evacuate Endor, but the
Magai fleet arrived, freed Knife's team, and
launched cyborg fighters called Maceabree
Warriors,

The fight went badly for the Alliance
and Mandalorian forees. The Nagal
seemed to know their plans, indicating a
traftor im their ranks. Evidence revealed the
traitor to be Bey, who learned of his origins
when he crashed on Magi and was wel-
comed by his mother's family. With Bey's
imolvement uncovered, the battle turmed,
The Maccabrees were destroyed, and
Lumiya's forces retreated.

The Nagal next attacked lskalon and
enslaved the School using deadly sonic
blasters. When the iskalonians refused to
bulkd a base for the Nagai, they were
slaughtered. However, Rebel heroes aided
by a local legend named Kiro quelled the
Magal incursion,

Changes in the Alllance/Nagal antago-
nism began when the Nagai Twelfth
Squadron engaged “the Obd Enemy” in the
Trenwyth System. A passing Bebel crew

which comes to some with age, trials and suffering, and that is

a deep melancholy, fervent passion for justice or a cause, and
an intense loneliness and desire for a lasting bond,
Physical Description: Zeltrons are near humans, with skin colors

ranging from pink to deep crimson. Nearly all are considered

Languages: Basic.

{by human standards) shockingly beautiful and handsome.

They keep themselves in good shape and have high metabo-

lisms which allows them to indulge in their culinary cravings.
Zeltron homeworld: Zeltros

Example Names: Dani, Bahb, Marruc, Jahn, Rahuhl, Ao, Leonie,

Helgren, Spenori,

Adventurers: Zeltron adventurers, like their human counterparts
are found in all dasses. Whether nobles or soldiers, fringers,

scoundrels or scouts, Zeltrons pursee their vocations with fiery

passion. The most difficult times are had by force-sensitive Zel-
trons attempting to pursue Jedi training, as the tenants of the



time, both sides came to respect each

other, hiding together while Tof soldiers
killed the aother Magal. Facing impossible
odds, they survived until the Tofs left, then
went thelr separate ways with nesfound
riutual respect,

The turning podnt in the war was Zel-
tros, Interrupting a huge ceremonlal party
given by the king and queen of Zeltros,
the Magai and feveral Maccabrees

stopping to effect ship repairs found a ter-
rified young Magai unable to speak their
language and too injured to fight. Though
e distrusted the Rebels, he had to
‘\ rely on them for sundval, In

invaded, followed moments later by a Tl
force intent on capturing the Magai. The
Alliance extended a peace offer to the
Nagai, who reluctantly agreed. The war
raged until a showdown on Saijo,
which Tof Prince Sereno used as
his personal base. The combined
Alllance, Mandalorian, and Magai
army struck hard at Saljo, crippling the
Tof ships and forcing a surrender

At last, the Nagal could live in peace.
After changing its name to the New
ﬂ:puhllr. the Alliance offered them full
membership and a chance to rebuild 5u||j|:|
as a new home. Many Nagai had grown
tired of defining their lives by the actions
of outsiders though, and set out to find a
wiorld of thelr own. Brin and others chose
to remain in Mew Republic space, while
the Magai fleet departed to fight the Tofs
still holding Nagl, with help from Shysa's
resistance fighters,

PoLITIcS

Nagai society, befone the Tofs imaded, was
comprised of a series of Circles, which
woere hroken down into a weries of Sub

ledi generally discourage the indulgence of strong emotion.

still, Jedi Zeltrons do exist, although rarely as consulars. emokions.

circles, An individual's place in the Circles
was determined by birth, but it was possi-
ble to move up the ranks of Sub-circles
through tests of physical prowess. Fighting
skills are important to the Nagal, as both a
sign of status and a form of meditation
Many customs of daily life involve exer-
cises with Tehk'la blades, Swiftout foils. or
longswords.

During the Tofs' reign, this systemn broke
denwm, as Cincles intermeshed for the com-
rmion purpose of survival, With entire Sulb-
cirches eradicated h_'!.l the Tof, My hoswer
|lEveEls rronved up b:,r detault and I.H.'H,Jrl
mat ing with those prr-lin:rlll.-l:,r cofid e
above them, As a result, the system of Cir-
cles is no lon get the solid institution it
once was, and some radical thinkers talk of

abandoning it

TecHMOLOGY LEVEL
Magal technology is advanced. Their ships
defy common design sense, but are capa-
bie of far greater speed and efficiency
than mast Mew Bepublic v gl

The Magai wonic Master emits a oon-
trolled harmonic wive swhich causes
intense pain, it can be set for a varety of
|;|.1m.'|g|:-s_ from 'Iigh1 stun” to "deterio
rate.” At its highest settings, it can rend
flesh on a molecular level, and most Magai
officers believe it is a dishanorable way ta
fight. General Kob, leader of the force that
invaded Iskalon, disagrees (which is umsur-
prising, since he designed the weapon),

Other inventions created by Kob that
meet with wider appeal include

presence of Dark Siders or anyone projecting strong negative

= Pheremones: Zeltrans can project their emotions onto others,

ZELTROMNS SPICIDS TRAITS

w 4 Charisma, =2 Wisdom, Zeltrons are highly sociable and
engaging. However, they can also be shallow and foolish in
their pursuit of pleasure.

influence others.

This ability gives them +2 species bonws on all attempis to

s Automatic Language: Basic,

= Medium-size. As Medium-size creatures, Zeltrons have no spe-
clal bonuses or penalties due to size,

= Foltron base speed Is 1o meters.

= +3 species bonus on Entertain checks. Zeltrons are natural
perfammers,

= 1 Apecies Bonus on Initiative. feltrons can react to Fl-E\vElFI|E'
gLk kl:.' due to their natural JIJiIllt:lr Lo femse Ermokion.

s Empathy: Zeltrons surround themselves with pleasure due the
fact that :h::; feel others’ emotions as 1h|:||.|3|1 I:hﬁ' weere Uheir
own. They recelve a =2 species penalty to all roldls when in the

Ziltron CoMMOMNER

Init +1; Defense 1o; 5pd 10m; VRIWP o/ Atk +1 melee [d3,
punch], +o ranged; 5Q empathy, pheremones; 5V Fort +0, Ref +o,
Will =1; 52 M; FP o; Rep 2; 5tr 11, Dex 1, Con o, Imt 1o, Wis B, Cha g,
Equipment: varlety of personal belongings.

Skills: Diplomacy 43, Entertain (any] 47, Knowledge [any) +1
Species Features: +4 Charlsma, =2 Wisdom; +3 species bonus on
Entertain checks; +1 species bonus on Initiative; empathy,

pheremones,
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electromesh armor, an improved model of
temperature-control body glove designed
to assist its weearar in battle, and advances
In cloaking technology

MNAGAIIN THE GALAXY

Since the downfall of the Tols, Nagal are
increasingly mone common among the
peneral populace of the galaxy. Many who
stayed behind when the Fleet went in
search of a new homeworld have started
families, either with other Nagai or with
members of other humanoid species no
self-respecting Nagal would consider mat-
ing with a non-humanoid), The first half-
Magai children since Bey have been born
on several Alllance worlds,

Bey was eventually revealed be a double
agent working for Admiral Ackbar to
defeat the Tofs from within. Currently, he
works for Mew Bepublic Intelligence

PERsOMALITY NOTES

Magal rarely lose their tempers in front of
others, which is considered a sign of weak-
ness among higher Cireles, They act
quickly, and out of necessity, but not out of
irrational anger. In fact, one of the most
disturbing aspects of the Magal Is that
they always seem in control, thelr voices
calm and low-key, their gares steady and
unyielding, whether greeting a friend or
driving a knife into an enemy. It is thought
that this, like many Magai traits, is done
intentiomally, to unnene others.

MNOTABLE PERSOMALITINS

w Kral H'voe, 3 Magad scout sent to Corellia
&% 3 precursod to imvasegn

= Commander Ozrel "Enife” N takkiloman-
dhrife, Kral's son, who forged a truce with
the Alliance during the Tof invasion

s By, Knilfe's half-Corellian brother

we Licutenant Den Siva, Lumiya's aide

s Taikotelal “Tai® Akikoma, a foot soldier
akded by Rebels in the Tremwyth System

u Lusubrin “Brin® Tshkali, famous fior his
exploits at the Broken Tusk fighting arena

w GeEneral Knekob "Kob® Tiltanka, enslaver
of kskalon

e Mendo, Rel, and Taru, members of the
Kinooine attack force

e Licutenant Hel B'shaki, head of the Endor
attack foroe
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w Captain Harmon Shao, head of the Zeftros
attack force.

ZELTROM
Zeltrans are known the galacy over as
unabashed hedonists, All members of the
species encourage the pursuit of pleasure
in all its forms. They ane particularly popas-
lar among spacers, fringers, and imperial
officers. Often overlooked though, is that
soime Teltrans transcend these superficial
qualities to become passionately loyal and
deeply humane beings. Unfortunately, not
mamy attain this level of maturity, 5o their
scandalous reputation Fves on

AppPEARANCE AND BiOLOGY
Beauty is not just a standard on Tel-
trass, it's & way of life, The pursuit of
beauty and pleasure is next to
divinity. Though humanoid, Zeltrons
diffier from humans in a few key
aspects. Their skin is bright pink, a
pigmentary reaction o the unique
radiation emitted by their sun. They
also secrete an ovenwhelmingly
potent phefomane. They con
scipusly control their pheromones
and can affect specific targets o
entire crowds at will

Zeltrons are empathic, able to feel
the emotions of others and project
Ehveir own emothons to those anound
them. This might account for the
|mp-prl:.elnl;: I!Iw:lr place on pl-:-aﬁu L1
and kve—when one person expe-
riemces negative emotbons,
everyons experences them
5o their entire culture has
evohved around the goal of
mutual satisfaction

TEMPERAMENT
If ever a species epitomized the
term “friendhy” the Zeltrons
wolld be that species. Their
friendliness extends to all
within their reach, and
doesn't end at a hand-
shake, Deaming feltrons
promiLouo0s i as g an
understatement as
dl:u;l'.annt: ipace “a bunch

of stars.” and the feltrons

are proud of this fact. Promiscuity is neither
a taboo nor a curse on Zeltros, and
monogarmy is aften treated as a quaint fad.

History AND CULTURE

A lush workd with beauwtiful architecture,
breathtaking landscapes, and a reputation
for constant satisfaction, Zeltros has keng
attracted visitors from all sectors of the
galaxy. Umo Tamba, a nobed Holonet crithc
once called Teltros “the ultimate party
experience.” Zeltrons hold massive cele-
brations fior practically any event, This pen-
chant for partying pervades all levels of
society, from the lowest class of workers
right up to the King and Queen them-
selves, Oin Zettros, the Rule of Celebration
ks: Al are invited regardiess of who hosts
thie party, and no one ever goes away
unsatisfied.




Zeltros has been invaded 12 times in
the past six centuries. However, once
most invaders are exposed to Zeltron
pheromones, they glve up hostile inten-
tions and join in the festivities. Many
potential invaders even take up resi-
dence on the planet and begin hosting
parties themselves. As such, the Zeltrons
do not worry about such trivial matters
as planetary defenses, military forces, o
war, relying on their natural biology for
defense, This ks not to say that they are

BEAUTY IS NOT JUST A
STANDARD ON ZELTROS.

IT'S A WAY OF LIFE.

unable fighters, for in striving for beauty,
Zeltrons stay in peak physical condition.
While not usually trained warriors, they
still can be formidable combatants.

Soon after the Battle of Endor, their for-
midability was put to the test when Zel-
tros was invaded by two species immune
to their phenomenal attraction, the Nagai
and the Tofs. King Amo and Queen Leonie
hosted a huge celebration for Allkance visl-
tors, Magai forces stormed the ballroom,
and the attending Zeltrons immediately
began emitting pheromones (much to the
delight and dismay of several foreign dig-
nitaries), They were no help, The Nagai's
athvantage did not last bong, for their
enemy, the Tofs, invaded that same day,
The Allance and Nagai called a truce to
defeat the Tofs, and the Zeltrons had yet
another reason to party, The resultant cel-
ebration is said to have lasted for two
months, breaking the standing record.
Upon leaming that they'd broken the
record, Arno and Leonke immediately held
another party bo celebrate,

PoLimics

Zettros's political structure is the ultimate
democracy. All members of socety, regard-
less of class or weealth, have the same right
to gratification, and the government goes
to great bkengths to rectify any situation on
Zeltros where someone appears unhappy,
This was not ahways the case, Like all
wirlds, Zeltros has had its share of despots
and byrants. However, tyrants are few and
far between, for Zeltron empathic skills pre-
vent one person from committing atrocities
without experiencing others' pain, and

one's own personal pleasure is dampensed if
others are not equally pleased. As such,
evenyone on Zeftros has a strong meotive to
treat others nicely, There is a common
phrase on Zeltros: "The first to cause pain is
thee next to feel it, and the first to deny
pleasure i the next denied.”

TECHNOLOGY LEVEL

Zeltron technology is on par with mast
spacefaring worlds. They possess space
travel, advanced agricultural and indus-
trial methods, and excellent
knowledge of medicine, par-
ticularly antibiotics. The Zel-
trons perfected inter-
planetary travel millennia
ago. Their star system neigh-
bors Ambria, Amara, and Onderon in the
Stenness Node, which allows them
access bo one of the oldest known Hyper-
space Terminals.

Teltron scientists have provided the
galaxy with numerous advancements and
refinements, Ever the proponents of
enjoyment, they also created much of the
technology that went into the develop-
ment of the Pleasure Domes at Hologram
Furs Wiarld,

TRADE AND TECHMOLOGY
Zeltron artists are renowned for their
erotic sculphures, paintings, and other
works. Many off-world collectors specialize
in obtalning such items, so trade between
the Zeltron Artistry Guild and the galactic
art market is at an all-time premium.
Zeltron courtesans known as cafarel, are
also in high demand. They strive to Tulfill
any physical desire. Many crimelords, par-
ticularly Hutts, take special interest in
these Zeltron pleasurers. Since the Hutts
pay extremely well, the cafarel don't seem
to mind the ammangement.

ZULTROMS IN THE GALAXY

Because of their popularity, and lives
spent pursuing gratification, Zeltrons
are comman in the galaxy, particularly
al spaceports where they can find many
praspective mates. Since many Zeltrons
also love gambling, these locations
serve two purposes for them, For those
lving on the fringe, for whom it can be
difficult to find companionship, the
ever-willing Zeltrons are a welcome
resphie.

Many Zeltrons have settled on Con-
stancia, whose humanold population is
telepathic, The first Zeltron ambassador
bo that world found the experience of
intimacy with a telepath so empathi-
cally stimulating that she sent an imme-
diate dispatch to her world, urging
athers to follow. Within weeks, an entire
colony of Zeltrons arrived at Constancia.
Considering the Teltrons’ natural
inducements, the Constancians wene
happy to oblige.

PERsoMALITY NOTES

Jeltrons experience and express thelr emo-
tigns much more deeply tham most others,
to the point that non-Zeltrons might find
contact with them a bit overswhelming. An
aroused Zeltron rarely takes “na” for an
answer, and a Zeltron moums to the exclu.
sion of all else.

MOTABLE PERSOMALITIES

s Dani, a partner of Rik Duel who joined
the Rebellion

= Bahb, Marruc, lahn, and Rabhuhl, teenage
attachés to the Rebellion

w King Armo and Queen Leonie, monarchs
of Zeftros

= Governor Helgren, leader of the Morth-
em Province

e Governor Spenori, leader of the Southern
Province, §

Further information concerning the
alien species discussed above might is
in the original Marvel Star Wars issues
that introduced or featured them.
Here's where to look:
Emliy: kssues B0, 62, and 63
{by David Michelinie)
iskalonians: issues 74-76, B2, By,
90, 92, 95-97. and 102
by Jo Duffy)
Stenanes: iSsues Fo-T2, 77, and
85 (by Jo Duffy)
'kytri: annual 1
{by Chris Claremont)
Magal: issues 91,93, 95-97
and gg-107
{by Jo Duffy)
Zeltrons: issues To-73, 77, B2,
K7 50,92, 9597
and 103107
(by Jo Duffy)
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w lazily in from the junkyard behing
the shop: “Donel” he cried, grinning.
“You race tomorrow, [ think, yes. The
Boonta training course ... say, first sun-
rise? Just the two of you?"

Sebulba grinned,
look at Anakin. “Me
shag. " he said,
throwing sand ot

hmr. x‘ . . - --___.......- L L.-
An!i:r'nﬂ'lﬂ#h . =% L itutlll'll'tllu!lt

and wotched the et 0
beside himself with

b richl" e cockied, p
ODRACING |5 POPULAR 1IN THE DUTER a pencil to mark the recond sheet, a

peedunkell | need :

ey el v Rim territories because it Is fast, brutal, oounter tomark current speed on the

bets]” Watto drifted out Hre_fmnl' daar, and spectacular. On some worlds the record sheet, and a different cownter to
: -aurses are lald out with Podracer safety represent your Podracer's current posi-

m him o : ;

uttering greedily fo self in mind, but on Tatooine tracks ane tion an the record sheet. Anally, you
dnakin Skywalker was both excited unapalogetically dangerous need a zo-skided die (d2o), a G-sided die
Totooine Grudge Match is a game that  (d6), and a g-sided die (dg)

recreaties a |'Ji.'.l-|||:|l' Podrace belween
d seen hind o Anakin Skywalker and his arch-rival Reading the Racing

carefil, 5ebuilba; The next Hme we ra
i feave you in the dust.”

Bl M A

rsn’t really that great, Sebulba, the most famous [ilﬂlﬂ-il.lcl:i_'ii- Record Sheat
fud) Podracer in the Outer Bim, One The recosd sheets contain Information
0 had to admit that this player plays as Anakin, the other as farniliar te anyone who has played the

Sebulba Each tries to be the first to swc Srae Waes Rodeplaying Game

be onfy his second Podrace—and
cessfully complete three laps around the
lost the first. H’ﬂ?"‘ Boonta Eve training course. Pivor Dara: The Pilot Data section of the
. ! record sheet ghves values for how well
g What You Need to Play both character’s can pilot their Pod-
suddenty occurred to Anakin that by At the end of the rubes is a record sheet racers (Pilot skill), and repair damage
me tomorrow, he cowld be dead. for each racer's Podracer. Feel free to {Repabr skill), There's also o rating for the

photocopy them to replay as many pilot’s reflexes (initiatie).
times as youl like, Each player also needs

B8 VOLUME | NUMBER |



Popracer Data: Directly below the pilot
data Is a section for the Podracer's statis-
tics. This involves podracer-specific factors
such as Traction, Turning, Acceleration,
Brake, and Top Speed. These terms, and
how they're used, are explained below

Traction: Add this numbser to your dzo
rodl when you try to Regain Control or
are Bumped.

Turning: Add this number to your d2o
roll when you attempt to Turn.

Acceleration: Add this number to
your d2o roll when you attempt to
Accelérale.

Brake: Add this number to your d2o roll
when you attempt to Decelerate.

Top Speed: Add this number to your
dzo roll when you attempt to Main-

tain Speed.

A Podracing Game for 2 Players ’J‘..

n i . _:'h.\_

Winning the Race
The course consists of a serles of stretches
of track, with various conditions applying
to those stretches. The Podracers must
maneuver past each as they follow the
course. Passing a hazard requires a Pilot
check {roll dzo and add modifiers) against
a Difficulty Class () listed in the condi-
tion's description. The roll plus modifiers
must be higher than the DC to succeed
The race ends when either Anakin or
Sebulba successfully maneuvers past the
final stretch on the third lap, That Podracer
wins the race

Rolling the Dice

To determine what happens when a pilot
attempts an action, roll a da2o, add your
Pilot skill, and then add all appropriate sit-
uation modifiers (see below). You also may
hawve to roll 3 dg or a d6 occasionalby.

w .. 1"I.|. .# d.'.r'ﬂ":m_.

MooiFiERs To Rows: A Podracer’s speed and
damage might modify a roll. Before you roll
the dzo for a Pilot chieck, total all the modi-
fiers summarized on the chart below:

SITUATION MODIFIER
Low Speed no modifier
High Speed =1
Boost Speed =6
Pod Damaged =3
Pod Crippled =10

Racing Actions

Action in a Podrace proceeds in rounds,
just like in STAR WaRS RPG combat situa-
tions. During each round, a pilot can per-
form two actions. Example actions
include accelerating, decelerating,or
attacking the other Podracer, Between

STAR WARS GAMER BE



actions, the
Podracer continues
to move forwand,

To keep track of what happens when,
use Vhe followi ngc hart:

ROUND SEQUENCE

1. Rofl initiative.
2. Move (based on current speed).
3. Resolve track conditions.

4, First action.

5. Move Ihmdnnmﬂit_ipqd].
6. Resolve track conditions.

7.5ccond actlon.

Row ImmaTive: Unlike Stae Wars BEPG
combat, Podracers roll their initiative
every round. Roll a d2o and add the pil at's
initiative bonus. The pilot who ralls
higher goes first, resolving steps 2-7 of
the Round Sequence. Then the ather pilot
resolves steps 2-7,

Move: Before you take an action, your
Podracer hurtles forward a number of
positions in the course, known as
"stretches.” During steps 2 and 5 of a
round, Move your track counter ahead
stretch (for Low Speed), 2 stretches (for
High Speed), or 3 stretches (for Boost
Speed)

Resowvi TRack Conpimions: Take note of
each stretch as your Podracer enters it. If a
gtretch includes a hazard of some kind, you
must succesd at a Pilot check to maneuver
around it. The specific track condition you
encounter gives you the DC for the check
If you fail the check, your Podracer passes
the stretch, but stops at the beginning of
the next stretch, regardiess of speed, You
also may have to apply damage to your
pad and reduce your speed. You can pro-
ceed from there on your next Move.

Acmion: After your Podracer mOoves, you can
attempt to 'g.Fw:;'r.‘l |..||:l_1.|l:‘a-'|.'l.I down, maintain
your current speed, or try to force your
opponent off the track with a Filot check,
How each action works |5 explained beloes

Accelerate: This action is an attempt to

gain speed. Accelerating by 1 speed
category (Neutral to Low, for example)

TO vVOLUME | NUMBER |

is DC 0. Acoelerating by 2 speed cate-
gorles (from Neutral to High, for
example), is DC 20. Accelerating by 3
speed categories (from Newtral to
Boost) s DC 30. A vehicle can't Accel-
erate more than three speed cate-
gories In a single action.

If a pilot fails an Accelerate
attempt, the Podracer continues at
its current speed for its next Move,

Decelerate: This action slows a vehicle

down, Decelerating by 1 speed cate-
gory (Boost to High, for example] is
DC o. Decelerating by 2 speed cate-
gories (from Boost to Low, for exam-
ple).is DC 5. Decelerating by 3 speed
categories (from Boost to Meutral) is
DC 15. A vehicle can’t Decelerate
maore than three speed categories in
a single action.

If a pilot fails a Decelerate
attempt, the Podracer continues at
its current speed for its next Move.

Maintain Speed: This is fairly easy, but

you still must make a Pilot check to
keep your pod from drifting into a
wall or other hazard. Maintaining
Low Speed is DC o, Maintaining High
Speed is DL 5, Maintaining Boost
Speed is DC 10,

If a pilot fails a Maintain Speed
attemipt, the pod slows down by 1
speed category, and suffers 106 dam-
age as |t bounces off an obstruction

Bump: You move your Podracer close to

your opponent’s pod and give it a
nudge—hopefully knocking it off
course. You can only attempt this
action when you and your opponent
are in the same stretch at the begin-
ning of the action,

Both you and your opponent make
Pilot checks, Whoever rolls lower gets
bumped off course.
While off course, every check
becomes more difficult, You must roll
all checks twice, including action
rolls, and any checks required by
track conditions, Then you must use
the lower of the two results,

You regain control when you suc-
ceed at a check (even with the lower
roll). At that point you only need to
make a singhe roll again for checks. An
off-course pllot cannot be bumpisd
again until he is back on course.

Damage

Each Podracer has a damage track. Start-
ing on the left, mark off one box on your
damage track for every point of damage
your Podracer takes. Mark off all the green
boxes before the yellow ones, and all the
yellow ones before the red. The more dam
age a Podracer takes, the less effective it is
in the race. Damage con ditlons are

Damaged: When a Pedracer has filled
the empty boxes in the green area of
its damage track, it is damaged. The
pilot suffers a -5 penalty on all checks.

Crippled: When a Podracer has no more
empty boxes in the yellow area of its
damage track, it is exippled. The pilot
suffers a =10 penalty on all checks,

Destroyed: When a wehicle is reduced to
o hull points it is destroyed. The
remaining player automatically wins.

RepuiginG Damace: You can take an action
to try to repair damage to your Podracer,
This requines a Bepain ¢ heck, and the DC of

Aiwakin i% menaced by the surly Lag

-




the check is the same as the damage condition penalty (either 5
or10). Remember to apply speed and damage modifiers. If the
Repair check succeeds, restore 1d6 damage points to the Podracer.

Special Rules
Anakin and Sebulba each have a special ability that gives them an

edge in a Podracer. Anakin can use the Force to help his rolls.
Sebulba cheats.

Anaxin: Once during the race, Anakin can call on the Force to
help him. When he does, he gets to roll an additional dé and add
the result to all of his checks. He can continue adding the result of
the rall to his checks until he fails a check.

SesuLea: Once during the race, after the first turn, Sebulba can
attack Anakin's Podracer with his flame jets. He can enly do this if
he starts an action in the same stretch as Anakin, and only if both
he and Anakin are moving at the same speed, Anakin's Podracer
automatically suffers 10 points of damage.

satting Up
When you're ready to start the race, each player selects one
Podracer—Anakin Skywalker or Sebulba. Then put a speed
counter on the “Neutral® position of the speed indicator on
your Podracer,

Each player then rolls Initiative separately, adding his or her
racer’s Initiative bonus to the roll on the dzo. Whoever gets a
higher roll goes first. If it's a tie, roll again,

Boonta Training Coursa

The large numbers below correspond to the track stretches
depicted to the right. Remember to check for hazards and DC
numbers as you enter each stretch,

o First Tumm: Just past the starting line is a go® turn, To negoti-
ate the turn, a pilot must make a Pilot check (DC 15). Roll a dag,
add your Pilot skill bonus, and add the Podracer's Turning bonus to
try to get 15 or higher. Remember to subtract speed and damage
modifiers. If the check fails, the wehicle slows by one speed cate-
gory and suffers 1d4 points of damage.

e STRaIGHTAWAY: The track straightens out for a short distance.
There are no hazards here, so it's a good time to accelerate,

-
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THE BOONTA TRAINING COURSE
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1 ?Eunnn Tumn:
1 HTHI]INE & track makes a
DITUOUL MRILN  sharp jog to the left.
To successfully make the turn, a pilot must
miake a Pilot check [DC 10). Roll a d2o, add
your Pilot skill bonus, and add the Pod-
racer's Turning bonus to try to get 10 or
higher. Again, remember to subtract speed
and damage modifiers. If the check fails,
the vehicle slows down by one category.
but suffers no damage.

STRAIGHTAWAY: The track runs straight
agaln here with no hazards.

THiED TurN: The track veers to the left
again, To make the turn, a pilot must suc-
ceed at a Pilot check (DC 1o).Roll, add Pilot
skill, Turning bonus, and speed and dam-
age modifiers. If the check fails, the vehicle
slows down by one category, but doesn't
suffer any damage.

STRAIGHTAWAY: Here's another clear
space, with high cliff walls on either side. If
a pilot fails a Pilot check here (for amy rea-
son), his Podracer suffers 1d6é points of
damage from bouncing off of the walls.

STRAIGHTAWAY: Just like the sixth
stretch, this is a long, straight section of
track with high cliff walls on gither side
Again, if a pilot fails a Pilot check here, his
Podracer suffers 1d6 points of damage as
hie ricachets off 3 wall,

9 FirsT TUNNEL Turn: This isn't really a
tunnel, but the walls are so high and close

ST

LA E] | ':F
Bedsfein . -
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together that you can't see the sky above.
This turn ks pretty sharp, requiring a Pilot
check (DC 10). Remember to apply the
Podracer's Tuming bonus and speed and
damage modifiers,

If any action fails in the tunnel turn, the
Podracer scrapes the tunnel wall, taking
1d6 points of damage and slowing down

by one speed category.

Q SeconD TUNNEL Turm: This turm jogs
c

k the opposite direction of the first
tunmnel turn, & pilot must attempt a Filot
check (DC 10) to pass through. Remember
to add the pod's Turning bonus.

If any action fails in the tunnel turn, the
Podracer scrapes the tunnel wall, taking
16 points of damage and slowing down

by one speed category.

THirD TuNNEL Turn: The tunnel
swerves back the other direction again. A
pilot must atternpt a Pilot check (DC 10) to
pass through. Remember to apply the
pod's Turning bonus.

If any action fails in the tunnel turn, the
Podracer scrapes the tunnel wall, taking
16 points of damage and slowing down

by one speed category.

Neeowe's Eve: After a short, straight
section, the cliff walls close in leaving only
a single-lane opening through which rac-
ers can leave the tunnel. To pass through
the Meedie's Eye, a pilot must make a Pilot
check (DC 15). If he fails, his Podracer suf-
fers 2d6 points of damage, and slows
down two speed categories.

If both vehicles try to pass through the
Meedle's Eye on the same round, both
pilats must roll Pilot checks. Whoever rolls
higher attempts to go first, as the rules
above. IF he fails, the other pilot’s diffioulty
to pass through the Eye increases to DC 25,

@ Ramp: Just beyond the Needle's Eye,
t

& ground drops away sharply, forming a
ramp. A pilot must make a Pilot check (DC
g) to land correctly. Add the Podracer's Trac
tion bonus to this roll, If the roll fails, the
Padracer suffers 1d4 points of damage.

Deeris FieLn: The road is straight, but
cluttered with broken rocks laid bare by
Tatooine's scouring windstorms. A pilot
mist succeed at a Pilot check (DC ) to
avoid hitting one of the large rocks. If the
check fails, the pilot’s Podracer slows by
one speed category and suffers 2d4
points of damage.

Desris FieLp: The debris is much
smaller for a short distance, but larger
ones are hidden behind rises in the track. A
pilot must attempt another Pilot check
(DC 5) to avoid hitting one of these last
few large boulders. If the check fails, the
pilot's Podracer suffers 1d6 points of dam-
age, but does not slow appreciably.

FiNAL STRAIGHTAWAY: One last straight
stretch waits before you pass the starting
lime. There are no hazards here. If this is
only the first or second lap, the next
stretch you encounter will be the first
stretch again.

But if this is the third lap—you reached
the finish line! if you're the first to success-
fully pass this straightaway on your third
lap, you win the race!

Ready for More?

These rules recreate just one race, Secrets
of Tatooine, a sourcebook for the STag
Wars ROLEPLAYING GAME from Wizards of
the Coast, gives full rules for generating
thousands of race courses and opponents,
as well as buying newer and better parts
for Podracers. You'll also find the Boonta
Eve Classic race itself, 50 you can recreate
the thrilling race scene from Srak Wars:
ErisopE 1 THE PranToM MeNACE! B
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1 PODRALCER Sebulba can use his flame jets once during
i the race to inflict 10 points of damage to
-: CoLLAOR PONDRAT PLUG-F | Anakin's Padracer, if it is in the same stretch.

MANEUVERS

ACCELERATE
15peed: DC 10
2 Speeds: DC 20
3 Speeds: DC 30

DECELERATE
1 5peed: pco
2 Speeds: DCS
i Speeds: DC 15
MAINTAIN SPEED

ANAKIN SKEYWALKER
Initiative: +3
Pilot Skill: +9

Repairskill: 43 | SpEQIAL RULE: ANAKIN

PODRACER

MooDiFiep RaponN-ULZER
620C RACING ENGINES

Low Speed: DCO
High Speed: DC5
Boost S5peed: DC10
Bumpe
Both racers make
Pilot checks; lower
check is off course

SEOQUENCE
1. Roll Initiative

Anakin can use the Force once during the
race to gain a +3d6 bonus to his checks.

Trar:l:lmn: +2 o .;: 5 Move
Turning: +1 [ | 3. Resolve Hazards
Acceleration: +1 4, Action
Brake: 40 5. Move

6. Resolve Hazards
[ | 7-Action

Top Speed:  +4

MANEUVERS
ACCELERATE

15peed: DC10

2 Speeds: DC 20

i Speeds: DC 30
DECELERATE

1 5peed: DCco

2 Speeds: DC5

3 Speeds: DC15

DAMAGE TRACK MAINTAIN SPEED
Low Speed: DCO

UODCOOCOUULURLRA AN | pighspeed:  DCS
mm | CRIPPLED [-133] Boost 5]1!!!1.']: DC 10
Bump
Both racers make

Pilot checks; lower
check is off course

SEBULBA

Initiative: +3
Pilot Skill: +8
Repair Skill:  +2

SPECIAL RULE: SEBULBA

Ma 5
T | 23456 7881001213115 | gollinitiative
Traction: +2 ' 2. Move

Turning: +2 Ar ' 3. Resolve Hazards

et 1 IH000000000000000 | e

| 6.Resolve Hazards
Top Speed:  +4 AF . ' 7. Action
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BY STEVE MILLER

ILLUSTRATED BY STAN SHAW

IN PERIL IN THE lONOSPHERE, a routine shuttle trip becomes a
struggle for survival as the pilot s disabled by poisonous gas and only the

heroes can save themselves and the other passengers. The adventure uses the

rules presented in the Srae Waers Invasion of Theed Adventure Game and is

intended for the characters found there. Peril in the lonosphere can be used as

a bridge between the adventures from the Adventure Game and scenarios of

your own creation.

STABTING THE SCENARIO
The adventure begins as the heroes are
boarding the doomed shuttle. If you are
using this adventure as part of an ongoing
campaign begun with the adventures in
the Srur Waes Invasion af Theed Adventure
Garme, create 3 scene in which a Maboo
official approaches the heroes with an
offer to join the Naboo/Gungan effort to
establish a colany on Maboo's water-rich
maoan. Possible ingcentives include:
m the Qll{'rn". gr.}tilude:
= amonthly salary of 2 000 credits each;
w free room and board on the moonbase;
w g small Corellian frelghter, the AMyitic
Burn, The freighter is at the base, and
the henoes will be responsible for outfit-
ting and supplying the freighter as
needed, The ownership of the freighter
will be in all the heroes" names initially.
(See the Shipbuilding Secrets article in
this issue for the Afystic Burm’s descrip-
tion and deck plan.)

Once the heroes are ready to start the
adventure, they go to the Chvit Spaceport,
Theed’s public spaceport, located across
the river from the Queen's palace. There
they board a small Naboo shuttle. Read
the following colored text aloud:

A starpart official escorts you to a
small shuttle walting just outside the
main starport terminal. A lanky itho-
rlan in a dark blue uniform stands at
the bottom of the entry ramp.
“Greetings,” he says, shaking hands
with each of you, His voice sounds
friendly despite the odd stereophonic
effect generated by the double-
mouths of his species.”l am Captain
Worlohp, and it's a pleasure to meet
you. You're the final passengers to
arrive, so after a few last-minute
checks we'll be ready to go. Oh, | must
ask you to surrender your weapons to
me, | do not allow my passengers to

Wu:lrl-nhp waill It Jedi keep thekr
lightsabers, He insists on collecting
blasters however, a5 he fears they might
punch holes in the shuttle’s hull or dam-
age vital systems if fired, something he
g!ad I:,I enpdains o distrusting heroes. He
further assures them that the storage
locker with their weapons will be in full
wiew the entire time and that their
weapons will be returned to them as soon
as shuttle sets down on the moon.

When the heroes have surrendened
thelr blasters, Worlohgp leads them up the
access ramp and into the shuttle's passen-
per compartment

W\




THE IONOSRHERE

ADDARDO THE SHUTTLE

Unfeld the poster map of the Maboo
shuttle and show It o the players at this
time Then read or paraphrase the fiol-
lowing description:

Use the poster map or the interior
map included with this scenario to place
the heroes and the supporting charac-
ters in their exact spots in the shuttle.
Whether or not you use the map, take
this opportunity to roleplay the other
passengers. They are listed below.

KHARL VANNMER i5 a young Nabooian man
who recently graduated from the Theed
School of Technology and Engineering.
He graduated at the top of his class and
is excited to have received such an
important post. He is to be a Third Grade
Assistant Technician at the moon instal-
lation,

Friendly and talkative, Kharl's favorite

subjects relate to ship engines and envi-
ronmental systems maintenance,

Saxmi KiLine is a young Mabooian
woman who was a member of the same
Theed School of Technology and Engi-
neering as Kharl, She graduated in the
top 1o percent of the class, She and Kharl
are long-time friends, so they both
applied for a position at the new moon
base together, She has also been hired as
a Third Grade Assistant Technician.

Shie is as friendly and talkative as Kharl,
and the bwo often trip over each other's
sentences in their excitement, If the
heroes have complebed the adventures in
the Adventure Game, Sakme is familiar
with some of thelr exploits through a
Palace Guard friend. She asks the heroes
what it was like to fight battle droids, [She
spent the invasion in ane of the inbern-
ment camps, although she proudly states
that she managed to sabotage a STAP
while the battle drodds were prescoupied,
If you want to tie her story to the heroes,
she could say that her sabotage was
made possible by the heroes' activities.)

ProFessor Hauem CeLaar is an elderly
Maboolan man who is greatly admired in
academic circles for extensive studies of
Maboo's plant life, He is going to the
maon to head up a project investigating
the feasibility of transplanting large
numbers of Maboo plant and animal life-
forms to the satellite's surface,

Prafessor Celaar (which is how he
introduces himself and how he insists on
being addressed) s not as outgoing as
Kharl and Sakme. In fact, he Intends to
spend the journey to the moon review-
ing datapads. He is never rude, but he
tries to make it clear he doesn’t want to

be bothered by idle conversation.
As the roleplaying takes place, inter-
ject the following:

A POUTIMNE TRIE® NEVER!
Seventesn minutes into the flight, the

journey gets dangerous. Read or para-
phrase the following at this time:

Give the henoes a moment o react as
the other passengers begin to panic, then
read or paraphrase the following:

Although Khar and Sakme are both
clearly rattled by this turn of events, they
dig out their tool kits. If any hero points
out that he or she has the Repair skill, Wosr-
lohp hands the hero his tool kit. The Ithe-
rian states that things will be safer if he
retumns to the cockpit to monilor sensors
and avoid collisions with additional debris.

Howewer, as the thorian turns to go into
the cockpit, the situation worsens, Allow
any hero who has the Gather Information
or Survival skill to make a skill check. Any
hero who gets a check result of 15 o7
higher remembers that thorians exposed
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EirUBLIC SIENER SYSTEMS

sHORT RAMGE TRAMEIT SHUTTLE 55T-67 ,f P

PiLoTeD oy CART. WoRLOHP ' -
A

REPUELIC SIENER STSTEME EHERT RANGE TRANSIT SRUTTLE 5

The $5T-67 I unarmsed veith minimal armes. M syst

5|1

Republic Sienar Systems contracted with the Maboo governmesnt and other lightly inhabited
planetary wabems ba proavide them with inexpensive and #lficient imrasystem shuttles

snd autside the shttle, making mair srsmsde Qs and relathely pasnle, D5 oontrods and sensor
sultes are recyched from a Tailed fresghter design, but they ane well-iuited foe the 551 measheds of
ships a8 1hey bee easily mastered. The stock madels come with computen and commasniCitans
srewys that are easily upgraded to allow (il mutomation of the shutiles

WiaPoMNS LOCKER

CANGPLANE

STORAGE

Class Transport

Coul

Size

Br.o00 (new),
0,000 [weed)

Small (23.2m)

WogLorp's CARIN Creved Pasien pers 1 {nmrmal +2]A8

Cargo Capacity 1t i fon

Corwumakles 3 Darys

Hyperdrive Hone
Maxbmum Speed Crubing

Defense #h [#1 size, +§ armon)

£T15 AT easily cetsible fram both inslde shiedd Points Mone

(¥R

1o Kywabon-4 tem p{:-r;lr-.lj- becomee hamici
dal maniacs. This realization gives the hero
a chance to act as Worlohp flies into a rage
and attacks:

Worlohp turns to go back into the cock-
pit but then hesitates. Professor Celaar
rises from his seat, exclaiming, "By the
stars! Did you say Kyvalon-47”

The Ithorian whirls back to face you, his
large eyes now filled with fury. He roars
savagely and strikes the startled
Sakme, Her head slams against the wall
with a sickening thud and she drops to
the floor, unconsciows. Workohp then
charges at Kharl who stands frozen
with shock and horror,

“The gas has driven him mad!™ Celaar
savage bellowing. T

Worlohp and any hero who success-
fully anticipated his rampage should
compare Initiatives to see who acts first

Warlohp attacks with his fists, once per
rosnd, BGrm .|I|:,l he deals Id]. points of

damage, but his homicidal state heightens

his strength, allowing him to deal 1d3+2

points per attack, For purposes of this bat
tle, Worlohp fells Sakme, Kharl, and Celaar
with a single blow when he hits one of
them. You shoubd still roll the dice and con-
cedl the result for the sake of drama

The heroes have several chaices at
this padnt:

s O of more of them can mose Lo
engage Worlehp in melee. Use the
map of the shuttle to determine the
exact locations of the heroes and sup-
porting characters, (You might want to
wse Star Waes action figures to repre-
sent the various heroes and characters,)

= A hero with the Disable Device skill can
attempt to unlock the storage compart
meni contsining the heroes” weapons.
This action takes 1dg rounds, but only
one skill check is needed, if the hero
gets a check result of 15 or higher, the
attempt succeeds. It the attempt fails, a
hero can try again, spending another
sy rounds. Once the heroes have theis
weapads, they can open fire on

Hull Paints N0

mw

Weapons Momse

Waorlahp. (See below for how Lo handle
shots that miss.)

se O o maore heroes with the Repalr skill
can attempt to stop the gas leaks. Seo
Repairing the Gas Leaks section below
One hero must spend w6 rounds mak
ing the repalrs, then get a result of 15 or
higher on the skill dheck to sucoessfully
stop the leak, There are two leaks. Two
henoes can work together to halve the
repair time [1d3 rounds). Each person
must make a Repair skill check and noll
15 or highes. If one or both heroes fail
this check, no more repain attempts can
be made. (See below for how to handle
the scenario if the heroes do not fix the
leaks.]

e Prowvide medical aid to injured henoes or
characters. The injured person must be
at least 2 spaces from Worlohp before
treatmient can be administered, since
it's too dangenus bo attempt healing
amid combat, A medpac is situated
under each shuttle seat. Healing injured
heroes and characters requines a suc
cessful Treat Injury skill check Lsing the

P
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medpac reguires 1reund, The check
result determines the numbser of wound

ri!'lll'l""u NECDNEIeG

BRILL CHEQK WOLND POINTE

1-d 0
5-q #+
10-14 2
513 i
20-24 +if
g+ 5

Worlohp's and other characters’ actions

for the next few rounds are as follows

Round 1: Warlohp attacks Eharl ar any
hero who moves to engage him in
melee. Professor Celaar flees to the
back of the cabin, urging any hero
who engages Worlohp bo “Just sub-
due himl He's not in control of his
actions!"

Bound 2;: Worlohp lets out a wild cry
and furns to mm into the cockpit. He
begins to smash the control panels.
(See Bepairing Mavigation Systems
below. | For the rest of the battle,
Sakme and Kharl do nothing unless
the herpes persupde them other-
wise. Celaar begins to act in round 4,
but can be persuvaded fo do ather
things. Ovdering Sakme, Kharl, o
Celaar bo perform courageous

VOLLIME | HUMBER |

actions requines & Diplomacy skill
check; on 4 result of 10 or higher,
Sakme, Kharl or Celaar (heno's
choice] do as instructed,

Round 3: Worlohp pummels any hero in
melee range It there are none, hie
continues ko |:|.:II'I1.IEI" thie shuttle's
r|.1'.'|g.1-ln:|r1;|l controls, fr eazing the
sh i on autopdlol. Heroes must make
a successful Repalr skill check or the
shuttle mmany crash into Naboo's
moon. [See H:_'p.ur.-ng N.1w|:g.|1||:|r| '_il!.l'h
tems below)

Round 4: Worlahp engages the heroes
In meles o further daquﬂﬂ the nsiv-
Igational controbs, Celaar retrieves a
medpac from under one of the pas-
senger seats and uses it 0o breat any-
one who appears hurt, [He has the
Treat Injury skill}

Rowind E-Wnrlnllp{'rlgngﬂh thie heroes
in melee or damages the shuttle’s
life support systems. Life support will
failin 20 rounds (2 minutes). (See
Repairing Life Support below.) Kharl
or Sakme offers to asskst with repales
if the heroes seem to have thels
hands full. Celaar comtinues to treat
i uries

Round 6; Worlohp refumns his atten-
tion to the passenger cabin and
attacks Celaar.

Round 7+: Worlehp attacks the heroes
until he or they are defeated

EEPAIRING MAVIGATION S¥STEMS
Im hils rage, Worlohp tries to smash the

chuftle's navigational controls. The brtal

damage can be repained in 10 minutes
with a sucoessful Repair skill check (result
of 26 o hl_i:l"'l'l| I.:'I'|:|-'l':"!' hero @t a time
can attempt to make repairs., If the Bepair
check fails, anather attempt can be made
Each round that Woarlohp spends smash
g the conftrels increases the amount of
time needed to repair the damaged sy
tems by 1dg minutes. Time 5 critical, &% the
shuttle is set to collide with Naboa's moon
in 26 minules

If the heroes fail to repair the shuttle's
damaged navigation systems, they can
stilll attempt to land the shuttle. See Land

I the Shuttle for detalls

RipaiEiNG Litg SuprroeT
It Warlohp knocks out the shutile’s life
support system, the heroes must restone it
barfore the oxygen supply is depleted

Eepairs to life suppart take 1d& rounds
At the end of that time, a successiul
Repalr check (result of 10 or higher) is
required. Only one person can attempt to
repair the life support system at a time. If
thie Bepalr chieck sucoeeds, life support is
restored. If the Repair check fails, another
attempt can be made

If no ene repairs the life support sys
tem, everyone aboard begins to suffo
cate after 20 rounds (2 minutes). A hero
can hold her breath for a nember of
rounds |_-|_||,.|.|I to her Constitution score
Supporting characters |'”'i'|'-"’|"’ﬁ Wor-
lohup) can hald their breaths for 1o
roumnds

After that, characters must secceed at a

Fortitude save (1o or higher) or fall uncon-




scious, dying the following round. A new
save is required each round, and the diffi-
culky increases by 1 each time (1 on the
wecond roune, 12 on ths third, and o on)

There are no breath masks aboard the
shuttle. However, the heroes might have
their owen breath masks, allowding them to
survivie without life support for as long as
it takes the shuttle to land.

RiraiminG THE Kyvaron-4 Leaks
it takes 1B minutes to stop a gas leak, and
there ane two such leaks,

A heno whe spends 1d6 minutes repaiting
the gas leak can make a Repair skill chedk; a
result af 15 or higher on the skill chack is
required. Two heroes can work together to
habve the repair time {1d3 rounds), Each per-
son must make a Repair skill check and get
i a7 higher. If cne hero fails this check, the
repadr time is not hahwed

H the Kyvalon-4 leaks aren't fixed within
i§ minufes, the shuttle's repulsordifis fail,
Al Pikot skill ehecks suffer a =4 penalty
i{See Landing the Shutthe for details.)

BLastie SHOTE THAT Miss

if the heroes get their blaster weapons
from the storage compartment, they can
shoot Worlohp rather than attack him. Hit-
ting the rampaging Worlohp requires a
successful aktack roll

i a hero misses with o blaster, use the
map to trace the path of the shot. If
another character is in the line of fire, have
the hero make a second attack roll to see
whether the shot strikes him or her. If the
shat does not hit anyone, it striles the hull
instead,

If & hero shoots one of the shuttle's
wialls with a Master and the blaster is not
set on stun, have the player roll damage
narmally. If the damage exceeds 10
points, the shot punches a hole in the
shuttle’s hull. The vessel starts losing
atmosphere. Failing to patch the hole in 1
minute (1o reunds) depletes the shutthe's
air supply. (e the Repaliring Life Support
section above for suffocation miles.)
Patching the hole takes 2 rounds and a
successful Bepair skill check (a result of 10
of higher). Failed checks can be
attemipted again,

If a missed shot goes into the cockpit,

the GM should roll 1d6 to see what sys-
terns are damaged:

diFi ROLL RESLLT

1=2: The navigational controf: were
struck, resulting In an effect like the
one described in the "Repairing Navi-
E.:tlnn Eyslems sechnrn 'r'bm'l.-

< £ The | hot strikes :w:ll pnﬁlhh'
causing damage as described above,
i the blaster ks set on stun, no (1l
effects ootur

LanDimc ThE SHUTTLE

Even if the heroes are unable to repalr the
shuttle's damaged navigation systems or
the Kyvalon-4 gas beaks, they can still
attempt to land the damaged shuttle.

Landing the shuttle requires 3 Sucess-
ful Pilot skill check. The following penalties
apply to the skill check:

s =4 penalty if the navigational systems
are damaged;

we =4 penalty if the Kyvabon-4 gas leaks
have caused the repulsorlifts to Fail

If the pilot returns to Maboo, automatic
tractor beam guidance systems grant a +3
bonus to the Pilot skill check. If the pilot
tries to land an the moon, e mast rely
mmpl:lﬂr o ks owen skill.

The pilal has one chance o land the
shuttle safely. Apply any modifiers to the
pilot’s skill check, then compare the roll
wiith the results below

RESLULT

SKILL CHECKE

o-g: The shuttle crashes and explodes,
killing all aboard.

10-14: The shuttle crashes and sustains
considerable hull mﬁ&w

15-—-19 The shuttle crashes hllllilnﬂ
not break apart or explode. Every-
one aboard takes sdé+ points of
damage.

204 The shuttle lands safely. No one is
hurk, but the shuttle requires exten-
ﬂﬂnpﬁihphﬂunh L1el I|'
relaunched.

ENDING THE SCENARID
Assuming the heroes did nok kill him, Wor-
hehp ruakes a full r::n'.l'rr:,r.TI'u:lthﬂll:I-n 15
tervibly embarrassed and apologizes to his
passengers. He also offers his friendship
out of gratitude. If they survived, Sakme
and Kharl are similarly grateful to the
heroes, uﬂ'[_rring to Fu:rfurm free up-gudz-s
and repairs on their freighter (assuming
they have one). Before leaving the heroes’
cornpany, Celaar offers his sincene thanks,
admitting that the harmowing expenente
has forever altered his opinion of space
pravel fior the worse,

Feel frew to use this short scenario as
the springboard for a larger adventure
Maybe the shuttle was not struck by
debris but was instead struck by a remaote
controlled missile constructed to make the
collision look as if it were an accident
Once the truth becomes known, Queen
Amidala orders a detalled investigation to
determine the missile’s arigin, This could
ralse several guestions: Why did someone
want to bring down the shuttle? Were
they targeting one or more of the passen-
gers, or were they attempting to damage
the colonization effort in general? ks there
another threat to Maboo! The anseers 1o
this mystery are up bo youl

WorLOHP, ITHORIAN SOLDIER

Level 2

Imitiative: 10

Vitality Polnts: 16

Wound Podnts: 10

Speed: § spaces

Deleiiie: 14

Melee Attack: wdzo+ (fists)

Melee Damage: 1d3 | fists)

Saves: Fortitude sdaos2, Reflex 1d2o42,

Wil 1daos

Skills: Computer Lise [dzo+g), Pikot

{dzo+6), Repair (id2o+4), Spot (idao+g),

Survival [vd2o42),

Mote: When exposed to Kyvalon-4 gas,

Worlohp flies inte an uncontrolled, homici

dal rage. During his rage, the following

stats change

» Defense: 12

u Melee Attack: 1dzo+3 | ficts)

» Melee Damage: 1d3+2 [ fists)

w Saves: Fortitude wdaoed, Reflex wzoea,
Will wdaoss
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CAPT, WORLIOHF

ADOVE AND DEYOND

Al |'h:l|.||5|'| Peril in the lqlmpl'l-nre i
designed for the simplified game rules
appearing In the Stae Wars lmvesion of
Theed Adventure Game, the adventure can
b asily adapted for the Srae Waes Bove-
PLaYING GamE If you plan bo run this
adventurne using the Srae W es BoLieiay.
ING GamE d20 System rules, use the fol-
kveing statistics for Captain Workehp and
thee other '|.|..|pp|;|rllng characters.

CaPTAIM WORLOHP, MALE ITHORIAN 51D 4,

bvit 45 (#1 Dewx, 4 Improved Inktlative);

Defense 14 {+1 Dex, +3 class]; Spd wo m;

VWP 30/v2; Atk +4 melee da, punch], +5

ranged; 5A homicidal rage; 5V Fort 45, Ref

«3, Will #3; 5% M; FP ; Bep 1; 5tr 11, Dexi 13,

Can 12, Int 14, Wis 13, Cha 14.

Equipment: Flight suit.

Sh—Homicidal Rage: When exposed to
Kyvalon-4 gas, Worlohp flies into an
uncontrolled, homicidal rage. During
his rage, Worlchp gains +4 Strength
and +4 Constitution, recelves a +2
morale bonus to Wil saves, and suffers
a =2 penalty to Defense, The rage lasts
until Worlohp ks rendered uncondcious
or slain,

Skills: Astrogate +3, Computer Use +7,

BO wvoLus

KHARL VENNER AND SAKME KELENE,
Humam Scours

Levelr

initiative: 12

'l.rllalll::,' Polnts: o

Wound Points: g

Speed: § spaces

Detenie: 13

Melee Attack: wzo | fists)

Melee Damage: 1d3 | fists)

Sawes: Fortitude sdzow, Reflex sdao+r, Will
120

Skills: Disable Dewioe (1dzoeq), Pilot
[vdzo44), Repair dzoég), Seanch [1dzoég),
Survival [dzo4+4)

Knowiledge [nature) +4, Pilot 410,
Read/ Write (Basic, thorese), Repalr 410,
Speak (Basic, ithorese], Spot +a, Sur-
wival +5,

Feats: Armaor Proficiency (light, medium,
heavy), iImproved Initiative, Point Blank
Shat, Skill Emphasis {Pilat, ﬂ'l.-palr:l.
Weapon Croup Proficiency (blaster
pistols, blaster rifles, heavy weapons,
simple weaponi, vibro weapons],

EHARL VaMNER, MaLE HusmanM Exp d;

it -+ [+ Dex); Defemse 12 (41 Dex, 4

elass); Spd vo m; VWP =/g; Atk +3 males

[vd3, punch], +4 ranged; 5V Fort 40, Ref 42,

Wil +g; 5T M; FP o; Bep v Strn, Dex 1z, Con

g, Int 14, Wis 10, Cha g.

Equlpml.-rl't: Dlagﬂmlit tools, repair kit

Skills: Computer Use +v0, Craft (electron-
ies) +8, Craft [engines) +8, Disable
Device +6, Knowledge (engineering)
+6, Pilot +4, Profession [techniclan) +4,
ReadWrite (baslc), Bepalr 413, Speak
{Basic),

Feats: Gearhead, Skill Emphasis
(Knowledge: engineering, Bepair],

Samin Kovonn, Fusais Husam Exe 4;
init +1 [+1 Dex); Defense 11‘1-1-1 D, #1
class); Spd 10 m; VPTWP -/g; Atk +3 melee

PROFESSOR HALLEM CELAAR, HUMAN ScouT
Level: 2

Initiative: 12

'-.l'ilnFil:}' Paints: o

Wound Points: g

Speed: ¢ spaces

Defense: 14

Melee Attack: 2o+ (fists)

Melee Damage: 1d3 [fists)

Saves; Fortitude vdao+a, Reflex vdao+a,
wWill 1z

General ihilrs-l:umpl.n{'a Use [adzo-b), Dis
abie Device (1dao+4), Search hd2osyg), Spot
dao+4), Survival [ad2oeB). §

[vdy, punch), +4 ranged; 5V Fort +o, Ref +2,

Wil +-4; 52 M; Fi*a; Rep 1; 5tr 10, Dex1a, Con

o, int w5, Wis v, Cha n

Equipment: DNagnostic tools, repair kit

Skilki: Computer Lise 430, Craft (electron-
ics) +8, Craft [engines) +8, Disable
Device +7, Knowledge [alien species)
+3, Pilod +3, Prafession (technbtian) 46,
Bead/Write (Basic), Bepair #12, Speak
[ Basic).

Feats: Gearhead, Skill Emphasks (Profes-
slon: techniclan, Repalr],

Prorusson HALLEM CILAAR,

Main Husman Exe 82

Imit 1 ﬂn Dﬂr]:, Defense 13 [+ Dex, +2

cluss); Spd 10 m; VPOWP =fg; ALk +5/40

meebee (w31, punch), +7/+2 ranged; 5%

Frt +1, Rel +3, Wil +6; 52 M; FP o; Rep 2;

St g, Dex 12, Con g, Int 15, Wis 10, Cha B,

Equipment: Multiple datapads.

Skills: Computer Use 14, Knowledge (allen
species] +12, Knowledge (life sciences)
415, Knowledge [Maboo system) +10,
Disable Device +11, Pilot +6, Profession
(biobogist) +13, Read/ Write [Rasic),
Repair +6, Speak (Basic), Treat Injury +7.

Feald: Gearhead, Skill Emphasis
(Enowledge: life sciences, Knowledge:
Maboo system, Profession; blologist).
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Adjusting the Adventure
Though the adventune eslpned for fowr low-level heroes It's GIIHIHH Etih"t!!d
waugh to ad By the beginning of this adventure, the heroes should be

i yau have feweer than inted with one anaother. Maybe some of them grew up

Lor perhaps they

rmore active participant | e than four heroes, o iu it b rd Mantel or

i the average Kero level |5 & 3 nweer |level of % of this adveniurne
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BY ANDY COLLINS
ILLUWSTRATED BY DAN VEESENMEYER

¢S with the hieroes :.:.?lllll'll 1 I"l-."”"' rin a local Pacer Bt im L
Eock, on the rough-and-tumble world of Ond Mantel

i wark, for tran L aff-weorld, or just Tor trouie

LM Heckground

Bt Todh it a Pebe

from Creal Bock. As Tosh sturmbled toward town, she was intercepled and (mpresons

Why Are The Heroes
On Ord Mantall™?
Particularly if this sdventuse forms the
slarting point for your campaign, you
might wani to determine why the
heroes are present on Ord Mantell, Hene

ane a fow ideas

FrinGEas: Matives of Oad Mantell—
gipeciplly those welvos il fram the
weilder areas of the planet, often fall
into this class. Alternatively, the fringer
heto might have come to Ond Mantell
fromm an even mode backwater workd in
search of chvillzation

MoBvis: .ﬁ.n':.l world needs adminisira
tors and ambassadors, and Iln:lut:h
mast legi Limate mobles steer clear of
wiorkds like O Mantell, thoge inlber
Ested or irvolved ||r1||-r'|_.1ll imate activily

fhack fo the planet

Scoumpains: Ood Mantell dravws lawless
characters of every type, from gamiblens
to pirates to petty thiewves. The hero
miay be @ native, bt moe likely s 3 vis
itor to the planet

Coniute: Pilals use Ord Mantsll as a midd-
point of journeys thoowgh the stars
Humnlers and explorers come io the
planet to investigate its wilderness

SodmErs: Spacehands, odyguarnds,
mercenaries, and Tormaer soldier all

{:c:;lu(-nl Ord Maintel

Forcl ADurTs: As a wild, unexplored
area, Drd Mantell makes @ lne location
for unususl o unkjue Force-wielding
characters, its racky backeountry might
eyed be home to a secret enclave of

Farce adepts,

lepi Comsuiars of GuaRang: fedi ol
amy steipe are rare endaigh during the
Rebellion Era to be unigue visitors to
Cvd Maniell 'I'I-.r_':,' |'|1||::hl come e
w:-l:rnE rurmors of atbeis like them, o
while an the run from bmperial foroes or

RSN
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her crude cell and

lEndezunus
ghreels

At the same time, a gro up of ralders
investigating the crash site hauked avway
Tosh's crippded ".'..'|r|l|:':|‘I'.I!'r o sell for scrap.

The adventure opens as Todh enoounbers
the heroes in a spacer bar, She nesds their
help to get her out of town and o recowver

(and repair) her ship

A Fateful Maeting

You're gathered together in Qexis, an
absolute dive of a bar filled with the
dregs of the galaxy. Most of the cus-
tomers are human, though a numbser
of Rodians, Sullustans, Bothans, and
even a pair of Trandoshans are pres-
ent as well,

Your peaceful afterncon is inter-
rupted by a woman sliding into an
open seat at your table. You didn't
see her come in, and shie isn't dressed
like a local—in fact, her clothes look
pretty expensive, though they're
spatted with mud and torn in several
places. You also notice some recent
bruises and scrapes on her arms.

Before you can open your mouths,
she puts a finger to her lips and
glances furtively across the room.
Then she turns back te you and says
in a low voice, “Interested in helping
out a girl in trouble?™

What If They Daon't
Take The Bait?

An ever-present threat to adventures such
a5 this one—where you, the GM, present a
"hook” designed to lead the heroes into
the adventure—is the possibility that the
hesoes simphy choose not to imolve them-
welves in your plot. Eventually, you'll be
able to judge what types of missions best
sult your heroes (and your players), but
until that point [and even sometimes after
it} sometimes heroes just don't "take the
bait.” For Instance, what if the heroes turn
down Renci's plea for help?

In such a case, you have three basic
options. The first is bo force the players to
imvolve their heroes despite their lack of
interest. This is probably the worst
chiokce, as it breaks the suspension of dis-
beliel between the players and their
heroes, |f the players feel browbeaten

BE&

VOLRIME | RLUMERE R |

Assuming the heroes are inter

eibed, Rencl Tosh continues:

*I'm a wisitor to this world, and | seem
to have fallen afoul of the local crime
element. | could use some help get-
ting back to my ship. | can’t pay you
anything now—I have no credits on
me—but | can promise a reward of
so0 credits apiece as soon as | get to
my ship,

"if you're inferested, we need to get
started right away. Can you help me?”

Bencl claims to be an explorer wha
experienced mechanical difficulties
before crash-landing her 2-g95 Head
hunter in the wilderness a couple doaen
kilometers from town. She says itll take
at beast a couple of days to get there, i
the heroes try to negotiate with Benci. a
successful Diplomacy check (DR 15} gets
her to ralse her reward o 750 credits
each (she's desperate), but she won't go
any higher

Interrupted!

Just as the heroes complete the deal with
Rencl, a pair of goons wearing orude uni
forms burst through the door into the bar
and start looking around. Neither Rencl
nat the heroes are surprised; however, roll
spot checks for the thugs to see Bencl (DC
1), If either thug fails, he is surprised and

into going on specific missions, the game
just becomes the GM telling the players
what to do.

The second option is to accept their
decision and let them veer from your care-
fully crafted mission into other adven-
tures. This is OF, and sometimes its
inevitable, but if you do this too often,
you risk wasting many hours creating
plots, settings, and characters that neves
get used.

The third option, while the most diffi-
cult, can often be the most rewanding, This
boils down to keeping your henoes
imvobved in the adventure without them
feeling railroaded along a storyline. In the
case of this adventune, there are a few
options to keep the heroes involved:

w The same local crimelord who captured

Rencl tangets the heroes. This might

require the heroes to get Renci's help.

RENHCI TOEH

Bencl Tosh, Fermale Human Sct 2: Init +2

(Dex): Defense 16 (+2 Dex, 44 class); Spd

1om;: VROWP g (cummently 4/8); Atk +0

mielee (1d3-1, punch), +3 r.':illﬂi'd. 80

!ra:lbl.a;r:nE; o Fort +2, Bef +4, WHl +4;

% M; FP 1; Rep 1; 5ir B, Dex 15, Con 10, bt

13, 'Wis 14, Cha 12

Equipment: none

Skills: Astrogate +6, Bluff 43, Chmb +4
Hide +7, Listen +4, Pilot +7. Read Write
Language (Bask, Rodian), Search 46,
Speak Language (Bask, Rodian), Spot
), Survival +7, Swim 44

Feats: Alerfneds, Starchip Operation
|:'=.I:.1r‘||!';h'|1':l|_ Trnck, WeEapson Lroup
F'n:.i.-l;irnn;:.r ilaster pistols, blaster

rifles, simple weapons)

s The heroes keep running into the same
thugs and choose o leave town to
maintain a low profile,

w The bounty hunter Gida Luroon learns
of the heroes' contact with Renci and
decides to include them in her hunt.

s An imperial Informant recognizes Benci
as a Bebel and believes that the heroes
are alwo Rebels,

Don't get too heavy-handed with this

option. For instance, & bad way to manipu-

late the heroes would be to send a group
of 20 thugs after them so they had no
choiee but o flee town, Always give
heroes a choloe of options, or at least the
appearance of chodce. Even if it doesn't
matter what they do (and that should only
rarely be brug), the players should always
believe firmly that thelr heroes' actions
control the outcome of the story,



can't act in the surprise round. (If no one
is surprised, roll inktiatihve and move
directly into the first round.} If the heroes
don't attack, the thugs rudely look for
RBenci uemtil tht:,- find her, whether h:,r spot
ting herr ml:q'rrng.jting bar patrons
When !hi':lr find hrr_1h|:r}- attempt to 1Er.|5
hre away, I¥ thie heroes !|r3|r1|:| stop them,
they open fire

Goons (2], Male Human Thg 1t Init +5 (Dex,

Improved Inktiative), Deferse 1 [+ Dex);

Spd 100m; WP B; Atk +1 meles [1db, punc |"|:I.

+2 ranged (3db, blaster plstol); 5V Fort +3,

Rel +1, Will +0; 5 M; FF o; Rep o; 5tr 11, Dex

13, Con 12, Int g, Wis 10, Cha B,

Equiprment: blaster pistol.

Skcilis: Intimidate +3, Spot +1

FeEats: Afmior F'rltlfir.ll.-nq.' ||i|.:h|!]. Irmiprored
Initiative, Martial Artist, Weapon Profi-
chency (blaster pisbols, simple weapons)

Rendd doesn't have a weapon and ks
inmjured, so she takes cover and tries to hide

ENCOUNTER

o1=50 None, The heroes don't see or
hear anything unusual during this
hour in the wild,

gi-60 Hazardous Terrain. The heroes
encounter a patch of dangerous ter-
rain, such as quicksand, a thicket of
poisonous shrubbery, or an unstabde
hillside, If one of the heroes is specifi-
cally looking out for such dangers, a
successful Survival skill check (DC 15)
allowes them Lo avoid it Othensise,
they will encounter the hazard. Adju-
dicate the danger as appropriate,
calling for ability checks [such as a
Dexterity check of DC 15 o avoid
falling 4d4 meters down an unstable
hillside), skill checks [such as a Swim
check of OC 15 to remain afloat in
quicksand] or saving throws [swch as
a Fortitude saving thiow of DC 12 to
avaed losing 1 point of Dexterity from
pelsenous thorns) as needed. (If the
heroes aren't moving this hour, treat
as no encounter.)

61-63 Teerik, Savrip Hunter, This local
hunter hthngHuinllnH
Mantellian savrip, a deadly predator
unique to this world. Teerik hides on
a ledge until he determines the
heroes’ intent (2 Spot check of 18 or

d uriﬂg the Fig_l:-t If 1h|r13:. go badly for the
heroes, she tries to E”'h a weapon from a
fallen character and defend herselt

The rest of the bar's occupants avoid the
1|Eht s uming the hienoses win, Benc
imsists that they get ouwt of town as quickly

a% poisible,

Into the Wilderness
The heraes can linger in town if they want
{or if they nesd to plick up supplies),
though Bencl reminds them constantly
that they need to leave soon. If they
remain in town too long. another group of
thugs or the bounty hunter Gida Luroon
[see below) comes to find them

Once the herees are safely out of town,
they must backtrack Rendi Tosh's original
trall through a maze of rocky canyons. She
can find the starting point
patrol captured her a few hundred meters
outside town—but the heroes must fol-
lowy her tracks back to her ship using the
Track feat along with Survival skill checks

where the

better allows a I'!Fﬂllllﬂﬁlﬁlml
He's not interested in fighting the
heroes and flees if attacked. His ini-
Mlﬂﬂuﬂ!hwﬂlnﬂﬁm
though If approached peacefully
[and if the heroes shift his attitude to
Friendly or better with a Diplomacy
check of similar action), he gladly
tells them what he's doing here and
warns them about encountering
savrips In the jungle. "Don't et them
rab hold qunryuu‘u dnuiul"
anlhmrm. He'll even
ﬁfhil food If his Iall:*tl.l:l-l
lﬂl‘“ﬂlﬂ. LI
64-67 Gida Luroon, Bounty Hunter.
Gida Luroon was just about bo leave
Ord Mantell when she intercepted a
transmission regarding Rencl Tosh's
escape, Hoping to make a few credils,
Luraon dedded to track her down and
cash in on the (admittedly smiall)
reward put up for her. She has no idea
of Renci Tosh's Rebel connections. She
attemipts to sneak up on the heroes
frorm behind, Allow sach heno a Listen
check (€ 20) to hear hier from about
12 meters away. If the heroes fail, they
can't act during the surprise round
[during which Gida fires on Rencl Tosh
with her heavy blaster pistol set on
stun). She only needs to capture Rencl

The base DL is 15 [firm ground), +2 for
the two days that have passed since she
made the trail for a total DC of v 1f no
ero has the Track feat, Renci offers to do
the tracking. She can take 1o and success-
fully fallow her tracks.

The crash site Is 20 kilometers away.
Since the tracking character must move at
half rate to follow the tracks (or suffer a =g
penalty), and the rocky temraln limits move-
ment to one-half normal, the heroes move
at cnly one-fourth their normal speed, This
mieans that if the slowest hero's speed s
1|:||"|-1_1_h|_"_'I can coser 104 lom per howr {or
about 10 krm for righ! heours of travel esch
day]. if the slowest hero's speed is 6m of
g, they can cover only 6 or 4 kilometers
rach dn:,r_ rr:-'-[h‘{‘llkT"l':.I Thus, the trip requines
16, 27, 0r 40 hours |.3!.-:.l|l1'|il151|'ll_'!||'
encounter no other dr-ln:,:-_.} af w.l'lklllg_plu-.
O OF Mione nlghh spent under the twin
meions of Ord Mantell,

Every hour of travel or rest, roll d% on the
table below to see if the heroes encounter

Tosh, but she gladly takes any heroes
she can get, figuring that she can get
a decent price for capturing those
who are “aiding and abetting” the
prisaner’s escape.

Ti=00 'H'Hil:l!fn!ﬁ Hn-lles Have each
hero make a Listen check (DC 151
Those who succeed hear nolses (ani-
mipls chirping, rocks tumbling, a bird
crying overhead, or whatever else
you want to indude)l. These don't
represent a threat, but they sene to
keep the heroes on their toes [or
encourage them to let their guind
down after a fow false alarms),

HTAR WARS Gaen BT




Teerik, Mabe Rodian Fig 1 Init +2 [Dex);
Defense o (42 Do, +3 class]: Spd 10mm; VW
g Atk +1 melee (2dg+1, l.l'lhrtlﬂ.lk:j,'_d'ﬂ +2
r.1r||_:|'-:| 1346, sporting blaster rifle); 5V Fort +4,
Ref 43, Will #1; 52 M; FP 1, Bep o; 5tr 13, Dex 15,
Con 14, It 10, Wis 13, Cha B.

Equipment: Sporting blaster rifle, vibrodag-
ger, camouflage gear [+2 to Hide checks in
recky terrain), 6 days of foad, cantieen of
water.

Skills: Climb +5, Hide +6 [+8), Listen +7,
Knowledge [Ord Mantell system) +4,
Search +2, Spot +7, Survival +5,

Feats: Track, Weapon Group Profichency
[blaster pistols, blaster rifles, simple

weapons, vibro weapons)

G

HI0A LLIRODDOMN

Mew Craaturm
Murtallian Savrip
The Mantelllan savrip is a lafge

hipedal predatos native to Ord Man-
tell. Savrips roam the rocky badlands

of the planct preying on rodents,
lizards, and other small creatunes,

though they will attack anything up to
about two meters in size. Their favored
attack ks to grapple prey and crush it in

their powerful, clawed hands.

Glda Lurcson, Feimake Twi lek Set 20 init +2
(Dex); Defense 16 (+2 Dex, +4 class); Spd vomg
VPOWIP 14.2; Atk +o melee (1d4-1, knife), +3
ranged (3dB or 16 plus stun (DX 18], heawvy
blaster pistol): 5Q low-light vislon, Trallblaz-
ing: 5V Fort +4, Rt 44, Will +3: 52 M; FF 1, Eep
o Sir B, Dex 15, Con 12, Int 13, Wis 12, Cha 12
Equipment: Heavy blaster pistol, knife, all
temperature cloak, 3 days of food
5kills: Climb +4, Gather Information +3, Hide
+7, Listen «&, Move Silently +7. Hea dif Write
Language [Basic, Ryl), Spot +6, Speak Lan-
guage (Baslc, Lekku, Rodian, Byl], Survival
iy,
Feats: Point Blank Shot, Track, Weapon Group
Proficiency [blaster pistols, blaster rifles
simple weaponi)

Int 4, Wis 13, Cha B,

Skills: Climb +g, Hide +5, Listen +5. 5pot
+5, Survival 45,

Feals: Improved Initiative, Power Attack.

Challenge Code: C

special Attacks: improved Grab—if the
sawrip hits a creature up to Medium-
slze with a clasw, it attemnpls o start a
grapple as a free action, Mo initial
touch attack is required, and Tiny and
Smiall creatures don't suffer a special
size penalty. A successful hold deals

Mantellian Savrip: Desert predator 4;
Init +5 {Dex, Improved Initiative];
Defense 15 (+1 Dex, -1 size, +5 natural
armor); Spd 10m;: VWP 34/v9; Atk +9
miclee 1645, 2 claws) and +4 melee
[vdB4s, bite], +5 ranged; 54 improved
grab: 50 low-light vision; 5V Fort +8, Ref
#2, Will #2; 52 L; 5tr 20, Dex 12, Con 1g,

BBE YOUURE | MUMBER |

o additbonal damage, but the savrip
pulls its opponent into its space and
automatically deals claw damage
each round without an attack roll,
See the grappling rules in Chapter 8:
Combat of the Srar Waks Roleplaying
Game for more information,

amything while traveling through the
Camyons {add +10 to the roll at mgh1| After
any encounter in which the heroes take
their attention away from the tracks, they
miust relocate the tradl with anotbher Sur
vivial check (DC 17): Benci Tosh can do this
automatically by taking 10

Along the way, Rencl Tosh tries to feel
out the heroes' attitudes toward the
Empire and the Rebellion, She tries not to
reveal her leanings, though a successful
Sense Motive check [DC 18] may indicate
that her queries ane more than mere con

versation

The Crash Site

Rencl Tosh crashed her starship right at the
edge of the canyon mage, where the chirf
walls give way to a recky area of badlands
When the heroes finally locate the crash
site, they discover that Benci’s ship is
nawwhere to be found, Read the following
text to the players:

You've followed the trail up to the very
edge of the canyon maze. Beyond the
ellff walls stretches a rocky landscape,
dotted with mesas and ravines.,
Scorched earth and a small impact
crater verify that your new friend’s ship
crashed here, but there is no vehicle to
be found. Rendi Tosh tuins to you with
a puzzled look on her face, "Uhhh..
would you believe it was here when |
last saw "

& Search or Survival skill chack (DL 1ol
discovers drag marks leading away from
the site (and into the badlands), accompa
nied by two huge sets of animal tracks
(kantha tracks, which can be entified
with a Survival check of 15 or better)

IF thie Survival check made to find Eracks
i% 20 or better, the searcher alse fingds four
distinet sets of booted humanoid tracks (a
cearch check can't find these)l These are
the tracks of the raiders who found Tosh's
craft and dragged it back fo their lair with
banthas

Fram here, the heroes must follow the
trall (B 1a) to the ralders’ lalr. Because of
the low D, the heroes can move at full
normal speed while following the bracks,
though the rocky temrain reduces this to
244 normal (3.7% kph, 2.25 kph, or 1.5 kph for
speeds of 1om, Gm, or gm). Luckily, the lair
is ondy 10 kilometers away.



If the heroes haven't yet encountered
L E:-::-ml'.:,' hunter Gida Luroon, the Twi'lek
attacks while they search the sife

The Sunken Mesa
Like most planets with extensive wilder
ness areds, Ond Mantell b its shane of
I“"E:" chwedl ng raiders who prey on those
who wander too far from civilization, A
smiall band of thede raiders lives inside a
collapsed miesa

e rrvesa ksl is 20 meters h-|'_h_ bt
the entire center of the |l|-.'|'.1'-|'.: collapsed
MONg ago "l.:'ll'-lflr_ i stabde “thoor within
the mesa's wall. The inner area of the
mesa is about 10 mieters above the sur
rounding terrain, and approximately 10
meters from the top of the wall. & single
rough stalrcase climbs up the eastern wall

to the antrance [anea 1)

L ENTRANCE AND GUARD POST

Tweo banthas graze on scrub brush
growing around the base of a 20-
meter-Lall plateau, & makeshift crane
with cablles leading up the side of the
mesa ks affined to the top of the cliff.

Alhow each here a Spol check (DC 15) to

notice the crude steps, actually closer to
handhobds than stairs, cut into the cliff
willl, A Search check of DC 1o will also find
thiese, ”"."I.'H" thee Ineroes will abmost oer
tantly e seen by the guands [see below) as
they examine the anea

Ascending via the steps requines a
Climb check of O 16 -f'_lr.rllnr: the cable s
OC 15, since it's too far from the cliff to
brace against it.) This would be a simple
task {in fact, the heroes could take 10 and
aimost certainly sucoeed | except for the
tact that the approach is Hu,ar:ji_-d I'h!.- a pakr
of raiders hidden in a niche {labeled 12 on
the map) near the top. They can only be
e with a Spot check of DC 25,

The guards get a Spot check [DC 10 o0
opposed by the heroes Hide checks) to
motice the heroes approaching, amd
anather (DL 15 or oppoted by the henoes
Hide ehdécks) to natice them r_||-r||_'||r|g the
wall, They almost certainly see the heroes
if they approach in daylight.

If the guards spot the heroes, they wait
untll ane or mone hI_‘HIrI:. to climb the cliff,
at which point they lean out of thelr hid
g place |il:l'|'|lt'rll'lb"_ the D of the ‘,':pl;ﬂ
check to notice them to 20) and attack,
passibly with surprise. They get a +2 bodus

to attack climbing characters, and dimbers
lose any Dexterity bonus to Defence Any
hit against a elimbing hero forces anothe
Climb check (DE 10) to avoid falling. The
hero can't take 1o on this check

Ralder guards (2], Male Human Frg 1
Init +2 (Dex): Defense 15 [+ Dex, 43 class);
Spd 10m; VRYWEP 913 Atk +2 meles B4z,
spear), +2 ranged [(wE+2, bow): 5V Fort +3,
Rl 43, Will +1: 52 M: FP o; Rep o: Stras,
Dex 14, Con 13, Int B, Wis 12, Cha 1o
Equipment: Spear, bow, 10 armows
Skills: Climb &6, Handle Anlmal +4,
Hide +6, Listen +5, Ride +6, Spot +5,
Survival 48
Feats: &lertness, Skill Emphasis (Sur
vival), Weapon Group Proficiemn ¥
[blaster pistols, primitive WEIpons,

simple weapons).

Should combat occur, make a Listen
check (L 20) for the raiders inside the
miesa each round. Success indicates that
1|‘|E":,l hear the leI‘ﬂ and move 1n_||;,:-|n the
puards, arfiving two rounds Later. (Mor-
mally they'd be mone alert, but since thelr
leader Yarrog i+ gone they're enjoying the
oppartunity to relax.

S gagn B8
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Alternatively, the heroes might choose
to ascend without using elther the cable
af thie handholds. This requires a Climib
check [DE 20) for each round af move
ment (a hero can climb one-half his
speed as a full-round action). This can
avold the guards, though the guards will
show up if fighting breaks out inside the
mesa later

2. MAKESHIFT CRANE

Thie rahders bailt a ramshackle winch
assembly from serap metal and several
lengths of cable. After dragging Tosh's
-5.|,'|,1i;{'r_r.|.ﬂ; to the base of the plateau, thl::r'
hitched the banthas to the crane and used
pulleys to raise thie small |It:|‘|‘|l'l up and
ower (he mesa wall

Decpite [t jury-rigged nature, the crane

an

WIFLUME |, NUBBEN |

THE SUNKEN

-
4 "E‘" d

da, - "'H . =5 METERs
.I-.L.

The Sunken Crater

is quite stable and can easily support the

WI_'IEI‘I'. ol weweral characters

3. CAPTURID STARFIGHTER
Rencl Tosh's small 2-g5 Headhunter sits
here underneath a tan-colored tarpaulin
The rakders plan to sell it to someane In
toven (in fact, thelr leader, Yarrodq, is there
right now Erying to find a buyer). They
don't have the skill to repair the damage
done to it

Making the craft spacesvortivy again
requires significant repair work: three
Bepair checks (D 20), each requiring 104
hours af work, (Don't forget that unless
the heroes happen to carry starship repair
tools with them, they suffer a =g t!".'l'l-1||f.-

to Repair skill checks ) These checks may be

made simultaneowsly it more than one

hera has the Bepalr skill. Alternately,
heroes can cooperate to gramt bonuses to
the primary character's Repalr skill chieck
[see "Cooperation” in Chapter 4: Skills), The
heroes can also choose to attempt tempo
rary {jury-rigged) repairs, wihich cuts the
tirne in half and reduces the DC by o how
ever, zach fime the ship is operated there
is @ 10% chance that the repairs fail, {In
this case. randomiy choose an important
-;,h:p system that faily and must be
repaired.) The ship has also suffered Bo
points of hull damage, though this need

not be repaired for the ship to Tuncthon.

4, Suppy DEPOT

Stacks of boxes, crates, and barrels litter
this area, all pillaged from travesers, out
|:|.|I'|h'l settliements, or garbage I\J.Il'l'|:l"\- An
hour of digging throwgh the junk [and a
search check of DE 15) twrns up one of the
following items (each time an ibem i
found, cross it aff the list and reroll if it is
rolled in a later seane h:l.l'-l‘.'E“l free to substi

tute other items of similar value if desired

d% ROLL ITEM FOUMND

o1-10 Food, 2d10 kg

=50 Water, 410 kg

5i=5 Spice. 104 kg

531=57 Envergy cells, 1d6
$B-6a Power packs, 1d4
B3-67 Blaster pistol, broken®
68-12 Slugthrower pistol
3-11 Stun baton, broken®
76-82 Electrobinoculars, broken®
B3-87 Datapads, 1d4, broken®
BB-g2 Macrobinocidars
5397 Tool kit

g8-00 Gilowrod

*Broken items can e ra-p.:-utd with a
Eepalr skill check (DC 15} and a fewd min
utes of work

S BaipEes TEMTS

Each of these three tents has two crude
bunks strewn with clothes and miscella
neous personal items [nothing of valwe)
The tent in the cenber has two resting
ralders (who may be alerted by sounds of
combat at area1). The tenis are other

wite identical



Ralders (z), Male Human Thig 1: Init +0;

Defense 10; Spd 10m; WP 12; ALk +2 meles

{1484, gpr_'ar]_ 41 r.1nEr|:| (da 11_!|-:|w]. 5

Fort +3, RBef +0, Will +0; 5Z M; FPo; Rep o

Sir 13, Dex n, Con 12, It g, Wis 10, Cha B.

Equipmnent: Spear, o, 10 anmpws

Skills: Climb +5, Survival 42

Feats: Armoar Proficiency (light), Weapon
Group Proficiency [blaster pistols, prim
itive weapons, simple weapons)

6. Yarpog's TENT

The leader of the raiders s a Trandoshan
named Yarroq. His brash confidence and
physical power allew him to maintain
control over the unruly group of thugs
and 1|ing¢:r5

Yarroq's tent i twice as big as those of
the other raiders, though it's just as frew of
amenities as theirs. A successful Search
check (DC 15) turns up an extra blaster
pawer pack in his footlocker,

Yarroq ks currently wisiting The Junkyard,
irying to sell Tosh's Z-gs. though he
reburns while the heroes investigate the
mies {ses below),

The Leadar Returns

At some point during the herces’ repair
wiork on the Z-g5, the ralders’ leader,
Yarroqg, refint to Uhe mesa, This can hip-
pen at any point you deem approprate to
the storg

Assuming that the heroes encountened
and defeated the guards at area 1a,
Yarroq immediately suspects a problem
when he notices that the guards are
gone. He and the |;|._1ir of raiders accompa
mying him approach quietly looking for
intruders or thiewves,

Yarnod and his rabders fight bravely,
though he flees if things go too badly. He
happily accepts offers of surrender from
the herses, flguring he can ransom them

to friends or relatives in town

Eaiders (2], Mabe Human Thg 12 init 404
Detense 10; Spd 10m; W 12; ALk +2 miles
[edB41, spear), +1 ranged (306, Master pis-
tol); 5V Fort +3, Bet +0, Will +0; 58 M; FF O;
Eep o; SEr 13, Dext 11, Con 12, Int g, WWis w,
Chak

Eguipment: Spear, blaster pistol

Lkills: Chimib 45, Survival +2.

Feats: Armor Proficiency (light), Weapon

Group I'rn‘ln;lr'-nn;g,- (blaster pistols, prim-

thve weapons, simple weapons).

Aftermath

Once the heroes complete the repairs to
Reancl Tosh's 5t.3r1|gh11'r and defeat Yarrog
and his ralders, Rencl prepares to leave Ord
Mantell, After retrieving a hidden cred
stick from her starfighter, she transters the
agreed-upon sum of credits to each herna
Axsurming the heroes have made o good
impression (both in competence and ogan-
bons of the Empire and Rebellion), she alio
admits to them her affiliation with the
Rebellion and asks if they would be inter
ested in helping again in the fubure. Read
the following text to the players

With your repairs to Rencl Tosh's 2-95
complete, and the reward fully paid,
Renci says her farewells. As she makes
final preparations for departure, she
turns toward you,

“You handled yourielves pretty well
in the Last few days, | have to admit, |
wasn't completely honest with you. In
addition to being an explorer, | also
occasionally recruit help for some
friends af mine who are always looking
for new blaod. Maybe you've heard of
the Rebellion?

“Wie're still fairly secretive and quiet,
but we're growing in power every day,
Anyway. if you're interested in fighting
against the Empire, | can introduce you
to some influential people who can
peint you in the right direction.

“S0 what do you say? Want to help us
restore freedom to the galaxy?”

This represents a prime opporiunity for
the heroes to get imolved with the Rebel
liem, OF course, the precise ramifications af
the heroes’ decision is up to you, the
Carmemaster, Rend Tosh can certainly
introduce the hefoes to some minor Rebel
lion leaders (for instance, she doesn't
know Princess Leda, Mon Mothma, or other
top-ranked Rebels), and with her good
wioard, the henoes should get a gond recep
tion, Fram that paint, the Bebellion can

supply the heroes with missions I"iirl'ilﬂjl

againsi Imperial bases, rescuing Rebel pris-

oners, aiding enslaved peoples, and 5o on)

.I'Lll;n:'mn:q_'l:,'_ the heroes might choose 1o
malintain their independence for now
That's fine too—if they change their mind
Later, you can devise amnolthér advenlure o
bering them into contact with Benci od
another Rebel

Experience and Reputation

Each surviving hero receives an equ al
share of the 2,000 XP award for this
adveniure, Because the mission was rela-
theely quict, the heroes probably den't gain
any Reputation peints. Of course, if they
sucoeeded in a flashy manner, or if they
lefd plEﬂI}' of witnesses o their Sucoess,
you might award one point of Reputation
to each hero, §

Yarrog, Male Trandoshan 5cl 3: Init +5
[Dex, Improwed Initiathve); Defense 17
[+1 Dex, +#1 natural armor, +5 class); Spd
1o VRSP 17 ALk +4 melee [1d3+3,
punch] or +3 ranged [3d8, heavy blaster
|,'n5.1|_'\-|:|; S0 IMicit barter, Better lucky
than good, darkwizion: S¥ Fort +1, Ref
#4 WL 0 5T M FP 2: Rep 1; Sr 14, Diex
12, Con n, Ink 15, Wis B, Cha 10
Equipment: Heavy blaster pistol, cred
stick (5,000 credits)

Skills: Bluff 46, Climb +5, Handle Animal
+2 Hide +7. H*.l::-n.-l-e'rlf:-e' [Crd Marntel
gystem) +8, Listen 5, Move Sikently
&7, ReadWrite Language |Basic
Doih), Sense Motive +2, Speak Lan
guage |Basic, Dosh), Spot 45,
Survival +2

Feats: Improsed Initiative, Quickness
Weapon Group Proficiency [blaster

pist ols, simple weapons)

ETAR WARE Gaian HI1




BY /D WIKER
ILLUSTRATED BY MATTHEW HATTON

we remember the first Sith

E EVERY CULTURE HAS LEGENDS OF DARK SPIRITS that come in the n ght and suck the life
from the living: vampires. In STag Wars

, those spirits are the Anzati. Creatures of single-mind
ed purpose, they spend their long, long lives surviving from one meal to the next—in the process
depriving living beings of their own lives. For an Anzat, each meal consists of life essence

e For the
poor creature chosen as the meal, the Anzat is death.

The Story Of the Anzali

The youngest of the Anzatl are ancient. The apes of the eldest can somewhere beyon
asured in 5. Thim irmed the gal n the Bepublic palactic sox ¢ at large wihen hy
5 just a dream of the Core Worlds. The Anzatl homeworld within reach of the Republic
s b maintain a balance, the strong must be culled, along ere that world might be s anyone's g

ed a planet full
Iheusands of worlds across the galaxy have legends of the o tell of it The Anzati sim Py
w0 cLlfure's creation myths inclede the 2in. To

i lending into the
per than bunes nwisible |

d ._.1 cu
s anzaty have Been anowun

umkil one ME NAatune o a wic
s or that they surel birr. am Angat is just another alien, And. of course, once the victim
ceeg The anzat. it is too labe Lo warn amvone elise
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But though it is easy to picture the Anzati as heartless preda-
tors, that is no more true of them than it is of any species that
eats anather species to live. With their long lives, Anzati have time
to develop and pursue all manner of interests; many are devoted
patrons of the arts_ A few have even produced works of art of
their own: books, music, paintings, sculpture, films, and hobos. Few
have created more than one example in any given medium, how-
ever, For a being so long-lived as an Anzat, perfection at a craft is
pointless; reaching the pinnacle of an art is no real accomplish-
mient if its onky other practitioners died off a thowsand years ago.

Perhaps the only art they truly find worth mastering is the art
of stealth. The Anzati are accomplished hunters, tracking their
quarry silently, invisibly, and efficiently. Their abilities serve them
in avolding notice as well. Despite occasional noticeable individu-
als, all Anzati diligently maintain as low a profile as possible, dis-
appearing into the galaxy's crowds as soon as anyone appears to
potice thelr activities, abilities, or longevity.

Luck Soup

Anzati feed on a substance they refer to as “Luck." The actual sub-
stance they drain out of living beings—the gelid, mucoid medium
for the Luck—they refer to as “soup.” Anzati believe that Luck gov-
ems a living being’s personal presence. Thus, the more presence a
being has, the more potent the Luck is likely to be. Particularly for-
tunate individuals are tasty meals for the Anzatl.

Though life essence and luck are manifestations of the Force,
the Luck upon which Anzati feed is only peripherally related. Cer-
tainky, beings who are particularly gifted in the Force are appetiz-
ing to an Anzat, but this is usually because their close connections
with the life encrgy of the universe present the appearance of
great personal presence. Of course, experienced Jedi usually have
both powerful personal life essence and a close connection with
the universe's through the Force. The Anzat who makes a meal of
such a Jedi is a rare and terrible creature indeed.

The Anzati, of course, consider such discussions academic. “The
Force” Is a concept developed by younger species. it is a concept
Anzati do not recognize as any more correct than any of a dozen
thearies before, They know onily that weak-willed beings ane a5
unsatisfying as table scraps. To subsist on the average sentient, an
Anzat would have to feed on a dozen beings every day, And since
the meal rarely survives the feast, the Anzat would leave a trail of
corpses. On a world without sentient beings, or in a place whene
Luck is in short supply, an Anzat could easily starve to death. Most
of the galaxy, however, is unfortunate in this regard: the Anzati
are not liable to die off so easily—sentient beings are plentiful
enough to feed a legion of them,

Anzati Abihties

Because the Anzati prey upon those whose life foroe is strong,
they must be stronger, While Anzati tend to possess exceptional
might and often startling reflexes, they are not supernaturally
endowed. At best, they reflect the pinnacle of Human athletic
ability; at worst, they merely have the attributes of an ordinary
Human,

BRAINS!

Beaing

But physical strength is only a small part of the equation. To
sense the presence of Luck in others, they have highly developed
sensory organs unknown in other sentient species. And to physi-
cally drain Luck's connection from living beings, they must be
physically adapted to do so. For the Anzati, these things are inter-
conmected

Anzati Tracking

An Anzat uses his or her sence of personal presence to hunt,
detecting prey's Luck. When using the Track feat, the Anzat may
e the See Force skill, rather than the Sunvival skill to locate and
follow quarry. Though an Anzat can track using Survival, the Anzat
gains a situation bonus to his or her See Force check equal to the
target's character bevel. The stronger the target’s soup, the more
the target stands out to the Anzat's senses.

Angzatli Feething

The Anzati feed by drawing Luck out of wherever it residesin a
victim. (The precise location varies by species; in most humanoid
species, it les within the brain cavity.) To reach it, the Anzat
extends thin proboscises—normally kept coiled in cheek pockets
located an either side of its nose—and inserts them into the vic-
tim, often through the sinus cavities. Almost of their own, the
proboscises seek the victim's soup, and begin draining it into the
Anzat. The victim can struggle, though often the Anzat's attack is
w0 sudden, so perfect, that it is boo lite.

Anzati feeding drains character levels from the victim. Each
round after the Anzat has inserted its proboscises, the victim
loses two character bevels, suffering a corresponding loss of
experience points, Vitality Points, skill ranks, attack bonuses,
saving throws, feats, and maximum Force Points, If the Anzat's
attack reduces the victim to zero levels, the victim dies. Sur-
vivors of the assault have enough experience points to put
them at the middle of their new (lower] level and may regain
last levels through accumulation of experience as normal,

Despite myths to the contrary, victims of the Anzati do not
become Anzati themselves,

Anzaly LOnQewily

Amzat can live for millennia, sustained by the life essence they
draw from others, An Ancal who does not feed at least once every
few days merely grows hungry. Lack of sufficient meals has no
more of a supematural aging effect on an Anzat than it has on a
Human. .

A comman misconception among those who study talesof

the Anzati is that they are hyper-developed scholars,
experts in ficlds of knowledge
and craft bong since forgot-

" e

e
centuries earlier, they
have litthe or no inter- 4
est in pursuing a “.
w b

ten by younger spegies.
While Anzati can rermem-
s ? WART "
L
il

ber things that happened
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o Q mastery of any given area
"* of expertise or knowl-
edge—other than feeding. To
3 the Anzati, the important skills to
" Jjpassomlo their offspring are the arts of stealth and
the kill; everything els#s just amusing diversion, hardly worth

1h1‘r1 of n:u:l"'nm_llting baimemory.

Danmk Jerrikd

An assassin and |_1|:||.|r||,:,' hunmter, the Anzat Dannik lerriko 15 an
occasional employes of Jabba the Hutt. He takes assignments
'.'.'hr_'rll_"..lr_'? it suits him to do so, for Jlabba is one of the few whao
know Jerriko's true nature and keeps him well fed. Between jobs,
the Anzal PrEYS Upon ather killers and peassins—not out of any
professional jealousy, or even a sense of morality or justice. lerriko
simply knows that the families of the innocent dead frequently
search for thelr loved ones’ killers, Those who hire killers ranely
blink when their employees turn up dead,

Jerriko operates mostly on the Outer Rim. Cwver a thousand
years old, he has wandered much of the galaxy, but finds frontier
locales like Tatooine and Nar Shadaa perfectly suited to his needs
in that the authorities rarely bother to autopsy the dead. Thus,
lerriko’s wictims go unnoticed as the work of an Anzat

lalbb thie Hutt first attracted the meticulous lerriko in Hutt
Space, where the Anzat was able to dispose of a certain trouble-
some Force wizard without attracting undue attention, either to
himself, or to Jabba. Though lerriko's prices were high, labba hired

Lawless places controlled by
Jabba are perfect hunting
grounds for Jerriko.

the Anzat again and again, never complaining. The Hutt had heard
about Jerriko's first employer, who had objected to the Anzat's
steep fee, but had not survived the renegotiation meeting.

Throughout fifty years of on-again, off-again employment,
lerrike has never wandered too far from labba's sphere of influ-
ence—mosthy becawse the lawless places labba controls are per
fect hunting grounds for the Anzat. It was while in Jabba's
employ that Dannik lerriko chanced to pass through Mas Eisley
at the precise time when Han Solo was meeting the forgotten
ledi Enight Obi-Wan KEenobi for the first time. Though the Anzat
was doubtful he could take the old ledi's coup—and the ledi's
young apprentice, bocal boy Luke Skywalker, was not fully sea
soned yed thie Corellian sm |_|5;|;1llr_'l':,. SOUR Was almost irre
sistible. Knowing that Jabba had put a price an Han Solo's had
amyway, Ferriko hug._m to stalk hirm. But Solo was Tos LK Il.:,r_ and
managed to escape,

berrika Became angry and Bitber over |1.=I'||'Ir1t: imikgsed tuch a
1|,'-n1;:-|||1i= meal. He remained i Aos [l'.h':,' fiour YEIS, '.!I'WirIE e
fiis fadlure, until he learmed that another !m|.||'|1_l.l hunter, Boba Fett
had captured Salo and hu:u.lﬁhl‘ hiin back to Tatoolne, ["'l'ﬂ"“lfl"-
Jerriko infiltrated Jabba's palace, hoping to take Solo’s soup before
labba fed the smuggler captain to his pet rancor—only to find

Y vOLUME I NUMBER I

Solo just '.:-l_"g.-r:-nn:l his reach, encased In carbanite and watched over
day and l'nﬂhl,

Far the first time in hid existencs, Dannlk Jerriko went a bit
insane, He began waging a war of terror on Jabba's court, hoping
to frighten everyone away 50 that he could free Solo from the car-
banite and drink his soup. But someane—a Human female,
vaguely reminiscent of the young Skywalker—beat him toit, and
Solo was placed under heavy guard. In a confusing flurry of
events, the young Skywalker returned—almost as seasoned as his
old master, Kenobi, had been—killed Jabba's rancor, and was
taken out to the Great Pit of Carkoon, where he somehow man
aped to kill Jabba. The Hutt's cowrtiers fled the palace, leaving ber
riko alone with the B'Omarr monks from the lower levels
Watching them work on the few hapless souls who had foolishly
remained behind, lernko l||r|.||l_l.l ||-|.3:|l||-e'-ei nls composure and sot
tled donwen to |1|-:'-H||1|:! Qnee Agamn b cross paths with Han Solo for

the last time. §

Dannik Jerrko

Male Anzat Force .l'l.rlr_=|_11 drscoundrel g -'|!||..||1:r' Hunter g
Imit 5 (+1 Dex); Def 20 [+ Dex); ‘.-prl 1am: VIPPWP EdM2:
Atk 14040/ ¢4 meled (13, |_I..II-:_|I]_ S F TR IR r-|l'-|_.:-!'|:l_ 50

Leveel draim, bettér luck ] than 4 il 'I.||r;i;|=l Bamus {+32)

sneak attack (+4db]: 5V LET g, Wil +8; 54 M; FIP
7: OSP 2; Rep 7: 54 17, Dex 12, Con 12, Int 15, Wis 13, Cha 1o

E|:||J| prent: F'||1|"

Skills: Bluft +g, Gather Infermation +12, Hede +17, Intimidate
#10, Knowledge (ancient cultures) +6, Knowledge (Anza-
ti) #8, Enowledge [Force-user lore) +6, Knowledpe I'Fll:!-pl.l-
lation cenbers) +8, Listen +8, Move Silently +17, 5ense
Motinee +14

Force Skills; Empathy +14, 5

Feats: Mlertness, Endurance, R
tiative, Low Profile, Stealth
cléncy [blmster p

(blaster rifles), W up Profickency (primitive

weapons), Weapon r;..-.-;n_||-. F'r-:_'-f:::n_'ln'_'!.l -:1.|r||pll: |.-.-1_'._1|:||_||'|'.:|

Farce Feats: Alter, Control, Sense




elcome, and join ws for our debut

plunge down "The Shaft,” Every month,
we'll feature a 5Tar Waks CCG deck that
places theme above strategy... (o a point.
Decks that get “The Shaft” may not win
too percent of the time, but we think
they're just crazy enough that they could
take your apponent by surprise

Just to make things hard on ourselees
thie first time out, this month well be
al.n:udmg “maint” ke the plague. Don that
1.h|r|5r wehite armor, hmpm,m'r-:— gl:-ing
the forest moon of Endor. How would you
like your Ewalk?

Biker Surprisa

This month's Shaft-ed deck is bullt
argund the Endor Operations objective,
You might well win a tournament game
or two, especially if you're playing in a
Dark Jedi-heavy environment, If you
really can't handle the thought of going
into a game without your Vader security
blanket, swap out a Tempest Scout and 3
Scout Blaster, although I'd recommend
keeping it Vader-free,

W#‘Wihﬁm

o
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DECK PLANS

Tips. Tricks and Tactics for the Star Wars Customizabls Card Gama

The Shaft: Endor's Game

S

Can Death Star I/ Cards Help Biker
Scouts Secure Endor On Their Dwn?

BY CORY HERNDON

The skies of Endor will need protecting
fafter all, your Objective requines that you
start with the system in play), and for that
you'll rely on a couple of the new Death
Star If Star Destroyers—the Accuser and
Chimaero—along with the venerable
Executor. Mot the new Flagship Executor,
ool as it s, but the older one fram the
Dagobah expansion with built-in immu-
nity to attrithon that doesn't requine an
exira card.

Changing Gears

If you'd like to exchange a little more
speed on the ground in return for seme
raw prowwer, you might consider stripping
out the Tempest Soouts entinely and
u:pl;-lc_lnE Lheaam Wit moire EFI!-I.‘ﬂ'H Bikes
Waorrled about Enbanced Premiene mains
coming down and spelling your funi
Sneak Attack will make short work of
them through some guaranteed attrition
[just keep Admiral Piett off the ground) ,
and Freezel will prevent any hieavy hitters
from Immediately chopping into your
troopers. Even if Obi-Wan swings his saber

through your soldiers with impunity, if he's
an Endor alone that hungry Jed| will go
missing thanks to Always Thinking With
Your Stomach, Perhaps the toughest chal-
lenge for this deck will be offered by Hid-
den Base, but Security Precautions should
help out there,

G it abead, soourt around, see wihal

you can find, There's bound to be rebel
scum somewhere on this Palpatine-for-
saken planet, Hop to it, trooper! §
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Sergeant Barich
should help keep
the inevitable att-
thon down as bong
% he stays alive.

Three far the High-Speed Repulsorlift Road

Prepared Defenses (and Its Light counterpart, Heading For The Medical Frigate) could
threaten to dethrone Twi'lek Adviser and The Signal as the Starting Interrupt staple of
many diverse deck types. Three Effects at the start of the game is darn near irmesistible,

even though the pool of cards that meet the specifications is pretty small. In the case of

“Bike Curious,” you'll find Effects that maximize the effectiveness of your biker scouts,

sples, and even other Effects,

THE BIKER SCOLT © i e
MOTTO

Biker Scouts can

alweays “be prepared”

thanks to this card,

which lets you start

with Biker Scou Gear,
Inconsequential

Losses, and Royal

Escort (for example]

ARRESTING
DEVELOPMENTS

You won't be using
this card to bring out
any docking bays, but
you'll love the éxtra

#2 forfeit that will go
to nearly all of your
characters. The limita-
tions on Mabrun Leids/Elis Helrot are
icing on the cake

GEAR HEAD
Scramble your opgo-
nent's Scramble and
toughen up those
biker scouts with thelr
very own Gear, And
look] Those six Scout
Blasters just became
desting &

RUN LUKE, RUM

Jedi are by definition
hard to hit—and the
Light 5ide seems just
lousy with guardians
of peace and Justice
lately. Knock a chink
in their armor with
You Cannot Hide For-
ever, Don't ditch it unless you're pretty
sure your opponent 15 ledi-poor.

e

Bike Curlous
Starting (8)

1 Endor Operations/Imperial

Outpost

i Enddar

1 Endor: Bunker
1 Endor: Landing Flatfoom
1 Prepared Defense
1 Biker Scout Gear
1 Inconsequential Losses
1 Imparial Arrest Order
Characters (i5)

1 Admiral Peett

3 Biler Scout Trosoper

i Captabn Sarkll

1 Colonel Davod Jon

1 Corporal Avarik

1 Corperal Drelosyn

1 Conporal Misik
Enr|:t|:|r.l| Ohierk

1 Lieutenant Grond

1 Sergeant Barich

2 Sergeant Elsek

i Sergeant brol
Locations [4)

1 Endor: &ncient Forest

1 Endor: Back Door

1 Endor: Dense Forest

1 Endor; Forest Clearing
Effects (6]

1 Closed [hoor

1 Establish Secrel Base

1 Ominous Bumiors

1 Royal Escort

1 Securily Precautions

1 ¥ou Cannot Hide Forever
Interrupts (g)

1 Always Thinking With Your

Stormach

2 Blast Points

1 Compact Flrepower

1 Do’ Mowe!

1 Freezel
Dt flank

2 Sneak Attack
Weapons (&)

6 Scout Blaster
Vehicles B Starships (o)

1 Accuser

1 Chimaera

i1 Executor

4 Speeder Bike

i Tempest Soout 3

1 Tempest Scout 5

1 Tempest Scoul &

=i

GTAR WARE GAMER




A Few Stormtroopers
Short Of A Squad

If you're anything like me, you've been

trying to convince your friends for over a
year that the Rescue The Princess objec
tiwe from Special Edition is one of the
bect cards aver, Never mdnd that Hidden
Base si nE1|_'-h.1 nu;,l('ril:.- I;Jq';a-ln:,". systems
from your deck, cancels Force drains, and
makes your opponent pay to draw cards,
Mever mind that There Is Good In Him
lets you deploy Luke Skywalker and
Luke's Lightsaber for free and can end
thie game in one wwift action. Mever mind
that Throne Room/Revelution is still pop-
ular even though it's been played since

E e I;rrEin-nrnH of time, None of them add
to attrition. Mone of them remosve immu-
nity to attritien. Mone of them removes
unigue characters, vehicles, or starships
from the game,

Chances are you're nothing like me. No
one—aexcept for 1996 Wordd Champion
Raphael Asselin—has made anything out
of Resoue The Princess/Sometimes |
Amaze Even Myself. Mo one except me
After Tq:l.n:rii_.hly tradi fg for the |:|I:|;||'-:'I:i'|.'|.-
and three BDEs, | assembiled the first
incarnation of this instrument of mass
destruction, It went undefested for wesks,
The same guy lost to it three tournaments
in a row [and he's pretty good). Then came
the dark times, Defeat after boody defeat.
Finally, | decided to retire the old girl

Then Something

Wonderful Happened

Third Anthalogy was not just another pre-
rrburm product, but a vessel of salvation,
Inside this miracle box was Prisoner 2187,
Prisoner 2187 is the Charfes Atlas to Res-
cue’s g5 Ib weakling. Now everyone’s

This is Some Rescue!

|s Prisoner 2187 Good Enough to Make
Rescue the Princess a Worthwhile Objective?

BY MICHAEL MIKAELIAN

jumping on the Rescue bandwagon
Raphasl will undoubtedly be hailed as a
E:rllun_.lml 17l bt EI"I:I”L"\'I.I old mean sit-
ting on e p-:.rn:h ‘ll_""ll‘lE stories 1o almyand
wiha'll listen.

| Remember When | First

Played Rescus....

Many elements of my original design are
still included in this most recent version af
the deck. First | chose which of the three
micthads ld wee to rescue Lela, Though
£D48 has all the vulnerabilities of being a
droid, it has no other drawbacks. 'm Here
To Rescue You and Cell 2187 both require
another cand to be effective, plus they
leave you vulnerable to being battled. BDE
is hands-down the best of the three. Mow
that | know how I'm going to release Leia, |
mered to get her bo Yavin 4 and keep her
alive,

The Rebel Transit System

How do you get a cand from one site to
another with a brip through two docking
bays in between? Viehicles. Though each
card can only make one limited mowe,
those single moves can stack up. With a
Lift Tube and Air-2 Racing Swoop at your
dizposal, you can release Leia (retrieving 4
Force], Force drain for 4, then move all the
wiay from the Detention Block Corridor to
the Massassi War Room in one turn. Ch,
and you flip Rescue The Princess.

Maw that }u,:lu'wr releaged ll'IJ.'!,'I:IIJr\'E'
got to keep her safe. There is a host of
cards that do that, About ene of each isin
hiere, Mot svery one works in eveny situa-
tion, but you should have two or thres
alternatives in your hand most of the time
The best advice | can give is,"don’t release
Leia on an empty hand.” If you don't have

any “evasion” cards (such as Dodge or Nar-
row Escape] don’t release Leia. The excep-
tion to the rule i if you have a large Force
pile to draw from after Leia is released,

Now What?
As long as Semetimes | Amaze Even
Myself is on the table, your opponent
should be frightened to death of going
near amy of your characters. This ks espe-
cially deadly against a deck that relies on
key characters like Darth Vader, Emperor
Palpatine, Lando Calrissian, etc. Just in
case your oppenent feels like avolding
your characters, you can stay on top of
them with Alr-2 Racing Swoops, or just
make them lose Force to Order To Engage.
I your IJFIF‘lq!-IlI'ﬂt throwws too much stuff at
you, you have plenty of “evasion” cards,
Oine other thing: Sometimes | Amaze
Even Myself lifts the ban on Death 5tar
Plans. If it goes unchecked, Death Star
Plans can be the most efficient mass Force
retrieval in the game, The problems you'll
run into include Come Here You Big Cow-
ard (solution: acoupy two battlegrounds
|'.'|“|5 L'nnuﬁll o retrieve your Force) and
Secret Plans [solution: leave onky one or
two cards to draw as destiny instead of
three)

Your Reward

It"s simple, Rescue the princess, get her
back to Yavin 4, and steal the Death Star
Plans (repeatedly). Deploy your cards with
ability to places that need a lesson, and
giw it to them. With any !u:h.w:ur oppo-
nent will be running out of cands with abil
ity while you retrieve yours. Pick and
choose your batthes :’.‘llt'fu"}l_..]ﬂd ST
times you'll amaze even yoursell, §
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Exclushe Praviess and Sirategy Tor LucasArts’ World of Elactronsc Media

.I ake three heroes with different

h._:n:b.g:c_:-u.nr]l, and motives, throw them
toget hierin a hghl_ .1|.;.||n'=.|: thi Trade Feder
ation, and let the player see the action
from all three points of view. That's the
basic concept behind Starfighter,
Liscasdrts Entertainment’s mewe flight sim
St during the events of Star Wiers: Episode |
The Phantom Menace, Starfighter repre
sents the next evolution in the company’s
flight sims, Planned to release in early
zoon fior the PlayStation 2, Starfighter
boasts a compelling story, engaging char-
acters, a powerful new englne, huge emvi-
ranments, and unbgue deskpn elements
that et it apart fram previous games,

The Story
Project Leader Daron Stinnett, who helmed
Dutlaws and Dark Forces, stressed

& The heroes confront the Trade Federation forces

on Naboo's surface

ST, WINDS
STARFIERTILY

Triple Threat:

Join Forces with Three New

Herges in Starfighter

Starfighter's foous during the
early stages of the game's devel-
opment. “Lucashris prides itself
o its chories,” Stinnett iag,".-."lem
we really wanted to go beyond
whatl fans expect in a typécal
Flight sirm.”

Starfighter is o1 just prior to
the Trade Federation's blockade
of Naboa. |n the opening mis-
slons, the player is introduced to Rhys Dal-
lows, a yoMang pllot who hopes to becsme
a member of Bravo ”IH|'—|. A% the story pro-
Bresses, Ehys is separated from his squasd.
He s Firuds Wirrself in the care of Beli, a
mianic h:-:,'dnrl.m Engineer who redcues the
YOLING Mabooian. In order B sufviee T
from home and strike back at the Trade
Federation. Eh:.u. miusk podn farces wilth the
human MGTCenary, Vana ‘3|.||.3|'_ and a cold
alien pirate named h.l:.lrrl The
thiree characters are wunited by
thicir hatred for the Trade Feder
ation and little else

A5 part of E.I:.;rilghh,'r".
design, players take control of
each of the three main charag
ters for specific missions. Play
ers begin the game with Bhys
as he attempts to climi the
ranks of the Naboo air foroe
Later, they fly as Yana, under-
taking her guest to bearn morne
about the Trade Federation's

A A Maboo starfighter streaks through space.

Fastighled P53
Bemsalitian PS/Oveamscash
Battle for Mabksa

Crhi-Wisn

Monkey ilind g

tndiana lomes and the

Infermual Mackhing

nefarious schemes, befone moving to Nyim
Once the three characters unite, players
transfer between vehicles depending upon
each mission's profile

As the three main characters, players
have the opportunity to fly three distinct
oraft. According ta the project’s Lead Level
Designer, Tim Longo, the beam “tried to
match [the starfighters| with the charag
ters who fly them.” Mym is large and
irm posing, and thus he flles a heavy
bamber designed for destruction

& Combat on Lok

10z
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& Two few starti i hiers, & :_IIEi! and the G-400,

high above the surface of Lok,

Vehicle Design
The vehicles in Starfighter are meant to be
as compelling as the characters, The team
devoted a great deal of time and enargy to
designing and fine-tuning sach of the
three major playable craft

“Rhys Is flying the Naboo Starfighter
fraen the mowle. soin a wiry, it's becorme
aur X-wing,” explaing Longo, "Its like the
middle gn::-lrnll o the '.I.rrfl_g.htl:la- g
thene, you have Vana, who 5 our Han 5080
type character. Her ship is quiick, agile, and

“We really had fun with
the pirate and mercenary
ships... hand-built, custom
graphics, huge engines”

bullt for stealth, Mym's starfighter is the
bomber. it's a slower craft, but he always
has faster wingmen whom the player can
command.”

“Wie're really lucky to have a strong
story at the core because we keep going
back to the 'r.l:nr].- to drive ot her elements
of the Ed me,” adds Progducteen Manager
Reeve Thompion “We have three very dif-
ferent characters who come from wery dif-
ferent backgrounds and the Trade
Federation is a character in itself. We can
constantly go back to the story and char
acters to push the ship design in different
directions.”

A5 a result of the characters’ personali
ties, mach ship has unlgue elemeants
Myrris starfighter, the Havoe, has a bomibs-

ing feature. Vana's ship sporis a
“sensor tag” that Longo
describes as a versatile weapon.
"It can nullify [enemy] shields,
cnal:llmg Vana to do e dam-
age to opponents, he explains.
“She can also use it to keep track
of targets.” The "sensor tag”
plays a large rale in specific mis-
sions a4 well, “Baskcally, she'll tag
something,” Longo says, “and
then Mym might come into the
next misshon and now be able to
target stulf that he couwldn't
before, We've tried to establish
continuity bebween missions,
All three player craft have a “sniper
mode” that allows the player to zoom in
an targets, And, true to many console
tithes, players can upgrade their weapons.
fs with all other aspects of the game,
these upgrades are a result of the story:
about halfway through the game, the
characters discover technology that
enables them to enhance their vehices
Aside from the three |:l|.l!|lul|.'lll' wehicles,
the main characters (ace over 3o enemy
starfighters ranging from the Scarab [a
new Trade Federation fighter] to the droid
starfighters seen in the
film. Capital ships, ground
vehicles, and other threats
also confront players
When Iﬂ'n"l'ﬂ‘llrIE: [JEL
vehicles, the team found a
wealth of inspiration
Thompson notes, Ol -
oarsly, It's a Star Wars game and we keepin
thie Stor Wiars universe, But | think it's a
really fertile ground, artistically, to be able
b play off the two different
time periods [Clavsic and
Episode 1. In Episode |, the
5h|p:=. hawe a erafted look. Form
drives the '.t:rlu- The M-%
Starfighter is a perfect exam-
ple. That s such a gormgeous
ship, It's like a fifties car. But as
the Empine comes to power,
you start getting a more mili
taristic, ‘function ower form’
style to the Star Wars universe
Im termis of Starfighter’s style,
wie've been able to incorporate
this evolution. For ecample. the

Dagger, one the enemy ships, has hints af
what's to come in the Star Wars films, But
woet also have ships based on the Moo
type look”

Project Leader Stinnett adds, “We really
had fun with the pirate mnd rmer cenany
wehicles, We chois 1o take the i‘l‘j-'i.' estah:
lished by the Podracers: hand-built, cus-
tom graphics, huge engines. That theme
allowed us to create ship concepts that
really break the mold.”

Mission Design
The battle bebweeen the three heroes and
the Trade Federation spans the Maboo sys-
tem. As either Mym, Rhys, or Vana, players
miurst complete 14 missions spanning three
separate worlds, including Naboo, and
mine distinct anvironments, About half of
the missions will take place in space, a nd
half will oceur in planetary atmospheres
While i ny ‘E-I.||Ii|.':|'|I:E'I INESSIONS ane
story-diiven, others are objective-based,
millitaristic mittions found in traditional
flight sims."You always have character and
story things going on in the background,
ewen with the objective-intensive mis
sions,” Stinmett explains,

A A Trade Federation lander on Maboo

A Maboa starfighters approach the massive

sntril I'|.|'|I|I
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Nym

Male Feeorin Sobdier 7; 1M +6 (+2 Dex, +4

Improved Initiative); Defense 16 (4 4 class, +3

Dex); Spd 1am; VPOWP TuhE; Atk +10/+5 melee

(vl 3, punch] or #0745 melee (2dg+3,

vibrodagger], +9/+4 ranged [3d8, heawy

blaster) or +10/45 ranged (Bdb/4db, thermal

detonator); 5V Fort 10, Bef 4., Wil +3: 52 M;

FP 3; Rep 2; 5tr 16, Dex 14, Con 16, Ink 13, Wis 12,

Cha 15.

Equipment: When away from his bomber,
Mym usually carries a standard heavy
blaster and a selection of other weapons,
including thermal detonators and con-
cealed vibro-blades. He can don armaor if
the need arises.

Skills: Astrogate +3, Demolitions +q, Disable
Device +4, Intimidate +10, Knowledge [Lok)
+5, Pilot +10, Repair +7, Speak Baslc, Speak Lok Pirate's Cant, Sunival +4

Feats: Armor Proficiency (light, medium, heavy), Dodge, Endurance, Frightful Presence,
improved Initiative, Starship Combat, Starfighter Dodge, Weapon Focus (thermal
detonator), Weapon Group Proficiency (blaster pistols, blaster rifles, repeating
blasters, simple weapons, vibio weapons),

Personality: Mym is a tough, aggressive pirate captain, He is both feared and respected
by his crew and his many competitors,

Feeorin

Feeoring are hulking humanoids found in small colonies on a few Quter Bim
worlds. Their planet of origin remains a mystery, but it Is believed that Feearin
colonists abandoned the world eons ago following a radical climate change.
The colony transports spread out to the far reaches of the galaxy in search of
habitable planets. Those Feearins who survived the search founded settle-
ments on other workds, where they wene usually viewed ai raldérs oF Scav-
engers. Often hunted and eradicated by the native species, the Feeorin
population dwindled. Currently, less than a million Feeoring still survive.

Like humans, Feeorins display o wide array of personalities, although many
Feearin explorers and spacers are considered gruff and dangerous. Feeorins
come in many hues, from coal back to pale white, but green, yellow, and blue
are the most common skin colors,

FEeomiM SPiciEs TRAITs

= 432 Strength, +2 Constitution, -2 Dexterity, -2 Wisdom, -2 Charlsma. Feeorins are
strong and healthy, but stuggish, sometimes quick to anger, and impersonal,

= Medium Size. As Medium-size creatures, Feearing have no special bonuses or penals
ties due to thelr size

= Feporin base speed i5 10 meters

w Low-light vision: Feeorins can see twice as far as a human in dim light.

w42 species bonus to Fortitude saves, Feeorins are extremely hardy and can shake off
the effects of drugs. polsons, and other dangers with relative ease.

s Bonus Feat: Endurance. Feeorins can perform strenuous activity for prolonged peri-
eils withouwt rest,

w Bonus Feak: infarmy, On worlds where Feeoring have setthed, Feeonn characters may
be regarded as evil or dangenous based on their species alone.

= All Fesarins know Basic and one other local language (at the GM's discretion).

“The individual
nature of each
character played
a major role in
mission design”

The individual nature of each character
and his or heer vehicle played a major robe in
misshon design, Early on, Rhys is assigned
training or escort missions, Most of Vana's
missions resabve anround stealth, while
Mym's are focused on destruction

Al h.:lugh L -.11:-r:,.'I||1|' and missions
intersect Episode | at key points, the
game’s finale is not revealed. "Let’s just say
that the last mission is going to be pretty
surprising for the player,” Stinnett hints

Level Dasign
The |:Ir_"-_.|g_|1 and implementation of the
ergironments was one area inwhich the

& The Howoe clreles for anather bombing run,

team felt they could push boundaries. The
leveels rampe from small, compact areas to
massive planeticapes “Because of the
story, we made some levels very small and
confined,” says Tim Longo. “When we
miake a decision lke that, we can make the
craller areas much mose ditailed. Bul
then we have levels lke the Lok Pool,
wherne the mission is meant 1o be mone
spravwding.” 5t on the Nym's homeworid
of Lok, the “Lok Pool” environment 15 2,500
square kilpmeters in size and represents
one of the game’s langest levels

Creating such massive environments
Wills NECELSNry to presenve the sense of
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A The huge play areas minimize "space walls."

story and maintaii the player's suspension
of disbelief *The mission abjectives them-
selves are relatively contained because we
don't want to force the player to spend a
ot of time fl:,-mg from point A to podnt B,
explains Stinnett. “But those extra kilome
ters cradie the mdssion and e players
thie sense that they're on a vast planet and
not just in a little box with f-:z-H =

“One of the game's

largest levels is 2,500

square kilometers”

Thompson expands upon this: “When
you're playing a game pnd you bump into
an inwisible wall that's restralning you for
garneplay purposes, you're immediately
aarare that you're playing a construction
Yol have to have those wallt—you can't et
players fly forever—bit we've found a
ﬁ-;:ﬂd balance. if someone wanis 1o flg,- way
off in the distance, they I eventually hit a
restraining wall. But if you're just playing
the mission, you |l never nit one of those

& Mym's ground forces skim In a pirate speeder,

widls becauie we don't put them
close 1o the sction. We let the
playes move around.”

The team also created diversity
in the game “Chuar terrain i indned
ible,” Thompson beams. "IN Derms
of iIncorporating terrain iInto a
flight sim and what you can do on
a console, we're definitely pashing
the envelope. We go through the
wihole spectrum, From space,
wihere's there's obviously no ter
rain: to Nabao hills, which repee
send a rolling tenrain; (o a canyon,
wehich is enclosed terrain; and eventually to
the Drald Contral Ship, which includes
everything. it's remarkable that one game
weonibd have all these different environ
ments to begin with, and each of these ele
ments is fantastic in its own right.

Creakin £ helimable ermdronments proved
onie of the moest challenging tasks F'.1-'."I'!.[_
the developers. “IE's been a bEam-
ing process for us,”
Stinnett admits, “When
we started out, the ten
dency was to make fan
tastical enironments
Lok is a red planet with a
1':.l|:|||:.1||.'|-e“.1'r'| landscape. Dgi-
nally, it had a green atrmosphere
It made you Teel ke you were
definitely on ancther planet. You
diidn’t midstake it for Earth. Bt
ane day, Pat Sirk, one of our Ler-
rain artists, swapped out the
green atmosphene and replaced
it with a blue atrmodphene It has
subtle differences from Earth’s
atmosphere, but it's generally familiar, We
looked at it and said, Yeah, that's
it | realized that all the Sfar e
emvironments ane just exienthons
of Earth environments. A whole
planet might be devobed to one
Earth ervisonment, but thery'ne all
basically farniliar. By making that
change, Lok felt maech more Star
Wars because it was easier to
relate to.”

PlayStation 2

Starfighter was originally intended
as a PC product, bait early in
development the company

decided to focus on the FayStation 2 as
the game’s primary platform, That deci
wion in tuen changed the overall design
and provided the team with new oppartu-
nitles. Stinnett reveals, "4 we made the
shiift from PC to consale title, the styke of
the game changed. 115 now & more vis-
ceral expenience that gamers expect on
Corvholes.

The switch from PC to P52 also proved
bemeficial in creating the game's engine
according bo Stinnett, "It allows us to
really focus on our technatogy because
we know the platform we're developing
for and we can make this game the best
for that platform,” he explains. “If we re
developlng for PC, or even achoss multiple
platforms, we'd need to develop fof the
lorgeest common denominator in Lerms of
hardware.”

Thee MayStation 2 is widely recognized as
a formidable console, “There are also some

& The green, rolling terrain of Maboo is easily

rendered on the P52,

things that the Faz2 can do that an average
PC just can't do,” Stinnett says. "It has the
.j|:|||||_:.l to draw incredibde depth of things
on the soreen, You can have '.rrlukl'.'.p:.llt-:h'
efects, and all kinds of ather effects occur
rinig in miultigle layers. That st wolldn't
be poisible with the sverage consumiers PC
hardware,

Technolegy helps tell the game's story
and immerses players in the emdron
ments. “We'ne using partiche systems in
weays that really enhance the eminon-
ments and the action we re tryng to
show," Thompson explains. “When you hit
a ship, little particles break off. When we
incorporate a waterfall inte one our
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A& A Searah, a manned Tesde Federation fi|_l|! ter,

takes some heavy damage.

scenes, we have particle sisbems golng on
there to create the sense of maiive
amounts of water fa IIrnE: froam a three-
kilometer hill. When shipgs blow up, the
models themselves beeak apart, and each
piece has its own smoke trail.”

However, the team was careful not to
become overwhelmaed by new technol-
oy of et it dictate the ga s dppeEar-
ance, "One of the 1hm;|:|_:- the PS5z does

“Technology plays
a huge role in
telling the story.”

really well is a technigue called reflec-
tion mapping,” explains Stinnett, "1t
allowes you to create a shiny surface on
top of a [model's] base texture. But
wihen everything has reflection map
ping, it ghves the game an unrealistic
feel. Mothing in real life is actually that
shiny. We used our own technelogy to
apply a base texture, followed by a shiny

F :,ln'.'l, Bamiber Nanke |_'l|l several Trade

Federation landing crafi

coat, and then a dirt coat. The
final coat dulls the shine in
key places and varies It across
the vehicle, so it looks mose
realistic.”

According to Stinnett. the
team has taken its lead from
Ceonge Lucas. “George has
always been a master inousing
effects to propel the story,” he
says, "If you go back to the odgi
nal movies. the wehicles don't
lock shiny and new. They book
beat up and worn, and it Ei'-'l'-.
you a sense that these things
hawe been around a while, that they aren't
just models or movie sets, They e resl
{ h|n_g_1. W tried to incorporate that idea
into Starfighter”

Littim .'|14:1_:,l, the switch from
PC to P52 has been rewarding.
"It's been really satisfying,
Stinnett says. “Building tech
rm-lug:,r while we're 'r:.III'IE o
finish the design, getting to
the p-l}in1 where I:llt':lr'u' evaly
ing hand-in-hand, and ending
up with something that we're
all 5o proud of is really
satistyi |||g.'

Crunch Moda

There's little doubt that
starfighter is an ambitious
project, but the team seems
on track to meet its release date. As with
many games, timely release may require
an exhausting “crunch mode,” wherne key
people work around the clock to ensure
the game's completion, Fortunately, Stin
nett and Thompeon describe
thielr -nnhlll:.us.|:.|r|h:||I on crunch 4%
“sane.”

"I o't want anyans 1o b
working 8o or go hours a
week,” Stinnett says. 1 don't
think that does any good in the
end. It |u'r.|: burns that person
aut, It can burn oul o whole
tearm. Bul e Jné ﬁ'ﬂ-lk!hg
harder, We have a few nights a
week where we stay late and
have dinner here. Every few
weeks we come inon the
weekends to get a milestone

A Nym's bomber, the Hav

ot the door, What we re brying to avald
s extended crunch, It's okay to crunch for
a few days or a week here or there, but
people need a break.”

Thompson also notes thatl Lucasarts
has been supportive in supplying the
team with resoufces. “We've definitely
been beefing up the team,” he says. “The
support we have from the company
allows us to solate things that need to
get done, and we have more options to
complete those tasks. We're in crunch
mode philosophically because we'ne say
ing that we have a lot of work to do and
woe need to get it done soon, And we are
getting a lot of work done, Every day,
woe're getting morne work done than we
got done the day before. But its & sane
crunch.”

nakes short work of

an enemy craft.

Stinnett adds, "l think it's about waork
ing smarter rather than working longer,
Making sure that everyone knows their
priorities, that they're putting all their
energies into the really important things
That's what it means to work smarter:
Focus an those 1h|ngs that. imn the emnd,
will make a great game.”

Thompson agrees, and feels that the
team is hitting on all cylindeds a5 it
advances toward final sign-off. "You
ahways hope that you reach a paint where
everyone is working towand a common
goal,” he says, “And everpons Enows what
that goal is, and everyone knews their
part. On this team, we're at that point.
I:wr}!nnl: is focused on making Starfugh'r-:r
the best game it can be.” §
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ucasarts Entertainment Production

Manager Mike Gallo quietly slips a black,
nameless disk into his PlayStation console
He's about ta fire up Ster Wies Demolition,
LEC's first foray Into the popular vedhiculas
commbat genre, bn moments, he's controlling
a menacing AAT battle tank, stalking a
Tatooine desert landscape in search of vic-
tirms. Gallo grins as a swoop appears on the
horizon. As he approaches the swoop, Aurra
Sing Is chearly visible astride the vehicle. She
unleashes a sabvo of laer blagts, but the
bakthe tank refwrrs fire. Gallo barrels down
o the swoop, reducing Sing's craft o slag
But then, the tank is rocked by another
attack. Galks swivels the vehicle to face his
niew opponent: an AT-5T near the Sartace pat
in thie distance,

“Watch this,” Gallo sy Al full speed, hie
rams the AT-5T, driving i back into the Creat
Pit of Carkoon. The Sarlaoc’s tentacles thrash
the scout walker, severely damaging the
wehicle, Before the AT-5T can reoteer, Gallo
uses the AATE special weapon: 2 sugeer-
fh.‘lrEl_‘d furbalaier. The AT-5T ml!.apsci-.

Slated for the PlayStation and Dream-
cast, Demolition promises to be a rollick
ing game, With a host of vehicles and
weapons from all four Sfer Wars films,
ithe tithe is focused on action, although a
baslc story does frame the combat.

Demolition's storyling takes place
between The Ermpire Ririkes Bock and Return
af the fedi. Jabba the Hutt, always searching
for the next big gamiding atiraction, has
invented an illegal undenground contest in
which competitors try to demalish one
another n varous arenas using customized
wehicles and special weapons.

According to Gallo, “Jabba bs very inven
tive. He knows that he needs to beep the

Jabba's Smash n' Crash:

Demalition Offers Vehicular Combat
in a Galaxy Far. Far Away....

event exciting, 5o he manages to
set up arenas on several differen
planets, inchuding Hoth and Maboa,
There's even a contest on the -
face of the second Death 5tar”
Alpay with hidden weapons and
power-ups, each of these bl s
presents unigue dangers. On Death Star I,
for example, players must avold deadly TIE
fighters and the firing superlaser. A giant
veampa lurks o the Hath level, whille the
milghty Sarlace threatens players as they
traverie Talooine"s Disne Sea.

Players begin the game by selecting
fram a number of different characters
“WWhile these characters are an interesting
part of the overall storyline,” Gallo adds,
“it’s the vehicles that are truly important
from a gameplay perspective. We started
wiith a list of the really ool Shor Wors wiehi-
ches and assigned them to characters.” All
of the vehicles should be familiar to fans
“We invented some of the characters,”
explaing Galks, “but the vehicles ane
straight out of the Stor Wars confinuity,
although we had to modify a few before
they were ready for combat.”

among the dharactes/wehicle comilsing-
tions are“Tambel Skregj” (Lando Cabrizsian in
disguise) aboard a desert skiff and Aurra
Sing on her trusty swoop. Mew characters
pilot Luke's landspeeder, a Rebel
snowspeeder, a stalen AT-51, a refurbishied
Trade Federation AAT battle tank, and a
unique Podracer, Boba Fett is also promi-
nenthy featured as the contest's reigning
champion, Characters are taken from other
continulty sources as well: One of the com
et 5 Witin, & barbaric Jawa who was
first identified in Declpher’s astomizable
card game

& Head em up, move "em out! Rancor|

“Probably our most outrageous vehicle'
is labba's rancor” Gallo reveals. “Malakili,
the rancor's keeper [as seen in Refurn of the
Teeli), ricles on the monster's back, When the
player picks up weapons, they attach toa
shoulder hamess worn by the creature, He
also has special moves that allow kim fo
toss enemies around.”

As with many sirmilar cordole Baimes,
Demadition will include “unlockable” levels
and vehicles that become avallable as the
player progresses through the game
" player who beats the game will ‘'unlock’
Baba Felt,” Galla explains. “We also have 2
few secret characters, and one ubtra-secrel
character n the game"

Despite the game's premise, the team
made every effort to mold Demolitien
around existing continuity, Detailed blos
explain each character's motives, and
the game strives to fit weithin the films
and “Expanded L niverse” sources. In
Lando's case, for example, the team

[ l‘
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A Okay, so, it's nok canon. It"s still fun
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drews inspiration from published material to
explain his presence in Jabba's tournament
“We knicyy hie was trying to infiltrate Jabba's
palace as a guard named Tamiel Skres).”
Gallo Sl “We felt that Lando would prot-
ably try to prove himself to labba, s thie
tournament provided a perfect apportunity
for him to show his loyalty and skill, We
worked really hard to make everything
work within the curment continuity”

“But ultimately,” Gallo chiuckles, “we just
wanked to make a really fun game with lots
of stuff to ow up.”

Like many projects, Demalition is a team
effort. To develop the game, Lucashris has
jodned forces with Luxofiusx, the group
responsible for the "al'-IRiL:II'ItE 8 series of
wehioular combat games, Gallo explains
that this partnership s a h:lﬂl{al e for
LEC. "if we're going ko team up with an out-

E TAR WiaRs: EPisonE | Obi-Yan s aimed

for a late 2000 launch, and LucasArts is
promising an experience every bit as excil
ing as the acclalmed Dark Forces and Jedi
Enight games. Develaped Tor PC, Obi-Wan
alkoaws players to take control of the leg-
endary Jedi Knight as he Iraves tse mepnis
of SMar Wars: Episade | The Prignfonm
Menace, The B should be 3 unigue
oppartunity for fans and gamers alike, joel
Direskin, Product Marketing Manager for
Obi-Wan, explaims: "LEC doesn't often pat
players into the role of a central character
firem the filrms. But Obi-Wan is both a
prominent figure in The Phantom Menace
and among the most important characters
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Fadawan Power:

LucasArts Entertainment Takes
Jedi Combat To the Next Level

side developer, that developer's going to be
the very best. In this cose, Luxoflux |s the
wery best at creating vehlcular combat
games,” Activishon ks also imvolved In man-
aging the project. “Activision actually
brought the project to s, and we thought it
wias @ great idea,” Gallo says

Ciream Theater, a company that has pro
duced a wide range of effects for films and
wideo games, is creating all of the game’s
hlgh-lr:u:lhlrinn rmrwies [Camrmanly kKnowm
s “cutscenes ). “Thene's a cutscens at the
beginning of the game, and then separate
racvies for each of the major characters
wihien they win' the contest,” Gallo says.
“These ‘wictory' cutscenes essentially resohe
each character’s storyline. There are also
individualized ‘defeat’ mowvies that play
when a character boses the event.”

Despite the number of companies

i the Sar Waars universe” A The
yourig Dbl -Wan, players progress I
{rom Padawan learmer to ledi
Knight while experiencing the story from
Oibsi-Wan's perspective. “You hear his
thoughts and undergo the trials that he
experiences,” Dreskin reveals.

Lucasfurts also hopes that Obi-Wan cap
tures the feel and scope of Jedi combat,
While ledi Knight let players wield a
lightsaber, Obi-Wan is the first game to
integrate an intuitive "EI}'ph cormnbat i
tem "E!.sfnli.'ill}l_ mouseE movements
translate into a wide variety aof Irght-..mer
attacks and other mansuvers conssslent
with the films. To heighten the game's

imvolved in developing Demolition, the
game still meets LucasArts’ high standands.
“Whenever we work with an oulside devel-
O, we maintain complete creative controd
over the praduct,” Galko says. “We also
rermain intimately imolved with the profect
on every level, from early design to final
packaging. And, if we feel that anything in
the game, from cutsoenes to physics, does
ot meet LEC standards, we'll ask them to
rework that area.” LucasArts contributed to
the design and handles all miusic, sound
effects. voioe rn:ﬂl-ru:lmg_ marketing matern
als. and primary 11:-.!"1_3.

Tired of guestions, Galla tuins badk to the
game and gheefully destroys a STAP carrying
Wittin's remote-controlled battle droid.
Moarments later, his AAT is almost crushed
under the treads of a Jawa sandorawler. "It
miusk be retribution,” e jokes. §
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Fadawans quickly learn to deflect blaster bolts

realism, the team uses motion-capturne
andmation for most of Obi-Wan's mowve-
ments. & distinet set of motion-captune
andmations has also been generated for
Darth Maul.

“Iin Episode |, bedi ane in thelr prime,”
Dreskin says. “We had a chance to see a lot
of the things they can do. Obi-Wan allows
players to inhabit that role even more 0
than our other titles. We have all the acro
Batics, all the lightsaber moves.” Force
poswers seen in the fillm will also be tools
in Obd-Wan's arsenal. 5
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Freedom Fighters:
Battle For Naboo Explores Life

a rag Waes: Ersone | The Phantom

Menoce tracks the adventures of Queen
Amidala and her ledi guardians during the
Invasion of Maboo, but makes only passing
mention of events taking place on the
Queen's homewadld during her absenoe
What really happened to those trapped on
the peaceful planet during the Trade Fed
eration's ocoupation? That was the guees
tion Brett Tosti, Project Leader on Eogue
Sguadron, asked as he watched the film
“Queen Amidala receves a message
teling hier that her people are starving.”
Tostl says. “In the back of my mind, | was
-..-l:,.u.]llzulgwhm I'IIIE"II: be happening on
Mahboo, | knew Ehat we were planning an
Episode | fodlow-up to Rogue Squadnen,
and | thought that this would be a great
opportunity to show what the Trade
Federathon and the RBoyval Security Forces
were dodng during and after the invasian,”

Frosmn this idea Brew Siar Wi [|'.||1.l.||.‘|l.- |
Battle for Mabod, Lucasars Entertamn-
ment’s newest action-arcade game for
the Mintendo 64

wWith the help of his tearm, Tosti turned
lls Imitial concept into a I.||]5l_rr staryline.

on the Home Frant

“We developed a character
[Gavyn Sykes| who is dedicated
to helping the people of
MNaboo.™ Tosti explyins, "Gavyn
is a Royal Security Force officer, and
throughout the game, he makes |ife for
the Trade Federation miserabbe.”

In stores this wintes, Battle for Naboo
tracks Sykes’ adwenbures beginning with
the invasion of Theed, Alongside his men-
tor, |:_'.:|;|I!.l|i| Kael, Sykes must escape the
city and find layal allies. Once their forces
have been assembled, Gavym and Eael
begin a serles of hit-and-rnin attacks on
the Trade Federation’s facilities

As Gavyn progresses through the
E"'"'""" sinteen levels, he must com-
plete a number of difficult mission
objectives. Missions may requing
Lavyn to liberate prison camps,
destroy key Trade Federation facilities, oo
protect innocent civilians,

Throughout, Gavyn witnesses the Trade
Federation's greed and destructiveness
first hand. “From prison camps where the
captives are used as slave labor to
makeshift factories that pollute Nalboo's
enviranment, the Trade Federation reveals
the exfent of ils u'-'ll."'h.lg,".- Tostl “Thiese
things gahvanize the RSF soldiers, giving
them a reason to fight.”

Set entirely on Naboo, Battle for Naboo
takes players to new regions of the planet.
Whike the film depicted Theed, 1 e Gun-
gan swamps, and the final battlefield,

o i TR
E*.‘[‘“-L"" :I!

A People are starving! Better start

shoating &

lldi"!"fﬁ.b‘f o
il

\ 3 ]

ame droids.

Lucasarts title includes farmlands, snow-
capped mountains, winding rivers, and
other areas. “Flayers will feel that it is still
Maboo,” Tosti says, “but it's also something

A Alm High. Royal Security Force.

new.” In sddition, the game introduces
original characters, bocations, and technol
oy bo the Star Wars confinuity, " We've
inwented a lot of material in order Lo make
Maboo exciting and detailed,” Tosti reveals,
As with Fh:l-gm' Squadnon, LEC is -:11.".".‘|l:l|:l-
ing Battle for Naboo with Factor Five, "It
truly i4 & co-development in every sense of
the term,” says Tosti “Factor Five is respon
sible for all of the programming, music,

“"Players will see more
variety and detail
everywhere they look.”

and volce processing. Lucashrts is handling
thae level design, artwork, testing, and
voice recording "

Although Battie for Maboo is considénsd
a fedlow-up to Bogue Squadron, the bwo
Eames have numeous differences, To
begin with, Battle for Maboo s more tech-
nalogically advanced than its predecessor
Having worked on the My for over three
i, the team ks wary familiar with the
technology and has pushed the system’s
capalbilities, "We've done some really inno-
vative stuff from a technology stand-
paint,” Tosti promises, “We now have the
ability to expand upon what you saw in
Rogue Squadron. Our knowledge of the
wysterm allows ws to inchede much richer
and more varied landscapes, imadels, vell-
cles, enemies, and objects. Players will see
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A Inspace, no one can hear your B2 unit scream

meore wariety and detail evenpeachiere they

loak: they Il £ee more trees, more animals,

more Encmies, and more gameplay!
Bew desipn elements in Battle for
Naboo also set it apart fraom Bogue
Squadnon. According to Tostl,"Rogue
Gouadnon Wk ex I|1'-.i'.-'-ell:|r1I||::h'. based,
wohereas Battle for Naboo i :-:l.".-1|||::|'|'l A
Hn_'.l,lnd combiat Ii"'|.1§,-|'-|'. nvew confngd STAPY
Flash speeders, Gian speeders, and AATS,
.plu:unlq with N-1 kl_.lll'li:h‘!-l_'r'& and other air
-.-r_-l'm:ln:"-."t:;nllng the course of amy gisven

UNEEHNEHE

A Indy goss back to the drawing board to get
ported from PC to the Mbg.

mission, a player can find & $ecu
rity outpast and actually change
vehickes mid-level, The game fea-
tures new vehicles as well: the
team invented a " polsce cruiser
wsed o tradn N-1 pilots, & well
armored “heawy STAF, and a
Trade Federation gunboal. As
players hop between vehicles,
the game's action remains
intense and frenetic. " The aclion
and 1:._1rn|:-p|.|.',' is sirnilar o the
experienoe seen in Bogue
Squadron, bul LS now seen from
new perspectives and wehi og, " Tosti SAVS.

| all, |:-I.|:,'|':'. hawe access 1o seven dif
ferent craft |"'|.\,l3|l|:'I'- Can IJ[.IHT.H!I.' LhEiF
wehicles and improve weapons by oolblect
ing -§.|:n:|:|al peoweer-ups hidden throughout
each level. These poveer-ups |1'||t:i‘|1
increase a laser cannon’s damage or
recharge rate, for example, or provide a
vehicle with new types of missiles

in addition to the standard levels and
vehicles, the game contains bonws levels
and hidden wvehicles. "Similar to Rogue

et i
WIGERMYE" Cracking the Whip:

Squadron, we're giving these rewards
based on the player’s success in each
level,” say Tostl

The story itself also promises some
twists and surprises. “Gavyn will make
some very strange frienids.” Tosti Bints And
eventual I:I-,',hl: g.Jrnr'-'. plot will reconnect
with the events of Eplsode |, Toward the
Her:-'-;, finale, Gavyn will rendezvous with
Captain Panaka and aid in the Queen's
attempt to recapture Theed, After proving
himself time and again, Sykes will even be
asked to participate in the attack on the
Drold Controd Ship, as seen in the film's
final battle. “As a member of Brava Flight
Giavyn will play a key role,” say Tosti
“wie've carefully constructed the last mis
slons to ghve the player a sense of accom
plishment without conflicting with the
Episode | storyline.”

LEC hopes that players will find the
staryline, characters, and action engag
ing and become part of the fight for
freedom! §

Indiana Jones and the Infernal Machine

eCasarts Entertainment

Prepares For Nintendo B4 Re

Edak

process, Star Wors Garmer bossed a

confinues its tradition of tramsfer
ring successful PC games to other
|'|I attorms with a Mintendo 64 wer-
sion of Indiana Jones and the Infer-
nal Machine. Known as "Indy 64"
around LEC, the "port was com
pleted with the help of Factor Five
and is in stores now, To track the
progress of the tithe and learn a bit

miore about the conwerdion

few questions at Indy 64's Produc-
tian .".-'|.1r|.|1!-e'r_ Waine Cline

Star Wars Gamer: First off, bel's
cover the conversion process. Can
you I:-rin:fl:,'-:li'-.rrll:u' porting a game
from PC to NiGgT

wajlnu Clime: It like taking a
house full af furniture, disbhés, and
,pppl:,]*l{q,'-', and 'E.I:I,I‘HII'IE that inlo a
one-bedroom apartment!
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A Bvil lnkr deskgners never consider ergonom s,

SWG: Sounds like the process has been
challe |r|:5in[.:.'l."|'h.|l factors have made the
conversion difficult?

WC: 1t has been challenging. The biggest
issue has been memong The game shipped
o the PL with a minimum memaory
requirement af ':|.!-'|I'|'I:|-.'Ihl: Mg has only
4MB, Basically, we've had to turn the car
tridge into a source of memory, and we

“We've changed the game to
reduce the amount of button
pressing you have to do to.”

stream off it constantly, even as you play.
Also, a game this lange and complex that
Includes a flexible “wave game system
allowing players to wave all information has
been a challenge. But we got it

TWG: What other areas are important
to think abowt when converting a game
like thisf

WC: | think controls are a big issue. With

i Crates, Why did it have to be crates?

the analog control on the NGy
response is much mose impor
tant. For example, when using
the PC keyboard, Indy was
either walking of running: press
up armow to walk, and hold
doveen shift to run. With the
analog stck, you need to have a
greater range of speed so the
player really feels like he or $he
it in comtral. Mow, as you slowly
press forward, Indy wall tiptoe,
mose into a walk, then a pog,
then finalh & run

SWG: How has this particular port
changed the game’s overall design?

W Consale games have a different
mentality than PC games | think theyne
inherently mote action based. Therefore
whether you're climbing ledges or battling
i Bogs, Uhe feedback has to be instinetive
and immediate. We've changed the game
to reduce the amount of butfon pressing
wou hawe o do o
move arcund the
Ervronment. hor
example, to climb a
adder an
the PC, the
player had to stand in front of the
ladder and press a button to
miount it, then another button o
climib, Mow the player just walks
inta the lasder and Indy automat
cally mgunts, climibs, and dis
mounls_ o Buttons, just the
control stick

SWG: Dioes the game contaln
ANy NEw features?

WG Yaah, W we
made same changes
to rellect the play
style of the NGy
We've made it cam
era-relative (like Mariobd) and
added context-sensitive bul
tons on-Screen, L0 the player
welll always know what a but-
ton press will do. Also, we've
added a circle-strafe feature:
When players have an enemy
targeted, they can hold down
the Z-trigger and circle the

enermy while beeping it t-‘-"iH"ll.'d

SWG: What was the rationale behing an
N6y port?

WC: This game isa natural for a console
It has a great story in the Indiana lones
tradition. There's a lot of action in it which
i% perfect for the Mog4. Also, there's not
really a similar actionsadvenbure tithe for
this particular consode

SWG: How blg is the Indy &g team?

WC: There are t;urn:l:ull:,' anily five people
on the team: a production manager, two
programmers, a bevel designer, and a part
tirme art tech, Factor Five supplied one of
the programmess, Florian Saver, Nick Pavis,
the other programmer, and the rest of the
tearn are from LEC. Despite the size of the
team, they've done an amazing job. The
wiodk that the programmers have done |s
absolutely outstanding. They ve managed
to get this thing to run on an Nog and it
ioks beautiful | really think it's one of the
|:--nr-|i:u'|':||n!: &g games out thene That's
not only a credit to our Mbg programmers,
bt also bo Uhe |,||'-!.l:|l1.\.'-|| Pl programmers,
lewel designers, and artists

SWG: Any tips for players?

& “Okay, don't panic. it's just a shark, Just float

calmily and may-y-ybe he won't notice,”

WC: Tread carefully! There are a lot of
traps and enemies to deal with. Eunning
around and rushing into reoms Is danger-
ous, Try to pick off enemies from as far
away as possible and use health kits only

when necessant §
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his Fall, Luscasirts Enfertainment

wants you to grab a sword and defeat a
host of evil enemies. but ot as a Jedi,

In Escape from Monkey ksland, the
fourth installment in the Mnnke:.l I land
series, Ph‘,l}ll:'.l's marst lead SERaWTY pirate
Guybrush Threepwood through a series of
challenging puzzles to protect the Tri-
Island Area from corporate greed. It a
daumting task: Guybrush isn't strong or
skilled or particularly bright. And, as in
past Monkey Island tithes (5ecret of Mon
key tsland, Monkey Island 2: LeChuck’s
Revenge, and Curse of Monkey Bland),
Guybrush is plagued by the evil zombie-
ghost-demon pirate LeChuck, Escaps
marks the return of Guybrush, LeChuck,
and many other characters from one of
LEC's most popular franchises,

Thus far, details about Escape from
Monkey Island have remained closely
guarded mysteries, more difficult to
uncover than the location of Lafitte's
treasure. But Star Wars Gamer recently
spoke with Project Leaders Sean Clark and
Mike Stemmile to learn some of the game's

Maonkey Island:

And Now for Something
Completely Different

secrets, Clark and Stemmile, both LEC vet-
erand, first worked together as Project
Leaders on Sam and Max Hit the Boad, a
popular graphic adventure with a unkgue
sende of humar and some very difficult
puzzles, After pursulng other projects for a
while, the pair has finally found them.
selwves back 11:l|§|.'1 her again, with Monkey
Island at thedr fIIIEI'ltIp'.-

Star Wars Gamer: First off...

Sean Clark: Should we .Jp-nla-gln.' up
front for a couphe of the |.'-|JH|H.?‘

Mike Stemmbe: We're wor ry about the
M:,':.il_'-'. GI'T:,lmr. It s coal buf you re going
o hate us

SWG: Okant Thanks, Now, can you gie
us a brief hittory an the Monkey seres?

Mike: Ten years ago the companry devel-
oped Secret of Monkey Island. B was avery
clever and—rfor the time—pretty techno-
logically adhvanced game. It introduced
r.'cry'unrinﬂu}lhrmh Threepwood, the
pir.'l.h' heng vt wad in lowve with Elaine and
ant ngnnl:ﬂl I'.l_',' the Hh(ﬁt pirate LeChuck. &
Fmw years |ater carme Mnnkr}l Ll 2:
LeChuck™s F.’rl.lf-n-gr.ﬁuybru'.hw..:'a oW
sporting a beard and searching for
the treasne of EIEW‘I(H:I';L That
was followed by Curse of Monkey
kland. Once again, Giuybrish
defeated LeChuck, And, he also EL'lt
thie gIthi'. Lirme, fin.lll:,' FAFFyMig
Elaine

SWG: 'i'l.lh],' did the Bwvo of o
decide to pick up the franchise?

Sean: M owird a crodd Bebwsen
COMmpamy need and what we
wianted to do. LEC -erfllnitrl:,r
wanted to develop another
humorous adventure title, and it
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white shirt _||,|".1 like Luke

wias pednbed out to ws that Sam and Max is
a perennial favarite. It's on everyone's Top
100 lists

Milkce: W figured that we could handle a
Monkey tithe. The serles has a style of
humar that's similar to 5am and Max,
There's the same kind of wackiness. Plus, it
wins enjoyable working on 5am and Max,
and we wanted to repeat that experience.

SWG: Con you give us a brief synopsis of
Escape?

Sean B Mike (in unksbon): Lihh

Sean: | don’t know_ We've tried before

Mike: Limmm... Let's see, Guyboush
Threepwood makes the Caribbean safe for
pirates by saving it from rapéd gentrifica
tion.

SWGi: 50, this Isn't a prequed?

Sean: Mo, Early on, we talked about that,
actually,

Milke: Then we realized that it wouldn't
work at all. Escape picks up about three
rmonths after Curse ended. Guyboesh and
Elaime are returning from thelr honeymoon
to discover that strange things are afoot on
Monlkey [skand

5WG: The previous titles were guite
expanshve, What's the scope of Escapet

Milee: It's bigger than anything you've
ewer seen ina Monkey land game before

Sean: We have well over 6o characters,
and about 70 locations.

Mike; &nd there are around 9,000 lnes
of spoken dialogue. We've gotten wordier
in our old age. There's a whole lot of inven-
tory too, Probably about fifty or sixty ibems




& Pirates hate little umbrellas in their o

Sean: And there are three dimensions
this time.

SWG: Why did you decide to make this a
30 graphi: adventunes

Miloe: First, Grim Fandango came cut
hefore we made the decisbon to do a Mon:
key IV, and everyone really liked it. Second,
every Monkey Island game has had a dif
ferent art style. The series has gone from
the 16-cobor Guybrush Threepwood in
Secret up through the beautifully drawn
Threepwood of Curse. We figured that
using a 3-D style similar to the art used in
Grirm would be part of the natural evelu
tion of the series.

Sean: There are also some nice benefits
to 30 In 20 games, you have to draw the
character from every angle. And every
direction he walks has to be animated. In
this case, we don't have to worry about
that, We just bulld him once in 30, texture
map him Lo ook nice, and then he rotates
naturally and looks right from all angles,
You can move the camera angle high or
low, andd hee still looks great, We sase a lot
of time there, and it also gives us a lot
e H:mbilrl}l in the design.

Mike: We can do a lot more with quasi-
cinematic angles In our sets without wor
rying about killing our poor animators

SWG: Are you planning on including
e mionkeys as well?

Mike: We have more monkeys than you
can shake a stick at. Mafe monkeys than
all three previous games combined. But
you won't see them for awhile. That's one
of our sub-plots: "Where Have All the
Monkeys Gone?”

CWG: |5 LeChuck the el
|:||r.:|1:f_= coimiig back!

Miloe: Yeah, But he's not the
rrain willain, He's actually a
flunkie.

5WG: What about Murray
the talking skull?

Mike: We El:ﬂ Murray. Maur-
ray makes an extended
camen, He's not a major
player in this game, but he's
there.

5WG: How is Guybrush
Threepwood similar to Luke
Skywalker?

Mike: They both wear white shirts.

Sean; They're both whiny.

Milke: On the other hand, Guybrush
never had the hots for his sister

Sean: i | were to answer seriously, I'd
say that they're both under-equipped
heroes. They're essentially characters with
a minimal amount of experience, and yet
they both become heroes,

SWG: On the Mip side of that, how is
LeChuck like Darth Vader?

Sean: They're both bald.

Mike: Aside from that, and the really
deep volce, they don't have much in com-
mon. Darth Vader has very sophisticated
motivations, LeChuck's mose of a force of
nature.

Sean: An elemental

Mike: He just wants to make every
bady's life miserable. And to marry Elaine,
That's pretty much it

Sean: He's the same note over and over
and over again

Mike: Which works for about three
games. With the fourth one, you realize
that you need something on top of that. so
w put in 3 new villain who has slightly
mane sophisticated motivations. The new
guy basically wants to tum Tri-lsland Area
ko @ tourist trap,

SWG: Will Escape follow the tradition of
including Star Wars in-jokes and referenoes?

Miilee: Yeah, we'll have a few: They Il be
blatantly obwvious. Most of them are in dia-
logue at this point.

Sean: But see if people can find the TIE
fighter dog fight.

Mike: And the Yoda cloud formation

[They're kidding]. Actually, there's an
almost inside poke that was totally coingi-
dental. One of owr characters is namied
Czzie Mandrill. "Ozzie” because he's Alis-
trafian and “Mandrill” because it's a mon-
key reference, As it turns out, and we had
o bibea, but one of the Padracers (s named
Ody Mandrell, Mo one told us.

Sean: Bul we hope everyone will just
thik we'ne very clever,

SWG: You've both worked on totally
ariginal games in the past, How is working
on a tithe that's part of a franchise differ-
ent than creating an original game?

Mike: You have to be careful to appeal
to the fans of the previous games. You
couldn't tum Guybiush into a buff pirate
all af a swdden. The fans would cry,
“Where's my wimpy herof™ You have to
take care to make sune that you stick with
what people expect, while still trying bo do
spmething ariginal and creative.

Sean: When you do your own game, you
decide the tone, the style, the characters.
it's aclean slate. Wihen you plck up Mor-
key, the serles already has a certain tone,
a certain style, a specific sense of humor, a
way the characters speak, You have to
knovew all those details and be able to do it
again, otherwise it's going to be horribly
inconsistent.

Milee: And fans will crucify you,

SWG: Are you on schedule for a Fall
2000 release!

Mike: Pretty much, yeah, Strikinghy,
amazingly, efficiently, it's coming together
| hawe no idea how it's happening, but it is
it's all this team [which has peaked at
around 4o people].

Sean: f's a very good, very dedicated
team. &5 elements come info the game,
they see it and become really enthusiastic.
I think that's helped our schedule.

SWG: Any thoughts about the next
Monkey?

Mike: Honestly, | haven't given miuch
thought te it. | haven't ghen much
thought to anything lately

Semnt We don't have time,

Mike: I'd be open to it later, But first I'm
going to finish this game, then I'm going
on vacation, Someplace without any

monkeys. §
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