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ON THE COVEE
The Sunshine State's I'_'1|;|-,|_g_ Alesander f}rn:Enrj- ia BUy S0 talented
they 1h|-_!.l had ta giw him three names) brings a designers eye (o
thres of the Srae Waes Roleplmyng Game'’s loonic beroes; the led
Guardian, Daorn Tavers; the Rodian Fringer, Kefko; and the sly
MNable, frani Korden. Catch Arand inaction in the Fast F:'r.l_:..' G
on page 50
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v friemd, Monte Cook, I:-||;. name game designer down in Wizards of the Coast's B&D,
called it “Skywalker Banch,
If woou weere really one of the cood kids, you'd just call it "the Eanch,  he sakd

kidded me when

Wl if 1 just saikd that,” | countered, then | WaLA'E Sune vau uncool people would

I knoww what | was t |'L|"_k; abaut,

s We joke, my friends and |
S0 Chris Perking, Kyle Huntes and | went to the Eanch in Movember, (ome other people went
too, but we swere the cool kids) to talk abouwt the direction for Srar Waes Gamer and our news
sister publication, Srar Wars fnorder (on sale soont}

Haly cowy, i that place cool All the architecture ks fabulous. The library s every bit as cool as
you've heprd. They told us that there's a working ranch on the premises. They even have deer
and quail (or some unobtrusive fowl) wandering loose. laln Moers, Lucas Licensing Art Editos,

told us that the hills around the Ranch would strangely remind us of Naboo. He's right
a0 Chris Perkins,

Kyle Hunter, and | went

i . b0 skywalker Ranch. ..

to George at lunch one day. Oh yeah, and they're working on Episode 11
Epiade 1l [s on everyone's minds there, Out in the rest of the weorld, Ep 01 is still a year and a

We also got o meet a bundh ol
people we normally anly write
Eirhiils o, like Lk, and akso
Ben Harper, Lucy Wilson, and

Steve Sansweel—all good

half sy There, it's happening RIGHT NOW. And | gotta tell youw, it's pretty cool. Some lucky
Chris Perkinses wwho shall remain nameless got to read the script (not that I'm jealous or any
thing). Me, | just got a fast and loose presentation from Lucastilm sources about the movie s
contents. Of course, even what litthe | know | can't tell youw.. except maybe this: IUs gonna be
good. It has game potential out the proverbial waioo

New places to go, new people to interact with, new ideas thal are nearly game-ready out of

thie bosw. Remember that “new, new, new speech | gave last suef You are 50 gonna get it. And

m'l‘.ull'n*-_ﬂ{-:n“ o get it froam ws. You're gonna be one of the ool kids

--—)'C il

Jeff Quick, Sewipr Fditor

[he Keafly
Lool Kids
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9t & great Sistuebance in the Forod

n t's the sarme old story in the publishe

ing biz. You try o run a jazzy letters
codurmn, but for the first couple of isswes
you put out, no one knows o write to you

yet. Lucklly, some kind people foresass the
prnhh:-m and wrote (o us ampwang Here

thdl:,l are nowl

An Idea Man
Himrdy Folkes!
After plcking up the Star Waes folegiaying
Game this week [and playing in the first
sesslon of a new campaign), eagerty await-
ing the first issue of Srae Waes Canmer
mag, Thought I'd email some general
thoughts

I'dl fike to see the new BPG take front and
center stage for the magazine, I'm not sure
witty there would be continued interest in
the adventure game, which senes prima
nl:.l A% a lead in to the mssne robust EPL
cone, While | undarstand that :"ﬂu'” b -
ering computer and console games as well,
i'dl like o see these [tems minimized. 5ame
for the CCG, which | have no interest in, but

again understand that it has a place ina

as \F milligng of valces suvddealy crled owt "

Send Us a Transmission

from Your Corner of the Galaxy

CTAR WARS game magazine MG interest at
all in non-gaming STar Wagrs items, such as
foys, acthon figures, merchandise, etc. Oigl
nal fiction would be fine; previews of nov
&ls I'm “eh™ on

| dio like the idea of a Dark Horse comic
strip or serialization. | find their material to
b of excellent quality Caer LA, In fact,
used the platline fram Dark Horse Comics’
Jedi Counchl sedes as backdnop to our carm
paign, providing a h.}ndj- hook as for send
g three Padawans off on their own, D've
got a stack of the recent STAR WARS Comcs
they produce (from the Episode | era) and,
given our new campaign is st im that
tirmeline, find it a0 excsllent resounce. |
noficed, by the way, the article for issue i
on adapthon of Marvel Comics aliens fod
the game; I'd be highly interested in adap-
tions of the Dark Horse Comics—bolh
aliens and MPCs

Wiell, enough ram bling om my part
Thanks for the apportunity to sound off]

Brian l5ikoff

Wi internel

Anybody Out There?

Mo, thank you, Brian, for contributing to
the small, but ever-growing body of
reader feedback for Srar Wars Gamer.
W like to think that we ne not simply
the publishing arm of a supranational
corporate media conglomerabe, but that
we're the friendly publishing arm of a
supranational corporate media conglom
erate, hene to serve you

¥au'll probably see RPG content take
the front-and-center position as
requested, Brian. Bul our goal here s to
cover STaR Wars games in all Ehelr incar-
nations, Rather than asking us 1o mim
mize our coverage of non-RPG games,
perhaps you could take this opportunity
ta broaden your gaming horizons. After
all, there's a world of gaming fun await-
ing every unglr* Srak Waes fan who ever
liwed, All of them. How can you deny
coverage of games that might appeal to
them? That's what | thought. | knew
you'd come around to our way of think
img. Brian, 5ee? That's why we'ne the
friendly arm




Ok, and ib's a pretty sate bat o expect
to see Dark Horse material turn up here WOUF Fequest 15
mwentually. We like comics here at STag

Wars Goamer. We llke them very much

You're weloome, Aargn, The ditwer 1o
But howe about if we

put it in owr fifth mag?

Hene is what |was thinking about
mainly: Is it possible to create a point
evstem to create spacecraft? Basically

supplying like maybe ten or $0 chassis for

AT A T T Tl T T A

A Genrhead Spesks

o T e TV kAT TV i
any Lhiss! Hello there,
L[hear Coriner
I just went out and bought my cogry of
Srae Waks Roleplaying Ganre and wis
happy 1o see all the content if came welth, |
im, though, hoping to see stats for the
Chiss. Grand Admiiral Thiawn's race

| '.'"."'"'II.I | il if VO oL |,I||| It b T
first or second mag
Thanks

ships in the ook for solo startighting

Aaron [, Hurk

wid internet

am writing in regands to an idea | had
about the magazine and the Core Bules
Bk that recently hit The shelve
While | rewieved the baok, | came o L
concluskon that the few shigs thiy lad o i

e book were definitely not enough for a

&% Tar as |||_|'|.|-I|=_ a Naboo EdmeE or an

o Lo Customize a starfigher el hir

chips of each class of vessel, and a el
number of space points for each chassis
ind then have things like extra armor,
shiekds, inertial compensators, and the
ike to take up space in the chassis %o
that a perion can truly customize a star
craft for their characters

If this idea interests WL, feel free to
if 1 ke §0 s somie standand for Eh

customizing of a space oraft for this

ctart Thew can basical ' _.:-_": L5 4] done pAame 1|'|.|': wiay IE could Become a real

-

L-wing game, bul there are hardly any

SimOEnmhy.

Further therme s nooway to understand Donald L Kiesling 1l

wia internaet

It's Your Universe

That was the message as the doors opened up at Planet Holly-
wioad in Seattle on Saturday, November 11, as the Workd Pre
rrber of the new Stae Waes BPG was unvelled. Attending the
event was lake l.]le"d {anakin Si:!,rw.'llkvl"r |, Petier M.'I:"I'IL‘W
(Chewhacca), Drew Struzan (Core RPG Cover artist) and
Adam Hughes (fnvasion of Theed cover artist)

More than oo people came o see the new STae Waes BPG.
One couple came all the way from Detrait to attend the svent,
AL the main stage, the stars spent the day greeting and

signing for the crowads. People stood in lines o play the Stae
Waes lnvasion n'_ll" Theed Advernture Game, The Eﬂh:'ph‘lj'lflg
Game Assoclation (RPGA] was busy answering questions
abowut thelr organized play game called Tue Living Foscr. Bkl
Slavicsek and his team spent the day an swering questions
about the game and the D20 System. Artist Mark Price gave
up his weekend to do carlcatures. The Srae Wags Gomer staff
was on hand too, giving away free previews of their first issue.

The most asked question of the day:™ When can | get my
hands on that boak?” We hope you know by now. §

Laftn [} b0 1] Direw SEruzan
Peter Mayhews, and Lake Lioyd
Pl the new STar Waks RPG
Wil lake's character luim o
the dark side?

Lerwemr laifn Farn wailed in the
chilly line for hours ouissde
PManed HoByvood

Belbown [anie] Kaufman Ghs
a kghisaber battle with eager
player

GTAR WARS GAMER




ﬂunald,}luu can't IL-EIp bt be I'.'I-'I'E'r_lﬂ:!lﬂ'd af
this Issue, which contains a whole hangar
full of new ships for your campalgn’s
heroes and villains, Flip il'l'll'l"ll,'di.:ltl"l}l o
page 36 and begin the enjoyment

This article actually came to us reversed
from our standard way of receiving arti-
ches: art flrst. Artist Jeff Carlisle sent us a
dozen ship designs and asked if we were
Interested In using them. We thought for
about four seconds before we sald, "yes,”
But then what to do with a bunch of cool
pletures of ships?

We went to our man, Dwen Stephens,
downstairs in RE D, who was working on
o secret R&D project involving ships at
that very moment. And we said, "Hey
Owen, would you be Interested in writing
up some ship stats that go with these
drawlngs?”

"Of course, This looks like something
I'd do just for fun,” he said. We were very
happy with that answer. Then he wrote

all the text just by squinting at the pic-
tures and making up stories about what
he saw. We're even happier with what he
produced,

Mow Donald, as far as your guestion
about point systems to create spacecraft,.,
is it possible? Yes, it is. We have the tech-
nology. We have the will, Will we do it?
Our man, Owen Stephens, downstairs in
RED, is being very secretive on the topic.

Falling on Defel Ears

Dear Guanmer,

Are you planning to add a new species
every month that can be used as a char-
acter? When will we see statistics fod
Defels? Thanks

Jason Dean

wia internet

Actually, we were planning en a specles
every two months since Stag Waes Gamer
is bimanthiy.

I think we'll e statistics for Defels
when someone writes a startling, true-life
account of one young Defel's attempt to
get affordable eye care in the aftermath
of the decentralized health care industry
during the firct '.I'I.ih].l !ﬁ'.‘.lls.ﬂl' the Mew
Republic. Say what you will about his
ruthless, tyrannical governance, but when
the Emperor was in charge, thi trains ran
on time, if you catch my drift.

Alternately, you could look for their
stats in the Denizens of the Galaxy RPG
book out laber this year,

Okay, that's it for letters this ish. You're
going to want to write in and let us know
what you think. Real soon. | mean it. I'm
mol above |:|r||urr:||I |'|E'rE',pEvD|:l|E".WI'IIE 5

Imperial Dispatch:
Game Errata
Corrections and

Clarifications from
the Star Wars RPG

Page 12, under Human

Racer template, under Skills
Repair should be +3, not 45,

Page 33, under Sullustan Specles

Add Basie.

Page 34, under Trandoshan Species

Tralts, under Automatic Language
Add Basic.

Page 39, right column,

replace paragraph 8 with . J
Dusense Bowus: The character’s bonus to
his Defense. Mote that this bonus doe: w0t
stack with any bonuses for armor worn,
and that wearing armor penalizes a char-
acter's speed and certain skill checks.

10 VOLUME | HUMBER 2

Page 48, under Scout entry,

under Uncanny Dodge

The second sentence should read: At 4Ih

level and above, the scout retalns his Dex-
terity bonus to Defense (if any) regardless
of being caught flat-footed or struck by a

hidden attacker.”

Page 78, under Jump, under Special

A character who has the Run feat and
makes a running jump check increases
the distance or height by one-fourth, not
one-third.

Page Bz, Survival DCTable
The DC for the third entry (avold E!l'tlng
lost ...) should be 18, not 15,

Page B3, left column,

replace paragraph 1 with ...

Lonc-TErm CARE: Froviding I-ung—turm
care means treating an injured character
for a day or more. If successful, the patient
recovers wound points or ability points
lost to temporary damage at twice the
normal rate, [That is, 2 wound points or 2
ability points per day instead of 1) You can
tend up to six patients at a time. You need
common medical supplies as can be found
easily in civilized regions of space.

Page 83, left column,

replace paragraph 5, 6 & 7 with ..

Ust Mepeac: A medpac is a simple med-
ical device that is applied bo a wounded or
dying character and activated. A medpac
restores 1 wound point to any wounded
character. if the character is dying, the
application of a medpac also stabilizes the
character. The number of wound points
restored by a medpac can be increased
using the Treat Injury skill

Waunde Ra

10-14 2
15-15 ]
20-24 4

5 5

This application of the Treat Injury skill
can't be used untrained. You must have at
least 1 rank in the skill ko increase the
restorative effects of a medpac, & charag-
ter can only be healed (have wounds
restored) once in a 24-hour period by a
medpne, though the character can be sta-
bilized any number of times, Using a med-
pac depletes its contents (even if it is only
wsed to stabilize a dying character],




Usi Bacra Tane: A specialized medical
fank filled with the miraculous liquid,
bacta, promotes rapid healing and acts as
a powerful disinfectant. When a character
has been severely wounded, bacta tank
treatmient Is the best method for restoring
lost wound polnts. With a successful Treat
Injury check and a bacta tank, a character
recovers wound points at a rate of 1 per
our (Enstead of 1 per day).

Page g4, under Frightful Presence

The DL is ™10 plus one-half your level and
Charisma modifier,” not "so plus your level
and Charisrma modifier,”

Page g5, under Heroic Surge
Replace the last sentence with the follow-

ing: “You may use Heroic Surge a number
of times per day, based on your character
level, but never more than once per round.
1st=4th level, once per day; sth-Bth level,
twice per day; gth=12th kevel, three times
per day; 13th=16th level, four timies per
day; 1rth=20th level, five times per day.”

Page 123, under Bacta Tank,
replaces paragraphs 384
Any character who has suffered wound
damage can benefit from a bacta tank
treabment, bat fts miraculous properties
are most evident when used on a severely
wounded patient, Bacta treatment is the
best method for healing characters that
have suffered massive amounts of wound
damage.

Patients undergoing bacta tank treat-
ment recover wound points at a rate of 1
per hour {instead of 1 per day).

Page 124, under Glow Rod

The glow rod projects a beam of light up
to 10 meters, not 50 meters.

Page 124 B uj.lmdum
.l.mudpacrul:nrﬂ wmund'pulnttnm;r
wounded character If the chamacter s
dying, the application of a medpac also
stabilizes the character, The application of
amedpac requires a full-round action. If
the user has the Treat Injury skill, he or she
can heal additional wounds, depending on
the result of the skill check (see page 82). A
medpac can't restore more wound points

than an injured character started with,

A character can only be healed (have
wounds restored) once in a 24-hour period
by a medpac, though the character can be
stabilized any number of times. Using a
medpac depletes its contents (even If it is
only used to stabilize a dying character).

Page 125, Table 7-4: Equipment
The fusion lantern was left off the list. It is

a hand-held device, larger than a glow rod,
that produces light and heat. It costs 25
credits and weighs 2 kg,

Page 131, left column, replaces

the Vitality and Wound Points section
Vimavry uln-‘li'nuun PoINTS

Vitality points represent your character’s
ability to turn a direct hit into a glancing
blow or a near miss. Damage s usually
deducted from your vitality points,

Waund podnts represent how much
damage a character can take before falling
unconscious o dying. Damage is deducted
from your wound points only after you've
exhausted your vitality points or when
you are struck by a critical hit.

Page 131, right column,

replaces the o Vitality Points section
O WiranTy PoanTs

If you run aut of vitality points, you can no
longer avoid real damage. Any additional
damage you receive is deducted from your
wound points,

Famicunn

If you take any wound damage, you are
fatigued. You cannot run or charge, and
you suffer an effective penalty of -2 to
Strength and Dexterity. In addition, each
time you take wound damage you must
make a Fortitude saving throw (DC 10) or
be stunned for 2d6 rounds.

Page 1, right ealumn,

You regain 1 wound point for each day of
light activity or rest, For each hour of light
activity or rest, you regain a number of
vitality points equal to your level. A full
night's sleep (8 hours) restores all vitality.

Continued Maxt |ssuE

STAR WaRs
Gamer Gets
You Connected!

Want to be up on all the news from the
Srae Wars Camer editors and the RPG's
design team? Interested in free game
adwentures and exclusives? Then it's time
you headed over to
wwwwizands.comistanaars
The official website of the S Wt Bole-
playimg Gamel

in February and March on the site, you
can try our Character Quick-Converter and
chieck out all-new Bebellion Era Sournce-
ook tie-ins, Plus we'se stocked Uhe
RiRGA's Livinwc Force pages with lots of
online source materdal, including setting
information, NPCs, guidelines for cam-
paign FI|.|1:||'_1:|JI'I'II_"th1'_.1i_'I ing tips, detais
on where to play in your area, and
excerpts from the campaign’s rubebook
What else have wee got for yout A new
original online adventure each month, the
latest on u[r-:mning_liw chats an our site
[and transe rip‘l_'.uf the dnes i n1i-.1.|.-d:l.
acoess to the Canting (our in-character
chat reom), and the winners of owr
“What's This Guy's Story?” contest.

While you're checking out the weekly
updates on the zite, don't miss the maga-
ine's own bome page Thene YOl Can FiEad
our exhaustive STar Waes games biblio-
graphy, find out what class of gamer you
are, and even get a sneak peek at issue #3
of Srar Waes Camer,

Open for Business: The Cantinal
Celebrate the launch of the Srae Waes
Eateplaying Game by making a stop at the
Canting at WIZARDS.COMmunity. This in-
character live chat room s the place to
be—1to interact with other Shar Wiars char-
achers, start up informal Eames, and cre-
ate background stories for your mew
releplaying characters. This moderated
raom is open B ra to 2 am. Eastern
Standard time and features an associated
message board, 50 you can communicate
in character with other players even when
the noom s closed. Register fior your
screen name now and visit the Cantina at
woww wizandi.com/ichat.

STAR WARS Gamen 11




series 0Ol: Pilots

[LLUSTRATED BY VINOD RAMS

E‘.::-_].ur:. ﬂrJn'Jl'r_:p' i% i nec Llalirlg featuwne that shows character portrarts
around a theme. Each portrait is sized to fit in the “character (llus-
tration” bow on the back of the STar Waks character sheet, Mayers
can use the portraits as depictions of their heroes, and LS can use
them as characters for the heroes to encounter. Have you got a

theme wu'u:l like {0 see in Em_:,lun Caalieny? Let us kemorw!
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he moment her boots landed inside the Black Dt Tavern,

[ Fenig Nabon let oul the onxious breath she'd been holding
since Sellfust, The galaxy might be going supernova all arownd
them, bul the legendary smugglers’ haven was fust as she'd feft it

Well, almost. Tonight the air was as thick with unaccustomed
fension as it was with smoke, Anxious words wene exchanged in
doiens n-ﬂ:mguuaﬂ arouind crowded tables, Even withoul IJL'IIIE
able to understand the actual content, Fen had no problem follow
ing the tenor of the hushed comversations. Her fellow smugglers
wiere a5 worried as she was and were bolting lllbe womp rats into
the chosest holes they could find,

The desert planet of Socorme did little to call attention to itself
wiith i inhospitable climabe and vast plains of black volcank ash,
This was exactly wivy it was the preferred destination for so many
an the Fringe, Fen Included.

She sauntered over to the bar and tapped the shoulder of the
Bathan 'E|HII'IE on her favorrte stool. Fen ]rrkl:d ey head to the rlﬁh't
and the Bothan quickly gathered up her drink and shinked away
Pulling herself up on the seat and resting her elbowes on the bar, Fen
sighed contentedly as she examined the hundreds of oddly shaped
and brightly colored bottles lining the wall, Earl Ancher, the taven's
proprietor, claimed to have the most impressive collection of intoxi-
camty in the H.II.J:-L].'.

“Hey, Maban,” the bartender growled as he lined hier up with a
shiot of Conellla’s finest, then poured one for himsed “What da you
think you're doing, chasing away the paying customers ™

I always setile my tab, Karll™ she protested with mock indigna-
tion, and then smiled affectionately at the man who had been one
of her adoptive father's best friends

Thiey each lifted thelr glasses and tapped them logether. “To
hett.” Karl said.

"Tos Jett,” Fen repeated, her voloe a bit hoarse,

They sipped their drinks and sat in conberm plative silence, as was
their custom. For Fen, the absence of the man who had rescued her
a5 a child from a [ife of poverty and petty crime on the streets of
Coronet was stil a huge, aching hole. She knew Karl feft a similar
loss; he and Jett had been friends foe four decades. Karl had even
tried to lune his fellow Carellian into “retiving ™ on Socorm too, but
Jett '-iI'II|:||:|I' hadn't been |fr|d],l to leawe the 1.l:|-z5.Ma!|ft.q: if he had

The Mesting of a Legendary Pair I,

BY TiSH FGGLESTON PAHI & CHRIS CASSIDY
ILLUSTRATED BY TOMMY LEF EDWARDS

mmummeﬁuﬁnmm
adrolt mhmmﬁhmnﬁﬁ For stories
chronicling their further exploits, check out Star Wass: Tales
from the New Republic (1999, available in paperback!

he wouldn't have ended up dead an the floer of an Crd Mantell
cantina, Maybe if he'd if minded his own business instead of trying
to oo Maring tempers, Maybe if she hadn't left him alone. Fen
clamped down bBrutally on that line of thinking. She had leamed in
b thilrty-thies years thal maybes were a dangerous business, Still,
maybe it ,

"Has it l[.‘l"}' bseen bwo :,ﬂ:pl:i'" Karl asked Hdl}l,lnlclmpl:lnu her
thoughts.

“Twen years, Tour months, six days,” Fen replied, staring Into the
glass cradied bn her hands,

Karl affectionately brushed away a strand of nut-brown hair that
had escaped the tie a1 the back of Fen's meck “Hae'y locking for :,I!-u."
hie wabd, with a ned in the directhon of o man sitting alone at a pre-
mmilum corner kable,

“Thanks,” Fen collected her drink and climbed to her feet. She
thoughi about bringing a bottle along, but reconsidered, The only
things she necded with this client wene shirp wits and a credi line,

“Don't you dare break orbit without seeing me first, you hear?”
Karl called, a5 he mowved terasard a paif of Duros walling impatiently
a few stools down. *l'm coming, F'm coming! Where's that rusted
bardrodd of mine?”

Fen couldn't fight back a small smile as she walched the graying
man work his way down the bar pouring and talking, making sure
everyone felt welcome and important. With a shake of her head, she
turned her attention back to business,

Her client kicked a chair out with his foot as she approached, She
took the Invitation and sat, taking in his shamp, dark eyes and the
weay his arm was slung casually acrass the back of the empty chair
next to him, He met her gaze evenly, saying nothing about how the
litthe delivery he'd hired her for had dropped her right into the mid-
die of the Bebel armada just before they j[umped be Endor. He'd
kngwwn they were massing there. He just had to have brown,

“Can | get you something, Fend” Tabon Karrde asked, finally break-
Ing_ the sibence,
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Bn En II 'E'ﬁ She saluted him with her drink."Tm all

ﬂmnln wol, but thanks,”

"1 trusk everything went as planned,” he
sald blandly.

Fen reached into one of the many pockets on her flightsuit and
drew out a datapad. She pushed a couple of keys and then slid it
across the table ta him. She watched Karrde carefully, Just what
would it take to ratthe him? Perhaps the three thousand in combat
allvwance she'd added to her fee would do the trick.

"Looks good,” Karrde said after o couple of moments’ examing-
tion, “I've already transferred ten thousand into your Corellian
acoount, plus three thousand for the unexpected company”

Fen frowmed. How did be always seem Lo anticipate her every
move? “Thanks,” she said lamely.

"Mice work, by the way,” he continued. “On time and under
budget.”

Fen nodded. She was good at what she did and she knew it. She'd
had the best teacher in the galaxy. "%~

“%p!” Karrde echoed.

“Heard anything interesting lately?” Fen knew better than to get
int this type of enchange with Talon Earrde, but curiosity won out
over common sense. Rumors were wild and with the media still in
an imperial chokehold, information was at a premium. Karrde
would know whal was really going down, In this case, it would be
worth the price, Besides, she'd probably be able to burn arcund and
sell anything mew at three times what it would cost ey,

"Perhaps,” Karrde allowed, his face a mask, "Your”

“Bebels blew another Death 5tac” she began, adding the first
credits to the pot.

“Why do you suppose the Emperor keeps building these things if
the Rebels can take them out so easily?” Karrde asked, rubbing his
beard,

“Don't know,” Fen replied, “Maybe we should ask him."

“Unfortunately, we can't do that,” Karrde paused a moment. “As
you know, he's dead.”

*Fity” Fen answerned, “Vader, toa”

" rebel pilot named Sknwalker took them both out,” Karnde
divulged easily.

“He killed labba, too ™ Fen said.

“actually, | understand that technically it wasn't Skywalker,”
Earrde corrected.

Fen filed that tidbit away, “Doesn't kook like Fett walked away
from it either,” she revealed, adding to the pot.

Karrde met and raised her. “I'd not count him out until | saw the
arrmor and the body inside it

Fen nodded, conceding the truth of that “Still, it's been a regular
blood bath,” she concluded, 5o far it was a draw, which against
Talon Karrde was pretty good. She swirled her drink around in the
glass, letting the anticipation build, and then called sabace."Not
bad for & single ledi.”

Karrde shiuggped,

Chubal Fen swore to hersell, she'd hoped to get him on that one.
At least she had confirmation now, She'd picked up that little
nugget after hacking briefly into the Rebel pilots’ chatter during
their pre-attack systems check over Sullust. She had thought,
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hoped actualky, that she'd heard wrong. She was still mulling over
the ramifications of the rise of the ledi and what it could mean to
the less law ablding citizens of the galaxy when Karrde dropped his
o proton bomb.

"Han Solo s allve”

The words hung heavily between them while Fen digested that
piece of information. Karrde was paying particularly close attention
to her reaction, Fen noted with annayance. Part of her wanted to
snap, that yes, the all-knowing Karrde was right, and what his
sources had told him was true. She'd had a brief dalliance with the
smuggler-turned-rebel when she'd been too young to know better,
“How very nice for him,” Fen sald, faking a disinterested shrug,

*I wosisld Imagine hie was pleased with the sutcome,” Karrde
replied flatly and held out his hand,

Fen stared at it for a long moment before huffing and reaching
into a pocket for a five hundred eredit piece. She slapped it word-
lessly into his palm, but coubdnt bear to watch as it disappeared
into his pocket.

Fen gave herself o hard mental shake. There'd be time to reflect
on 5ok later, when Karrde wasn't ieading and recording her every
reaction for fulune exploitation. “A bot of pood people ane boose now
with labba gone,” she said, changing course.

“¥es,” Karrde agreed. it will be some time, | think, before anyone
has the resources to pay any attention to us.”

“And even longer before the Hutts, or a1 least Jabba's clan,
regroup.” Fen added. She took another pull on her drink, wondering
at the crafty smuggler's caréer goals.

He answered that question with the nest neutral, carefully
phrased statement. “I've decided it's a good time for building.”

Iry thseir parlance, it was cquivalent to a job offer. "I work alone,
Talon.”

“lett weouddn't want that, Fen,” he said quictly,

She felt the familias lumip form in the back of her throat. The
sympathy expressed, the regret she knew so many felt with Jett's
death, made her sense of loss all the mone acute, She interrupled
the kindness gruffly, Tm still available for hire, though. And for you,
at pre-Collapse-of-the-Empire rates.”

“You are too genenous.”

Karrde spoke so dryly that he obwiously wasn't being complimen-
Lary. Was hi saying she could have driven a harder bargain with
him? Fen shrugged It off. She had her reasons and trying to second-
guess Talon Karrde was a hyperspace jump to insanity.

“Consider il my volume discount against your future jobs, Karrde

His tone became even more brittle. “You seem very confident.
Fen.”

This time, Fen saw the bluff. She was always glad to work for
Karrde, but he valued reliable operators, too. "On time and under
budget are one of your favorite combinations,” she reminded him,
pleased that she could quote his own words back,

"Indeed they ane," he agreed,

Fen knew he was letting the suspense build. She waited, and
finally Karrde said, “As it happens, | might have something for you”
“Oh yeah?” Fen lifted an eyebrow and her glass. Karrde hadn't
touched his cloudy drink. It looked like a Sunburm, Did it even have
intowicants in it? Paying Ancher to water down his own drink whike




spiking everyone clse’s might be the sort of thing Earrde would do,
In thie interest of generosity and information gathering, of course,

“I'm looking for a base to headguarter my operation,” Karrde said,

He drew a data disk from the pocket of his black leather jacket and
slid it across the table,

Fen picied up the disk and made a show of examining it for any
abwigus flaws before popping it into her datapad. She scrolled
guitkly through the information and whisthed softhy “Some pretty
exact specs hene”

“I'm sure you can understand my need for certain precautions,”
he replied,

Fen nodded, still reading, Stong. He wasn't kidding about bullding
an prganization, in fact, under this plan, she'd take the bet Karrde
wirild be on top of the smugglers’ pyramid in four or five years, Foe
hialf @ second she reconsidered his job offer, thinking that getting in
on the ground |level might be wise, She dismissed the kea just as

reestablishing a ledi Order?” Kamde pressed. “And once he does that,
how long before they turn their sttention to us, with or without a
mew Senated”

"Il don’t know, Five, ten years. Maybe twenty,” Fen goessed.

| still plan to be around then " Karrde leaned back in bis seal
again. "l also plan to be ready when they come”

Fen again glanced down ot the specs on the datapad, seeing now
why Karrde had come o her. “We know there were smuggling oger-
ations and even a Fringe during the days of the Republic,” she said,
"They must have had ways to get around Jedi then,”

Karrde nodded. "l thought that Jett might have known of possi-
ble locations. He was working the lanes belone we wene even bomn”

Tl see what | can do,” she sald casually retuming the datapad to
her pocket, Fen didn't want to tip Karrde off to the fact that she'd all
but memorized bett's obscenely detailed data files and coubdn’t
recall anything meeting these specs. This job was going to take

quickiy soimne serhous effort. But, if she got
Karrde might think her fault was lucky, a satisfied Talon Karrde
penerasity, but she thought his was 1 would pay for the drive upgrade,
loyalty. He'd be sure to gather he Jedi have returned.” with encugh left over for those
beings arownd him who shared KE r'r'dE aBnNswWEer ed. Arakyd missibes. “Reach you

that value, Intense friendships

“A Jedi," Fen point out.

through the usual channels?®

wionilil be inevitable, The mere Karmde nodded again, then his
L 1] LLJ
Hh::f becoming that attached Mot the JE de lel'_:k:i nirl;murd.:‘t:lni I: H:ﬂ!-
anything or anyone was ng going on behind her Fen
unthinkable. Jett had taught her turned around in her seat, wonder-

never to risk anything she couldn't afford to lose; it was a lesson Fen
had taken to heart. Mo, she thought, it was betfer fo keep herself
apaet and remaln an independent operalor.

“¥ou really think these kinds of precautions are necessary?” she
asked, dropping her volce lower as she read the moest unusual spec
o the list,

Earrde stroked his beard before he replied. "Did Jett ever speak to
yoid of the Jedi?®

Fen nodded, remembering the claborate tales her adoptive father
had woven for hes, “He had the kind of healthy respect for them that
one does Tor a krayt dragon—a mixtume of awe and fieac” She shook
fer head and the memories away, “Weren't bedi supposed to be
guardiais of peace and justice? A sort of intergalactic police force?”

“Information about them before the purges is pretty scarce,” Kar-
rde replied. "Bul, it seems the ledi served ot the beck and call of the
Senate, forearding the Republic's agenda across the galaxy”

Yees, Fen thought, Karede would now make it his business to find
aut whatever ke could, He leaned forward pisd lowered his vaice, ®if
the past is any guide, neither the ledi, nor the new Senate the
Eebeellion i supposedly intending to establish ane ikely bo appreci-
ate our methods of doing business.”

“We're talking about one Jedi here,” Fen objected quicthy, "MNod
thousands "

Earrde narmowed his eyes in annoyance. "Skywalker destroyed
Darth Vader and the Emperoe in o matter of days.”

Her hmad waas reeling. Sure, like everpone else she knew the
Empire was probatly on it ey doswn, bt the Jedh rising in iis
place? Karrde was overreacting, Wasn't he? "Yes, but—"

“hnd how long do you think it will take Skewalker to start

ing who had the misfortune of iritating Talon Karrde.

"Wha s that, and what is she doing? he asked tighthy

His attention was fooused on an impeccably dressed woman,
talking earnesthy with a human male at the bar, Glittering rings on
the woman's hand flashed through the murky tavern as she ges-
tured elaborately. She stuck out lke & Hutt al a charity dinner,

Fen burned back to ber cormpanian and held out har palm, Karmde
put a fifty-credit plece in ik She didn’t continue until he added
another fifty,

"Her name is Ghitsa Dogder,” Fen told him, "She's from
Coruscant.”

Karrde snorted and took back a fifty. “"Obvioushy, in that outfit.
What is she doing here?”

Fen walted and he placed the fifty back in her palm, “5he's a con,
ve seen her pushing scams for a while now.” She plvoled arsund
again for a dloser look at the complicated-appearing device in
Dogder's hands,

“ls that wheat | think it is7° Karrde ventuned, speaking the skepti-
clsm Fen was thinking,

“Loaks like a retinal disguiser,” Fem agreed, "But I've never seen
one in that kind of configuration before”

“Any device to foil a retinal scan must be species-specific,” Karrde
observed coolly. “The one she has books as If it can be modified for
different species.”

Fen rolled her eyes and turned back anpund, "I'd say the odds of
that thing working are about the same as the fedi returning,” she
said, repeating the well-used adage without even thinking,

“The Jedi have returned,” Karnde answerned,

A Jedl,” Fen pointed oul,“Not the Jedl”
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ﬂ“m“l[; Fen slapped the table and forced a
smile. “Space, Karrde., | wish | had a legion

of them here to mark the occasion that you admitted to being

wrung.'

He arched an eyebrow, completely unfazed. "1 am not wrang; |
merely have an incomplete picture of the situation. Only time will
prove which of us has the better information,”

A whole temiple of Jedi would have to reappear before Fen would
take that bet against Talon Karrde, For the millionth time, she
wishied for the quiet assurance of Jett at her side. He'd have known
wihat to make of all this."Her mark is a friend of yours?” she said,
taking Karrde's interest as a chance to get off the topic of the Jedi,

“His name is Aves,” Karrde affirmed, very quietly, "He is one of my
newer people.”

Fen pocketed her hard-earned credits. Froswning, she now wioen-
dered henw this annoying woman had managed to get 1o Socarme
ahead of her. She'd run into Dogder on Sullust, and Fen had cleared
out when the Rebel fleet arrived, She'd seen Dogder on Corellia too,
and before that, on Abrégado-Rae. it was high time for Fen to find
out what the con wanted from her.

She and Karrde both walched as Aves book the goggle-shaped
contraption from Dogder o examine it

I may let Aves lose a couple hun-
dred to teach him something, but
Ghitsa Dogder should know Ehat
there will be repercussions to cheat-
ing ry people.”

“I'll et heer off your back,” Fen said,
standing,

He looked at her, and crossed his
arins acnoss hils chest, e you imply-
ing | need your services te handle a
Coruscanti con in designer wear?”

Laughing, Fen shook her head "Never This one’s on me. She's got
sorme information | want®

Fen strolled up to Aves and Dogder, just in ime to see the man
hand the goggles back.

“Mo thanks,” Aves sald, " can’t see needing something quite like
this.”

Evidently Karrde included a course in desert-dry delivery for his
it hires. Aves had i doven perfectly. Wi Fen wondered, feeling
an odd prickle, was on expenienced con bothering fo danghe bait hed
mark obwviowsly wasn't biting?

Fen had two methods of barging uninvited into conversations.
With her sublle approach, she actually used words first. “Good
evening, gentles,” she said, Aves and Dogder bath turned on their
sloals fo stare at hee

A shid off his seat. " Looks like you have another buyer anyway.”

“When banthas fly, Aves.” Fen jerked her head back toward Kar-
reder, “Boss wants you,”

Aves was beating a retreat when Fen's shoulder sagged suddenly
under the weight of a heavy, six-fingered hand, “Coming back here
weasn't the healthiest thing bo do,” a menacing voloe theeatened
behind her.
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paring in 8 dozen
languages. fifty anx-
ious smuggler scum .
.. surged up like a dirty,
debris-laden tide.

She ghanced up into the bristling face of Gecee, a Gran Fen about
as much fun as Tatooine parasites. .. but bigger, Fen had mide a
poant of aeoiding him ever since she started taking his business.
"Come on, Gecee,” Fen replied, shrugging his hand away. “It's not my
fault that Jabba wanted 3 smuggler who could actually operate a
nav computer”

The Gran pointed a fat finger in her face and growded, "'l deal
with you later” He knocked her roughly aside, clearing a path
straight for Dogder,

Dogder answered Gecee's challenge In a contemiptuous, ansto-
cratic wosce that shiced through the huim of the tavermn. "l shoald
think you'd be too embarrassed to retum here.”

*Embarrassed?” Gecee's three eye stalks swayed menacingly. Fen
felt the other activity in the tavem grind to a stop as everyone
tensed to watch the unfolding spectacle.

The con didnt @ven bather te move from her barstool. The Gran
took another step and bovwered over her. "The code you sold me
brought a patrol dowm on s the minute we broke into Kuat!®

Dogder reached for her glass and took a sip. “And only a fool
would have entered Imperial space with an untested recognition
code far which he pald anly baa hundred credits.”

Fen choked back the guifow. Gecee wasn't the sharpest bool on
the bell. Others weren't so polite, bat then they weien't within
swinging distance either, The tavern
burst into raucous laughter that had
o slightly ysterical edge.

Still, Dogder had to be dumber
than Geces to cheat a mak, return fo
the scene, and then publicly tawnt
him, The Gran evidently thought so
too He roared Turiousty and raksed his
hiamd, looking to swipe Dogder off the
barstood as i she wene a bug,

Fen snapped up a botthe off the bar and smashied it over Gecee's
head. He orumpled to the floor Fen sowly tumed back to Dogder,
Just in time bo duck a5 a barstoo! sailed overhead.

The crash of the stool meeling a crowded table was the spark
igniting the smoldeting tensbon of the bar, Boaring in 3 dozen lan.
guages, fifty andous smuggler scum, most of them pretty good
friends of hers, surged up like a dirty, debris-laden tide. With a deep
breath, Fen thanked the stars she'd had 2 stiff drink—it would dull
thee pain, but not her reflexes.

Before she could even strbde into the fray, a hand grabbed her
arm. Human, instinct told her. Fen pivoted hard, ducking her head
to the side. His fist sailed over her shoulder. She grabbed her
assailant’s flightsuit and swung him out of the way.

Fen turned back around just in time for her luck to run out, Some-
o grabibed her from behind, and swaung 5o fast, she didn't have
the time to duck. Her head snapped back as a fist of fur smacked
Irita her chiln

Flung back, she could at least wind up for the retum. Balling her
left hand and putting muscle from years of hauling carge pallets
inta it, she swang up and landed a really sweet punch right into the
Godals jaw.

Fen winced as she pot a better look at whom she had just hit.



Hrdinah was one of her best suppliers and she hoped he would
respech the punch in the spidk in wisich it was thrown, rather than
remembering the sting that accompanied it.

He grinned at her, showing no hard feelings, and peripherally, Fen
saw his right fist rise. She leaped up, grabbed the Gotal's sensitive
headcones In bath hands and twisted. With a howling yell, Hrdinah
doubled aver with a blinding headache and fell to the foor.

Feeling like a datasheet caught in a sandstorm, another hand
sedped her sheeve and swept her around. All Fen caught was a shock
of sandy halr and brown eyes, then a pair of lips landed on her own,
followed immediately by a boot bashing her ankles. With a harsh
snap, Fen went down,

Fen scrambled up, looking bo lend & real good one that would
make up for dropping into the middle of an armada, all the Jedi jit-
ters, Karrde's grating smug superiority, and a kiss from a smuggler
whao didn't stick around long enough for her to hit back. The part of
haer brain not looking for something Lo dobber realized that this
wias why Ancher was letting the fight go on. Tonight, it wasn't
about wiolence or petty grievances. Tonight, it was about the release
of tenskons caused by overthrow of the Fringe hierarchy. After tak-

ing Hutt lumps for so long and getting dragged along by the imps
ke mynocks latched to a ship cable, this was about catharsis. And it

felt really pood.

Fen spéed the back of the jacket of the being she thought might
be the phantom kisser, She was winding up for a swing when the
Cuiros lungged, She and Radek had ahways been on friendly terms, so
Fen ralsed her left leg, spun on her right, and let the momentum
carry her foot smadk into the Duros” torso. With Radek's Duros phys-
iology, the blow would barely wind him, Too bad it didn't do that.
she'd forgotten about Radek's point bwo above Hght speed refleses
The Duros snatched Fen's upraised leg and flipped her to the flooe,
Fen landed with a jarring thud

A aster shot reverberated through the tavem, perfectly aimed
o bring down the brawl, but not the roof. Every being in the place
froze in mid-pummel, Two Bodians were sprawled across a table,
mationless, each with long fingers locked around the other's throat,
a cenferpiece to the brame spectacle of broken furnibure and
tuisted glassware,

“That's enoughl” Ancher bellowed from behind the bar, Calli-
Merc blaster pistol cocked at his side. "You've had your fun. Anyone
wha doesn't help clean up pays the billl”

Fen sat on the floern, sucking her knuckbes contemplatively, Hrdi-
nah came up, still rubbing his headcones with one hand. He
extended the other hand to Fen.

She took the offer and let him haul her up.“Sorry about the
headache”

The Gotal shrugged, "No worse than the last telepath | ran into.”

He ambled off, leaving Fen's spirits decidedly lower, Chibal
Weren't Jedi tebepaths, or at least empaths? Was it true they could
control minds?

Cecee was still comatose. She stepped over the snoring Gran,
righted a barstool, and sat. Ancher just stared at her.

"Come on, Karl," Fen grumbled. "0One more for the lanes?” An
upended glass rested on the bar. Fen grabbed it and slid it down to
Amcher,

“Table goes in that cormer!” Ancher shouted to the Rodians, He
turned a disapproving and surly glare on Fen, "We needed a good
fight to clear the air, but why were you the one who had to start 17"

Fen nudged the Gran with the toe of her boot. "Geces was going
to wipe that con out, and use the leftovers o clean up the mess®

“fnd that was your problem becawse,. 1"

Fen shrugged.

“she could have at least stuck around to split the bill with you™

“Maybe she know you wene 3 friend of ming?” Fen asked with
more hope than she feft.

"House rules apply, Fen,” Ancher sald sternly. "Even to you,” he
added with a pointed finger.

Wearily, she nodded. Fen patted down her pockets and fished out
the hunddred credits she'd bargained off Karnde—undoubtedly one
of the shortest wins of hei less than stellar information-brokedng
career. She bossed the hundred to Ancher. *That should cover it."

He shook his head. "Not even close™

“Come on, Karl,” she protested, gesturing about the tavern. it's
not that bad in herel”

& really wicked smile slowly broke out on Kad's face. "¥ou have to
cough up at least another fifty for your share of Karrde's tab”

“| dighn’t drink anything off Karrde!™ Fen yelled,

“Korrde paid down his crew's bar bill when the fight started,” The
smile got bigger and Fen fought the urge to bust it off his face. "He
sald you owed him fifty and would cover the balance,”

Good thing there weren't any bugs arsund to fly into her open
mouth, Galling as It was, Fen knew as well as Kaorde did that ifa
Corellian smuggler was worth five hundred, a Coruscanti con was
only worth fifty, Especially at pre-Collapse-of-the-Empire rates,
Even the glorious botthes Hning Ancher's bar weouldn®t dull this
pain. With a disgusted sigh, Fen dug deeper into her pocket.
“What's my total, Karl?”

"Four hundred,” the barkeep replied. "And if | were you, I'd get off
planct before Gecee wakes up or worse, his pals come looking for
him,”

Spoce fake the galaxy and everyone flidng in il There were plenty of
pood candidates for venting her frustration on the read from the
Black Dust to the Soco-larel Spaceport, bt Fen resisted the wrge. i1
kick a rock, it just kick me back,

Why didn't she ever learn? Why did she abwvays stick her nose into
the midele of things? Gecee had never forgiven her for kaking awary
customers who preferred a hauber who didn't lose, drink, or steal
their cargo. The Gran was just the sort of sore loser who'd use a
bousy bar fight as another excuse ko chase her exhausk trail across
the galaxy, And how did she ever think she could walk away a credit
richer from any information exchange with Karrde? H this was the
future Fen was married to, she wanted a divorce,

It wasn't o bong walk hack o the Star Lody, but it was a tense one,
as she kept alert for any sign of Gecee's gang. She took a deep
breath and glanced up to watch the ships cut bright lines in the
night sky, Some of her frustration ebbed, Eyes fixed above, Fen
stumbded and nearly fell over a rock inthe road, Now they weren't
even waiting for her to kick them
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The pori’s exderior arding pads were

AR
just alprad, The ships sguatted n theis
ﬂﬂmum L':anf hettha ;Ee bF:ni:n ima ::-ndl:nut-

law. Fen usually coded inside the port, a privilege that came with
being a good customer for bwenty years who had decent corracts
and Hpped we | But, lee svery other smuggher belt hole, Soco-larel
wias "l weell past capacity. Not tna! Jf mattered, Fen cons dered
grimiy, There ddn't appedr to bean Empire bo e a fine anyway.

The first ship lnomed chaver and Fen pulled herhands out of her
peckels, If Geoee’s pals were lurdeg ampahone, it would likely be
here. Wereing through the outer berthi toward the Lady, she
approached every extended ramp and pile of cargo cautioLsly,
knowang they could conpeal #n ambush, She kept an ear cocked for
the whine of sioops that might signal an attack.

When the ship finally came into view, Fen whistled with refief.
Sk T left the Loady's running [amps on and the ¥T a1 gracefully,
and alone, ina pool of yellow light.

Fen autamat jeally counted ot the eleven rangs up the ramp to
L sidds port side hatch, She glanced around, bul no one Fad fal.
lowed he. She thought the area raa ly was as deserted as it
seemad 1o be

Beaching to the seamwiere the hatzh mct the ramp, her fingers
fownd the thin pin she had wedged theére before keaving for the ta-
e The pin was theve, birt—

Fen's hand we it (o her blaster 55 the thoughts fowed Faster
than her comprenensian of any sing'e one. With =nough time and
equipment, Fen could hack through the Ledy/'s security. She gener
al y creditec her competiters ard enemies wits the same skill, even
iF s he hadn’; thougnt Gecee could open maore than @ bottie.

A pin wedged into the hatch seam was Fen's last secunity faflsade.
IF sormvecne managed to crack the hatch, the pin fell out. Her pin
war there, but the customarny distanie separating it from the side
had widened o more than feur Ringers, which meant someonc had
bosnded her with a personsl message to dedhver. =en didn't like pei-
sonzl messages. They usually came attached 1 personal grudges
and blaster bolts at cloe range.

Fen pu led her blasten took & step back, and koyod open the
halch, "I hoge your life policy is paid up, because your next of kiq are
going Lo nead it she callid 19ta the ship

“| haven't any next of kin, "o woman's voice responded. And you
haven': asing'e glass thad isn't chipped”

Ry the Emperor's hostes, what was Ghito Dogder doirmg on her
ship? Trie waman hersell emerged a: the hatch, in one hand olding
two glasses and in the ather, Fen's treasured bottie of Resere,

"W hat are you doing here!” Fen snapped. fingering her blaster,
“Nirluiinga death wiash?®

Dagder myed the blaster with all the concern she'd give 20 an
Insect. "W you shoes, |l drep your anly glasses” Thien, she badsted
the vibroblade. “and the Reserve,”

“Why doyou think you'se still standing there!

The: con pivarted around on herheel “Bes des.” Dogder called over
her shoulder. “Should yeu shoo: e, you'll never know vy | went
to all tve troudle of braaking into your ship.

In Fen's extperience, a ship thief skarp enough to get through an
ot 453 secui ity sysbem in an hour wissn't stupid enoagh to tuin

20 VOLUME | NUMBER 2

her back on an iichy blaster finge’. But then, twy usually weren't so
brainless as to try to un vad a bad code on Socoro elther. Ten Toi-
tered at 1he hatoh, “You get any other company:”

“Why weuld aryone bol her " Dogder shawed back. "Yeuw haven't
arything warth killing v even malming fou and Fm sure Gecee i
sfill But cobd™

Maore or kess true, Bul that still left '.I-I'F‘I:fﬂnﬂﬂ:'r had kathered, Fen
stallked in after he boardi,

Dogder was a ready sitting at the gaming table with a filled glass
in front of her 1 should Imagine you are thirsty after that long
wealk,” she commented, splashing a couple of ingerfuls into the
other glass,

Fen quickly surveyed the cabin, looking far any cisturbanoes.
Apart froen the | beraticn of her Reserve and two glasses, and the
addition of an unwelome gaed, all appeared to be #4 Fen had left
It. Dogder, despite her calm facade. wans meving carefully and keep-
irg her hands above the Lable, 5he'd povioesly been in someonc’s
sights before,

Dogder ¢lid the gliss to the table < edge, but Fen wasn'- taking it.
“vou've GOt 4 seil dangeious way of getting a persan’s attention,”

The con shrugged and tock a sip af her beandy "it's effective and
fws nod prosen fadal”

“Yet,” Fen wained, beaning one shot | der against the bu khead,
blaster resting at ber side.

1 wished ta thank you for extr cating me from that mess.”
Dogder finally Lokl ke,

“I'm only interested in the apologies that come with compensa-
tion attached bo them, " Fen relored

"I ld ke fo repay you—" Dogder Begar.

Fen cut her off. *5ix hisndred will eover [£°

Dogder serunched her face. “Howe do you Tigure that?”

“Three hundred asd ity to Ancher for the damage. Anather Ty
to cover someone’s bar tab.”

“Afhat aoout the [t b hnindred?” Depder quarked. Shie ges-
tured to & pockel of B coat and Fe 1 hodded

“The rest 1s for my peinand sufferlrg”

Dogder slowly vithdrew a fisthid af eredits and began tounting
them out on e Lable, “An injured party is not enbidled to pain and
suffering damages under Sooorman b

"That's not 4 prokrlem, " Fen assuoed hek " just hatl you be the
nearest system thal do=s"

The tiny con artist looked up from the ple n frent of her and
arched one perfoctly shaped syebeow. "0 kill ing 2nd take whatever
| have* she replied mildly,

Fent nadded, Wiy did this wonaena insist upoo prowiding el
sarggstionts for her own derriie !

Dogder returned Lo e calculal lons, setting out four hundred, She
% Il the credits over ta jolr Fer's untouched dink at the tabile’s =dgze.

“Me fimae ke the preseat topay ap the res: and get off my shin,”
Fen told frer.

“0h, do st down, Fen,” Dogder said “You ase spoiling ny drink
just etarding theene glowaring "

“Its mvy drink,” Fen reminded Fer

“Kir turlisha qivia of port,” the grifter muimured, glancing &t the
erdts she still he d.She Frowned, rof liking someth ng she saw



“Excuse met” Fen stammered, although she was very familiar
with the Odd Corellinm proverl

Dogder leoked up, 2 quizzical expression crossing her face. "Chaos
opeens the door to oppartunity,” she repeated in Basic. | had
thought you'd be familiar with the phrase.”

"l am,” Fen assured her "I'm just surprised you are”

“What kind of provincial do you think | am?” Dogder laughed. She
reached into a pocket, returning the credits, and remosed a nall file,
She twrned her attention bo a fingernall that had apparently per-
turbed her. "My point is that out of the chaos of labba's death and
the Bebel victory, opportunities are arising even as we—"she
paused pointedly, before amending, “even as | drink.”

Fen ignored the obwious invitation, but was interested ensugh to
listen to what the con had gone o all this trouble bo say. She hol-
stered her blaster as an overture to encourage Dogder to talk. it
wiarked.

“Smart beings, those with vision, ane beginning to look for these
opportunities,” Dogder continued.

“Like taking the opportunity to pay me before | just take what-
ever you've got from your broken and bleeding body?”

"Precisely, Fenl™ Dogder had the gall to raise her glass, "l can pay
you & humdred—"

“Yau owe me two hundred, and
ancther tweniy-five if you keep
drinking my Conellian”

Dogder waved her nall file impa-
tenthe "1 will pary you whal | possess,
of you can take the opportunity and
see if | have something mach mooe
valuable to you”

“Like what?”

“Value depends on need. What do
you need?”

“Peace, inner harmony, and a full bottie of Reserve,” Fen told her,
painting to the half empty bottle.

“All three can be acquired easily, then”

*Is that 507" Fen mocked,

“Peace and inner harmony follow consumption of a full bottle of
Reserve,” Dogder Blithely assured her,

*Na,” Fen corrected, biting back a grin, "What comes after con-
sumption of a full bottle of Reserve is called a hangover”

Dogder nodded slightly, conceding the point. "So, apart from
inner peace, harmony, and a Corellian, what do you need?®

Fen glanced at the con, worrying her bwer lip between her beeth,
Dogder was showing some unexpected talents, Maybe... before she
could think about it too much, Fen slipped into her seat

s it happens,” Fen hesitated, searching for the words, “'m look-
ing for a vacation praperty”

“A vacation property!” Dogder asked blamdy.

Fen nodded,

Dogder looked down and began working gently on another nail,
“What are your requirements?”

Fen put the sound of a shrug into ber words, wanting to see
how Dogder would play this. “The wsual, Not too out of the way
Civiliged,”

o hose of us in Jabba's
line of work should

d take a lesson from
his death if we don't want
to end up the same way."

“Howe bigt” Dogder asked blandly,

“smallish now, but with room for expansion.” Thinking about
Kamde's specs, Fen added, “Lats of expansion.”

“If Jabba's Palace s 2 one, and a Bathan safehouse a ben, what
weoaild your Ideal vacation home bef”

It was an insightful way to describe the parameters of secrecy
and security, Dogder understood exactly what Fen was seeking on
behalf of Karnde.

A bweelve,” Fen told her.

Dopder took 3 minisoule sip of her drink. “50 far, you've desoribed
a dozen places which might serve. Can you give me anything more
specifict”

Fen wanted Dogder Lo do the work here. "Like what?"

Qe of Dogder's jinghing bracelets clanged on the game table as
she retumed to her nail file, Fen hiad figured out that the woman
wasn't actually deinking and wasn't doing anything to her finger-
nabls either,

"Those of us In labba's lne of work should take a lessan from his
death if we don’t want to end up the same way.” Dopder spoke so
dryly Tabon Karrde could have taught her the tone. "In my opinion, a
smart smuggler should be loaking for a vacation home far away
fram the Jedi.”

Moy, it was Fen's tuen to Bluff 1t
toak some effort. How Dogder had
found out, she couldwt imagine, but
the con was deserving of even more
contideration than Fen had been giv-
ing her, "Who said anything about
the ledif”

Ghitsa Dogder pursed her lips.
Turning in her seat, she dropped the
nakl file back into her pocket, " 've
already had this comversation with belngs who possess a simllas
lack of visbom, Thanks for the drink.” Her vaioe was clipped. "Nl see
rmyself out.”

Fen watched her go, net quite believing that the information she
needed could really just drop out of the firmament like this, in Fen's
experience the only things that fell out of the sky were things you
didn't weant hitting you. Asterolds and guano sprang to mind fmme-
diately. SHIL if there was even @ chamce ..

Feen scrambled to her feet and ran to the hatch before she could
reconsider, By the time she caught up to her outside the ship,
Dogder had one foot an the ramp and one on the landing pad.
“Waltl" Fen called from the top of the ramp.

The con turmed slovwly anowund,

“I might be interested in a such a place,” Fen said, “Do you have
anmy suggestions?”

"I might, or know someone who does,” Depder allowed, stepping
back on to the rmmp

“Dao | know this person?” Fen knew her eager tone canceled ot
the way she nonchalantly leaned againgt the side of the haich,

Dogder made o sound that might have been a snort of disdain,
“I'm hardly going to tell you that, Fen.”

“Maylse you'l tell me.”

Al the first woord. Fen went for her aster but knew it was
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I:n Enit'fm aleeady too late. Gecee emerged from
ﬂmulnri behind a landing strut, aiming a heavy
4 , blaster at her gut. What the Gran lacked in
brains, he made up for in siraight shooting.

Keeping one eye on Dogder, and bwo eyes and his blaster on Fen,
Gecee slowly exsed to the bottom of the ramp, "Take the BlasTech
out, Nabon,” he ordered,

Fen mentally ticked off the altematives. Gecee was oo far away
to jump. She was standing on the ramp, under a running light, and
was elevated, giving Gecee a nice, bright target. In other words, she
wias more than a card short of sabace. Fen gently set her blaster
dowwen on the ramp.

“Kick It over the side,” Geoee spit oul,

Eick her blaster? Was he crazy? Mo, Fen amended. The Gran was,
as Karrde would say, negotiating from a position of strength.

Gecee warlly began climbing up the ramp. Sidling up on Dogder's
right, he sefped the con's elbow in his left hand, The blaster i his
right never wavered. Fen cringed, knowing how that kind of grip
would hurt, but Dogder didn’t even seem to notice.

Dogder merely glared at the fingers cutching her arm. "You are
wirinkleng my sult.”

He huffed scormfully and yanked

Fen could feel the rumble of the swoops’ repulsors reverberate
through her boots, She hazarded a peek from behind the amp, Blue
blaster fire lancing past her head confirmed that the gang hadn't
dropped by for cal and biscuits.

Fen spotied three swoops—two single seaters, both riders
armed, and one double seater, with the rear man carrying a big
repeating blaster.

Fen knew the riders were yelling at one another but couldn't hear
their plan over the scream of the swoops, The high-pitched shriek of a
Mobquet turbothnester was Fen's only warning. The two-seater
ripped within a few meters of her probective ramgp. The gunner fired
wildly, and grit exploded around hes. More bolts burked into the amp.

She didn't want Lo kill thugs over a bar fight, but that repeating
blaster was almost enough to make Fen regret her good manners.
5till, Fen didn't want a Secorran death mark any more than
Dogder did,

Dogder.

Where had she gone? Fen mentally clicked backward. The con
had darted into the ship the moment they'd heard the swoops.
Dogder wasn't going to use the Lody's guns to take out the
swoops, but why didn't she put down enough cover fire for Fen to

run back inta the ship? Why was

her forward, Gecee seemed as sur- d were a Dogder leaving Fen to take out a
Sl 4 Eerh el
heels caught In the rarmp, The com SUTAYY PR and a BlasTech se
1 )
d;::?;::;:::ﬁﬁ::ﬂ‘: :IEE“ GIEI’":II"IE Er‘nund' m:l";::ulnﬂhemn)fimmﬂm
w -
ol s Mk i kel Fen looked for a distraction. fisg up snswered these questions
them upright, Dogder lashed out with Blast] There's no way that con is steal-
one hand and yanked on Gecee's ear. ing my ship!

With a strangled whimper, the Gran went down as hard as an ion-
ized astramech,

Fen jumped forward, swallowing her momentary panic. "You did-
n't kill him, did you?"” she exclaimed, kneeling by the Gran,

"Cn Socore]” Dogder scoffed. She bent down next to Fen, "l have
neither a death wish nor a desire to put a bounty on my own head
by killing a smuggler, stupid though he is”

Geces was out like a dead star, but still breathing. “What did you
do?” Fen asked.

“Thi Gran equivalent of 3 Gotal headeone twist.” Dogder
explained,

It was nifty trick to remember. "I that hadn't worked, he would
have shot me,” Fen felt it important to mention.

Dogder shrugged and together they rolled Gecee to the ramp’s
edge. “It worked, and if it hadn't, you would have jumped off the
ramp before he started shooting.”

“Mext time, | decide amything involving shooting.™ The thud of
the Gran hitting the ground punctuated Fen's remark.

"Geces, you there?” The disembodied woice crackled through the
night air. Fen met Dogder's eyes and saw the same feeling reflected
there

Fen leapt to the ground, but before she coubd deactivate Geoee's
comlink, she heard the dreaded racket of iIncoming swoops, Snatch-
ing her blaster, Fen dove under the ramp. One breath Later, the
swoops roared b, kicking sand all over the landing pad,
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All she needed were a few seconds in the clear. Glancing around,
Fen looked for a distraction, Her eyes landed on the tow cable nod-
ube embedded in the side of the ship, just to the side of the ramp.
Freighters used the powerful magnet and cable attachment to haul
cargo barges.

Fen grabbed a handful of sand and tossed it out beyond the
ramp. Laser blasts singed the ground and slammed into the vibrat-
ing ship. Sefzing a rock, Fen smashed the nodule’s casing and
punched the power pack.

The explosive bang split through the roar of the swoops. The
tow cable thot out from the ship at a killing speed. Fen whipped
around to look but wasn't fast enough to see the cable’s magnetic
hook smash Into the nearest durasteel object—the two-seater
swoop. She heard a metallic shriek and another crash as a second
swoop snarled in the tow cable strung between the [ady and the
two-seater

That moment of chaos was all Fen needed. She rolled out from
beneath the ramp, dashed into the ship, and slapped ber hand
across the control panel, The hatch snapped shut.

Fen bolted down the passageway and headed fore. She'd evict
Dogder from the cockpit and flush her out the airlock later. Now, it
wias time to get out of there. She burst into the cockpit and choked
on the angry yell. The pilot’s chair was empty

“Are you going to stand there all day?”™ a crisp volce called from
the co-pilot’s seat,



Fen turned to her, open-mouthed. The grifter was strapped
safely into her seat. filing a nail. Before Fen could reply, the ship
shook slightly,. The Lady could handie simple blaster fire, but Fen
wirsn't going! towait around for the bigger guns to show up. She
vaulted into her own seat and engaged the thrusters, "Wy didnt
you cover me with the guns?” Fen demanded, sparing a sour glance
toward Dogder,

Dadger shrugged, ot even looking up from her nailks, "You told
e you were to make all decisions involving shooting.”

Before Fen could sputter an indignant reply, the ship rocked
again, “Persistent little pests,” she swore under her breath as she
eased in the repulsord fts.

The gang scattered and Fen released the tow cable, Unencum-
bered by dangling swoops, the Lady climbed gracefully upward,

Fen thumbed the comm switch just in time to hear flight centrol
sk, “What in the galaxy are you doing, Fen?”

Fen smiled. 5he and Shind went way back and the Socorran con-
trolier woould e sure bo ghve her a hand now. "l annoyed Gecee and
his pals, so | decided to clear out before they put a few nicks in the
Larely's new paint job”

Laughter echoed through the speaker."You're a real diplomat,
Fen”

“¥eah, Shind, 'm a regular Organa,” Fen snorted,

"5it tight up there. Let me seo if | can juggle a few ships and get
you outta here before that crazy Gran lifts his own ship”

“I'd appreciate it.” Fen switched the comm to standby and settled
back to wait. Dodger continued to file her nails calmly, seeming con-
tent to walt for Fen o speak.

“Aves wak never your mark wars hel” Fen finally asked,

“Na, he wasn't,” Dogder replied, frowning at her handiwork.

Fen ran a hand soross her mouth, not [iking the answer or the
implicaticn of who Dogder's target had been, but it made sepse.
Dogder had been trailing her at least since Sullust looking for an
opening to make her offer. "Why did you approach me about this
propertyt”

"To show my gratitude and make amends,” Dogder suggested.

Fen laughed loud. *Yeah, rght. And Rebelllon will win the..” She
choked on the words, the enoomity of it hitting her again,

"My wiial chient doesn't hawe the vision to see that new precau-
tions are In order considering recent events,” Dogder eventually
sald, returning her file to her pocket.

Dudd that a small time operator like Dogder and an ambitious
smuggler like Earrde were both worried about the same thing.
Maybe she was still just trying to convinge herself, but Fen repeated
wihat she had told Karrde, “Skywalker is just one Jedi”

"0 Jedd who took out the Empenar, Darth Vader, Baba Fett, and
a criminal organization that was centuries old. imagine what more
of them might do.” Dogder sighed and stared out at the Socorran
stars."Jedi protect the galaxy from people like us. | knew | couldn't
be the only who is concerned,”

"So, you came to me thinking | might have customers who have
e vishon than yours do?” Fen asked.

I i my homework,” Dogider responded, with a hint of pride. |
knaw you do”

sSomesne lke Dogder wouldn't put out this kind of effort if she
didn't think there was a blg scone behind (. A really big soore, Fen
glanced at the coordinates Dogder had already programmed info
the navicomputer. “So what's on Corellia?”

Dogder's eyes narrowed. "Information costs money, Fen”

“You're still in the hole, and a card short, Dogder,”™ Fen countered.
“Before we go ampwhere, | want to know what we're going fios,”

“An old smuggler,” Dogder finally conceded,

“Every lead begins there,” Fen scoffed. “Tell me something | dont
abready know.”

"An old smuggler,” Dogder hesitated, then finished, "and his pet.”

“Pet?” Fen echoed, suddenly rethinking the airock option, but
Dogder wan nodding very seriously.

"The spacer told me about a small rodent called an ysalamiri®

“¥s-a-La whai "

“Ysalamiri, They are stupid and smielly, and the only thing they
are good for Is repelling ledi,”

Fen snorted again in disgusted disbelief. “Tim having hard time
believing that a rodent could stop what Boba Fett and Darth Vader
eouldn't.”

Oddly, Dogder didn't rise to it. She just nodded."As do | Bul my
contact really belleved i, And he was old enough to have remem.-
bered the days when we needed to be able to repel Jedi.” She spread
her perfect manicure out aver the console. *1 have a few other leads,
st if you have a client looking for a possible Jedi-proof base, we
need to find where ysalamiri come from before someone eloe does.”

The comm came to life again, "Okay, Fen,” the port controller
announced, “You're clear after the Hormet Inderceptor. And Gecee
will be facing a customs inspection.”

Fen smided and flipped the switch back on, "l owe you "

“¥ou knaw my favorite compensathon,” Shind replied fondly,

“Hext time there'Il be a case of Chadidan rum in my hold just for
you,” Fen promised. “Thanks again, Shind.

“Clear tkiey, Fen”

The channel closed, stranding the cotkpit in an uneasy silence.
Fen mentally counted her cards again and made her offer. “After
flight costs, If your information pans out, we split the commission
seventy, thirty”

Dagder smiled thinly, “How very generous of you.”

"I get the seventy,” Fen correctied, pointing at her own chest with
her thumb te emphasize the paint.

Dogder frowned. “That hardly seems faie it |s, after all, my lead.”
“If you don’t like [f, the etcape pod's in the back,” Fen smirked.
"And this is a one time deal, As soon a5 we'ne done, | drop you at the

nexrest space port.”

Dogder furrewed her brow and pursed ber lips. The con made a
show of consideration, but she didn’t have many other options.
They both knew it

Fen watched the Hormet blink into the void, [t was now o never,
“Sixty, forty.” Fen sald. "That's my final offer”

"Deal,” Dogder finally conceded, extending a hand, palm up. Fen
slapped hers across It Thelr bargain sealed, Fen pulled back the
lewer and the Star Lady rocketed them into hyperspace,
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The Best Man for the Job
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he monster was about to uncover a secret, but it did
mat know i
The monster hwing suspended in spoce, blue-block
infinity in every direction. But it was not in space. The monster
swept s fleshy tai ond fucked It legs against its body as it rose
through the water cofumn,

The maonster was huge, Despite the obsence of o backdrop fo
give comparative cues, immense power was evident in the span of
its shoulders and the clamp of its overbiting jow. The monster had
the supple body of a tusk-cat and the snaky neck of an eel, I3
great sire made it oppear even more a creature of the vacuum, for
It seemied Impossible that Naboo's oceans could harbor such g
beviat e,

It had lved for centuries, ruling the kingdoms of the deep with
the lazy disdain of absolute power. The reverent whisperers of the
surfoce—mere dirt-dwellers—called it o sande agua monster,

But even the mightiest fortifications wlitimately crumble, Upon
closer examination It was clear thot the monster's pupils were
mitky with age. lts imbs twitched with imvaluntarily tics. its gills
weve frayed ke tottered lace.

The monster was dying.

A pair of opes sea killers, all eyes and teeth, swam up from the
blue, Sedisced by the stink of death, the bwo crablibe finh jetted foe-
wiard, mouths wide and beistling. The two opeed dpped bits of fledh
from the monster's flank as the predator suddenly became the prey.

Too weary to fight back against these nimble enemies, the mon-
ster pumped its massive Lail. it quickly rose up and away, The
dogged opees clung to the trail, their noses sampling the ribbon of
blood beaking from the monster's flank,

The monster was higher now. Fingers of white light stabbed
dawsi From abowe. A thick wchool of d.:H,E:rI broke apart in the mon-
ster's bow wave like wind-scattered steam,

One opee swam chose and spat out its sticky capture-tongue, An
imstant |ater, the monster's tail swept back in mid-stroke, bashing
the smaller fish on the side of the head. The dead opee sank belly-
ug into the dark waters below:

The second opes stuck to the hunt, drafting in the monster’s
wake. They swam abaove 3 row of rocky columns that guarded an
underwater landscape of peaks and pits. Drifting curtaing of green
glie caught the light from aboee and sparkled as if they had been
knitted from emerabds

The opee swam high then jetted down like a dive-bombing bird,
tearing loose a piece of the monster's back. The monster's booming
cry would echo halfway acnoss the coean befose It dissipated,
Blinded with rage and pain, the monster thrashed upwarnds with
delirious effart.

It weas quite '|.IJF|.|'I:"i.-Ed when il breached the surface.

The monster sailed through the air, wet skin glistening. Falling
wias @ rare sensation for it Landing hard on a solid plone was an
utterly novel one.

Eigheen hundred tons of flesh hit the beach with a bwain-split-
ting thasd. Bones snapped like twigs under a sopgy blanket,
Stunned, the monster sucked unfamiliar alr deep into its com.
pound lungs. B pawed at the sand with its front daws, but could
nirt move ifself

The monster had always been a creature of mystery and menace,
Biorww it weas helpless,

et something else was visible where the monster had scraped
away the sand. Deep (n the ground, bripght against the black bediock,
the silver of scratched durastes] glinted in the mocning sun,

The creature of myth had reveabed a lair of shadows. Melther one
b ever been seen h'rnul'y.!ldl:i-,..

Before the day was done, that would change.

Q00
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"Panakal | see him!®
The call broasdeast tinnily in Lieutenant

physique, smashed Panaka's wrists against the cold floor. The 5-5

E
TER
skidded out of reach. The two opponents grappled In a floor tangle,

Panaka's ear through his helmet-mounted
comlink. Heavy running steps thudded on the floor above Panaka's
head, accompanied by the unmistakable brapp brapp of a blaster
pistol. Panaka swore silently. They were suppased o capture the
suspect, not kill him. Blaly knew her training better than that.

Panaka eased farther down the rickety wooden staircase, strug-
gling to see in the darkness of the perfume cellar. Now that the sit-
uation had degenerated into a firefight, he regretted not being
upstairs to act as Blaly's backup, But it had been his decision to split
up and herd the target into an ambush, The tactic had been drilled
inta him at the Tracker's Gulld on Tolan by a disciplined Zabrak he
still remembered with respect. Panaka hated to think the tactic
might be flawed. No, he thought, the tactic is sound. If it fails. it Is
only because | have erred in applying it.

Panaka's boots touched softly on the staircase. The leather of
his Royal Security Force uniform creaked as he brought his 5-5
blaster pistol up under his right ear. Upstairs, things had had gone
eerily sibent. He considered comlinking Bialy but didn't want to
disrupt whatever advantage the silence might afford.

From above came a crash, a thump, a panicked comlink call =
“Panaka, he's coming, he's coming” - and heavy slapping footfalls
on the floorboards. Panaka brought his blaster to bear on the cel-
lar door at the top of the stairs. His index finger hovered over the
trigger for the anaesthetic dart shooter.

The sheer wiolence of the impact amazed him, With a terrific
smash the door flew off its hinges, Panaka dropped face down on
the stairs and brought his arm wp over his head just as the door
fiell on top of him. The crushing weight of a body landed atop the
door, then suddenly sprang off. Panaka grunted in pain at the
squeeze, then shoved the door off the side of the stairs. He pulled
himself into a crouch, gun in hand. The door hit the cellar floor
with a clatter,

There was no sign of the suspect. The cellar of the Port Landien
Perfumery was dark, with many concealed comers among the head-
high bottle racks, But like all perfumeries, this batement was
equipped with a drainage trough—it was how Panaka had entered
the room in the first place to set up his ambush. If be didn’t reach
the trough before his quarry, the runner was as good as gone.

Panaka jumped off the side of the staircase, Holding his blaster
in both hands he advanced quickly through the racks of ripening
fragrances,

He was halfway to the drainage trough when the attack came. As
e passied an alcove formed by three intersecting racks, what could
have been mistaken for a pile of rags on the stone floor suddenly
grew long arms with crooked fingers, Springing from its fetal
crouch, a Gungan launched itself at his chest.

Panaka swung his pistol around, but the Gungan tock hold of
Panaka's wrists before he could bring his weapon to bear. Panaka
fell backward, relaxing his body in mid-fall. He hoped to pull the
Gungan into a flip, but unexpectedly crashed against a perfume
rack, Broken glass and pungent liquid rained on him as he slid to
the floag.

The Gungan, striking brown-and-yellow stripes defining his wiry
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muscles straining for leverage. Panaka suddenly pulled his left hand
im and threw his weight over to the same side, triggering a rall that
left him on top and the Gungan undemeath, Despite the advantage
b still could not free his arms from his attacker's vice-like clamp.

Panaka knew Gungans were strong. This one was apparently
stronger than most. His wrists popped as the radius and ulna
ground together. Panaka's face was a misshapen mask of strain and
suffering. The Gungan grimaced right back at him. Their faces were
mmiese centimeters apart.

With a wet crack, the Gungan's prehensile tongue exploded out-
wards. It smacked Panaka's nose with an agonizing snap and briskly
withdrew, A second Hghining jab swatted the soft flesh beneath
Panaka's left eve, taking a plece of skin with it

The third tongue-jab hit Panaka's left eyeball and struck there.
The Gungan, secing the adhesive had set, began to suck its longue
back intoits mouth.

Panaka did the anly thing he could, jurling his head forward with
all his strength, slamming it straight into the Gungan's snout. The
force of the headbutt squashed the Gungan's elastic facial cartilage,
forcing the top teeth against the bottom row with a loud snap. The
tongue was caught in the middle, The Gungan howled in pain.
Fanaka slammed his head forward a second time, knocking his
attacker right between the eyestalks, The Gungan relaxed his grip
a3 his bady wenk limp.

Holding ane hand over his throbbing eye, Panaka slowly sat up.
Behind him came the racket of Bialy descending the stairs.

Bits of broken transparisteel lay strewn across the floor like a
minefield of ice. & lake of perfume pooled around his knees. Panaka
wrinkled his nose at the smell, and was rewarded with a fresh
trickle of blood from his nostrils.

They'd nabbed their target, but for now all Panaka could think
about was a bandage and a shower,

s e T

Sergeant Blaly loaded the groggy Gungan into the back of the Flash
speeder and secured him with restraint webbing, Electronic shack
bes hobbled the suspect at his ankles and wrists,

Panaka had hoped the freshness of day would cheer him up, but
the maming sun only irritated his swelling eye while the heat
brought out the stink of perfume in waves that made him light-
headed. The scents he was wearing on his Royal Security Force uni-
form would have cost a monarch's riches if purchased individually,
for the people of Maboo coveted perfumes in the manner with
which other cultures valued fine wines, But the perfumeny’s care-
fully-crafted aromas of musk and millaflower were now dried ina
single sticky mix across Panaka's leather jerkin, exuding an uniden-
tifiabde but definitely unpleasant scent.

Bialy pulled off her helmet and wiped ane hand over her fore-
head as she walked over to Panaka. “Think we should get back to
Theed? We're starting o attract an audience.”

Panaka glanced up. The Port Landien Perfumery was located in the
town's sparsely populated outskirts, but a farmer was leading a




small by by the hand over the nearest hill, undoubtedly to catch a
glimpse of this unusual criminall Panaka frowmed, He was a Boyal
Security Foroe officer, not a carnival barkes, Pamaka climbed behind
the steering yoke of the speeder and fired up the engines, The
rament Bialy joined him in the shotgun seat, he jammed the accel-
erator and bounced onto the dirt road with a puff of dust.

The wind of their passage helped strip away the reeking boau-
quet that clung to him. Panaka looked back. Their prisoner was
glumly surveying the scenery. “You think he had an accomplice?”
he asked Biaky.

“Panaka, | already told you. | don’t know.” Bialy held out both
hands, palms up. "1 never fired. Somebody took two shots at me. If it
wins the Gungan, somehow he made the weapon vanish, And If it
was an accomplice, the guy is nowhere to be found.”

Panaka grunted, He hated to leave the matter unresolved, but the
instructions from the Royal Security Force office in Theed had been
clear—LCaptain Magneta wanted the suspect in custody at once,

A half-kilometer ahead, the tiny
figure of a shaak tender came into
sight, standing in the middie of the
road and waving at them to stop.
Panaka scanned the green hills,
wary of an ambush, He pulled the
speeder to within twenty mefters of
the tender's flock and slowed to a barely perceptible crawl, ready to
gun the engine at any sign of trouble. Civing the shaak tender the
“go ahead” sign, Panaka watched the herdsman’s balloon-bod|ed
animals shuffle one-by-one across the roadway in fromt of him.

"Don't even think about it, Gungan,” he called into the back seat.
The Gungan didn't answer. Panaka wondered if the injury to his
tongue had impaired his speech.

The shaak, shaggy with midsummer wool, ambded across the
roadway. The shaak tender raised his hand in thanks as Panaka
throttled back up to cruising speed. Bialy turned in her seat and
returned the shaak tender's wave.

"50 how about It, Gungan?™ Panaka called. "You have a friend
back there at the Port?”

The Gungan kept his voice low, “Mesa sayen nutten”

“You have a friend with a blaster?” Panaka flexed his hands on
the steering yoke. Trying to kill a Royal Security Officer is lightyears
remeved from vandalism and theft, friend. We can charge you with
atternipted murder of a royal protector, To a Naboo judge, that's one
step removed from negicide.®

The Gungan looked to Bialy, then to Panaka. "My no haven a
blaster, Mesa doen nutten”

“We've gob witnesses who reported a Gungan sneaking around
their towen,” Fanaka shot back. "Crimes were committed during the
same period. Most people would peg you as the likely suspect.”

The Gungan laughed. “To dem, mesa only crime tis bein a
Gungan.”

Fanaka shook his head. Typical

The cynical cheer drained from the Gungan's face. He spat out
sarme bload, “Yousa no know what yousa doen,” he sald sadiy.

Bialy turmed in her seat. "What do you meant”

“Yousa tink yousa doen right. Boot what yousa doen tis berribad”

THE GUNGAN LAUGHED.
"TO DEM, MESA ONLY CRIME
TIS BEING A GUNGAN."

“Care to elaborate?” Panaka offered.

“Not to yousa. No can trust yousa,”

“Sult yourself”

The Gungan slumped down in the rear seat and heaved a sigh,
“Berry bombad for yousa world, Berry bombad for yousa®

Panaka scowbed. ®ls that a threat?™

"Mo na, tis no theeat, Tis truth, Nutten yousa can do to change
dat.” He looked down at the binders that held his wrists. "Un now,
nutten mesa can do neither”

000

Scrip scrip scrip

Panaka held the pick bebween his thumb and forefinger, baisting
It to reach the inside of the liquid-cable cylinder. The little cartridge
notmally beld compressed spraymist which hardened into a continu-
aus spo of rope when fired. Unfortunately, the cartridge gummed
up easily,

Scrip scrip scrip

The saiund seemed quite loud,
here in the empty confines of the
Royal Maboo Security Force's dis-
patch office, Panaka sat on the
bench in front of his locker, last
week's assignment board propped on his knees as 3 makeshift
table. Sundry components of his 5-5 blaster pistol lay scattered
acrass the board®s surface.

In fact, Fanaka did not know which seemed louder—the scrape of
the pick or the whine as he exhaled through the bacta sheath on his
broken nose, & smaller bacta patch covered the angry blotch
bencath his left eye. The Palace healer who had treated him had
ordened Panaka to take the rest of the day off. But Panaka had
nothing he wanted to get home to, He sat alone in the room, con-
tent for the moment with the straightforward challenge of ungum-
ming a gadget. Light spilled into the room from a row of open
windows, looking out onto a narrow avenue and a boathouse on
the shore of the rver Sallew,

Panaka placed the cylinder between his palms and rulbbed them
rapidly back and forth. Heating the cartridge often beosened the
dried goo inside. He lifted the pick again and resumied the sonip sorip
scrip of deaning.

With a careful serape Panaka pulled a curlicue of dried spraymist
out of the barrel’s Inner workings. The deansing complete, he began
reassembling the putzle pieces of his 5-5 The blaster pistol was
already a heavy weapon, burdened with two oversized scopes and
an anaesthetic dart cartridge. If Panaka's prototype liquid-cable
shooter were to ever become standard equipment it would have to
be small enough not to interfere with the aiming and firing of the
S And it would have to stop gumming up.

Panaka was determined to make it work, & grappling hook on a
liquid cable line would allow officers to rappel down buildings and
evacuate the King in emengencies, His anti-terrorksm classes had
tawght him that the difference between life and death was often a
matter of seconds.

The door te the dispatch office shot up into the ceiling, Dukane, 3
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rangy mustachboed officer with dark soul-
ful eyes, walked through the entrance
wearing a smile. His face lit up when he
saw Panaka. "1 just saw your Gungan, Panaka, so of course | had to
come and see you,” DuKane whooped with laughter. “And it's truel
You look worie than he does!®

Panaka flashed a quick smibe, tight and false, He said nothing,

DuKane pulled his hedmet from his locker. "The perfume was a
nlce towch, § can still smell it from hene. Reminds me of my grand-
menther.”

"That perfumery lost dozens of bottles of Monticano-era stock.”
Panaka slid the 5-5's auxiliary targeting scope into its holding
bracket. "It's hard on the owners.”

Yeah, well stay out of trouble Panaka.” Dukane headed for the
door. “King Veruna's hosting a visitor from Conuscant. The off-
workder is in with the captain right now. And they seemed to be
real interested in your Gungan.” Reading Panaka's skeplicism, he
added, "Mo joke this time. Keep on your toes.” The door sealed
behind him, leaving the room quiet once mone, Panaka’s shoulders
wisibly relaxed,

By their nature, security officers were a tight-knit crew, Forced to
uphald a professional image among the citizens of Maboo, officers
gathered together in the off-hours to blow off steam with ribald
banter and wild practical joles, This was the unseen cultune of the
stathonhouse. it was a culture Panaka found completely alien,

It weann®t that he hadn't tried. But while Blaly fired off playful
insults with ease, Panakn came across as stiff and counterfet wihen
discussing anything not directly related to his job. Panaka's fellow
officers frustrated him in a way no enemy ever could. No matter
howi hard he studied, be would never be thelr after-hours buddy, No
matter how long he trained, he could never regale them with far-
fetched yamns over drinks in a tapcaf.

If he could not win their friendship, then he would eam their
respect. Panaka had had years of elite offwodtd education. Most of
them had never left Naboo, Through the sheer weight of his compe-
tence e would command their admiration, and he would reinforce
it every day by never, ever deviating from a sterling example, He
was a [eutenant mow, but he would not be for long. And Captain
Magneta, skilled as she was, could not be the head of the Security
Fosces forewer,

Panaka aligned the magnetic balt on the liquid-cable cartridge
and snapped itinto place. The prototype chamber sprouted from
the 55 like an outrigger pontoon, just above the barrel and slightly
offset so it wouldn't Block the scope, Panaka hefted the sssembled
weapon and sighted down s length, taking note of the added
wight.

His comlink crackied. “Panaka here,” he announced, hokstenng
the 5-5.

"Leutenant, this is Captain Magneta. Report to my office ot ance.”

o0
Like the woman who occupled it, Captain Magneta's office was flem

and uncompromising. Completely bare save for 2 desk, chair, and a
single family holograph, the room seemed more like a cell than a
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workplace. Panaka stood at attention, unacknowledged, while Mag-
neta conferred in low tones with a man dressed all in black.

At last Magneta turned to regand him. A tall woman with hawk-
liloe Features, she kept her white hair pulled back in a short, tight
brakd. The brass plates on her Captain’s uniform gleamed with fresh
polish, “First, Lieutenant, bet me congratulate you on your arrest.
Waboo Is safer because of your actions.”

“Thank you, Captain,” Panaka responded dutifully. "Of course | did
not do it alone. Sergeant Blaly was my partner on this assignment.”

"l expected you to say that, Beutenant, but | know you don’t
mean iL” Magneta regarded him shrewdly. “Blaly i a fine officer,
but | know your education. | recognize your strengths. Credit for the
capture goes (o you.”

Mo response was required, so Panaka stayed silent. Magneta ges-
tured to the man at her beft. "This ks Sate Pestage of Coruscant, spe-
cial advisor to Naboo's own Senator Palpatine.”

Trim and fit, with thinning black hair and a tight cruel mouth,
Pestage looked like an exercise instructor forced to dress up for a
funeral, His layered Coruscanti suit of business black would seem
wildly out of place on one of the colarful avenues of Theed.

Pestage nodded at Panaka, "Lieutenant. The Gungan in custody
has been identified as Kroke Modborm, wanted for erimes Incheding
treason and murder, He is being remanded 1o my custody and will
b shuttled offworld within the hour, Senator Falpatine thanks you
fior your bravery and cooperation.” Pestage shifted uneasily, looking
for a place to sit down, but Magneta's office lacked guest chairs.

Panaka tensed and looked at Captain Magneta. “The Gungan is to
be taken offplanet?”

"That's corect.”

*This ks a Haboo matter”

“and it will continue to be handled as such,” Magneta responded
with a touch of annoyance. “Senator Palpatine is a native of Naboo,
in case that fact escaped you while you were offplanet yourseil.”

“With all due respect, Captain, the senator ks a palitician. This is a
Rovyal Security Force matter.”

“Be careful, Heutenant.” Magneta raised a warning finger. "You
claim respect, yet you show none to me or ta my affice. The extradi-
tion orders have been signed by King Veruna. | serve the king, If you
no longer obey the ruler of Naboo, then you have no ight to sear
that uniform.”

"My apologhes, Captain,” Panaka said in a quiet voice, but he did
not break gaze with Magenta,

Pestage cheared his throat to break the tense silence. ™) know |
speak for Senator Palpatine when | say Kroke's victims will be
avenged. The killer will be brought to justice,”

Panaka saw no advantage in arnguing the point further, “Sergeant
Bialy thought there was a second person at the scene. A possible
accomplice.”

“Yes, | read your report,” Magneta answered. “And you will con-
duct a follow-up investigation into that matter as soon as you have
completed your immediate assignment.”

“immediate assignment?”

“Traffic control. | realize the healers placed you off-duty, but a sea
creature has run aground on a isalated stretch of coast north of Port
Landien, I'd like you to command a small feam of officers to divert



pedestrian and vehlcular traffic frem the area for the public's safety
urfil we can organize a disposal crew.”

“sounds simple encugh, Another opeet”

"I suppose w0, ves.” Magneta held out her hand and Pestage
placed a datapad im i, "Your squad won't be in the cleanup aea. The
carcass should be disposed of by nightfall, so just keep the vicinity
secure until then, Orders are in this datapad. You are dismissed,”

Panaka took the datapad and turned to leave,

Pestage stepped forward and extended his hand, "Good luck,
Licutenant, and thank you again, | will be returning to Coruscant in
the momning.”

Panaka accepted the other man's hand and shook it fiemiy.
Pestage leaned choser, studying the bandages on Panaka's face.
“Those injuries—do they hurt?”

Panaka shook his head. "1 don't let them,”

o000

The screeching rootjiggers were enough to drive anyone mad,
Hillocks of nola grass flanked the roadway where Panaka stood,

He saw the dust cloud approaching before he saw the othes
speder. A battered green civilian model, the speeder sbowed as its
driver apparently caught sight of the roadblock. The setting sun
glinted off its windscreen, Panaka wondered if the driver could see
him ambd the glare. He raksed his arms, palms sul, and motioned fos
the other speeder to stop as he slowly walked back toward his
parked vehicle,

Several dozen meters distant, the speeder idied to a full stop. The
dust chospd settied.

Panaka arrived at his owen speeder and reached In the rear com-
partment for his datapad. The passengers—nao, the single drver,
Panaka corrected himself as he squinted—might need directsons for
alternate routes to Port Landien,

Dust billowed up suddenly. The green speeder shot forward as if
kicked by a glant boot. Panaka froze for a split second, judging
whether to draw and fire, but thene was no time. He sprang away
from the roadweay, hit the grass, and rolled,

With a werenching metal crunch even lowder than the din of the
roatjiggers, the suicidal vehicle plowed inko the side of Panaka's
speeder, The Royal Security Force speeder stubbornly fought the

nist-tinged in the fading lght of shove. An invisible tractor beam
dusk. Af the base of each nola stalk dug out a furrcw of dirt as the vehi-
prowled a finger-sized roatjigger PANAKA FROZE FOR A SPLIT cle skidded sideways. The roadway's
remudmerthemaantney SECOND, JUDGING WHETHER - ZURiilieels B
forced air through tiny hodes in TO DRAW AND FIRE, BUT  denly unencumbered—bobbed
their shells in the hopes of attract- away over the rocks.

ing a mate. The jiggers only mated THERE WAS NO TIME. The other speeder, frant end

a few days out of each year but crumpled and smoking, steered

their squealing was always loudest at sunset.

Panaka looked down at his own lengthening shadow as it
stretched along the read, nearly extending all the way to his Boyal
Security Foroe speeder, Parked sideways to block traffic, the
speeder winked back at him with the flashing hazard light
mounted on its hood,

Not thaot traffic’s o problem, Panaka thought. Not only was this
region unpopulated, but it was much too far from Port Landien to
attract curious gawkers. Only a single road serviced the area, and
Fanaka hadn't seen any vehicles drive down it in over an hour

Behind him the terrain grew rockier the choser it got o the water,
Panaka threw a glance over his shoulder. Jagged upthrusts of land
threw sharp black shadows in the orange light, while tufts of sharp-
edged beach grass grew between flat tables of rock. The road he
wias standing on extended back in that direction for a kilometes,
then veered left to follow the ccean coast down to Port Landien. By
daing o it avoided a natwnal wall of serrated black rock fifty meters
high. Behind that barrier, Fanaka knew, lay the brached sea oreature
that was the reason for this dreary assignment,

Three other Royal Security Force officers, including Bialy, had
also drawn this detail. Panaka had positioned them in a rough
semicindle surrounding the zone but he couldn't see avy of them
behind the hills, & mild breeze blowing in from the shore tickled
his scalp, and Panaka decided he was glad to have left his helmet
in the passenger seat,

around chunks af debris and accelerated dowen the road toward the
coast. Panaka rose to one knee and fired six guick shots, Several
shofs hit the rear gate but the speeder didn’t stop,

Cursing, Panaka got to his feet and ran toward his speedes, which
had floated to a stop a dozen meters sway, "Blalyl™ he yelled, keying
the comlink clipped to his collar. "Pestrak! Dunnit®

He couldn't hear anything over the shriek of the Jiggers. "This is
Panaka,” he announced anyway, hoping someone could hear him.
I'm in pursuit of a speeder that smashed through the roadblock.
Green Sorosuub model, damaged front end, one driver. Call it in and
get over here nowl

He reached the shattered Boyal Security Force speeder and
hopped inside, punching the ignition switch and exhading in relief
when the engines shuddered to life. Squeezing the steering yoke as
if he could throttle the other driver just by willing it, he bounced
ower the uneven turf and steered back onto the roadway, Panaka
apencd up the throttle and the engines roared. The flashing hazand
light on his hood still blinked weakly,

Fanaka peered through the cracked windscreen for any sign of the
other speeder. He was preparing o brace for the sharp left turmn at
the coastline when he suddenly caught sight of the green speeder,
parked behind two coal black boubders at the foothills of the rise,
Panaka jerked the steering yoke and slammed on the brakes, stowing
the specder around in a squealing stop that banged the passenger
side against the rocks. He winced out of habit, but he could scarcely
do any more damage to a vehich that was already & total loss.
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MONSTER

THE He keapt out, but the other speeder was

empty. Panaka squinted up at the crest of
the mount, ruby sunlight buming the cor-
ners of his eyes. Beyond that rim was where the beached animal lay.

The black rocks plled up above him, some crowned with a cap of
miass, others split by prickly clumps of beach grass. There was no
sign of the speeder driver, though Panaka admitted to himself that
the attenuated shadows were deep enough to hide a small army.

He started to scale the slope, clambering over the polished rocks
on hands and feet. The racket of the insects was gradually sup-
planted by the soothing sound of surf. Ten meters up, his boot
shipped on a rock caked with bird guano. Panaka fell hard onto a
jutting spar that broke his fall and nearly broke a rib. By the time he
reached the top, salty sweat drenched his bandages and stung his
sore eye. Running a hand over his face, Fanaka blinked and gazed
over the rim of the summit into the valley below.

Fully half a kilometer wide, the tidal basin was enclosed by high
cliffs in a broad U-shape. During high water the cliffs would form a
tiny bay, but at the moment the drained basin revealed a floor of
black sand and glistening puddles. And smack in the middle, stark
against the indigo canpet—

It was fantastic. And it wans hoerifying.

Panaka could not comprehend the size of the creature. His eyes
picked out familiar details—a breaking wave, a circling bird—but,
like an aptical trick in which straight lines appear curved, he could
not reconcile them against the backdrop of that thing. He experi-
enced a brief moment of vertigo as his eyes struggled with his brain.

The thing lay splayed out on its side in the tidal basin, long and
serpentine. Its submerged hindquarters were partly visible beneath
the churning surf. The rest of the creature lay prone on the sand, its
sagging fesh pulled down by the unaccustomed welght of air,
Panaka was reminded of the cacodemons of Naboo folklore, that
slithered up from the underword and were struck dead when
touched by the scouring rays of Lhe sun.

A monster, he thought, and a dim memary corrected him. No, @
sando aqua monster. Long theorized by cryptozoclogists but never
substantiated through hard evidence, the sando had a powerful
pull on the popular fancy To some it was myth, to athers reality.
Until now, Panaka had never held an opinion either way.

The manster Ly in an agonizing still life, Foam broke over its sulbs-
merged rear flippers. Its forelimbs, long and hooked, lay quietly near
the deep furrows they had earlier carved into the sand. The snale-
like neck was twisted like a corkscrew, leaving the head - the size of
a house - inverted in a classic pose of death, The monster's mouth
gaped open, startlingly white teeth shining like great slabs of salt.

Abruptly the monster moved, Shuddering, it heaved over amnd
flopped down on its stomach with a tremendous thud, A gaggle of
startled seabirds took to the sky.

The monster colled its head around as if searching for the sun.
Puddied water sloughed off its back in thin rivulets. Its haunch mus-
cles spasmied, and far out to sea Panaka saw an answering splash as
a tallfin breached the surface with a slap. its daws scrabbled weakly
in the grooves they had already gouged out, and then the sando
aqua monster collapsed with a rattling roar.

Panaka didn’t know how long he'd been standing there. But
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the swollen orange sun was already dipping behind the ocean'’s
perfect horizon,

Panaka began clambering down the inner slope, eyes straining
for safe footholds and signs that someone else had passed this way.
The way down was even mone hazardouws than the ascension, for
the rocks along the basin's inner wall were slick with seaspray.

Halfway down, he paused, Panaka took his eyes off his fect for a
moment and squinted at the sand surrounding the monster. If the
fugitive crossed that open stretch Panaka might be able to pin him
down with long-range blaster fine. But even as the thought entered
his mind, Panaka boggled at the absurdity of it all, What was the
runner doing down here? Did he hope to lowe Panaka in the vicinity
of the body? He's panicking, reasoned Panaka.

Panaka didn't see anyone crossing the expanse, He did, however,
notice that the sand covering the floor of the basin did not extend
all the way up to the foot of the slope. There, amid agglomerations
of rocks that had tumbled to the bottom over centuries of waves
and wind, dark black cavities punctured the crust, Deeper than any
shadow, they looked like yawning mouths beckoning him into the
underworkd.

Panaka was reminded of the unmappable honeycomb passages
that riddled Naboo. The entire planet was like a melon gnawed hol-
v by a colony of hungry worms., Rock tunmels run undermeath this
whole strefch of coast, he thought. if he'’s gone in that warren | might
aewver find fivm,

As if spurred by Panaka's unspoken pessimism, a white-garbed
figure appeared below from behind a rock, silhouetted against one
of the openings like a ghost.

Panaka unholstered his blastes, "Hold!” he shouted, and fired o
shot into the air. The figure whipped around and looked up at him,
but the distance and darkness were too great to make out any
identifying features. “Hold!” Panaka shouted again.

The figure paused as if deliberating its options, then took a step
into the gaping tunnel mouth. it fell straight down and disappeared
inan :]lﬂllll'li’.

Panaka jammed his blaster back in its holster and scrambiled the
rest of the way down the slope. He slowed as he neared the tunnel
mouth. His target, down in the darkness below, was shielded by
shadow and could probably take him down with a single shot.

But Panaka was also apprehensive for less tangible reasons,
Despite his training and his natural disdain for superstition, the idea
of jumping feet-first into stygian blackness was downright unnery-
ing. And to traverse the cold channels directly underneath the belly
of a dying behemoth represented fear in its most primal shape.
Panaka leapt into the unseen abyss.

Qoo

Panaka landed with a splash, aster held tightly in his right fist,
Immediately, he tucked into a ball and rolled to his left. But he
heard nothing, and as his eyes adjusted he saw he was alone ina
small rock chamber with a single exit,

Or was he? Along the weeping walls he saw several pale glowing
orbs, each the size of his head. The dead douded eyes clung to the
rock and made sticky puckering nolses as they focused on him.




Panaka had o bdea what manner of oreatunes they wene, but they
disgusted him for reasons he could not explain.

A stricken bellow rumbled down through the entrance in the ceil-
ing. The monster slapped some extremity against the sand over-
head and the walls of the chamber reverberated, As if jolted from
sleep, dozens more eye-creatunes revealed themselves, uncovering
their phasphorescent bodies one after the other with the wet suck-
ing sounds of nursing babies. Panaka shuddered and ducked his
head as he passed into the tunnel beyond,

The light from the orb-creatures dimmed quickly in the tight
passage. Panaka considered switching on his field luma, but didn’t
warnt to destray his night vision or paint too cbvious a target for
his quarry, He moved forward gingerly, testing the ground with
each step.

A thin film of weater covered the rock floon. Given thelr negative
chovation relative bo sea level Panaka had half expected these pas-
sages to be completely flooded,

The standing water made i§ impossible to scan for footprints,
Panaka frore, halting his breathing, and heard the distant echo of
splashing footfalls. He also heard a faint mechanical hum. A pump!

By this point he was in total darkness, As he reached for his luma
with his free hand, he noticed a pallid
glow far ahead, The light was encour.
aging. but between there and here
could lurk overhanging stalactites or
ankle-twisting pits. Risky as it was, he
needed a quick snapshot or the ter-
rain ahead, Left thumb poised over
the kill switch, Panaka activated his
huma,

Aowhistling shrkek erupted from
behind him, like steam squealing out of a burst pipe. Something
struck Panaka between the shoulder blades and knocked the buma
from his fingers, it splashed in the shallow water and winked out,
dousing the tunnel in darkness once more. Panaka waved his
blaster around blindly.

A second thing, hard and cold, smacked against his neck and
nigped at the skin with needle-sharp teeth. Panaka slapped the
creature away, but dozens more struck his face, his chest, his hands,
his hair. Panaka stumbled ahead, brushing the nighimares away
with clumsy sweeps of his forearms. Shrill hoots reverberated in the
claustrophobdc tunnel, unnerving and disorenting Panaka. His knee
thumped a spur of rock and he tumbled, whacking his head against
the ground with such force he saw stars, Panaka crawled forward,
alf avwrare, striking for the light.

Unseen creatures piled on his back, munching through the
leather tunic and hanging on two and three deep, as if they were all
trying to ride a kaadu. Panaka sloshed through the water, lurching
forward o his hands and knees.

Dimly, Panaka saw that he had entered the illuminated tunnel,
Weak as the light was, it seemed to be an abhorrence Lo the tiny
biters. The hard-shelled creatures hissed and sprang off Panaka's
back. With the clatter of a skeleton ina rock tumbler, they quickly
hopped back into the blackness,

Ehalina hi% head to clear it Panaka lifted himself up from tha

"HANDS UP” CAME A HARSH
MALE VOICE, "AND DROP
YOUR BLASTER. YOU MAKE
ME TWITCH, YOU LOSE
YOUR HEAD.'

floor and felt the cold pressure of a blaster barrel on the back of
his skull,

“Handts wp,” camie a harsh male volce. “And drop your blaster. You
maake mie twitch, you kose your head.”

Panaka did as he was ordened,

“Tuwrn around,” commanded the volce,

Panaka turned slowly and regarded his captor. Bald and paunchy,
bart with obvious muscles beneath the fat, the man was a good
head taller than Panaka, His puffy face was dominated by a knob of
a nose that looked as if it had been broken and reset many times
without benefit of bacta. His baggy white clothing, stained with
sand and sweat, draped loosely over his ample frame.

The man didn't lower the disruptor.

Carefully, Panaka laced his fingers behind his head, "You planning
to use that?™ He nodded toward the other man's weapon

"Not unless you do something stupid, Though the way you han-
died yourself with those biters | sready know you're not too bright.”

Panaka didn’t take the balt. "Whatever your intentions are down
hiere, holding a Royal Security Foroe officer at gunpalnt isn't going
to make your situation any easier.”

“Watch it, lieutenant,” the man sneered. "Your partner lsn't here
to cover your back. | could shoot you
right here for what you did to Erokes
Miodbom.”

Panaka started at the name, then
thought back to that moming's con-
frontation and Bialy's unseen
shooter, "Kroke was a Gungan criml-
nal,"” he answered smoothly, "Tell me
what you are.”

The look that crossed the man's
face combined both disgust and pity. "Lieutenant, we're all crimi-
nals, Thank goodness we have officers [ike you to keep Naboo safe
in the name of our king.”

The cry of the sando aqua monster resounded through the meters
of rock above them, much loweder this time and laden with low
thrumming bass notes as if most of the monsber's call was below the
threshold of hearing, Pamaka fedt the vibsation lhmrgh hits boots,

A% the nolse died away, a powerful thud nearly knocked Panaka
off his feet. The monster was thrashing, Sand=—or perhaps pulver-
ized rock—rickled down on his head through cracks iin the tunnel
ceiling.

The heavyset man glanced up anxiously, Panaka tensed, prepar-
ing to take advantage of the distraction, but his captor looked back
quickly and shook his head in waming. "Uh uh.” He gestured with
the disruptor. “Turn arcund and walk forwand. Slowly,” More rock
poweder spilled down from above in dry sbreams, making powdeny
cones in the shallow water, "But don’t drag your feet. | wouldn't bet
on this tunnel holding forever.”

Panaka wonderned how he was supposed to do both those
things simultaneously, but kept quict. “What's your name?” he
asked nstead.

“I'm called Veermok,” the man barked, and punciuated the
staternent by jabbing Panaka's back with the disruptor pistol.
“Start walking,”
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mere tributary tunnels off to either side, some capped with doors
and others disappearing inte darkness,

Privately, Panaka smiled at the fero-
cicus-sounding nickname, Veermolks were

blooxithirsty simians whose jaws could
snap bone. “The Gungan give you that name?” he asked as he
maeved farward into the steadily brightening light.

The other man's voloe comveyed loathing. "Let me hazard a guess,
lieutenant—youve spent mone time riding in turbolifts than talk-
ing to Gungans. And | dare you to tell me otherwise.” He paused as
he picked up Panaka's 5-5 from the floor. “You know nothing about
Gungans, and you know even less about Kroke.”

*| ks e was 3 wanted criminal, What does that say about yout”

"I can't Imagine. You tell me.”

Panaka shrugged. “You know the saying. "Veermoks run in packs.™

“Mot a wise thing to say to a man with a pistol at your back.”

“That's not the way | see it.” Panaka wiggled his fingers inside his
leather gloves. “You had me dead to rights a minute ago. | think if
you were going to kill me, you would have done it abresdy.”

The man gave a wintry laugh. “Ueutenant, you have no idea what
we're doing down here, do you?”

“I know what I'm doing here,” Panaka answered confidently

They had advanced into the full light of the new tunnel, Panaka
sawy hils earlber suspicions con-
firmed, Banks of artificial iflumi-
nators hung from the rock
ceiling at even intervals. At least
& dbagen it up the tunnel ahead
before the passage bent info a
distant turn. Panaka still saw no
evidence of a pump, but the
underlying hum of machinery
weas obreious. Grated metal deck-
plates on the floor covered the
few centimeters of dirty water that puddled underfoot.

Dk sloowes Im the walls ahead indicated the presence of branch-
ing shafts. As Panaka passed the first of these subsidiary passages,
he noticed It was blocked with a heavy durasteel door bearing a
mumiser in futhark scripd,

“Slow down,” the man ordered. “Walk forward carefully, one step
at a time, I'll be standing right back here.” Panaka heard the familiar
dlick of his blasters intensity setting. "And remember, now I've got
two pistols tralned on you,”

Panaka's gut went cold. "You think the tunnel’s boobytrapped.”

"Points for the lieutenant. Maybe you officers aren't all dense.”

“50if | don't advance, | get shot in the back, i | do advance, | trig-
ger an automated intruder device and get shot in the chest. 5o tell
me again why you think | should to help you.”

“Oh, come now, lieutenant,” his captor mocked. "All that Security
Force training and you can't defeat a simple ambush? Move, Now.
Wie're wasting thme,”

Panaka flexed his hands. He was never more consclous of the
missing weight of his 5-5, He stepped forward carefully, boots echo-
ing hallowly on the deckplates. On the walls, hundreds of tiny fun-
gus buds created giddy pointillist pattemns in phosphorescent
green, Hairy roots ran along the face of the stone, crisscrossing the
pale fungus like networks of blood vessels, Panaka passed several
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SILHOUETTED AGAINST THE. ..
NIGHT SKY WAS A MASSIVE CLAW
WITH TALONS THE S51ZE OF TREE

TRUNKS, REACHING DEEP INTO
THE GROUND AS IF DIGGING

“Mind telling me what I'm looking for?” Fanaka eyed a numbered
door warily

“What do you think this place is? What does your Royal Security
Foroe trabning tell you?”

Panaka crancd his neck to look behingd a hanging bank of over-
head lights, An observation cam stared blankly back at him through
its single bens. Corroded and dripping, the cam’s electronics had
obviously lost the batte against the tunnel’s ubiquitous maisture,
“A pirate’s stash,” Panaka answered. “A bootlegger's warehouse.”

“What if | told you this was commissioned by King Verurna? That
it comtains records concerning cosruption at the highest levels of
government? Records that would shock even youi”

Panaka snorted. "1 wouldn't think mdch. You see whatever you
want 1o see. You're not the only anti-royalist on Naboo.”

“Anti-royalist?® the man spat. "We'ne not out there carrying signs.
Kroke and | and the others, we're fighting for Naboo,”

“Then Pve never heard of you”

*I'm glad. We're not striving to be noticed. We're not even an
organization. We have no leader, no hierarchy. But when your
friends start disappearing, peo-
ple have a funny way of work-
ing together” He paused, then
continued in a lower register,
hiis wards wrapped around a
I of sadness. " The Gungans
were hare before us, They can
tell when their world is out of
balamnce. All my lifie e bried to
FGR WDRI'\"IS. sense that balance, Now we

have the chance to restore it.”
Veermok sighed as if casting off a great weight, "so no, lieutenant,
woe're mot andi-royalist, Wie'ne anti-lies, Anti-secrets.”

Panaka felt a smile at the corners of his mouth. idealists. “That's
what everyone wants,” he said, keeping his voice calm and reason-
able. "Including Veruna, Including me.”

“Vou mean well, lieutensnt, but you're a liar” Veermok’s volee
roiled with heated bitterness. Korke and | have been looking for a
repositony like this one for years. Recent information led us to Port
Landien, but we couldn't find it on our own. Naboo understood. The
planet herself finally revealed this disease by sending the sando
aqua monster. | am honored to accept her gift. If you're really sin-
cere about wanting the truth, help me search. Help me make public
whatever we find.”

"Put down the pistols and we'll talk about .

“Liewtenant. maybe | am a little nafve, but I've never been called
stupid. Now stop stalling.”

Panaka left the dead cam behind and reached another matched
pair of branching tunnels, The passage to his right was capped by a
door that read “WASTE STORAGE" in faded red printing, The trita.
tary on his left stretched off into darkness. Peering closely into that
gloom, Panaka thought he could make out the circular autline of a
wide hole in the rock floor. Worried what the pit might conceal,
Panaka sprang forward onto the deckplates a meter ahead and




dropped to the ground as a celling illemination bank exploded ina
showwer of sparks, spitting out an energy bolt that hissed past
Panaka’s ear, The wrecked lighting rig Tell to the ground with o
crash, revealing a recessed laser turret in the ceiling. With a hyper-
active whine the turret spun arcund In ditzy circles, spraying
destructive energy everywhere, Panaka hurried backward on his
belly, outside of the turret's apparent range, back to the intersection
of the two branching tunnels.

His captor maved up behind him. “What did you dot”

"Dvaconi fixed defensive laser,” Panaka stated fathy, "Can't tell if
it's pressure or motion activated, so keep stillL”

The turret spun around madly in its tight circle, drenching the air
with missiles of hot orange energy. Laser darts peppered the walls
of the tunnel, leaving rows of black smoking holes, then burned
over the heads of the bwo figures lying prone on the deckplates,

I don't know,” Panaka admitted, shouting over the sizzle, "I'd
expect this one o track us, and it's not. it's ofd. And | think it's mal-
functioning.” Like an alrspeeder caught in o fatal spiral, the laser
twsirled around faster with each revolution, The turret mounting
wobbled violently with the off-center stress. The laser’s circular
spray pattern now began to zigeag up and down the walls, in sync
with the back-and-forth jerking of the pivat mount, Panaka gritted
his teeth. Then he noticed that the rock surrounding the cedling tur-
ret was glowing.

PMirsrrna, Velns of natural energy plasma gushed deep through the
core of Naboo, These were tapped with drilled shafts to generate
power for major cities, Trace amounts of plasma sometimes perme-
ated surface rock, useless for any practical purpose but fun bo ignite
for a short-lived light show. The out-of-control twrmet likely ran on its
o plasma source, and was venting its excess heat directly info the
saturated rock. The rock itself was unlikely 1o explode, but as the ceil-
ing's termperature chimbed the motor casing would melt, exposing its
pure plasma battery to direct heat. And when that happened—

“wWe're mowing!” Panaka announced to his captor, "That Llaser's
going to blow.”

The man glared back at him, A pattern of dirt smeaned one side of
his Face where he'd pressed it against the grated deckplate. “You're
not going ampwhere.” He still held both pistols tightly in his fists.

“Take a look!” Panaka jerked his head toward the turret, angry,
Wivid white Hines spliderwebbed through the superheated red rock,
Panaka peered into the branching tunnel on their left, wherne he'd
earlier glimpsed a dark pit. "When the laser spins that way—" he
motloned apposite thelr pesition—"we roll left, and scoot down
that tunnel as far as we can.” Panaka held wp his hand, " On my
signal, One—"

Panaka never finished his count as the world came crumiding
down on them. He was flipped end-over-end, swept up in a jum-
ble of rocks that banged him from every side. Time slowed down
as Panaka became acubely conschous of his surmeundings, in a sort
of hyperconsciousness that Intruded upon his senses in life or
death situations.

He was in the air, spinning, falling, Yet there was no fire from an
explosion, The lrser burret hadn't blown, Above him he saw rocks
large and small, suspended in the air in mid-tumble ke himself
Beyond the rocks he saw a ragged patch of purple dotted with pin-

prick stars. Silhouetted against the incongruous night sky was a
rassive claw with talons the sive af tree trunks, reaching deep info
the ground as if digging for worms.

He hadn't been blowmn off his feet. He'd been soooped.

Panaka flailed his arms, trying to grab hold of something, amy-
thing to break his inevitable fall. As he beisted his body in mid-als
he saw the rock floor rushing up at him. Panaka landed hard on his
forearms. His legs salled up and over, flipping hirm on his back and
sending him into a dusty slide toward the ominous pit in the floor
of the tritutary tunnel Panaka reachied desperately for one of the
danghing, hair-like roots that draped over the lip of the pit, but it
wias too late. He fell dovwn into blackness, then plunged feet-first
into a film of oy water that swiftly closed over his head.

o000

With a shuddering gasp, Fanaka broke the surface, trying desperately
to stay afloat as his sodden clothing threatened to drag him back
under, Rocks and chunks of debris continued ko rain down from on
high, punching the water around him with loud splashes. Next to
hirm Panaka saw a huge rectanghe list over and begin to sink; with a
stort, Panaka saw it was the opposite tributary tunnel's door, \WASTE
STORAGE, which had been completely torn from its hinges,

Panaka kicked off his boots and silently cursed whomever had
designed the Boyal Security Force uniform to include a knee-length
fabric skirt and a heavy leather vest. Treading water as he shed his
gloves, Panaka stared up at the rim of the pit high above him.

Veenmok dangled over the edge, his legs kicking usclessly, One
hand was gripping some purchase outside the pit; the other was
holding Panaka's 5-5. Obviously unwilling to drop the weapon, yet
unable to pull himsell up one-handed, the radical dangled in the adr
helplessly before fimally ketting go of the blaster and swinging his
free arm up to secure a better handhold,

Thie pistol fell straight down, Panaka sloshed over, hoping to
catch it, but it broke the surface with a ploog and sank out of sight.
Panaka drew a deep breath and dove beneath the water, paddiing
furboushy. The icy water Induced a tightmness in his chest. Visibility
was rerp, but through beck or providence Panaka baushed against
the dropping blaster with his frozen fingers, Clasping it eagerly in
both hands, he kicked for the surface.

Beear the surface, Panaka shoved a floating obstacle out of his
way. Then he gasped for air once more. Veermok no longer hung
frmm the edge of the pit.

Panaka reached out for the floating object he'd just jostled, hop-
ing to use it as a life preserver while he examined the 5-5. The
fleater was two meters long, roughly cylindrbcal. He threw his arms
aver it and it dipped under the water in response. Panaka turned his
head toward the object's closest end.

A vacant-eyed rictus grinned back at him,

It had once been a Gungan, before the body had swelled and rot-
ted, The eyestalks were gone, leaving only black sockets peering ouf
from a skull, Rubbery flesh stretched tight over the snout, peeling
sy from twe rows of blackened, grimacing teeth. Two fanlike cars
floated on the surface of the water, though with the skin eaten
away the cartilaginous webbing looked like long-fingered hands
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peinting In opposite directions,

Splashing away from the body in dis-
gust, Panaka bumped into something
behind him. He twisted around and saw a second body, this one
human, its stomach bulged with gas and its mouth gaped open in
a soundless scream. The bile rose In Panaka's throat as he realized
he'd swallowed the same water the seeping corpses were bobbing
in. A5 he spat out his saliva, he saw at least a half-dozen other
floating forms.

Panaka groped on his belt for the durasteel grappling hook. Find-
ing it, he fithed it to the barrel of his 5-5 Kicking hard to keep from
dipping undensater, he ralsed the pistol with both hands and aimed
straight up, past the rim of the pit, up to the rock celling of the tun-
nel itself. Squeezing the trigger, he fired the liquid-cable shooter,

# thin line of spraymist unspooled from the blaster, trailing the
grappling hook like a strand of choloropede silk. it hardened into
unbreakable wire the instant it touched the air. The grappling hook
hit the raaf of the tunnel with a thunk, its sharp tines biting deeply
inta the stane. Panaka thumbed the retract control,

Motors within the device whined as they pulled the line back into
the 5-5's tiny reservolr, Panaka held tightly to the pistol stock with
both hands. &s the 5-5 climbed the cable he was lifted clear, water
running off his chothing in great runnels,

Panaka hatted the ascension once he had cleared the hole in the
floor, with a couple of meters left on the line. He needed to gain
enough lateral mementum Lo reach the edge of the pit. He began
swinging back and forth, causing the grappling hook to rock in the
stene overhead. As Panaka finished a long backward arc he raised
oth feet, prepared to jump to safety at the end of the return arc.
As he passed the midpoint of the swing the grappling hook
popped loose,

Panaka fell, but inertia still earried him to the lip of the pit. He
hit the edge hard, knocking the breath from his lungs, but suc-
ceeded in wrapping one arm around a hairy root before he slid
backward. Panaka pulled himself up to secure ground. Panting
with fatigue, he retracted the remainder of the liquid cable and the
dangling grappling hook,

Panaka stood and ran back toward the main tunnel, back to
where the sando aqua monster had dug though from the outside
weorld. His unifarm felt like a suit of cold, skapping armor as it leaked
water onto his bare feel. As Panaka got closer to the site of the
breach, the gray darkness of the underground passages began to
give way to the pure Indigo of Maboo's night sky.

The monster suddenly howled and slapped its snakelike bulk
against the surface above, The tunnel vibrated like a strsck dum-
head. Panaka stumbled, off-balance, and drove his left heel into the
point of a low stalagmite. Loose stone showered from the ceiling.
Froem out in the main tunnel Panaka heard a ory of surpeise. Favor-
ing his right leg in a grotesque limp, Panaka lurched out into the
opening. blaster pistol at the ready.

The maln tunnel was wtter devastation, as if it had been shat-
tened by a pressune bomb, Panaka still couldn't believe he'd been
standing at ground zero, Several tons of stone, most of it crumbled
into shaak-sized boulders, [ttered the floor of what had once been
a tunnel, though now that a chunk of the roof was missing Panaka
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supposed it was more ke a trench, Straight up, through the hole
above, he could see the constellation Beautité winking from
behind a shivering, heaving mass that was likely sorne part of the
monster’s shoulder.

The monster's clave had scopped away a mountain of broken
stane, leaving two rocky heaps on opposite sides to mark its pass.
ing. One pile completely blocked the route Panaka and his captor
had traversed at the start of their exploration. The other pile
clogged the tunnel ahead where the amok laser turret had once
stood guard. From the other side of this jumbled roadblock came
mufiled grunts and curses,

Throwing himself on the stone barrier, Fanaka clambered up and
peered over the top. Below him, Veermaok had just freed himself
from an avalanche of plate-sized flecks,

“Hold!" Panaka shouted. Veermok looked up, startled, and started
running. He no longer had his disruptor. Panaka threw himself over
the summit and slid down to the pebbly Nloor. He winoed as he
landed on his punctured heel. “Vesrmok| Fm telling you, hold!™

The ather man didn't stop. Panaka almed through the 5-5'% pri-
miary sight at Veermok's right knee and pulled the trigger.

The 5-5 gave a nasty pop and released a drizzle of sparks like a
cheap party favor, Panaka hissed as he realized that the dip in the
icy weater had gutted the Master's electronies.

Veermok looked back. His voice wirs lowd and mocking. “Prob-
lemys, lieutenant? F'm sorry to wee that.” The intact tunnel ahead of
him weas spottily [it by the remaining illuminators. Past that, an
upsloping tum led to the highest-numbered doors - and to free-
dom. “You're obviously in no shape to run me down, so I'm afraid
this ks whene we part ways. | bope we meet again under better cir-
cumstances.” Veermok gave a flippant salute, “See you soon,” He
broke into an easy min,

Panaka made a minute adjustment to his 55 aimed again, and
fired,

The liguid cabde shot forth like a streak of white light. The teeth
of the durastee| grappling hook bit through Vesrmok's tunic and
into the thick muscle below his right shoulderblade. He tripped and
fell forwand with a grunt,

Fanaka braced his good foot against a sturdy chunk of reck and
hit the 5-5% retract control.

The line pulled taut, Mipping Veermok on his back. Skowly but
inevitably it withdrew into the firing chamber, Vieermok flailed lke a
hooked fish as he was dragged backward across the floar, but the
cable towed the welght with mechanical efficiency.

When the cable had almost retracted, Panaka placed his foot on
the other man's chest. “Sooner than you think.”

Panaka flipped Veermok over on his stomach, Pulling the grap-
pling hook free, Panaka pinned the man's arms with one hand
while reaching for the Security Force wrist binders on his belt with
the ather.

in a last, desperate move, Veermok threw his head and shoulders
up in a convulsive arch like a prisoner undergoing electrocution. The
back of his head impacted squarely with Panaka's bandaged nose.
Fanaka grunted in pain and his hands went reflexively to his face.
Taking advantage of the half-second distraction, Veermok wriggled
farward and was on his feet before Panaka could stop him, He took



off dowen the tunnel at top speed,

“Yeermok! Don't do this!™ Panaka aimed his 5-5, grappling hook
ready to fire.,

Thie tunnel suddenty it up like a pulsar, stinging Panaka's eyes.
The sccompanying CRACK was chased by rumbling echoss up and
down the corridor walls. Veermok stood frozen in place, a smoking
black hale in his back, Panaka stared dumbly down at his 5-5, know-
|“S e eoubdit pn:.-.l.il'.'dr e figed,

Veermok didn't crumple but (nstead fell straight backwarnd like a
chopped tree. His body hit the ground with a shallow splagh, reveal-
ing ancther figure in the tunnel beyond. Sate Pestage strode for-
ward, blaster in hand.

Panaka maneuvered o the
stricken man's side. The blaster
shat had pone straight through

‘I'D LIKE TO INFORM VERUNA

diplomatic immunity or no.”

“I'mi the head of the Royal Security Forces, Hewtenant,” Magneta
answered dryly, She wore a look of weary resignation.®| shouldn't
harve to convinee you of anything.” Magneta glanced back over her
shoulder toward the distant tumor of rock that sheltered the
monster's cove,

“But the bodies, Human and Gungan.” Panaka massaged the
damp fabric of his uniform to rub some warmth into his shoulders,
"Eight bodies, possibly more.”

“Regurgitated by the monster. Perhaps it couldn’t stomach its
final meal.”

Panaka suppressed a sigh 1 don't think so.”

“It's happencd before, with opees.
¥ou know that. You have bodies and you
have a sea monster. A connection s not

the chest as If bored with a drill AND SENATOR PALPATINE . .. :mirﬂd:ﬂ y M:at LRI
ully cauferized, replize that,” Pana m H
oot ves ettt ooting. THIS CORUSCANTI ASSASSIN' | s thosebosies were ot nt
3 roam Uhe wound's 5 - digested.”
d::rd;i. i i IS NOT A PERSON THEY Magneta looked at him sharphy
“Helpmel” Panakademanded  WANT TO ASSOCIATE WITH.”  “Killed by a pirate. Stashed under-
of Pestage, cleaning flecks of ground so no one would find them.”

ash away from the injury. "It's venous bleeding, not arterial. He still
has a chance” Pestage walked closer but did not move to help,

Panaka glared up at him. "Why did you shoot? | had him!™

Pestage looked back coldly. For the first time, Panaka noticed the
large lockbax he carried under his arm, “You needed help, liew-
tenant, Wi got your call,” He nodded at the prone body, “And you
got your man "

Panaka located where the wveln met the bone and placed two fin
gers against the blood vessel, pinching off the principal hemor-
thage, The heart was still pumping but Veermok wasn't breathing.

“Get back to the surface,” Panaka snapped. “Comlink Theed, And
bring me a medkit.” Bending down, he placed his mouth over
Veermok's and filled his quiet lungs with air,

Pestage remained where he was. “Too late for that.”

The wet throbbing against Panaka’s fingers suddenly ceased as if
someone inside had thrown a tiny switch. With the sound of a
punctured air tank, the breath escaped through Yeermok's slack lips
a5 his lungs collapsed. Panaka saw Vieermok's eyes unfocus as if he
were looking through the tunnel ceiling at the heavens beyond, and
then he was gone.

oo

The moon Ohma-0'un stood high in the sky, casting her pale brewn
light on the sea’s rippling skin and the churming breakers below:
Panaka stood on a rocky cliff overleoking the ccean. Behind him, on
the road bo Port Landien, chustered a half-doren Boyal Security Foroe
speeders, (heir flashing signals spotlighting his own wrecked
speeder strapped to the bed of a recovery floatcar. On the graas,
Serpeant Bialy and the other officers were undergoing debriefing.
Panaka set his jaw as he prepared to answer Captain Magneta,
*I'm not convinced, Caplain. The evidence warrants further investi-
gatkon What Pestage did was llegal and indicative of a cover-up,

Panaka crossed his arms. "There's something down there. A com-
plex, The revolutionary clabmed it was bullt by King Veruna, but |
suspect it's offworld in origin. Pestage removed a box of evidence
from the scene. He killed a witness who might have known the
truth. These bodies—maore of the same. The revolutionary spoke of
‘missing friends.” We should run forensics right away.”

Captain Magneta's eyes flickered with obvious distraction, but
Panaka plowed on. "If you're right. and it is a pirate, then Pestage is
a knowing participant. He could be protecting his financial stake in
an lllegal Maboo operation.”

"What are you suggesting, Lieutenant ™

*I'd like to place Sate Pestage under arest.”

Magneta nodded. VIl take it under advisement.” Her tone was
quiet but dismissive.

“And I'd fike to inform Veruna and Senator Palpatine,” Panaka
continued, narrowing his eyes. "This Coruscant] assassin is not a
person they want Lo associate with,™

“Encugh. That will be my responsibility, not yours.”

Panaka gave a chenched-jaw scowl.

Magneta looked alsently out toward Ohma-D'un. Panaka fol-
lowed her gaze, bt his eyes caught upon something in the sky
directly behind her. The moon's light glinted unnaturally against a
farnway speck of metal above the tidal basin, Panaka knew it could
only e an N-1 starfighter,

"You worry too much, Lieutenant,” Magneta reassured, placing
one hand on her throat,

Two needies of red issued from the distant starfighter. A bloom
of arange fire burgeoned up behind the rock wall and spilled angrily
over thee side, as If reaching hungrily for the distant observers.

"it’s all being taken care of " B
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A Legacy of Starships |

ILEWUWSTRATED BY JEFF CARLISLE

STEFHENS

BY OWEN K. C.
T he Corellian Engineering Corporation is one of the odoest manufacturers of
small starships in the known galaxy. Their history dates back to the early days of
the Old Bepublic, when captains of small ships were often the only anes willing to risk
traveling through unknown reglons of hyperspace, mapping out safe routes throwgh
star systerms and gas clouds. Mamy of those ships wene Corellian designs, and the
Corellian Enginesring Corporation was formed by a consortium of Corellia’s best
designers and shipbuilders. As the galaxy became Larmer amnd mone thoroughiy exploted,
ather companies and shipyards mosed on o pure military contracis budlding starfighters
and capitol ships of war, Although a few successful capitol class ships have come from Corel-
lian Englneering, suc h as the Corellian Corvette, the {L1ﬂ1:1=’ln:r"- primary focus has remained

gmall, mostly civilian ships. In every era of the Star Wars game, from the early days of the Republic,

through the Rise of the Empire and the Rebedlion, all the way to the New Jedi Order, Corellian ships are designed, built and modified

Fa wuit the needs of independent operators and fmall oo panses

¥YG Saries

The ¥G series of ships dates back fo the
early centuries of galactic exploration
Mozt were built-to-order, specialty ships
constructed for specific purposes. Many
woere transports and freighters, but
same were exploration craft. The modu
ar design that marks all Later Corellian
ships began weith the WG series. Each
ship was designed to be endlessly refit
ted and modified by a long string of
owmers, Although the [ast YOs came off
the production lines centuries ago, a
wiry few are still functional, having
been rebullt and refurbished doaens of
times. None of these ships match their
ariginal specifications anymaore, but
thiey are still identifiable as stout Cored-
lian vessels, An examphe of an old Y6

ship is presented below

The Aeon Ranger

— —

FTIY AT

VOLUME | NUMBER 2

The Aeon Bamger |5 an extre el ald l.|||.'|: wirkh th R _|!| |_'||: a v i 210 and the engines ol &
Y& w000, It has been modified on soores of occastons, and bears |:I|I'|'- taken from hun

dreds of ships and scrap yards. Mo one knows what il

Craft: | Modified YG-420

Wi I'I‘-lel.ﬂl-.' designed todo, but the Aron Kenger 15
now a well balanced, independent small ship capalbde
of acting as a small transport, a military scout. a
bounty hunter's personal craft or even a patral ship

(and in fact has been used for most of those pur-
Passarigers:

poses). Though slow by modern standands, the Ason
Cargo Capacity:

10 metric tons
Ronger s remaricably maneuverable, and grants anmy-
g 1 year

x3
Cruising
T #1 vlaw, 430

oni flying it a +4 equipment bonus to all Friot checks
It is extremely resilient, and has a thoroughly modern
sensor system that grants users a +2 squipmeil
bonus ta Computer Lise checks when actively scan

ring. Its compartments are roomy and cormilortable, a

Max Speed:
Defense:
Shield Points

i Hull Podmts:
hald over fram a mone opubent time in space travel. Its

weapon selection is fairly standard, with the

UE_FIII 10N CANMOTS o N
Turret
#7 il &

Special
PB 40,5 +0, ML n'a

exception of the "escape missibe, a singhe heavy

concussion missile with a rear-facing arc

Fire mrg:

ktach Bamum:
Blaster cannnond

Weapan:
Partial turnet fror Range modiflers:

v 1lpe, 52 Erew, &

Fire arg:
Attack Bonu

Damage:  4d1o x2 ‘Weapon: Hl_-aﬂlem:uuhn

i aEe Laurschers o
Bear
#10

Fire arcx
Attack Bonui:
gidvo k2



Craft:

YU Serias

Shortly after the ol Pro Jed to be Thee dgicy s the bésl known and mo

llian Engineering Corpo all Bhee L) 68 Ablmast

ind more eclErisive

such @ success, th s freighbers

ration tried to improwve & LR success

a% a YT-1300 and

CAFgo capadity, the di

w'q'“:'uw Fm YL seEries. Unfortunately, par popular among small tras

Class

Tramns poit of the preat success of other independen

Casts

300,000 nrw 80,000 e longer trips, thanks

Slee:

Small gymiorg e thelr |"'|:1I|'rI||_'|_

Crirw g R RETE S and modifiable natuwre, which
Pastenger: 12 the ertine YU series kacks. Thi
Cargo Capacdityr | 250 melric tons ships appeated to small bus
Comiumables: 3 months .
Hyperdrive: | K2 bsbep o '
e e e ) ¥l s guble laser turrets mounted
Defentes | 31 41 slie. 410 serman viay annd Beecs partially tur
e ors mou left amd
Hull Points: 140 ent stretched the a10'
Dl: 10

1
Weapor: | Dowble laser cannans (4]
Fire arcr | 2 in Terrels,

1 in partial tunnet froee g the 41
1 im partind tunnel rest, h

and Is estrcted 10 Carge Compnies

Attack Bari:

e located in the core of the galaxy

Darnage:

o xz

Range mieddles:

PR #0540, MILnfa
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YT Serles

The ¥T serles of transports and
small frelghters is among the ownved by plrate
t popular knes af starships o mty hunter, | gderwent mad

ever builk The venerable YT-1300,  coming off the assembly line during

Crafl: | Modifled YT-1300

alweadly Riseof the  Supreme Chance

Class:  Tranipori

the Cld Republic_ it has §

Coslz  Likely vabued at 150,000

times since, and the stats

Sizes | Small s beag

Crewn 143 FUNNErs ol o

Passengers: 2

Cargo Capacity: 2 maetric tond

Consumables: 1 month

l#lds. The entire front

Hrpﬂtihu: MY b b wi

Bear Wtthe resemance to their ! 3 t has been rebuwilt to rein

Max Speed:  Allack

al farms. By the time of the
: Deferdges 31 a0 wir, o diee

sl Orcler era, very few Y1

Shield Points: 30

an be found that stil look , the massive capacitors
Hull Peinii: | 190

Ehe part, Cthser YT mndels ey thém coniumE ks

DR |
e E—

Weapon: Heavy turbolasers (2)

et | c chin' ppaceE, The ship s ot her

acceplance o = ¥ 1-13:00, bat

PEFTLEIN Tadrly Cormrman s |§_|'-| sin

Fire afg:  Front

dttack Bomus: | #T ooolor, o0 irrs, b Tiow aomiesl

Axy Examples of @ maified Damage: 410 x5

ind a different YT model Range modiflers: PE 0, 5+0,M-2,L-4

proton tar tubes, having uiee T Y P ——

much space far the heavwy tunbolasers Fire aarcs | Turel

Attack Bomiss  #0 ioiiee, s3irew o8 fis ol

Damage: 4o 23

I Range madillers: PB s, % 40, M/Lnfa

BB vOLUME | MULMBEN B




-

l YT-17B0 Small Transport

the 1300, and was rele:

time ¥4 the events portrayed e

fEHLN GlHE? 1P SC R

Craft: | Madified YT 6o
Chags: | Tramsport

Cost: | Bo000nre 30,0001
Shee: | Small som bng

% by the time of Lk _I|1|'||_||_||,:||

& ol the emall busi 10 have
dn t trade the

ltan Englneering designs, the

Crevwit | 1 OF B el o
Patsengern | 8
Cargo Capacity: | o metric tons
Consumables: | 2 month
Hyp{ldrlﬂ: W1 bustirsp n
Max Speed: H'.lrnmlnE
Defemse:

ed for any number of

ced withoul

3 b ila#
Shield Paints: | 30
Hull Paints: | go en commaercial shields increase the
DR %

1760 sur lity significantly. it's also possi

- L =
Weapoar | Laser cannons ()
Fire arg: | Turmet
Attach Bonus: | +8 10 e, o0 ces, o fios
I Damage: o wz
Range modifiers: | P8 +0, % +0,M -2, L nfa | STAR WARS GAMER BB

Ble to rem

s cuts the number of

|_||_|-.:.-|:|||' PASSENEETS in half




YV Saries

Although the ¥T serfes continued to

sell fairly well the designers at

Corellian Engineening were not will
g to rest on thelr acocomplish

mients. By godng back tothe

dr.‘lwlng hoard and re |l-e-.lg,:',lhr'||.,"
everything from scratch, they cre-
ated the more modern YV series of
ships. The first of these new ships
was released during the Rise of the
Empire era, and new meode| 5 cortin
uedd o come oat until the RBebellion
. | ﬁ|1|1|'1|.'|._'_|" |_rﬂ.'nr"r.1'|:.' LupErior Lo
W1 ghig in perifore
¥ efies proved to be | e sasily

d te take on new mles, For

ance, the

son the ships never gained

thie extraordinary reputation that
most other Corellian Engineering
Wps seem to acquine
(L (A T T
s are wery happy Two sample

W osEmes ships are presented b P

Ho

WibLUNE | NUMBER =

The first YV series ship

shosis mome ol iks YT ances

try b L o rem of its

dizh section. He
tall, rarow bridg
that became the

thie YW i cleary in evidence,

limark of

and the axpanded rear e

tion gives 1t cons
cargo space. Th
gpaptional ship
=100 8P ree
{rcl!!_l'nr_rl A
spacEtarers T
conwert it Lo b

pleasure

Crafi:

Yv-100

Class: Transport
Cosl: 150,000+« 50,000 s
Slees  Small a8y
Crew: 3
Passengers 10
| Cargo Capacity: 150 ratric tons

Consumables: & month
Hyperdrive:  x3
Man Speed:  Attack
Defenses 10
Shield Pointis 30
Huill Pt 150

Blaster canmond

Fire ang:

Partial turret

craft, s lack

Attack Bomus:

+*] *

of averall popularity

keeps the price of
used Vi doy
even late in the F
ion era several of
thiese ships ane in

sErviee i Fring

foarEr worlds

[llrrup:

o x2

FB +0, 5 +0, MJSL n/a

Laseds cannong o o

Firg §nd:

Front

Attack Bamus:

9

D rreage:

gdvo K2

Range modillens:

PB &0, 5 +0, ML n/a




Maodified Yv-330 fretghter

Transport

¥ 100,000

Lire

Small

Crmwi

4 ELEnAErs

Passengers:

&

Cargo Capacliy:

g miehric fons

Consumables:

1 manih

Hyperdrive:

Max Speed:

Attack

Defere

Shield Painli

Hulll Paint

R

Weapen

Hearvy laser cannong o |

Turred

Attack Bonus:

4

Wieapon:

i PREFT P Pealme F 0 1 ¢ F T T Ay

Emerald Lance

fut oblaster

Damage:

w18 1l

Fire arez

Frant

PR +0, 5 +0, ML nfa

Range madifiers

Wieapon:

Light lon canncns

Attack Bomus:

13 u, aof frad, ol F

Damage:

jdio ®a

Fire mrex

Frant

Attack Bonuws:

7

Damage:

Spedial

Range modiflers:

Weapan:

PB +0, 5 +0, M/L nda

Concusston missile launchers

Range modiflers:

PB &0, 5 +0, ML nda

Frant

Attack Bonus:

¥ . i il

Damage:

sodio K3

Range modilier

PR +0, 5'MJL nia



Crafts  Yv-g2g Armed Freighter
The ¥-gag was cne of the last YV scries designe Lo come o Class: | Transport
the Corellian Engsneering Corporation, ﬂr:mn.nly-.-.-n Coili 250,000 100,000 i
shortly after the Batile of Endor and first produced two Shoey  Small 1o leny
later, the qag wat advertised as an “armed foeighter.” @ term that Crew! 143 BUARE bl o
Corelllan Engireering has not Used before of since. In theory, the Pasiengeii 6
Y. gag were supposed Do give ment hant ships afighting chance Cargo Capacity: vo maetric tons
agalis reipe| ralds on commerce. ln practice, mone o219 i Cormmurnables: 3 month
used by the Rebellion than any other single group, although the Hyperdrive: K2 b s
Corporate Sector Authority Is a close second Max Speed: Cruising

The grg may ot look much like other ¥ shipd of Lhe surls DElEAEET IV o6 cie v s
bt it's bullt on the same basle kee! However, large ¢ s Shisld Palnts:
have been added to the design, allowing the ozg tor 1 | Hull Palnis:
héany shields, carry 3 falr sived payload, and stilfl bristle with | DR
guifisTo entice Independent ship buyers, the designen —
added @ roomy parlor to the domed section b £ Weapon:
bridge, afthough this 5 offen fuffed into p: space | Flrg arc:  Partial Qurred feol, ighi, lefi
by Y™ Unfortunately, this ap 2 Attsck Bonuss  #7 -l
for urdiness, and g2 E Damage: Special
| Bange modifiers: FB+o,5+0,M o, Lnfa

JHF

Bar EAMNSA & e ke

‘Weapon: Triphe blasters 100 laked
Fire arc:  Front
Atiack Bonuts  #Q soiiee, o1 inew, 48 Nes coival
Damage: Jdeo X2
Range modifiers: FH «0,5 40, MiL nfa

Weapon: Double turbolater carnnans

Flre arc:  Front
Attack Bonus: 7 il il liisl
Damage: Gdioxz

Weapor: Concussbon mis

Fire arc: 2 Fronk, 2 Rear

Attack BORLEL | #§ oo ile, o0 drew, o8 fisaned
Damage: Bdio xz

Eanges madiflers: FB +0,5/M/Lnfa

Y2 wOLUME | NuMEER B




YZ Series
When the En

the starship buying patterns ac

Sudlden

not about to allow civillar

ipire came to power, there was a shift in

YZ-775 Transport

The YZ-775 is a half-step between

ooy, Armmsd most armed traniports and sctual

fLalde arr
o |I-|I|I'|||

by, The Emiplr It's larger than most

t turning smiall fn:l._:h'.r_'r-a_m:?.11.l.|'|n!: f|1'1::.'

meters from nose to stern, s

Craft | ¥I-7r5 Trandport
Class: | Transport
Cost: | G000 new J50,00008

sever, ad

traditi

Slee; | Midinm 1im
Crews B« il
Pastenger: 14

Cargo Capacity:

A0 melrd Lond

erful engines supply plenty of

Contumables

6 month

energy for s compliment of guns

Hy peierclirivnes

1]

Max SPEH:

Attack

Defenie:

0 0 wlin,

Shield Podmts:

180

Hull Posirks:

A1

=d to paramilitan are used by independent carga

(i 5

5

such claims are generally taken with  haulers, many ex-Rebellon warrion

Weapon:

Turbalaser camnon i 1o

-t

1 grain of salt. T

'-I'I'|:l'| = [E PREREMLEL

Fire mrex

Partial furred

Attack Bormus:

VD o 0w

Damage:

g0 ug

Weapon: Proton torpedo tubes

Range madiflern:

PR a0, 5 40, M -2, L -4

Fraanl
+

Fire ang:

Aftack Bonid

Weapon: | Twin laser cannons (2] | Damage: sodw xa
Fire arg:  Turret Ranpge madifiers; P8 +0, /ML nia
Attack Bonus:  +p0 - ol |
Damage: sdd xz
Ranpe modifiess: | PE 0,5 +0,M/Ln/a

STAR WART GAMER




Craft: Maodified ¥I-goo

The White Wina it a modifled Y- I.:-":':.: {“_13111 e It B actu .|':.'

! Class:  Tramsport
more lightly asmed than a standard Y -go0, L

Codly 300,000
weing guns to forward firing arcs and removing the ¢ 3

Sire:  Mediism

wikgsibe tubses that fired fore and aft, FEs primary m

BL) MIErE s
the use of dioid autcmalion Lo PeEuoe IS onew gl L e B

With the canopy shroud sensors feeding informat Feiapen L8

Cargo Capacity: 500 metric tons

into a setict of astromech drolds, it's possible tor a

fiy the Wikite WYimg, although he still neea: Contumablen | § manth

t fire maene than one weapon at a time. i 5 Hyponiriv | I ks »

maentation for its fie tontrol comparters, giveng IF exbremely B e

accurate weapanny. Deferies 30 -
Shield Palmts: 150

ThHi= Whife ||.'|,l'|r|g Was s el |r1_.L:||'.|g FEfs (n and out of Hutt

Hull Palmis:

Lpace |_1|Jr."_r: the Iate years of the Empine. It s spec

weds used 2% 3 courier shigr by the &llance, allo

b TS o Heawy bwin laser cannons (1)

rmpsrial held
RN Fire arer  Turrel

Fnowr s Thee YWellp
now, i il Attsck Bonus:  +14

Damage: o na

Bunge meodifiers: PR +0. 5 +0, M3 Lnfa

—— -

Toin later cammond ()

weone even weell into the New iedi Order era

Fioe are:  Farward

Abtack Bonui: 412

ke il abtFachivi ‘
|
|

Damage: o w2

I Range modifierss  PE +0,5 +0,M -2, Ln/a

YUY vOLUME | NUMBER &




i E il P

Crafi: WCH-350 Light Fralghter
Class: Transport
Cost | pOeD 00 ree TTEO00

Sle | madl
Crinws 341 gunners !
Passen gers: 8
Carga Capacityy 290 rmaetric tont
Comiumables:s & manth
Hyperdiive: 5000
Max Speed: Attack

Defense: =

Shield Pointsr 6o

. Hull Posnti:  wo
ﬁ-— . " DR: o
\ #‘:\_

Weapan:  Later CARMOng o f

/“ l"' 1 Fire ares | Partial fuered i 1
b Attack Bonus: | +7 4 sk Fire
‘ Damage: | 4dvo W2

= Range modifierss | P +0,§ +0, M/L n/a




Weapan:

H-Hl.rrlaﬂ.zr CAMMORY & fas

wevked

Craft: | VCH-poo Heavy Courler

Classs | Transport

Casl: 350,000 0= 350,000 wiad
Slze:  Small stm lesg

Crew: 144 GUARERS 1efiad o4
Fastengery: ﬁ-_
Cargo Capacityn  § rekric tond
Comumables: | 1 manth
Hyperdrive: | 0 backup e
Mayx Speed:  Attack
Defenses | 21 41 ol 116 prma
" Shield Points: | g0
" Hull Points: 50

DR 15

Weapon: | Light lon cannons s fie e

Fire mrez | Frant

Abtack Bomus: | 7 o0 ilss, o4 criw, o Tiss anatinl

Damage: Spedial

Firg arc:

Turret

Attack Bomuws:

1-? whiipE, nj CiEw, g N mege

gdva K2

Range modifiers:  PE+0, 5 +6, M/L n'a

‘Weapon: Aufoblaster

i
Range modifiers:

Pl #a, 5 +0, MSL nia

VCX-700 Heavy Courier

NI T VT "N

HE vOLusE | WukBdn B

Fire arcz | Front

Attack Bonuss | #1) o0 aine, o4 crew, o e tandin

Damage: | 3o xa

Range madifiers: PB+0,5+0, ML nfa

Wieapon: | Concusslon mbssile launchin
af 10

pTirderd 3 =idlkei &

Flrw arcz | Frond

Atlack Bonuss | #7 «oifs, oq arew, 13 T dned

Damage: 1040 2y

Range modifiers: B +0, 5/M/Lnfa




Craft:

T'I'I.'J_'I'I'.".F._r.?'ul'r'.' AT T JTl i TERTGE

' VCX-B20

Escort Freighter

i L3 ]

WCK-Ba0 Escoet lrrighﬂrr

e wirs nuthed into uction just as the threat
Clads:  Traniport
Codil | 450,000 nem JOO,000wn
Sizer | Small i
Crewn | 240 gunners T Frans of any kind. k it
Passengers: | None [ “ =ral other fre ghters it trawvels with. Linkike many armed i
Larga Capacity: | mitric tons | " o i% built to military specifications, and can sustain long-term
Commumabdles: & monih g. Originally
Hyperdrive: | K2 b o the sudden confhict with the Yowzhsn b
Man Speed: | Attack tem. With the Fringe reg
Defenses |21 40w and Me
l Sheeld Paintis | 1Bo piracy, it has become imp
Hull Points 150 themsehaes, While many modern fr
Rz 1o alder 3
e y Dhough it remaing bo be seen if it tinues to be popular during less
Weapon: | Twin heavy laser cannons (1) turbulent tirmes
Flre sz | Turred
Attack Bomies | 9 oo o, oq oew, ag e Whanen: . PrAon s Wimeer
Damage: | Gdwo 2 s Lo
EBange modifiers: | P8 -2, 5 +0. ML nda Fire arc:  Frant
| . — _EE'IEE-. #1114 i arew, ob
Weapon: | Auvtoblasten (B) Damage: 1010 w2
Fare arcr | Partial turmet fioe i i Range modifieri: PB -2, 5/MILnia
Abtaek Bonnit | 417 o5 shie, i drew, o les coniral - R - -y :
- Damage: | jdio na [

Range modifiers:

PE -2 540, ML n/a | STAR WARS GAMER




SPECIAL OPS

m hether roaming the space lanes,

trag l,lng digwen 5 mllggll.-l T OF B5cor-
ing capital ships bearing important nobles,
the privateer is a prestige class dedicabed to
ensuring the prosperity of his government
The privatesr is commissloned by a patron
to defend a planet and its holdings from
pirate attack and moot out threats to the
governing soverelignty. Some privatesrs ane
bullkes serving a corrupd governor, while
others are noble spacers acting on behalf of
a peaceful quesn EEE.IHHI:"-'.. all privateers
|_'||_||| it off with style and panache

A pri'.':-ll:q'l'-:". patron 15 a Iilgh-iaﬂhlﬂg
member of a planetary government body
The patron is usually planetary royalty, buf
A privateer can serve any government
patran with disthnction, even Imperial of
Republic patrons with deep pockets.
The privateer typically flies in & well-

WA vOLUE |, NUMBER 2

rr

Th

armied transport ship that he commands
Generally, he brings this ship with him into
service and risks his own property for his
patron. The rewards far outweigh the risks
for the dedicated privateer, however, for he
keeps what he finds in the name of his
patron

Some question the honor of this. Gihven
the behavior of many privateers, some indi
widuals do not see how different they are
from the pirates they claim to oppose. True,
some privateess are no better than well
funded thugs, but the best strive to protect
their planet’s interests and increase safety
for their patron's holdings

Though generally free to use their judg-
ment in service, a patron sometimes calls
upon a privateer to perform a specific duty
or function such &% “Hunt denn the notori
ous pirate, Gunmetal Gellak.” Or "Escort the

sEnaters to thelr council meeting.”
Although a privateer can refuse an assign-
ment by his patron, he might fimd his privi
beges restrained until e returns to his
patron’s good graces.

Special Abilities

LiTTiR oF MARQUE

The privatesr has full ights granted him by
his patron to attack and seize any ship or
cargo belonging to an entity which the gov
emmment deems an enemy of the state

HEMOLDEN

Occasionally, a patron might ask a favor of a
privateer, If the privateer does not willinghy
accede (o his patron's request, his highest
level special ability Is lost until he obeys the
reguest



The Priveatear

Bagn Arvags

Lirwi
- ."I'lll'-

st #

and +2 +0 +3 +3
Ird +3 +1 +3 +3
dth +3 +] el il
Sth +ij #1 +4 +if
Gth +5 2 +5 +5
Tth +6 2 +5 +5
Bth +6 +1 +6 +6
Sth +7 +3 +6 +6
10 +8 +3 +7 +7

RerEL BoaRDERS

Because of his familiarity with his cwn ship
and the courage gained from knowing an
entire planet supports his actions, the priva-
teer gains a +1 morale bonus to all attack
and saving throw rolls while fighting in
mielee or n‘mgul combat on his own :..hip_ In
addition, he gains a +2 morale bonus to his
Defense when fighting in melee or ranged
combat on his cwn ship,

Harr REPAIRS

Becawse of his status, a privateer can expect
to pay half the normal cost for repairs to his
ship at any shipyard controdled by his
patron's government,

Fiy DEFENSIVELY
When escorting or defending another ship,
a privateer gains a +2 circumstance bonus

& The steadlast crew.

Making the

Skias Safar

Letter of Margue,

Beholden
Repel Boarders +2 #
Half Repairs +2 +0
Fly Defensively +2 #1
+3 +1
Hyperspace Track +3 #0
4 +1
Full Repairs ad #1
& -+
Enforce Blockade +5 +1

to all Pilot rolls, In addition, any gunners on
his ship receive a 41 mosale bonus to attack
rolls with ship weapans,

HYPERSPACE TRACK

Due to a knowledge of starships, hyper-
space travel, and maost importanthy. the per.
son he is tracking, the privateer can deduce
likely destinations, waypoints, and tricks of
anyone attempting to flee him through
hyperspace. Tracking this way requires a
successful Ast rng.ﬂuthl':h Tha :fif'l'u:ull:}-
depends on how well the privateer knows
hi% quarny

Ennwiedgs Level =] =
Intimately -1
Well 0o
Familiar 15
Barety 25

Intimately: The privateer has confronted his
guarry an more than two separate occa-
sians and is familiar with the guarmy’s
tactics and methods.

Well: The privivteer has confronfed kit
quarry on at least two separate occa-
sions and knows the quanty s tactics and
methods.

Familiar: The privateer has either con-
fronted his quarry once before or is well
briefed an the quarry's tactics and
methods.

Barely: The privateer has never confronted
his quarry and has only little or na infor
mation on the quarry's tactics and
miethods

Class Feastures

REQUIREMENTS

To become a privatesr, a characber must
fulfill all the following criteria:

Skill '..A'.'l:rnl:.'l.l:r i, Di|'.l|-:rr||.||::.r i, Filot +6

Feats: Starship Operation

Must own his own ship.

Must have committed an act of unusual
tourage and ||.'I:.'|'l|‘|‘!f in frant of neliable
wiktnesses, which directly benefits a
planetary governmaent

Miish have demonstrated Enml J Ill'j:i_-ll mint in
the patron's eyes, making him trustwor-
l:h:,r to act in the F-.'H;r-r:-n". name

Must call in a favor ta gain 15t level.

Reputation: 5+

LISMITATIOMNS

If a privateer ever knowingly disobeys
his patron or acts contrary to his
patron's well being, he loses all class
special abilities.

CLASS SKiLLE:

The privateer's class skills are:
Astrogate (Int), Compuber Use (Int],
Diplomacy (Cha), Gather Information
(Cha), Intimidate [Cha), Knowledge
{any]), Pilet (Dex), Repair (Int), Search
{int}, Sense Motive (Wis), and Spot (Wis).

SHILL POINTS AT EACH ADDITIONAL LEVEL:
& + Int modifier

@ Vitality per Level

FuLl REPAIRS

Because of his statws, a privateer pays noth-
ing for repairs to his ship at any shipyard
contralbed by his patron's government,

EnrFoRcE BiocKADE

As part of an official, government-spon-
sored blockade, the privabeer gains a +.4 cir-
cumstance bonus to all Pilat rolls, in
addition, any gunners on his ship receive a
#2 mofale bonus to attack rolls with ship

weapons, §
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YOouU AND YOUR FRIENDS CAN EXPERIENCE STAR WARS roleplaying in an easy-to-learn format with
our fast-play version of the 5Tar Wars Roleplaying Game! Lise your imagination to portray a daring hero living in the Star Wars

universe. if you've ever wanted to be a noble Jedi, fierce Wookieee, or crafty scoundrel, this game is for you. Try it now!

- b R WA R
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FAST-

P LAY

G A ME

onfused but intrigued by roleplaying?

This "fast-play” version of the Srae

Wars Roleplaying Gome is designed to
give you a feel for the basics of releplaying
The full game contains all sorts of addi-
tional options, including rules for creating
characters and designing your own adven-
tures in the Ste Wars universe,

But we call this a fast-play game because
you can begin playing it right now. Look
over the next few pages, gather your
friends, and get ready for an adventure set
long ago in a galaocy far, far away._..

Playing the Game
Declde who will be the Gamemaster. The
Gamemaster ("GM" for short) controls the
events of the game, That person also plays
the creatures and opponents the characters
encounter. The GM is like a storybeller, so
think about which of your friends would do
the best job telling a story. Most of the
information in this game is for the GM,
after you decide who'll be the Camemas-
ter, the rest of the players pick characters.
Take the character sheets and divide them
up 50 that each player has a character, It's

50 vOLUME | NUMBER B ——
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okay for someone bo take maore than one
character if there aren't encugh players.
Like the characters from the Stae Wies

mowies, Rann |-Kanu, Arani Korden, Bomworr,

and Galak are heroes who go out and expe-
rience the events of a stony. Your characters
are the stars af the show; the Gamemaster
is the director,

THE GAMIMASTIR
When you're the GM, you coordinate the
actions that take place in the game, You'ne
both a moderator and a referee. You tell the
other players what their characters see and
hear. You help them resolve the siccess of
failure of actions they take. You also choose
actions for other characters in the story,

Sometimes, the GM's characters are the
“had E'-':F'E'-- For instance, if the p|.‘l:|rer*.' want
their characters to fight a bounty hunter
they encounter, the Gamemaster decides
what the baurnty hunter does and resolves
his actions. it the same time, the GM helps
them determine which characters get hurt
and how serious their wounds ane,

During the game, each player gets to
decide what his or her character does at

any given mament. When the Gamemas-
ter describes a group of battle droids
marching into a deserted plaza, the players
get to decide whether their characters
attack, walt and see what the droids do, try
to sneak away, or atbempt anything else
they can imagine

THE CHARACTERS
For this game, characters are provided. The
character sheets show what each character
looks like and what actions he or she can
take (ke striking with a lightsaber, firing a
blaster, or operating a computer).

Thie heroes of this game usually act as a

What you Need
e Your friends (up to five af them,

imeliad g

if the Mmagazine

wo And 3 S0l of polyhe

are decE with 4§
and can be found in most Bames and

hobby stores



group, but each player portrays am individ-
ual character, Each one has motivations and
desires that guide his or her actions. Each
one has opinions on hew to aid the Republic
and fight for the cause of justice.

The GM doesn't get a character shitet:
Instead, the rest of this game text acts like a
"character sheet”™ for the Gamemaster. The
GM plays all the other characters and crea-
tures the players meet. The adventure here
describes what might happen as a result, At
this point, the players should look at their
character sheets for a few minutes. The GM
should keep reading.

THE GAME SE3SION

This fast-play game leads you through a
game session, presenting an adventure
like those found in the Srae Waes Roleplay-
ing Game. The rules are introduced as you
need them, so you don't have to memorize
anything,

The adventure |s divided into “aneas”,
Each area has a number that corresponds to
a location on the maps you will find in the
following pages. Each area has its own
directions and rules, so you don't need to
read ahead. However, if you have time, it’s
helpful to skim ahead to get a sense of
what happens later in the story.

For each area, follow the directions,
describe the situation as it occwrs, and add
your own details. If you decide that an area
has an aura of darkness that ralses the
hairs on a character’s neck, that's okay,
You're the GM, so make your descriptions
as wivid as possible.

When the players tell you what they
want to do, you tell them whether they suc-
ceed or fall and what happens as a result,
The directions and rules for each area will
help you make these decisions.

The gamie is based on dice-rolling and dis-
cussion. There's no need to run around and
act out events, although gestures and facial
expressions might help convey what you're
Erying to say A player can speak in the voice
of his character [l attack the smuggher™) or
refer to his character in the third person
[“Rorwaorr fires his bowcaster™). The GM can
use different voices while portraying the
other characters (harsh, stern voices for the
smugglers, ora nenaous, mousy voice for the

—_—
e
= ==
=

—]

———

—
—
===
—
—

— =
—

archaeologist), or she can describe each

scent like a narrator ("The archaeologist
tells you his speeder has been stolen”™),

GAMEMASTER ADVICE

In this game, you'll find many things to help
you manage the adventure, First, the map
provides a visual aid for the setting. it
shows where the important lecations are
and how big each area is. You can also use
the illustrations here to help describe the
creatures in each setting, just as the illustra-
tions on the character sheets help you visu-
alize each character.

Throughout this game, you'll see text in
elored boxes, This is called “read-aloud”
text. it's meant to be read to the players to
describe the setting and the situation. Keep
the rest of it to yourself until the time is
right to reveal it to players.

Have each player briefly describe his or
her character so that everyone knows what
everyone élse can do. Then read the follow-
ing text to the players:

The Predators

Once the characters have looked over their
character sheets, you can start to play. Begin
by reading the boxed text to the players,
Once you start the numbered areas, the
read-aloud text often ends with a gquestion
posed to the players. Their answer to this
question helps them decide what their
characters do:

Eemember that the characters don't all
have to do the same thing. Galak can shoot
a droid while Bann uses a Force power, even
while Arani is trying to open a door, You tell
them the results of thelr actions: "Calak hits
the droid, Rann's Force power heals himself,
and Arani can't get the door open.” It's easi-
est if the players take turns telling you what
their characters are doing, That way, you can
handle each action individually,

When something isn't covered in the
rules, make up your own answer. That's the
CM's job. If Borworr's player wants to hide
behind a tree so he can attack a creature
that’s running by, you need to decide
whether that works.

Read the following text to the players:

Froceed to the start of the adventure,
Jungle Clearing.
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Area |: Jungle Clearing
Read the following text to the players:

A Naboo archeologist piloted the speeder
here to imvestigate the nearby shrine. When
hie wealked up to see who was maving into
the ancient bullding, a band of smugglers
captured him and keft his vehice behind.
Mow a short-tempered creature called a
veermok is prowding on the far side of the
abandoned speeder. The veermok is a preda-
tor native to Maboo. It's a little smaller than
a liomn, with powerful legs and sharp claws, If
it senses the characters, it attacks. The char-
acters have many options at this point.
Some comimon choboes are detailed below:

Wailk U aND LooK AT THE SPEIDER

This is a bold, heroic course of action,
though not a particularly cautious one. If
the characters approach the speeder, the
veermok notices them and leaps to attack,
Refer to Handling the Fight, below.

DETERMINE WHAT'S ATTACKING THE SPEEDER
Thiks ks a very reasonable course of action, If
a player's character wants to figure out
what kind of creature might be smashing
into the speeder, that player rolls 1 twenty-
sided die and adds the Survival bonus listed
on his character’s sheet. i the total of the
die and the bonus is 13 or higher, the charac-
ter determines that the creature is a
veermok prowling through its teritony,
Veermoks aren’t too smart, but they're very
territorial, (Because of this, some ane cap-

B2 vouume L-_H.IHIII:I'-' —— -

tured illegally and sold as guard animals,)
Since the creature ks angry it will probably
attack the first character who approaches
it If thee heroes Ignore it it might just leave
them alone. Borworr has the best chance af
working this out, since he has the langest
bonus to his Surdval rolls,

IGHORE THE SPECDER AND MOVE DN
Although not particularly heroic, this is a
possible cholce. If the characters stay away
from the speeder, they won't be attacked by
the veermok. Then again, they won't be able
to look inside the vehicle and figure out
who brought it here, Make sure the players
really want to ignore the speeder before
rcving on bo the next anea,

LEAVE

The characters can decide to turn around
and head back toward Theed. If they aban-
don their search, Master Ali-Vor will be
upset. Fortunately, Roreorr can bring them
back with his map a few hours later, By
then, the veermok will be gone,

HaNDLING THE FIGHT

If the characters get into a fight with the
veermok, proceed through the combat by
taking turns. First, let each character do one
thing, such as shooting the veermok or
using a Force power. Ask each player what
his or her character does When they're all
dome, tell them what the veermok does,
Linless you can think of a better action, have
the veermok attack the closest character. Go
back and forth between all the characters
and the veermok until the battle is over.

Attacks: First, make an attack roll, When a
player's character attacks the veermaok,
that player rolls 1 bwenty-sided die and
adds the character's Attack bonus, If a
player rolls a 14 or higher, the character
hits. If the result is less than 14, it's a
miss. Move on to the next character
after each attack.

Damage: If a character hits, the player rolls
for damage. Determing how much dam-
age the character deals by rolling the
damage dice listed on the character
sheet. Rorworr rolls 3 ten-sided dice for
damage. Rann rolls 2 eight-sided dice,
Galak rolls 3 six-sided dice and Arani rolls

Wounds: Mark off damage from the
vesrmok's wounds, shown below. if the
veermok has lost some but not all of its
weounds, its injured, YWhen you've
marked all of the wound boxes, the
veermaok is dead and the fight is over.

Force powers: Rann has Force powers he
can use. When this happens, follow the
instructions on Bann's character sheet.
Rann can use a Foroe power Instead of
attacking.

The Veermok's Turn: When all the players
have acted, it's the veermok's tum. The
veermok attacks one character each
turn. For each attack, roll 1 twenty-sided
die and add 4. Check the Deferse score
of the character it's attacking. If the
result is equal to or higher than the
character’s Defense score, the veermok
hits, and you roll 1 six-sided die for dam-
age. Have the player whose character
was hit mark off damage; that character
s mow Injured, When & characters last
wound box is filled, he is desd (and he
can't take any more actions).

Description: As you play through the battle,
describe the action as if you were watch-
ing one of the Stk Waes movies. Tell the
players about the sizxling hum of the
lightsaber, loud explosions from the
blasters, and the vicious veermok as it
howls and gnashes its teeth.

Once the veermok has been defeated, the
characters have more options fram which
to choose.

Examine Thi SPllDER

The speeder i a typical one-person trans-
port. Markings identify it as the property of
Theed's Royal House of Learning. its com-
puter has been shot with a blaster and is
Just barely operational, but the speeder is
otherwise in usable condition. if a player's
character wants to retrieve information
from the damaged computer, the player
rolls 1 twenty-sided die and adds the char-
acter's Computer Use bonus. If the total of
the die and the bonus is 15 or greater, the
following information is retrieved.




The Jungle

= The speeder belongs bo Tassach Boh, a
professor of archeology from Theed,
He's kept his journal notes in (ts com
puter. His last entry is from several
dlays ago. He left to investigate strange
activity he noticed in the shrine, but he
has not retumed to the speeder since.

w The shrine has been abandoned for
cenfuries, but its interior is still in
gmd conditin

= In addition o the obvious main
entrance, there is o hidden entrance
off to the side of the shrine. An
ancient mechankcal trap protects the
hidden entrance.

LCATE THE SHRIME

From here the heroes have no |i|'-‘-r|||1:.-
finding the shrine When Ihr,-:,- gt Ih:-n*,_i!-::-
b the description of Area 2: The Shrine
Entrance

Hrea 2
Clearing

Area 2: The Shrine Entrance

The thick foliage of the jungle parts,
revealing an ornate stone bullding con-
structed against a hill Vines cover the
eritine structure, but o large door can be
seen in front. A small red light exposes a
security lock bolted onto the anclent
enitrance, clearly a new addition. Shoibs
and trees cover the hillside, making it dif-
ficult to determine the exact size of the
dhirine. It's obviously falrly large, extend
ing back into the hill

The characters need to disable the secunty
lock before they can entern I a hero wants to
disable the lock, a player must moll 1 bwenly
sided die and add his or her character s Lis-
able Device bonws i the tolal ks 12 or highes,
the lock i disabled and the characters can
rmeve past the door, Only Arand has a chance
to disable the lock. (The other characters

hawve big penalties to their rolls). If Aran

can’t disable the lock, shooting it or hitting
it wth & I||5_hl'=..|l'-|“ destroys it. Once the
heroes have dealt with the lock and opened
thiE dhosor, go to the description for Area 3
The Guardroom

if the characters know about the secret
entrance, they may decide to start seanch
ing for it If they declde to book around, read

the fodlowing Bext:

b quick search of the area off to the left
of the entrance reveals a small door hid-
den behind the vines, & simple latch
opens the secrek door, bt thene are a
nasmibser of small holes in the doorway
These suggest that a trap of some kind
willl go off if the door is opened.

& character opening the door without dis
abling the trap takes 1 six-sided die of dam
ape. Mark the wounds on that character's

sheet, If a hemo wants to disable the trap,a

sTAR Wilks dandinn HH
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player needs to roll 1 twenty-sided and add
kis or her characters Disable Device banus,
if the total is 12 or higher, the trap has been
disabled. Only Arani has a good chance of
disarming the trap. (41 the other characters
have big penalties to their rofls). Each char
acter can make one attempt. Once the
heroes have opened the secret door, go to
the description for Area 3: The Guandroom,

Area 3: The Guard Room

The doorway opens into a large, stone
room. Glowlamps have been bolted onto

the walls to provide [Humination. Power
cables run along the ceiling and down
the corridor leading from the room. In
the middle or the room, there's a
halogame table and a few chairs. Four
seruffy-looking men with facemasks and
blasters stand near the table, thelr
weapans ready in their hands. What do

you do?

These men are smugghers. If the henoes
came in the front door, the smugglers
attack them immediately, If the henoes
came in the secret door, they'll have enough
time to confer with cach other briefly
before attacking

Hanbuimd THi FigHT

Play through the combat by taking turns
[just like the fight with the veermok), If the
characters attack from the secret door, they
surprise the smugglers and may each act
twice before the smugglers get a turn.
After that, the heroes and smugglers take
turns nonmialby

Attacks: When a player's character attacks
a smuggler, the player rolls 1 twenty
gided die and adds the character's
Aftack bonus. The player needs a 13 or
higher to hit

Damage: If the attack hits, determine how
much damage the character does by
relling the damage dice listed on the
character sheet. Mark off the smugglers’
weoLinds below

Wounds: Each smuggler has ebeven
weounds, When f.rﬂu".m marked all of a
smuggler's wound boxes, he is dead [and

B4 VOLUME L HUMBER 2

The Shrine

can't take any more actions). When all
b 5n1|,|gg|1:l:. are dead, the flghl Is ower.
Force powers: Rann can use Forde powers,
When this happens, follow the instruc-
thans on Rann's character sheet, Rann can
use a Force power instead of attacking

Smucciir

Wounps: 1
P T Ty

SMUGGLER 2

Wounps: 1
Ly F T K __ B _ 3 0 & 1 N )

The Smugglers’ Turn: When all the players
hawe acted, it's the smugglers’ turn. Each
smuggler attacks a different character
each turn, For each attack, roll 1 twenty-
sided die and add 1. Check the Defense
score of the defending character. if the

SMuGcLEn 3
Woumps: 1
T




result is equal to or higher than the
character's Defense, the smuggler hits;
roll 3 six-sided dice for damage. Have the
player whose character was hit mark off
wounds, That character is now injured.
When all of a character’s wound boxes
hawe been marked, that character is
dead {and can't take any more actions).

Description: As you play through the battle,
describe the action, Tell everyone about
the startled smugglers scrambling foe
cover, af emulate thein wild howls a4
they fire blasters at the heroes,

Once the fight is over, the charscters have
options to choose from again

EXAMINE THE SMUGGLERS

Heroes may want to remave the smugglers’
F.lumaih.Thr,"ﬂ.- |:I|.-.;rlrI humnn.al‘ll‘lﬂugh
thizy're filthy and unkempt examples of
haurruinity. Their blasters have been poody
maintained and are possibly dangerous to
fire. They have nothing of use or value on
thesir bodies.

Crick man Hovocams Tamws

The dejarik hologame table is covered with
a pattern of checkered cincles. it's designed
to project several different kinds of Earmes
o it surface, It hasn't been maintained,
and it's chviously broken.

CHECK THE CORRIDOR

There s one corrider leading out of this
rawarm, Funning twenty feet and ending in
a new metal door, The door is unlocked
and opens at the press of a button, After
the heroes open It, go to Area 4: The
Porwer Cenerator.

Area 4: The Pawer Generator
=

The main decision the heroes must make 4
whilch way to go. They might alio decide to
take a look at the comiputer first.

CHECKING THE COMPUTIR

The computer has a security code to pre-
vent unauthorized access. if a hero wants
to bypass the security code, a player needs
to redl 1 1.w-r.nt:|'- sided die and add his or
her character'’s Computer Lse bonus, If
the total Is 14 or more, the character
bypasses the security system and learns
the following information,

‘barracks.

= The leader of the smuggling operation
is a mercenary named Saidle Frex. He
has a personal chamber in the back of
the shrine, beyond the barracks,

== The storage roem contains several
damaged weapons the smugglers
haven't been able to fix, along with
ane prisoner, Professor Tasrah Boh,

CHECKING THE Do

The doors are lange and metallic, obwiously
placed here recently. They don't have bocks,
bt they are boo thick to hear anything
throwgh them,

If the heroes declde to go through the
left door into the storage room, go to Area
g: The Storage Boom. If they decide to go
through the right door into the barracks, go
to Area 6: The Barracks

Area 5: The Storage Room

The smadl reund drosd is a training remote,
narmally used by Jedi to practice their
IIEhIﬁbr.r skills. Aranl and Rann can recog:
nize It right away This drold has been sei to
attack anyone who enters the pogm, Ondy
Saidie Frex, the leader of the smugglers, has
the contraller to turn it off, The training
remote attacks the characters immediately.

Hampuirs THE FIGHT =
Proceed through the comibat by taking
turns.

Attacks: If a player's charscter attacks the
training remote, the player malks 1
twenty-sided die and adds the charac-
ter's Attack benus. The player needs a
total of 16 or hlgh:r Eo hit,

Damage: Determine how muech damage a
eharaeter inflicts by ralling the damage
dice listed on the characters sheet.
Mark off the rermote’s wouwnds below,

When you've marked all of its wound
boxes, it's destroyed,

Fonce powers: Rann can use Force powers,
When this happens, follow the instruc-
tions on Ranr's character sheet. Rann can
use @ Force power imstead of attacking.

The Remote’s Turn: When all the ph_',l:rj
have scted, it's the remote's burn. The
remote attachks a different character
each turn, For each attack, roll 1 beenty-
sided die and add 5. Check the Defense
af the chasacter (s sttacking. If the
result is equal to or hlgl"ﬂ,!r than charac-
ter's Defense, the remote hits. i it hits,
poll v six-sided die for damage and sub-
traet 3 IF Ehe resuld is bess than 1, the
character st marks off 1 wound, Have
the player whose character was hit mark
off darmage; that character (s now
In]url:d. When all of a character's wound
boxes have been marked, be is dead [and
can ne longer act),

Description: As you play through the battle,
describe the action: the remote whizzing
theough the alr, skillfully dedging attacks
made against it, and the sharp sting its
weapon inflicts when a heno is hit,

STAR WARS CAMER §E
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After the remote has been destroyed, the
players have some choices.

Feee TASRACHBoW

The cage containing Tasrach Boh has a sim-
ple electronic bock, If a hero wants to open
the lock, a player needs to roll 1 twenty-
sided die and add his character’s Disable
Device bonus. If the total is 8 or more, the
lock opens,

Tark To TasmacH Bow
Tasrach Boh is very grateful that the heroes
have come to rescue him, Hes an older, dig-
nified man who is not used to dealing with
smugglers o being imprisoned. As the GM,
you play the role of Tasrach Boh for the
short time he's involved with the players.
You decide what actions he takes and what
he says. Although Tasrach's pretty shaken
up, he does his best to answer any of the
heroes’ questions,

Hefe are some questions characters
might ask:

. are you doing here? “I spend a.
pmlh_ll'hf-ﬁm looking at the
anclent ruins of Naboo. | thought |
saw some people maving equipment
into this shrine and came to ask what

:u:-wdﬂni:ﬂrqw el

= Who s their leader? *1 only saw him
briefly, but he is a large man in armor
with a blaster pistol.”

At the end of the conversation, Tasrach
Boh leaves to take his speeder back to

Theed, Nothing the heroes say can con-
vince him to remain here or help them.
He's an elderly scholar, and not much good
in a fight.

Looking a1 THE BrasTer RiFLES

The two blaster rifles on the table are mal-
functioning due to poor maintenance. If a
hero wants to repair a rifle, a player needs
to rodl 1 twenty-sided die and add his or her
character's Repair bonus, If the total is 15 or
maore, the character has repaired one rifle. &
separate roll must be made for each rifle. &
character can make only one atternpt to fix
each rifle.

A character using a blaster rifle does 3
eight-sided dice of damage instead of
whatever damage he has listed for his
QN Weapon.

If thie heroes have already defeated Saidle
Frex, this area is the end of the adventure. If
they haven't, they'll need to backtrack to
the power generator (Area 4) and proceed
to the barracks (Area 6).

Area B: The Barracks

The heroes can search the reom, or they
can proceed directly to Area 7: Saldle’s
Chamber.

SEARCHING THE Room I
It takes several minutes for the heroes to
search the room thoroughly. The anly useful
items the characters discover are four med-
pacs. Each medpac can restore 1 wound to
one character. If a character uses a medpac,
have his or her player erase one wound box
from the character sheet. After a medpac
has been used once, it's useless,

When the heroes move through the door,
go to Area T: Saidle’s Chamber.
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Area 7: Seidle’'s Chambar
After the heroes enter the room from the
barracks (Area 6), read the fallowing text:

The figures in the room are the mercenary
Saidle Frex and the leader of the smugglers
he's hired, As long as the characters don’t
make much nolse and stay off the metal
catwalk, Saidle and his underling are too
involved with the computer to notice them.
If the heroes haven't taken the blaster rifles
from the storage room (Area 5) and the
medpacs from the barracks [Area 6), they
might be better off going back for them
before taking on Saidie. However, the deci-
sion s up to the players, Let themn decide
what their characters want to do.

SMEAK AWAY

If thie heroes haven't attracted the merce-
nary’s attention, they can sneak away with-
out difficulty.

Cross THE CREVICE

The heroes can either rush across the nar-
row catwalk or jump over the crevice. If a
player's character wants to jump across,
that player rolls 1 twenty-sided die and adds
his ar her character’s Jump bonus, If the
total is 12 or higher, the character jumps
across safely and can attack. If the total is
less than 12, the character falls into the
crevice. The character takes 1 six-sided die of
wounds and must spend an action climbing
out before doing anything else in the fight.

ATTACKING FROM THE LEDGE

Characters with a blaster or bowcaster may
fire across the crevice without crossing it. if
Rann is using his lightsaber, he must cross
to attack If the characters attack without
crossing the crevice, Saidle and the smug-
gler come across the catwalk and fight back




PUSH SOMEOME INTO THE CREVICE
If the fight takes place on the catwalk ar
near the ledge, a character may attempt to
push a foe into the crevice, Pushing a foe is a
two-step process. First, a player rolls 1
twenty-sided die and adds his or her charac-
ter's Attack bonus If the attack hits, the
character does 1 four-sided die of damage. (If
Rann attempts this, he may roll his normal
lightsaber damage of 2 eight-sided dice)

if the attack succeeds, the player rolls 1
twenty-sided die again, this time adding
the character’s Push bonus, If the total is 15
or higher, the character pushes his or her
foe into the crevice. Roll 1 six-sided die and
mark off that many wounds, Before the foe
can attack again, he must take one action to
crawl out of the crevice,

HAMDLING THE FIGHT

Proceed through the combat by taking

turns,

Attacks: When a player's character attacks a
foe, the player rolls 1 twenty-sided dice
and adds the character's Attack bonus. If
a character attacks Saidle, the player
needs to a total of 15 or higher to hit.
When attacking the smuggler, only a 12
i Fequined,

Damage: Determine how much damage a
character does by rolling the dice listed
on the character’s sheet. Bark off the
foe's wounds below. When you've
marked all of a foe's wound boxes, he is
dead [and can't take any more actions).

LMUGGLTR Baid

Woumps: 12
L - - - W NN W W W ]

SAIDLE FRiX
WoumnNDs: 18

Force powers: Bann can use Force powers,
When this happens, follow the instruc-
tions on Rann’s character sheet. Rann
can uwse a Force power instead of
attacking.

The Opponents” Turn: When all the heroes
have acted, Saidle and the smuggler get
a turn, First, pick a target for the smug-
gler, He'll attack a character on the cat-
walk if possible. Because he's using a
vibro-ax, he can't attack someone on the
opposite side of the crevice, Roll 1

twenty-sided die and add 2. Check the
Defense of the character he's trying to
hit. If the total is equal to or higher than
the character's Defense, the smuggher
hit. Roll 2 ten-slded dice, and have the
player mark that many wounds on his or
her character sheet; that character is
now njured. When all of a character's
weound boxes have been marked, he or
she is dead (and can no longer act),

Then pick a target for Saidle, Saldle
attacks a different character than the
smuggler. Roll1 twenty-sided die and
add 4. If Saidle’s result is equal to or
higher than the character's Defense, Sai-
dle hit, Roll 3 six-sided dice, and have the
player mark that many wounds off his
character's sheet,

Using Medpacs: The heroes may have
brought medpacs from Area 6. A med-
pac can restore 1 wound to one charac-
ter, f a player uses a medpac, have him
or her erase one of the character’s
wound boxes. After a medpac has been
used once, it's useless,

Description: As you play through the bat-
tle, describe the action as you have in
the previous fights. This is the climactic
final scene of the adventure, and Saidle
is the most dangerous opponent the
heroes have faced yet, Dramatically
describe the screech of blaster fire, the
huge swings of the smuggler’s vibro-
ax, and Saidle's lowd curses as he does
battle with the heroes.

After the fight, the characters may choose
from amy of the actions below:

CHECK THE COMPUTER

The computer Saidle Frex was looking at
contains information on his contacts in
Theed, as well as his employers in Hutt
Space. Although there isn't much the
heroes can do with this information, it
might be useful to Master Ali-Vior.

CHECK THE SMUGGLER

The smuggler's face is badly scarred under
his facemask. He has a large vibro-ax in
good working condition and 20 dataries,
[These are Republic credits, used as money
in the realm of space controlled by the
Republic). A hero may decide to take the
vibro-ax; it does 2 ten-sided dice of damage.

e e

CHECK SAIDLE FREX
The mercenary has some scarred battle
armor, a blaster pistol, and 50 dataries
(Republic credits). He also has the controller
to the training remote drold in Area g: The
Storage Boom. if the characters have not ye
destroyed the remote, they can use this con
troller to turn it off.

Congratulate your players. The heroes
have defeated the veermok smugglers and
rescued Tasrah Bohl

Now What?
This fast-play game is a quick introduction
to 5Tak Waes roleplaying. Galaxies of
adventure await you and your friends, In
the S Waes Invasion of Theed Adventure
Came, your characters have more options,
mare equipment, and more Force powers,
as well as more adversaries and adven-
tures. After that, you may want to check
out the Star Waes Baleplaying Game, which
lets you create your own characters and
adventures, The only limit to the game is
your imagination,

Look for these products at a book or
hobby store near you, or check out Wizards
of the Coast's online store at

wwhwwizands.com. §
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Human Jin GUARDIAN
Bann -Kanu s the Padawan learner of

2 eight-sided dice

fwrth I|!||f.1:.||f.'¢'r_i
Master all-Vor. He is a seeker of justice iy e GV ihefis your Bhat Rare's Ughtsa ber bt ol 2
and defender of the innocent.in combat, right ~I--‘#--“1:l---' Thart's bow much damage the
Vi) FHE et GO

Ranndses a lightsaber, the weapon of a
jedikHe is also strong in the Force and has
Force powers he can use.
During an adventure, Rann protects his
tearmmates and helps defeat enemies.

&

T (15)

A e wivo mitacks Rora miuat

e 13)

Mark off e Dox

Rann may attempt any of the following
actions. When he does, roll 1 twenty-sided
die and add the indicated banus [or sub-
tract the listed penalty). The GM will tell
you whether your total was high enough
to succeed.

fttack: +3 bonus

Jumip: +3 bonus

Push: +2 bonus

Repair: -10 penalty
Surviwal: +3 bonus
Computer Use: +2 bonus

Force Powers

Rann can use these Force powers instead of attacking:

CID Barruimino: This Force power enhances Rann's combat
abilities, For the rest of the fight, Rann gains a +1 attack bonus. (That
s, his attack bonus is +4 instead of +3)

Using Force powers is tiring. Rann can use this power twice dur-
ing the game, Mark off the Force power each time he uses it,

X Heal Seir: This Force power heals one of Bann's wounds
Roll 1 four-sided die and erase that many checked wound boxes

roat @ 15 .of iigher Ta it

=i 9 Baren fokes darage, Bamn

e &f it Bhe baxed dré FAAT IR

Disable Device: -10 penalty

atrategy

Bann i swift and skilled, able to deal a fair
amount of damage with his lightsaber. He

can also use Force powers in combat.

from Rann's character sheet when he uses this power.
Using Force powers is tiring. Rann can use this power twice dur-
ing the garme. Mark off the Force power each time he uses it.
CX) Sui Force: This Force power allows Rann to know how
many living creatures are in a room, even before he enters it
Using Force powers i tiring. Rann can wse this power tace dur-
ing the game. Mark off the Force power each time he uses it

HumaN SCOUNDREL

Arani Is the daughter of a Naboo noble. 3 four-sided dice L"f;':wm e
She's confident and adwenturous, absrays 7 b Al Bl s it Ausarvsl’s darster it roll 5 fous
cidied o, Thot s hawe i h damaage Fhe Bvmter doet

looking for excitement. She has a talent
for getting into trouble . .. and getting
out of it.

During an adventu re, Aranl often deals
with “tricky things,” like security systems,
computers, and traps.

Arani may attempt any of the following
actions. When she does, roll 1 twenty-sided
die and add the indicated bonus [or sub-
tract the listed penalty). The GM will tell
you wihether your total was high enough
to succeed,

T 13)

Mork ofT £ heie boe g Asan

Attack: +3 bonus
Disable Device: +7 bonus
Jump: +0 bonid

Push: +o bonus

Repair: -10 penalty
Survlval: +1 bonus
Computer Use: +5 bonus

A ffor wiha sdtocks Areni moad ol

d¥es i all the baxed dné Al i

e a8 o higier fo Pt

. A rani

O (VTG

Strategy: Arani can handie herself in a fight,
but she’s not the best fighter in the group.
She's very fast and hard to hit, but doesn’t
deal damage as well as she avoids it. Her
expertise with computers and security
devices makes her the best choice for mamy
ather challenges the heroes will face,




Wooxinn Scour

Rorworr s aWookiee from the planet
KashyyykiHe is brave, loyaliand curious.
Parworf Earries 3 boweailer, § i niquel}-
Wiooklee weapon that no one'glse on the
team bs strong enough to use. Although
hie's Agt the most accucate w:ltant.
Rorworfidoes tremeRdous damage.

'

3 ten-sided dice >
Fudth Bowaicarnen)

A bonspaater mis b refoaded after evevy shod, 1o
Rorvrr can oty attack dwery oliser tuvm iy hhe G
feits your Bl Bovwore s Bovveaster fils, sodf 7 fen-siged
dice. That s o much demage the bowoaiter does

# ffoe wiho attocks Borveorr musd rodl o 15 o figher o hitt

Mavk Sl theid Dowes a1 Borworr Lk damage
Fovrwoer diet ._;".;JII fhe badd ||r|_'_|r|II'|'-;.I'"|

‘ Actions: Rorworr may attempt any of the

actions listed below. When he does, rall 1
twenty-sided die and add the indicated
bonus (or subtract the listed penalty). The
G will tell you whether your total was
high encugh to succeed,

Attack: +2 bonus. A bowcaster must be
reloaded after every shot, so Rorworr
can only attack every other turn,

Disable Device: <10 penalty

Jump: +3 bonus

Push: +3 honus

Repair: 45 bonus

Survival: +4 bonus

Computer Use: +1 bonus

Strategy

Rorworr is pood at fixing things and iden-
tifying dangers in the wilderness, He's also
a fair fighter, and can back up others in

combat,

HumMaN SOLDIER
Galak s a native of Maboo and a velun-
teer in tha Royal Security Sepvice. He is
very loyalto the people of Naboo, protect-
img thém from criminals and enemies. He
wieals a combat jumpsuit, and hignormal
weapn is a blaster pistol As a trained
soldier he is capableof usi ngimuch larger
weaponswhen calfed to daoso.

During aniadWeRtorE Galak is wery
good with rangedWeapons, proiding
fire support for the rest.of histeam

DaAsMAGE: 3 six-slded dice >

[witth blacter)

If tfve G tedly pou Ehat Goial's Bigster It ol 3 sie
shdiedd aliee, That' & b misch damage the blaster does

DEFENSE:

A ffowr wiho aftacks Galek must rolf @ 15 or higher to hit

Wounps

Aark off these baves ot Golak tokes domage. Galak
dies if all bhe bowes are filled in

Actions: Galak may attempt any of the
following actions. When he does, roll v
twenty-sided die and add the indicated
bonus (or subtract the listed penalty). The
GM willl tell you whether your total was
high enough to succeed.

Attack: +4 bonus
Disable Device: -10 penalty
Jump: +2 banudg

Push: +2 bonus

Repair: -10 penalty
Survival: +1 bonus
Computer Use: +1 bonus
Repair: +5 bonus

Survival; +4 bonus
Computer Use: +1 bonus

Strategy

Calak is the best fighter in the group, with
the most accurate attacks. He has armar
on, making him reasonably difficult to
hurt, He usually leads the team into com-
bat. Because he's a soldier, he's expected to
take on the toughest opponents.

oo s (b & T &S rigles mwreved Usrd sraler sriborboriion P

e upried Lo pholooopry Bor preierul] o oy
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BY PETER SCHWEIGHOFER

“I'm AFRAID YOUR
FREIGHTER'S IN PRETTY
BAD CONDITION,” THE
SLICK TWI'LEK JELA'HAN
INFORMS YOL.

Hi seeas s datapad, looks over the damags
the imperials inflicted on pour ship in thet
Igst encounder, and seans over the st of
-.l|-_:-|'l'.'_|'||_'|_.lf.':'\'||j o i Iike, “The repairs,
upgrades, and the false dotawork to cover it
all is gorng fo cosl pol FI|:'rl-.fi."l1:'|'-'_|.'. my
friemds, And | know you're often short on

4

credifs, Unforfunately, soam L | ve
already discuwssed ollaining the parts with
shellar—he can supply most of them from
R juirkpand east |_|_i" Mok E ':-'l.'.p' But he made
it guite clear he s going to charge us pre
mrlum prices. He's also an entreprenedr, and
would accept o trode rJ_.‘.‘ of SEAACES IR
h'!!.‘h’llqu_l.' I':"h:l'l'-\.

Eheflar knows where you can aogquire an
imperial [ambda-class shufile '_f_!.-'-:'-“!-' deihver
if to him in one piece, he s wiling Lo provide
me the parts in advande, pius @ credil Do
later to cover the cost of labor for the repairs,
rivcdifications, and your forged daola permils
for evernything.”

Thit all sounded so easy d¥scussing it with

VOLUIMRE | NUMBEH &

o ILLUSTRATED BY

lefa harn i Doy .':'ll'I!.I R.'J_..' il v [E GutTkirts
of Mos Efsley’s warehouse districh, Bul now
that you re peering dovwn af the Imperial
scout autpost on Moovrjo, you're beginning to

have second Ehougits

“The Larmibda Helst™ is a short adventure Tor
the Srar Waes Roleplaying Game written for
a band of four Gth-level heroes, As usual,
thieir vessel requines repairs, they want a
slew of modifications to their Ship's sys-
tems, and they don't have the credits to pay
foor it all. But if they can shipjack a Lambala
class shuttle from a scout outpost and
deliver it to a shady junkyard dealer, the
heroes will have more than enough oredits
to pay the Twilek mechanic to make the
repairs and modifications to their ship

Flot Dverview
The heroes find themselves in dire fimancial
straits. Their ship requings repairs, and they
want some modifications as well. Thelr
Twi'lek contact lela’han requires a goodd
deal of oredits to make their vessel space
-.»-.-.:.-rhy again The herses find themselves
-,-.I;r_*-.].lnng an Imperial shuttle for one of
Jela'han's suppliers, a starship junkyard
king called Shellar

The actlon begins In medias res as the
heraes examine the soout post on Moorja,

MIKE VILARDI

planning thelr strategy far infiftrating the
camp and hijacking the shuttle, They must
avoid imperial seout patrols and tralning
drones and put thelr plan in motion, The
outpost is .-1|".IJ.I||:|' an advanced scout train
Ing camp that cycles through a new soout
unit every week, Once the shuttle areves, it
discharges new scout troopers for their
week of refresher training. making the
heroes’ job of hijacking the vessel much
miore complicated

When they fly the shutthe to Shellar's
junkyard, they're rewarded with a credit
voudher to cover lela'han’s work on theirs
ship. But the herees and Shellar aren't the
onky ones interested in that Imperial shut-
tle—while they're handing over the wessel, a
band of Rebe| troopers springs an ambush
im an attempt to shipjack the shuttle them
selves| The heroes might stick around and
help Shellar, of they can leave the scene
with their méesand

Cnoe back in Mos Elsley, they meet
Jela'han at a local watering hode, hand over
the woucher, and head for their ship, docked
in a nearly landing bay. They probably
wion't expect o surprise visit from the scout
colonel from wihom they stole the Ll
shuttle, who's waiting in the docking bay
with same of his best scouts to teach the
Reroes o iesson




Part |: Scout Base
foor)a is just another backowater planet in
the inner Rim, & workd swith a small agricul
tural and mining |'_|:I|I;}I'.'_-|' Wicdent ion stonms
often disturb its upper atmosphers
Althouph these provide min to nurtune su
facE Croges. I:h-e':lr.1rq' hazardous for starship
and aimspeeder navigation

Why the Empire established a scout out-
post in one of Moorjas remote regions
remaing a mysteny, & successful Knowledge
(Empire) skill check (D€ 30 reveals that the
base was established as a political faver to
an Imperial navy officer wiho hails from the
planet, but nothing else can be learned
Miost peopde in the main starport have no
idea there 5 0 ool G iIiI::,' e .rI!l'n:lut:h a
srmall imperial garrison maintains order in
urban areas. It requires a Lather Informathon
check [DC 30) just o find someans who
knowws that the base is there

The scout outpost Is not much of a base
It oonsists of o ooemmand Beemkir, Dand mbd
ular barracks, a shed for storing and repair
ing repulsordift vehicles, and a landing zone
marked out on a clear, flat area nearby, It's
placed at the edge of crumiling badlands
cut with steep canyons. The plain before it is
covered with sickly bushes, providing amny-
one approaching the camp stealthily a +5

r

wf L A

lr

otz esis B (27

clreumistance bonus to their Hide checks

As the heroes survey the base, they notice
one probferm: there are plenty of soout
troogers around, but no Lambda shutthe

The Empdre uses this outpost for training
exercises, rotating squads from sector fleets
'Ihr-::l.-Hh Frprg qu-l:l:,r And this week's batch
of trainees is about to arrive in the shuttle
that the heroes plan to capture.

Show the players the cutpost map, and
let them devise a plan. A Spot check (D 20)
reveals an Imperial Star Destroyer [n orbit,
and a tiny, shiny speck slowly descending
toward their location: the Larmnbda shuttle

The scout troopers occupy the center of

If They Don't Sneak

The first part of this adventure pits the

& against a large group of Scout
pirs. If the heroes aren't sneaky,
they can end up wary over their heads. If
your group doesn't Include at least two

L%, scoundnels, or other
acters, consider eliminating the probe
drgdd encounter and rr-::lll::n!'l the num
ber of scout troopers. in a direct con
d Lroag

nigne artiving in the shuttle

frantation, 4 % guarding the
BaLe ani
wiould be ; _lnlfn_'.in1 |:|'I.'-||||:I'|b'||_" for Gth

level heroes

Jeua'vam, Male T lek Scoundnel G: Init +1
{Dhe); Diefense 18 (+7 class, +1 Dex); Spd
1wom; VEWP 2gM12; Atk +4 melee (2dg,
wibrodapger), +5 ranged (3d4, hold-oart
blaster]); 50 Ilicit barter, better lucky than
El:h:h'J. wneak attack; SV Fort +2, Ret +5, Wil
#2; 5T M; FF o; Rep 3; 5tr 11, Dexo 12, Con 1z, int
18, Wis 15, Cha 17

Equipment: Comlink, datapad, hold-out
Blaster, robe and tunic, tool kit
vibrodagger,

Siiils; Appraise +g, Bluff +8, Comparter Uise
+7, Disable Device +9, Forgery +7, Gather
Information 46, Hide +6, Knowledge
[Business) +7, Listen +6, Move Silently
+6, Pilot +5,Fru!|'r'n'u.1n Ifrlsrnrrr:l 5,
Profession [Mechamic) +6, Erpair #13,
Search +8, Sense Mothee +6, Sheight of
Hand +5, Spot +7

Feats: Gearhead, Persuasive, Skill Emphasi
(Repalr), Stealthy, Weapon Group Profi-
clency (blaster pistols, simple weapons).

the compound, packing up foot lockers
and stacking them at the landing zone. Mo
ane in the cutpost is expecting the ship
jacking attempt

Unfortunately, the route inte the camp s
puanded. The training camp uses modified
probe droids to keep the scout broopers
sharp—they serve as training opponents
and detection devices during tralning exes

cises, If they ralse an alarm, or cause anyone

Ara You the
Gamemaster?

Stop reading this adventure now if you
intend to play it as one of the heroes.
Reading even parts of “The Lambda
Heist™ will give away surprises that help
make the scenario exciting to play.

If you are running this adventure as
the Gamemaster, read the scenario at
least once before playing it. The Plot
Owerview summarizes the opening situ-
atlon and the events through which the
heroes will stumble. Review the game
rules for any stats and special abilities
the adversaries might possess. As you
run through the adventure in your
head, think of any rules you might not
fully understand, review them now, and
you'll be much more prepared to nin
the scenarla.

You can easily work “The Lambda
Heist” into your smuggler campalgns
any time the heroes’ vessel needs major
repalrs and modifications. Feel free to
substitute Jela'han, Shellar, and Colonel
Dyrra for appropriate mechanics, parts
dealers and Imperial adversaries in your
own game, You can also alter the loca-
tlons to sulte your own campaign's reg-
ular settings.

You can even use this adventune in o
Eebel campaign—just swap out the
Rebel troopers who ambush the heroes
at the junk yard and insert rival smug-
glersor agents of a crime lord who want
the shuttle.

Don't worry how the heroes get to
Moaorja; if they ask, Shellar provided
transport on an aging freighter, but
once the heroes were in position, the
pilot headed back to Tatooine.

TAR WARS GaMeEr B1




to fire & weapon, the sound puls the entine
outpost on combat alert, Sneaking up on
the station is difficult, even with the bonus
to Hide checks. The four droids each cover
one side of the camp’s perimeter,

sneaking by one of the droids requires a
Hide check opposed by the droid'’s Spot skill
and a Move Silently check opposed by the
drold’s Listen skill, The droids must each
mionitor an Bo meter edge of the camp, 5o
the heroes can get as far as 40 meters
away from a drold when they attempt to
sneak by, Remember to apply the usual
penalties for distance o the droid’s Spot
and Listen checks, H the characters sneak
bebween two drolds, bath droids get a
chance (o see and hear them.

If the training drolds raise the alarm, the
players are in a lot of trouble. The troopers
immediately approach the area, find cover,
and begin attacking the heroes, It takes the
troopers four rounds to arrive once & dsid
ratses the alarm or starts shooting. The other
dreids rermain at their posts in case this
attack is a felnt by & larger force

Should the heroes manage to sneak past
the drobds, they'll be safe unless they move
into & position with line of sight with the
troopers. Any time one of the heroes has
line of sight with a trooper, he or she must
imake a Hide chieck opposed by the
trooper's Spot skill,

The shuttle arrives shortly after the
heroes make it on o the base. The boarding

ramp lowers and eight scout troopers march
dowen with an Imiperial officer: Colonel
Dyrra, commander of this small base.

The trainees leaving the base don't waste
any time gathering their gear and heading
for the chuttle—unless, of course, the heroes

ImpiRiAL ScouT TRoorer (16}, Male

Human Scout 32 Init +2 (Dex); Defense 16

{44 armos, +2 Dex); Spd Gm; VRWEP 18510,

Atk +3 melee (1d3, unarmed), +5 ranged

(zd8, Baster rifle); 5Q Trailblazing,

Uneanny Dodge; SV Fort 2, Ref +4, Wil

£3: 57 M FP o Rep 1. Stroio, Dex 14, Con

1y, Init 11, Wits v, Chia vo. Challenge Code B

Egquipment: Hold-out blaster, blaster pis-
tal, blaster rifle, scout armaor, sunvval
gear.

Skifte: Climb +3. Computer Use +2, Hide
#3, Jumip 43, Listen 44, Move Silenthy
+, Pllot +5, Repair +3, Seanh +4, Spot
+4, Survival +4

Feats: Track, Weapon Group Proficlency
iblaster pistols, blaster rifles, simple
weapons)

have turned the area into a combat zone

The heroes have three options, attack the
scout troopers, sneak onto the shuttle, or
muake 3 dash for the shuttle

If the heroes attack, the scout troopers
and Colonel Dyrra take cover and fire back.
If they attempt to sneak onto the shutthe,
the must make Hide checks opposed by
the scout trooper’s Spot skills. If the heroes
make & dash to the shuttle, they'll be seen
sutomatically, but they can begin the
ensulng combat on the landing pad beside
the shuttle, allowing them an casy escape
imnto its hold

Once inside the shuttle, the heroes must
clear the cockpit, Unfortunately, the cockpit
entry hatch i wide enough for only one
person. Inside sit two Imperial pilots, one
who turns to see wha's at the hatch (the
pilot]), and ancther hunched over the con-
trols (the co-pilot). if the co-pilot survives
the first round of combat with the heroes,
hie gets a chance to initialize the shatthe's
self-destruct programming.

If the co-pilot activates the self-destruct
mechanism, the characters have 4ix rounds
to disengage it, requiring a successful

lmPEELAL SHUTTLE PrLoTs (2], Male
Human Soldier 3: Init +1 (Dexl Defense 14
[+3 class, +1 Dex); Spd w m; VRWP 23/12;
Atk #gq mielee 3+, unarmed), ranged
+4 [2d6, blaster plstol); 5¥ Fort +3, Ref +2,
Will +2; 52 M; FF 0; Rep 1, 5tr iz, Dex 13,
Con 12, Int 1, ¥Wis 12, Cha. 1o, Challenge
Code B
Equipment: Blaster pistol, Imperial flight
uniform.

Skills: Astrogate +7, Computer Use +7,
Dermolitions +7, Pilot +8, Repair +7.
Feats: Armor Proficiency (light, medium,
heavy], Quick Dranw, Weapon Lroup
Profickency (blaster pistols, blaster

rifles, repeating blasters, simple
weapons, vibroweapons)

Feats- Skill Emphash (Spot], Track

TraMiNG Pross Droio [4): Hovering military training droid, Scout 2; Init +o; Defense 14 (44
class); Spd 10mg VWP 18/14; Atk +1 ranged {3d6, stun cannon]; 50 Trailblazing: 5V Fort +4,
Ref +2, Will+4: 52 M Rep ©; 5tr 1o, Dex 10, Con 14, Int 10, Wis 14, Cha 1. Challenge Code B
Equipment: Locked access, improved sensor package, infrared vision, low-light wision,
telescopic vision, comlimk, recording unit, stun cannon,
Skills: Hide 45, Listen +c, Move Sllently +5, Search +5, 5pot 45




Demolitions chechk (D w5l 1 the self
destnect sequence B nod disanmed, wie the
Exploding Vehicles rubes from Chapter so of
thie core rulebook

Once the heroes gain contbrol of the shut-
the, they can ignore the ground troops and
blast off. If any of the scout troopers are
alive, they iImmed|ately abert the star des-
troyer in oobit. The destroyer in turn aberts
twio TIE fighters on patrol nearby. By the
time the heroes take off in the shuttle and
begin accelerating, the TIE fighters begin
attacking. The fighters begin the encounter
fl:,'ing at attack speced at ||;,Il1_E range Thr_l.l
quickly close and begin attacking

The swiftest escape from the fighters is
ta fI].' dl.'{'l_’l.'}' I:hrn-ugh the stonm. Charac
ters can nealize this by making a Knowl
edge, Physical Sciences check (DC 15) to
'I||§urr out the ion storm's effect on thip
SEMSOrS FI!,lnnE I:hn:.hugh thie shorm I:-ring'.
the shuttle into a roi Iing mass of clouds fre
|'|I.I|:'I'||:|}' :.p||1 |_'I}l hrlEhl: Bl ion JIEh‘ ninH
'-'-:.lbilll;:lr % {n:ln:.ﬂ!l:l.;l:ll:,' reduced, and the
ian EAErgy distorts sersor |1'.|r!ir11.;:. It takes
the shuttle five rounds (o punch HIrI:IIJEh
the storm and another three (o eccape
Moorja's gravity well and line up a hyper
wpace jump. For each round within the
storm, there's a 1-in-6 chance jon lghtning
hits a ship (including the pursuing TIE fight-
ers), bonizing one ship's system for wdé
rrunds. Boll w6 to see which ship system

SETORM DAMAGES

ol L L

w:ap-mu i:psl:ern:.

'_;,:;ﬂ.m%_‘.‘f.‘.
el Lﬂiwhlllhthms’ms
) -.EJHHIM:'I-’:&

¢ Narv computer

iom lightning knocks aut
{For TIE Eigml:ﬂ it t:-:,' ion Ilghl:ning_ign:m:
thee “Shields” or “Maw computer” results and
rall again |
For each round the ion drives are down,
the shuttle adds one more round to the
time it takes to chear the storm or reach
h:,-;h?rr.p.ncc.lf the nav computer is ionized, it
takes an extra three rounds to make hyper-
space once the shuttle leaves the storm
WHILE inthe ion stodm, Uhe TIE ﬁEhh'r
pilods must roll each round (o beep a sensor

lock on the £hultle Make a
Computer Use check for
bath pilats (DC 1 based on a
small craft) with the appro-
priate range modifier (page
174 of the core book] and a
-8 circumstance penalty due
to the lon storm’s interfer-
ence. During any round in
whhich a TIE fighter's sensors
are inoperable, it automati
cally loses contact with the
shuttle,

Th* SEar Dl.'-.1r|:|:|r|.-r i it
within range o engage the
shutthe

After e aping Mnnrr.l_
the heroes must head to
Tatogine to deliver the shultle, Singe Shellar
is willing to supply the heroes with a known
n.|'|.-iE.||:|-::-n.1I roufe, the ﬁ.-.1r|.1|g.|1.i|:|r| chick to

troved between the systems is DC 1o

Part 2: Shellar's Junkyard

Once they reach Tatoaine, the heroes can
plot a course for Mos Elsbey, Shellar's junk
yard i sin miles putside the city, When the
heroes arrive, they find 3 maze of half-
buried starships, mountains of spare parts,
and junked repulsordift vehicles. & tattered
flag Mutters at the far end where several
gangs of lawas and Gamorreans are work-
imge ambd the wreckage

VEHICLE DATA

IsapERIAL LAMBDA-CLASS SHMUTTLE

Craft: Slenar Fleet Systems Lambdo-class

imperial Shutthe; Class: Transport; Sine;

Small (20 m bengh Crew: 2 [Skilled +4);

Prssengers: 20; Cargo Copacily: Bo metric

tons: Conswmabies: 3 months: H}'p.['r-

drivee: 11 [backup $10): Maximum Speed

F!.1mm.nE; I:In:'_fn_-'.lil.r'. 16 (&1 Size, +5 armor);

Shield Poinds: 50; Mull Poinis: 120; DR: 5

Weapon: Doubde baster cannons (3); Fire
&re: 2 front, 1 back: attack Banus: +§
@1 Sl 4 cnew, &4 fire conbral): Dam
age o H.E_E.II'IHE Modifiers: PB #0.5
+0, M -2, L -4.

Weopon: Double Laser Cannons (2 fire
linked): Fre Arc: Front; Attack Bonus:
#i (#1 5i28, +4 crewd, +6 fire control);
D.nmage: 2diox: EJ-l'lgE Madifiars: PR
0, 540, M=2, L =4,

sShellar's Junkyard

o e LB T -_n..lan-: HPTETL

As the shuttle circles overhead, the
Camorreans peer up and direct the heroes
to land near the fluttering Mag. Shellar
halds eourt there in the shade cast by a
half-buried freighter. He's a short fellow in
greasy mechanic’s coveralls, lounging on an
imprompiu throne constrected from an
engine nacelle. As the shuttle sets down
nearky, a small crowd of chattering lawas
and grunting Gamorreans gathers

Riebel soddiers are hiding among the
debris plled along the junkyard’s perimeter,
z2o0m away from the center of the junboymrnd
Once they've landed, allow the heroes a
Spot check {opposed by the Relbels” Hide
skill) with a =g p-cn.tll::,r for distance,

"-C.rl:i_'1ing1._‘|'rirn|:!5._' Shellar S A l:lw:,r
descend the shuttle's boarding amp. "l see
you've been successful in acquiring the
shuttle, kela'han will abso be pleased— hear
hie's been wurklng hard upgmdrng YOLIF %1

TIE FicHTim
f'“..”' Giemar Flest '-'r}':.-lr'm'. TEMn: Class
51.1rfigh14'r_ Sine: Diminutive (6.3 m long]
Crew: 1 (5killed +4); Postengers: Mone
{'m'grl t_'urmrlf;,'. [ kl.:. Conithmabies: 3
-.'|.1:|.':._ H__p_r:u'rr.l'f.iw'. None; Maximuim Seeed:
E.ﬂl‘l‘ll‘l‘lll‘lE; |'..|-|"J"r'r|1 frad I:1-.1, LizE, #10
anmar); Shield Podnts: Mone; Hull Paints:
G0 OF: 5
Weapon: Laser cannons (2 fire-linked];
Fire Arc: Fromt: Attack Bonus: +12 (+4
e, +4 cPEw 4 Nife ﬂr.'lrll‘f-ﬂ”l. Damage:
g1 ; Range Maodifiers: PR +0,5 =2,
ML nfa,
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freighter.” The friendly Human vigorously

shakes everyone's hand, then begins walk

ing around the shuttle, inspecting his new
prive (and noting any damage from its con
frontation with the TIE fighters during the
eqcape from Moarja).

Whien he's satisfied, he hands the lead
it a datapad. “This contains a document
rebeasing Jela'han from the debt on the
parts | sent him,” Shellar says. "He'll also
find confirmation that sufficlent credits
have been transferred to his account to
cover his wiork fees on your ship, plus a little
et All bm all I'd say you folks just earmed
yourselves a very El:ll.'llj deal.”

If the heroes hold out for more credits
for themselves, Shiellar calls over a few
menacing Gamorreans brandishing pry-

ReseL Troorers (8], Male Human Soldier 2
nit 43 (Dx); Def 16 [+4 anmor, +2 Dex)

Spd vomm; VEOAWE 1812 Atk +3 melee
(1341, unarmed), +4 ranged (3d6, blaster
pistal); $0Q Dodge: SV Fort +4, Ref +2, Will
s0; ST M FP o DSP o; Rep oo St Dex

14. Com 12, ink n, Wis 12, Cha 12

Equipment: Blast vest and helmet,
blavter pistol, comlink

Skills: Demalitions +2, Hide +3, Eepair 42,
spot +3, Treat Injury +2, Computer
Lise 42

Feats: Armar Proficiency (light, medium]
Weapon Group Proficsency {blaster

pistols, blaster rifles, repeating T N:“\L 1% |
Blasters -s.irrpl-q_' Wikapons, ) :H

|’ .
vibroweapons) | A I s

bars and heavy tor
sion spanmners. He
claims the deal was all
st with Jela'han, but
he's willing to give
them each 100 credits
for thelr troubles.
Shellar explains the
heroes can take one of
his alder speaeders
back into Mos Eisley
One of the lawas
drives up a beat-up
old landspeeder. He
says Jela'han Is

L PO T

EEpEC I:-I'Ig to meet
them in a familiar

cantina (apparently
one they frequent while in town)

Should anyone ask about the soldiers
prowling around the camp’s perimeter,
Shellar sends one of the Lamormeans to
investigate, If none of the heroes see the
Rebels, allow each of the Gamorreans and
laweas a chance to Spot the Bebels. i no ane
sepeg the RBebels while the heroes ane at the
junkyard, they wait until the heroes have
left bo attack

if a fight erupts, She llar and his six Jawa
assistants dash for the shuttle as the
Gamormeans attempt to fight the Rebels
with melee weapons. The six Gamormeans
will have a tough time against the Rebels

blasters, so unless the heroes intervene,
Shellar will likely loose his new ship, The
heraes can stick aroumd for this confronta
tion, or can make a hasty exit in the beat-up
landspeeder. The Rebels don't shoot at any
one whio isn't blocking their way o shooting
back. Should they stay to defeat the Rebels,
the heroes recetve a reward of an additional
oo credits from a grateful Shellar,

Part 3: Double-Cross

After |'-‘""""|5'. Fhe Julik"lﬂ rd, the heroes head
to Maos Eisley, If they want to sell the beat-up
speeder that Shellar let them use, they find
it's mearly worthless; any reputable repulsor
it dealer will offer them around 100 credits.,
The heroes find Jela'han waiting for them in
a familiar booth at their favorite cantina
After inspecting the datapad from Shellar, he
declares the deal complete

Heroes who make a Spot check (DC 20)
nathoe that kela'han looks weary, if ques-
tioned, he explaing that he and his te hirvical
crew worked hard to have the repairs and
madifications finlshed in time for their
return, The work was extensive, and the
Twi'lek had to help the small team of
mechanics he usually supervises,

With the payment voucher delivered and
debts on the starship forgiven, Jela’han
seems relieved, He escorts the heroes 1o
their ship, still berthed in Docking Bay n8 on
the edge of the city’s warehouse district

™

SHELLAR, Male Human Scoundrel 4: 1R +2
(Dex): Defense +18 (+6 class, +2 Dex); Spd
1orn; VWP 25/12; Atk +3 meles (1dg, knife),
+5 ranged (346, blaster pistol); 50 Nlicit
barter, better lucky than good; SV Fort +3, Ref
+4, Will #1; 52 M; FP o; Rep 2; 5tr 1o, Dex 15,
Cini 12, It 17, W5 15, Cha s,

Equipment: Blaster pistol, comlink, data-
pad, greasy coveralls, knife

Skills: Appraise +4, Astrogate +2, Bluff +6,
Computer Lise #1, Demolitkons +2,
Diplomacy +&, Disable Device 32, Dis-
guise +4, Forgery +4, Gather informa-
thon +6, Hide #5, Knowledge (Business)
B, Listen +4, Move Silenthy +4. Pilot 45,
Repair +2, Search 45, Sleight of Hand +2,
'_:\-FII_'I'. k4.

Feats: Great Fortitude, Persuasive, Skill
Emphasis {Gather Informatien), Spacer,
Weapon Group Proficlency (blaster pis-
tols, simple weapons).

BH wOLUAE |
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A% they approach, they see that the
Twwi'bek took care to keep their ship's land-
ng ramp closed to discourage intruders
But after entering the bay and nearing the
boarding hatch, someone shouts “Halt!”
fiom behind the numerous cargo crates
and fuskon Ernrrnlnr ‘.Llppl:,' tanks around
the dmhlrlg bay's -e_-rl;_::' Six Imperial scout
troopers showly rise from behind their
cover, blaster rifles drawn, An Imperial offi-
cer, Colone] Dyrra, stands amaong them
“Throw down your weapons and surren
der,” he calls. "You're under arrest for ship
|acking an mperial shuttle,”

The heroes ane only meters Tnomm thelr ves
sels enfiry ramp, but those few meters are a
long way to run with no cover

Liyrra’s an ex-sooart wivd doedn't like
teing humiliated by vagabonds like the

heroes, He's carefully deployed his scouts

penind one-hall cover, giving them a +4
Drefense Donws and a +2 Eeflex save bonus
Lryrra knows, however, that once the heroes
board their fredghber, he and his troopers
better scatter Amyone in the ship's ventral
gun can quickly clear the docking bay of amy
oppositen—and probably take out most of
the bay itself

Assuming both the heroes and Colonel
Dryrra escape alive, the heroes have earned
thee Impeerial officer's I.F.,'-I-.}ll.g hatred, a
wvendetta he'll pursue despite his demotion
and reassignment to some demeani ng post

in a remote region of the galay

Rewards

Aviuming everyone actively participated in
the operation to shipjack the shuttie
deliver it to Shellar, and fend off the soout

troopers while they escaped to their ship,

Who Betrays Tham'?

There are two good chokces for who betrays the heroes, lela'han and Shellar, It's up to

the Gamemaster to choose the traftor

Shellar: Shellar s a blend of thu g merchant, and would-be tyrant. If he's the traitor, he

either did it to save his own skin or for profit.
Jela’han: Jela™han is a more complex character. The mechanic could be working for the

Empire as a regular informant, have a personal debt against ane of the heroes, ar sim-

ply want to find a way to keep the heroes ship for himsel

What If7?

What if they decide to sell the shuttle somewhere else? No problem, You could create an
efitire series of adwentwres for the smugglers to find, negotiate with, and sell the shat-
the to an interested party—most likely the Rebel Alliance (which has meager financial
refaurces) of a devious crime bord, Just remember, lela’han's not happy about all the
credits he now owes Shellar, and he, or the Empire, have probably caplured thelr

beboved freighter,

What if they decide to keep the shuttle? itis not a great idea, but it's their hides at stake
Jela'han, Shellarn, and the Empire are all furious with the heroes, and someone’s taken
the heroes freighter, The Empire Bssues a bounty for the heroes tesmination and the

ahurtthe's refurn,

What if they give the shuttle to the Rebel Alliance? A very nice gesture, but it still means
lela'han, Shellar, and the Empine are all mad at the heroes. A bounty’s not an easy
lhlﬂE o divee wiith .. especially if their past smuggling contacts try to make a fast

credit by turning them in,

What if they suspect a docking bay ambush? Dyrra’s scouts were surprised once, but mot
a second time, If the beroes try climbing the docking bay walls or entering through a
side door, an Imperial scout in civilian clothes wandering nearby notices and sends a

WANINE an his camlink.

What |fﬂ'l!j'd-ﬂrl't1ll.rsl Jela'han and take him huﬂ;gr?‘ This doesn’t mean II'H::,r'r[' El:"t-
ting their ship back too easily, Colonel Dyrra and his scout troopers take care of that at
the docking bay. Besides, Dyrra has no love for Jela’han, and would just as soon see
the Twi'lek dead. And if the characters wait too long, the Empire might not decide to
ambush them, but could simply break inta the ship and impound it in some high

security Imperial installation somewhere,

divide 2,000 XP times the AVETIE level of
the group [should be around 6th) among
thie heroes

The henses also receive any additional
credits they managed to convince Shellar
to mward them for their troubles in obtain
ing the shuttle

if they decided to keep the shutthe, the
henpes must find a way to either sell the

vessel or find 2 way to keep the Empine from

recognizing the araft and confscating 11, §

Covonel Dvera, Male Human Scout 7

Init +3 [Desc): Dt 45 [+6 class, +3 Dex): Spd
w0 WP g Atk 45 msles [1d3
punchi-+8 ranged (2d6, blaster peitol)

S0 Trailblazing., Uncanny Dodge, Skill
MlastEry [Gather Information): SV Fort +6,
Eet 47 Will +5: 52 M FP oz D5P 2 Rep 2, 58r

1, Dl 1, Do v, It 52, WS 13, Cha 12

r'-'|.;.'_r".l..¢'rl.‘ HElaster |||l_.|:|_|| comlink Impe
ral offsCeins unitoam

Skl r"'.lll_l:,:.:\.tl' Fa, Blutt +7, Climb +2,
Lrermoditsons +4, :_;'II,Ill_:'rl ICY +4., s
PuisE 44, Gather Infonmation +6, Hide
+7, Intimidate +6, Listen 4, Mo
Silenthy 48 Pilot +8 i-'|_-|_|_'||| +3, Search
44, Speak Kodian, Spot 45, Survival 45
Lomputer Use +4

Feats: Great Fortitude, Persuasive, Padnt

Blank Shot, Precise Shot, Track,

Weapon Group Proficlency (blaster

pstods, blaster rifles SIMpE Wieaponis)
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THE FROZEN WORLD OF ANDO PRIME PLAYS HOST TO
THE ANDO OVERLAND, ONE OF THE MOST FAMOUS
PODRACES OUTSIDE OF THE BOONTA EVE CLASSIC.

Like most Podraces, it is sponsored and organized by the notorious Hutts of the Desilijic
clan on Tatoolne. Recently, @ rival gangster named Kaeline Uingasan has established a
cross-country Podrace on Ando Prime to try to win popularity and a portion af the Hutt
clan's gambling prafits. While gamibdlers wait to see how the power stringgle plays o,
Podracer pilots looking for a new thrill flock to the event. A Twi'lek noble, Jer Blankuna,
contacts the heroes. He requests that the heroes meet him on Alderaan, promising @

reward for the recovery of his missing son, Ree. Jer Blankuna fears that Ree has become

entangled in the death-defying sport of Podracing; however, this s far from the truthi

“tnow Job" Is o Star Waes Role pl._q:,-i ng Game gdvenlufe fr}r fﬂur ;rﬂ--'l."-'r-' heroes set dur-
fing the Rise of the Empire éra. It provides a mix of combat, adverture, and investigo-
tion, For a party of five or six, the heroes should be 2nd level. For larger parties, increase
the number of Talids to six, or odd a couple random encournters in Mos Espa or Elesa
This adventure can alse be used as a launching point for a Rise of the Empire era carm-
paign. if starting a campaign with 1t-level heroes, reduce the number of Talids to two
and decreate the power af the thugs in the Tatoaine encounter.

You might want to review the effects of extreme heat and cold, covered in Chapter 12

of the St Wars Roleplaying Game, as both come into play during this adventure

BY DANIEL KAUFMAN
ILLUSTRATED BY MATTHEW HATTOMN

BE vowume | MULBdR B

Adventure Synopsis

“Snow Job® leads the herses on a search for
Ree, the son of a Twi'lek noble. Over the
course of the adventure, they discover that

nothing is what it seems. The Twi'lek noble
works for the Desilijic clan, while Ree (who
is not, in fact, the Twi'lek noble's son) works
for a rival erime lord

The first part of the adventune takes the
heroes (o Tatoolne in search of Bee, where
they encounter mercenary forces working
for the Corporate Sector Authority [C5A)
The C54 |s keeping tabs on Ree's employer,
Eaeline Ungasan, a C58 employes and crime
bord attempting to usurp some of the Dsili-
jic clan's control over gambling profits

The heroes travel to Ando Prime and dis
cover that a Podracing event staged there
the Ungasan Cross Country—is actually a
frant for an llegal mining operation. Matu
rally, the Desilijic clan gets invalved, and the
nathves add an unexpected wibnkbe,

The final encounter takes |_'||3|:|:- in an iy
canyon wherne the opposing forces con
werge to decide who controls the icy fields

of Ando Prime

Adveanture background

Fewe thin g5 omn the desolate e planet of
Ando Prime are worlth having, bat the
income from the Podracing season is one of
them. Previouws overt attempts by the Cor

porate Sector Authority to gain a finandia




hiold 18 ARdo Prime hive faibed, 46 the T4
has adopted a different tactic: contral from
within, Kaehine Uingasan, a mid-level C58
employee, has begun to undercut the
Desilijic clan’s influence on Ando Prime.

Lingasan has set up a rival Podrace=—=the
Ungasan Crods Country—hoping to divert
incoimeE fram [he Hutls and sway the |-::-'_,.'.1|
ties of the Ando Prime Podracers, Unlike
other Podraces, the Ungasan Cross Country
starts from a different place each time, pro
wiling new, eotiting cowrses and awoiding
Desilijic reprisals. Betting takes place over
thie HoloMet, and the rece s broadcast over
secuied bands to avdience members who
pay a membership fee, This strategy seems
to be working

The Hulls are wnder '.'.-|r|-:I.ahI].' displeased
with Ungasan's success. However, Ungasan
15 well pratected and well funded, and pop
ulations on Ando Prime ane oo spréad out
fos the Hutts to simply shoot all of his sup
parters, Ho, the Hulls glan to orush their
new rival through manipulation

The Desilijic clam has set up ler Blankuna
and his wife to lure a Bra _||,'|-q:|f gull-blg- dex
pooders into In-:lhlllz for thieir lost “son,”
Ree, In tiwth, Jer Blankuna has mo son. The
do-gooders are a screen &0 that Ungasan
does not see the Desilijic clan’s mercenar
g5 oeming. Onoe the heroes find Bee, the
mercenaries plan to use Ree to bead therm
to Ungasan,

Fee was a decent independent Podracer
for a short time, but he grew dissatisfied
with Desilijic clan money-skimming and the
attitude that Podracer pilots were dispos-
able. When Ungasan offered a better deal
for less risk, he immediately took it. Mow he
works o Ungasan's chief scout for race
locations. During one scouting expedition,
Ree found traces of Vondum, a preclous
mietal wsed in several types of behaviosal
chips for upper-end droid models. Mining a
major wein of Yonium would be guite a bit
maee profitable than Podraces.

Ree informed Uingasan, and thaey imme-
diately hatched a plan Ungasan wants to
maount a “quick strike” mining operation if
they can find the deposit’s exact location
This would save the trouble of purchasing
the actual mining rights or buying the
land. Once mined, Ungasan could wie the

- L/
Expact a Cold Reception j
/4

arafits from the Yonium to kickstart his
crirminal enterprises withowt his C5A man
BEEFS knowing

Bee has nigped scanning equiprment, spe
|:|.:|II:,,- calibrated to locate Vanium, and
attached it to vanious exterior Podracer
parts, the kind most likely to get kv kied
off in a race. To entice the Podracer |1||q:11 to
use the doctored parts, he sells them
thraugh channels at -'|u|:=.|' discounts. then
after each race scavenges the courses for
dislodged scanning equipment. The pilots
nave no ldea about the scanning equip
rrent, of cowrse. They get cheap parts, and
Eee gets scans of areas he needs bo supply
mining information o Ungasan. Kee, of
course, chooses the Podracer course based
on the most I:kr-l:,r sites of Vonium deposits
Fee currently needs to SCaVENge seweral
seanners out of some wrecked Podracers
fromm a recent race

The Desilijic clan is unaware of Ungasan's
conneclion to the O5A, but they think he's a
criminal ugstart, The C5A4 i Langely unmnvane
of Lingasan s criminal aspirations. Thit is the

cauldegn imto wiich the heroet are todsoed

Haro Hooks
A noble herng r|1|gh|; krsoasy et Blankuna
'--r.-rl.lll:,r and discower his problem at a char-
It}' Tunction, ler Blankuna has informants
e rywhEne, Ay frll:ﬂm. scoundnel, Looart, or
sobdier might hear the news that a rich
Tl Bk weants a job done. The ledi Council
might contact a Jedi hefo a5 3 fvor o Je
Blankuna. As an Interesting note, the ledi
Councll might even know of, or at least sus
pect, ler Blankuna®s decepthon but not
inform the Jedi here as an opportunity to
teach a Padavwan to think on his or her feet.
Samehow Jer Blankwng contacts the
heroes and asks for their help, He a ITarpes
fer a YT-1300 transport, the Fleen, to hrll]E
the heroes fo his homse on Alderaan bo talk
abourt it. The adventure beging thene

BAcRaEOUND CHICKE

Before they meet him, beroes might wani to
learn miore about el prospective
-r-mpln:,urr -:_'...1':l'|:r||'-|.; information on ler
Blankuna is 't_-l.atll.u_'l:,' easy, ||'||:|I,IF:|'| Informa
tion is sparse. The Blankuna fa |r|aI5- is gquite

wiell kriosn, and information is available on

them, but not as much as one might expect
to find on such public figures. A sucoessful
Gather Information check (DX 15) uncovers a
birief history of how they earned their for
tume [shipping) a few public appearances
[masty charnity tunctions), and some typecal
family gossip Although possip abaut the
family is sparse, the umors seem to indicate
that the fa |1|||:|- b5 sechuded and ecoentric

Meating Jer Blankuns

The Blankuna mansion orbits &lderaan, it
it o splendid, armnate structure built into
an asteroid pulled into orbit h:,- a bractor
bearm. This sort of extravagance i appar
ent throughout the mansion. The heroes
ship touches down in the landing bay,
wihere two Human servants and a proto
ool drold wait to greet them. The servants

Jer Blankuna and his wife, Gelune: These
Tt leks are boyal to the Desilijic clan
and set the adventure in motion

Ree: This Twi'lek soout works for (and is
loyal 1a) Kacline Ungasan, one of the
Desilijic clan's gangster rvals, Ree's
actions and reactions are reveabed in
the encounter with hdm on Ando
Prime.

Kaeline Ungasan: A powerful figare in
thie C58, Ungasan considers himself
an up-and-coming crime lord. He has
few morals, no loyalties, and the polit-
ical chout ta be a fearsome enemy,
Although he isn't planning to Lake a
direct hand in the llegsl mining oper-
ation that is begnming on Ando
Frime, be will remember anyons wiho
spoils .

Benkudi: A short-sighted Dug mence-
nary, Benkudi ks a casual friend of
Ree's. He has worked for both e
Hutts and Ungasan in the past but
has no loyalties, He cares only about
money and scquiring mone of it

Geon Justic: Head of the mining union in
the Lown of Elesa on Ando Prime, Jus-
tic is @ bigger dupe than Benkudi.
Bought off by Lingasam, he looks out
solely for hilmself, If confronted by
force ar the legal system, he attem pls
to buy himself a better deal,




SNELU

are Instructed to show the heroes to the
d ining rasm

The heroes are introduced to Jed
Blankuns and Gelune by the tervants wih
then depart to begin servifg dimmer. ler and
Gelune Blankuna seem anxious, but ane gra
cious hosts and engage the herses in small
talk throughout the meal, Toward the end
of the meal, Gelune begins sobbing quietly
and then exouses herself, This is Jed
Blankiaid 5 oue

Jer Blankuna, seeing his wife depart, dis
misses the servants. Then he closes the
doors to the room. He sits down again
anvd sighs heavily “This... this whole
ardeal has been outrageowshy taxing on
mmy dear wife,” he says Languidly.

He pulls a datapad from a pocket and
hands it to the nearest hero, The datapad
screen has a picture of a young adult
Twi'lek next to a Podracer. He motions
for you all to look. “This is a picture of our
son, Ree, He is our only child, and pre-
cious to both my wife and me, This is him
with his Podracer. Reée enjoyed zooming
about on those terrible contraptions. He
claimed to love the danger of racing—
oh, I'm talking abouwt him the past tense,

wie must keep up hope that he's alive,
isr't that right?” Jer Blankuna draws a
deep breath and lets it out slowtly.

“We kept him sheltered from the pub-
B eye. There ane such terribse things out
there.” His lekku (head-tads) jitter with
anxicty, “We've both been worried sick
since his disappearance. Where could he
have gone? Was his life so horrible? Per-
haps ... perhaps if we had not held him
so bightly .. " His voice trails off in regret.

"I'm sorry, I'm barely making sense. It
Just that , ., Bee has disappeared, He's
done this before of course, sneaking off
to race, but this time he's been gone for
bwo wessks, and we . well, we think
something might have happened bo him.
My wife and | would both be enormously
relieved if you could locate Ree and bring
him back tous ... o at least let us know
whaere he is.

“Wie need someone we can trust to do
that, Wil you do 11"

BB wvowumd i NUMBER 2

Thee TwiTek leans forward, " can pay, of
course. |1l give yvou two hundred credits a
day, plus expenses. Do you want amy up
front? Here,” he places a credstick on the
table, ™ This is five hundred oredits. s that
enough? Wil you find my Ree?”

ler Blankuna is an artful liar, He can sum
man and project the emotion of sadness
weell enpugh to misdinect anyanae probing
him with the Empathy Force skill. Even iuc
cessful Sense Motive checks against his
Bluff skill anly reveals that he might be
hiding semething, but not what.

ler Blankuna deflects any pointed quees
tiadis with his mask of gried, If amy hero
|_||r_||_'u,'1. toen deeply oF Seems contina ally sus
plcious, he beging to weep and presses the
opther heroes for &30 answer

If heroes wirsh to nn:g_ndl.rl B rices, ber
Blankuna agrees to any reasonalile amount
the heroes suggest, a5 he has no intention
of paying. When they have agreed to help

him, Jer Blankwna conlinues

“Here's the information we have, Two
days agoe a Dug named Benkudi con
tacted us. Benkudi lives in a city called
Mos Espa on a planet called Tatooine, He
says that he saw our ton there. You
should begin your investigation there. |
think they have Podraces on this.
Tatooine planet. Here, take this datapad
with his holovid. Please, go quickly.
Please find my son,”

i the heroes do not have their own ship, bee
Blankuna supplies the heroes' ship with any
reasonable equipment they request. If in
doubt, use the henses' combined maximium
starting credits as a guideline. Jer Blankuna
also supplies a pllot, If necessary,

I addition to a holowid of Ree, the daka
pad also holds hyperspace coordinates for
Tatoolne so the henses can leave immedi
ately, Less conspicuously, the datapad con
tains a short-range tracer. The tracer chip s
blended with the sserkings of the datapad,
and it's hard to find. Amy hero who opens
the datapad can spot the tracer with a sue-
cesiful Repailr check [DC 20} BEemoving or
tinkering with it requires a second Repair
check (DE 20l Since it & sowell blended
witth the workings of the datapad, removing

the tracer disables the entire datapad

The tracer sends a signal o a growp of
mercenaries hired by the Hutls, The merce
naries have orders to capture Ese wihen
they find hirm and get rid of any “loose
ends” (the heroes). The mercenaries track
the characters discretely, bt I'-|n|:?,|:‘,l'-:|'-:|'
Every six hours the heroes are on any planet
they have a chanoe To Spod 8 SUSscious
character following them, This requires a
successful Spot check agatnst the merce
nary’s Hide check. As professionals, the mer
cenaries follew fram a distance of at least
20 mietess (farther in open arcat), gang

heroes at least a =5 penalty (o Spol checks

RESEAROHING BT
Once away from fer Blankuna, hevoes might
wiant to do more research on Jer Blankuna's
“eon” A succetilful Gather Information skill
check (DC 18] turms wp a handful of files
mentioning Ree, including a charity event
plus bwo pleasure trips to Coruscant and
fcjuilaris. The files are fakse, planted by the
Hutts as part of the ruse

With a successful Computer Use check
(O 130 heroes can find & plcture of Ree
preparing his Podracer in connection with
the Boonta Eve Classic from a year ago. If
the heroes show this pictune bo ler
Blankuna, he looks aghast, He claims no
knowledge of Ree being in that race but
sorrowfully admits that Ree could have
“sneaked off” to the Boonta Eve Clastic
wiithout his kl‘m"ﬂdgﬂ.‘.

Arriving on Tatoolne

Sooner of later, the heroes will set off for
Tatoaine. After their ship exits hyperspace,
permission is given to land at Mos Espa,a
riotoushy crovwded spaceport surrounding
by outlying maisture farms, Heroes can find
a place to stay at one of several boarding
houses on the perimeter of the landing
prea. Finding Benkedi is @ litthe harder. For
the most part, no one knows or is willing to
talk. However, Mo Espa s not that big. A
few howrs of survelllance and & successiul
Search check [DC 1) turns up Benkudi's
loping gait eventually,

THE INVESTIGATION

Gathering specific information on Tatooine
i hard. Learming anything about the likes of
Benkud| or Ungasan requires a successful
Gather Information check (DC 15). Contin




ued failure or aggressive nosimess draws the
attention of local authorities, most of
wiham wiork for the Hutts. They have only
one response: arrest. Luckily, the Desilijic
clan-controlled authorities are open to
bribes. (If the herses are anested, you might
have them make I'_1||:|I|:|r11.;|:5- or Bluff checks
to escape the situation or roleplay the
encounter a5 you see fit.)

FARETING BENKLUDI
Once the heroes have looked around and
made the appropriate skill checks, reasd the

following

Up ahead a I}uE scampeers from three
I:hug\ MNone have visible weapons, bt
they obviously intend to inflict Briey-
ous physical harm an their victim. The
Dug runs into a narrow alley and the
thugs follow,

The Ihl.l_g'. are CSA contract workers, hined
by Uingasan. They with o threaten Benkisd|
and keep him quiet about Ando Prime
Podracing. Heroes who make a successful
Listen check (DO 13) can hear one thug
threaten the Dug, “You don't knos any-
thing about Podraces off Tatooine, right?
You ve never even been off this rock, right?
And you have no business talking about
places you never been, lke say, Ando Prime,
right? You might fall and hurt yourself if you
keep flapping your jaw aboart places you've
never been,” Then the thugs begin to drive
the warning home with their fists.

The hernses might want to rescue the Dug
from his assailants, If so, they will have a
fight on thelr hands. Al three thugs canmy
cencealed vibrodaggers. Vibrodaggers are
(Megal here, but the thugs know that law is
i fluid concept in Mos Espa. They fight until
one of them is dead or unconsciowus, at
which point the other two attempt (o flee.
h's.'s.umini; the heroes capture the I:ImE'q,
they do not identify their employer. I gues
tioned about their assault. 1 h|~].' nnl}' Sy
that Benkudi owes them money I the
heroes make a succestful Intimidate check
D 25], they learn that the thugs work far

aeling |.|I'E.I"ulrl

TarkinG To Bongwoi
After his rescus, Benkudi identifies himself

and “plays innocent.” While gr uff, he

becomes guite helpful once the heroes
reweal they work for ber Blankuna, He even
offers to I'.hu:.l thiem dininks at a local cantina
Benkudiis a w.ll-ng stoolie, This gets him
beat up a kot but alsa it makes him useful to
all sorts of peaple, Faronly a Ritle money
[0 credits] he'll tell almost everything he
knowrs above Bee to a friendly hero
enkudi

pives the heroes information about the new

after they hand over the money,
Podrace on Ando Prime

w Thie Podrece s called the Ungasan
Cross Country.

= Thie course changes with each race,

= The last known race location was the
luaka Canyon, near the cutpost of
Elesa

s Thie et rsce won't be held for at least
two weeks,

e He has no idea where the next race will
take place

e The founder of the raoe, Kaeline
Ungasan, is cutting into the gambling
profits of the Hutts of the Desilijic clan,

Benkudi has na informathon on Uingasan,
ather than that he was f{.ill'l'll:”!r a ey
ternant of the {N:sillj.—l: clan, [This is false, bt
Benkudi doesn't know this Ung.;'!..in acti-
al!:.l dealt with the Hutts th H}IIEh Corporate
channels)

For another go credits,
Benkudi shows the heroes how
the Podrace is broadcast over
secure channels and how bo use
their computer bo bet on the
Cross County Podrace,

After learning of the comput
erized betting system and secune
transmission of the Podrace
henpes can break into the trang-
mittiong, but this is difficult
Breaking inbo the computerined
betting systern requires a suc-
cessiul Computer Use check (DC
28). Breaking into the broadcast
channed is exsiern requining a suc-
cessful Computer Use check (DC
20). Howeved, the broadcast
channel has nothing on it wtil
the day of the race

A successful Sense Molive
check [opposed by Benkudl's
Bluff check) tells the heroes

that the Dug is hiding semething more. If
the heroed conlront him with Ehe notion
that be's hiding something else, he'll try
ta sell the infermation for another 300
credits, Alternately, with a successful
Intimidate skill check (0 15), the Dug
giwes them the information for free

Benkud| knows about the mining scam
an Ando Prime from a conversathon with
Ree. He had planned to sell this information
1o the Hutts, wihd ane keen (o hawe |‘"I-':"|
grounds to rukn the man behind the rval
Podrace 1hn|.|j;J| Phr_'g.l are looie friends, Bee
knows Benkudi's talkathve natune, dmnd
wamed Kaeline Lingasan, Ungasan seni
1h|,||.1-', to prevent Benkedi from revealing his
knn-.-.-l-'_'rlj_;u- to anyone che

If the henoes ack, Benkudi knows nothing
about Fee's parents, Bee doesn 't strike him
as a runanvay rich kid, but they're not that
close '.".:'I.1!||h-e' hie's 1:-:|1 some hoiby-toity arks
tocrat parents,” he says. " Wouldn't that be a
kick? Heh!”

Benkudi doesn't have AT e larma
tigan forr the heroes, but bl |:':|.Ilﬂ|'.' comtimue

miaking up stories ad beng o5 they give him

money, [-wnlu.ﬂl:,r,lu-. slories ﬂel ridiculous
enough that even the most gullible heroes
won't believe him, & that point, he thanks
them for their thme and leaves quickly,
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TaikiMe To THE HuTTS
The henses might want to talk to the Hulls
at this paint. The Hutts would be delighted
to hear about the secnet race braadeasts
and the min iNg SCam news Thesy do nod
admit to having any connection weith Jer
Hlankuna of give any indicathon that they
st up the heroes in the first place. They do
admit that they would be perfectly hapgy if
thie heroes cawse trouble for their rival

If the heroes try to h.'rrE.un with the
Hutts or make amy demands on them, they
are unceremonkously removed from the
Hutts audience chiambser

Ando Prime

Afters their investigation on Tatooine, the
heroes eventually head to Ando Prime. A
sparkling jewel in space, cold Ando Prime is
distinguished by a series of flat ke lakes,
interspersed with shehees of ice that have
bublt ug from moving glacier masses. Cut
posts, fringe towns, and frozen monastenies
from ages past also break up the Lindicape
every fow thousand kilometers.

The heroes’ ship touches down on Elesa,
ane of Ando Prime's more populated space-
ports. Elesa makes Mos Espa ook like Conus-
canl by com parisan,

ExpiomiMa ELESA

A dingy town canned from stone and e,
Elesa Is an outpost of ten buildings and a
handiul of ramshackle living spaces. There
are two main roads forming an “X" through
tonwn, Both roads ane sheets of smoathed
ice covered with woaden planks. The eitl-
rens of Elesa wear heavy furs, and most of
the men have bearnds.

Two af the ten bulldings In Elesa are can-
tinas: the icicle and the Cliffside. Both have
a eouple of extra reoms where the henees
can stay, If necessang Other structures
include an old shrine, a general supply dtore,
a doctor’s office, a constabledjall office, a
government hl.ll.|l,'.|iﬂj{_|l repair shop.a
miner's union house, and a boarding houwse.

Repair Shop: The repair shop is run by a
e Roseien, Feena Ghel She has one wsed
speeder for sale, a Ubrikkian gooo Zom
madified for travel in oy conditions. It costs
3500 credits, With a successful Diplomacy
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check {0 ig), Uhe heroes can rent it from
her for 2 1,000-credit damage deposit and
v credits per day. Otherwise, they must
buy i1, For 100 oredits mone (whether pur
chased or rented), it can be quickly rigged
with jump seats toincrease its passenger
capacity From fowr o six

Miner’s Union Hall: This building consists
of a run-dovwen boarding house, a large
commaon reom, and some offices. Ten griz
led miners work here, spending thedr days
on the ice fields searching for ores and pre
cious metals. The miners are discouraged
and worn out, as the pickings are slim on
Ando Prime

The Cantinas: The heroes Land and "seitle
||'|"|||5.1 a% miners are returning from a dig.
1hc:.- seat themselbves inane of the cantinas
to urwind after a hard day's wark. The min
ers are short tempered and unused to visi-
tors, Wihile caswal banter and baying them
drinks keeps them gulet, anvy hard question-
ing results in a fast fist to the nose and a
full-oart bar fight.

There are seven miners, all Humans, They
fight with their fists and an occasional
tabsle, bl they just want to blow off steam,
not seriously hurt anyone. They instanthy
back off when anyone draws a weapon. The
Iocal comstable, a Human named Byam
Awson, overlooks amy non-lethal infractions,
provided damages to the cantina are cov-
ered. If someone s killed, Mwson attempts
to arrest the responsible party

ARmiNG QUESTIONS

Elesa’s citizens are standoffish, but not
rude. Anyone can give general directions to
Juaka Canyon and most ane sware of the
PFodrace that was held there & successtul
Gather Informatsad check (DL "3:' enables
thie heroes to find someone who saw Ree
within the last manth, No one remembers
him connected to the Podrace, though. He
claimed to be leading a survey orew looking
for animal species that have adapted to the
icy conditions. One of the last people Ree
talked to before heading out was the min
ing manager, Geon Justic

CoNFRONTIMG GEOMN JUsTC

Geon's office in the Miner's Unson Hall ks the
lap of luxury, Amenities abound, Including a
stateof-Uheart heater, o comfortable chair,

roomy desk, and several electranic devices

for both work and play. Geon wears the
finest, latest Coruscant fashlon. Heroes who
succeed at an appropriate Knowledge (cul-
tures] check (DC 10) notice that the bulk of
his furnishings are either of Coruscant
design o :arry{&l‘l. marki ngs Withowt an
appaopriate P:nl_'IW|L"\-I1E-I_' skill, hsroes must
make 3 successful Intellipence check (D 5]
to notice this Fadt,

Geon Justic is aware of Ree's activities, as
Ree recently bought his boyalty with C5A sur
plus items. Geon supplied Bee with mining
survey equipment adapted to Ando Prime's
unigue conditions and has promised bo turn
a blind eye to unusual activities. bn retum
Hee pulled strings and got Geon a bunch o
new boys. IF the heroes ask about Ree, Geon
claims that 'IH'JI.H! spoke to him yesterday.
Ree had asked him about Juska Cangon and
if his crews had spotted any creatunes on the
ice. Bee seemed very interested in going
donwn o Juaks for some reason. Geon gladly
gives the heroes directions o Juaka Canyon
should they wish to follow Ree

Gean did not tell Ree about the Talids,
and as long as the heroes don't seem sym
pathetic to Ree, Geon laughs at his own
flevermess as he tells the heroses sbout ooy
ing Eee in the dark about Talids, He wants
Ree to run into them, in which cass he
believes that Ree could "disappear” out on
the ice, since hie's hoping to sahage scan-
ning equipment from Podracers. If that hap
pened, Geon coubd keep all his new stuff
without any obligation to help Ree Later.
Geon is very pleased with himself for exe-
cuting this nese,

Despite his comfort and good cheer,
Geon is nervous about the whaole operation.
Al these CSA itemit in hit office are stolen,
and if pressed about the CSA, Geon down-
plays it, saying that a merchant ship
recently came through the system and he
got a really good deal. He's obwiously lying,
a4 na ot her citizen of Elesa has heard of
such a vessel, and there are no other Signs
of a trader vessel ever having been near
Elesa, He does not dranw o connection
between BEee and the CSA, though. He
thinks Bee is an employes of a small-time
crimie boss, |.|I'I!:|I'-|II'|

If the heroes lean on Geon at all, his nene
OUSNESS RIoWws, and he offers concessions to
the heroes (o keep them quiet. At first he
offerd 1o lend them cold-weather gear if




OHARACTER ETATISTICS

JER BLANKUNA, MALE Twi"Lin Moows
3 Init +o; Defense 14 (+4 class); Spd
10; YRR 180s; Atk 42 melee [d3.
punch), #2 r.angrd |3dé, blaster pis
tall: 50 Call in a faver, Lekku, inspine
confidEmncs 41, o I'Eht Witlom: 5V
Fewrt, 4 1,F!|‘."|' +2, Will +3; 52 M; FP 2;
Rep 3z 5trn, Dex n, Cons, Int 1y,
Wvis 11, Chab.
Equipment: Blaster pistol, comlink,
Fu:rmn.'al Hems
Skils: Bluff ibonus) 413, Computer Use &6, I'.Ii::-ll:-|1=.|-::|.I i, Enter

taim |‘-rll'".'l:l|ll'lﬂ:l wh, Hnnwlq'dﬁr |Tatooine] +8, Knowledge

(intergalactic law] +8, Profession [lawyer) +6, Prolession (gang-

ster) 3. 5ense Motive +6&
Feats: Great Fortitude, Low Profile, Weapen Group Profickency
| blaster pistols, simple weapons)

Benkwni, MaLe Duc Tuug 2: Init +2 [Dex); Defense 12 {+2 Dex);

Spd nomg VEIWEF —i1y; Atk +3 melee (1343, kick], +4 ranged (3d6,

blaster pistol); 0 Great shout, +2 Climb, +2 lump; 5V Fort 43, Ref

+o, Will +0; 52 M; FP 1; Rep o; 5triz, Dex 15, Con g, Int 13, Wis 7.

Cha &

Equipment: Blaster plstol, comlink

Skills: Chmb 46, Imtimidate 41, KI‘ItI'-I'i'I'ﬂH!' |_F.‘Iu|._1 histary] +4,
Rnnwl:dgr iTatoalne) +4, Profetibon Ig.lrnl:llne'r] 1

Feats: Weapon Group Proficiency (blaster pistols, simple

WEAponL)

KEE, MaLE Twh'LEx Scowr 3: Inlt +1

(Che); Defense 16 (+5 class, +1 Dex); Spd
worm; VPP 2200 Atk +2 melee [1d 2.
punch), +4 ranged (3d8, blaster rifle]; f
S0 belku, low ||gh1 w*_.li:rn,qrnllhl.ulrlig_, \
o Fort +5, Bef «4, Wil +2; 52 M; FF 2

F:fp 1; 5tr 11, Dex 14, Con 16, Ink 13,

Wiz 10, Cha 12

Equipment: Blatter rifle, comlink, electrobinoculars, sur vival kit,

toals

Skills: Comparter Use +5, Craft (Podracers) +6, Demaolitions +5
Enowledge (Podracers) +5, Knowledge [Ando Prime) +5, Knowl-
edge (Tatosine) +5. Pllot +8, Repalr +10, Survival +4

Feats: Skill Emphasis [Repair), Foroe Sensitive, Weapon Group Pro
h-:l{'nn::lr iblaster pistols, blaster rifdes, simple weapons), Track

Tavios, Mais Tavio Exeaet 3 Il]: Init &2 (+3 Dex); Defends 1 [+

class); Spd 1omm; WPIWE —fim; Atk #2 (1dyg, knibe), +2 ranged |:.2d2|,

'=.Il.|3_;1 hircwer s 5 Fart +1, Ref +1, Will +32 52 M FIF og Rep o 5tr 1,

Dex 10, Com 1, Ink 10, Wis 14, Cha B

Equi prent: Slugthrower, all-temperature cloak, comiink, personal
BEms.

Skills: Appraise +6, Craft (varles) +6, Knowledge (local) +6, Repalr
+6, Survival +8, Treat Injury +8

Feats: Weapon Proficiency (slugthroneer 1), Track

Gron Justic, MaLe Husman EXPERT 4: Init +0 Defense n [+ I:|Jb!|:|;

Spd o VPOWP —fig; Atk +3 mielee (1d3, punch), +3 ranged {3dé,

Baster pistol); 5Q None; 5V Fort 41, Ref 4+, Willl +4; 52 M; FP o Repy;

Str 11, Dex 1o, Conng, Int 12, Wis 8, Chag

Equipment: Blaster pistol, comlink, survival kit, personal
tll"ﬂl'lgll'lﬂ‘.-

Skills: Bluff +5, Computer Use +5, Gather Information +5, Knowl
edpe (administration) +7, Knowledge |'|'|l|r|||1p,:l +T, SUrvival +3.

Feats: Endurance, Weapon Group Profsciency (blaster pIsRods, sim

ple W o).

KAELINE UNGASAN, MALE HUMAN

MNosue 1/Sowier 2/'Scousmoai 3 Init 2 (+2 Dex); Defense 19 (&7

class, +2 Dex); Spd vom; VEWRP 33.05; Atk +4 melee (1d6, martial

arts), +& |;-|r131_-|:| [zd&, heavy blaster) 50 Better lucky than Hn-m:l_

call in favor, llicit barter, inspine confidence +1; 5V Fort +4, Bef +7,

Wl 44 52 M FP §: Rep s: 5tr 1, Dex 14, Con 12, Ind 15, Wis 12, Cha 13

Equipment: Heavy blaster, comlink, electrobinatulars,
perional itéms

Skills; Appraise +6, Bluff +B, Computer Use +b, Diplomacy +8,
Forgery +6, Gather Information +5, Knowledge [Corporabe Sec
tor) =4, Knowledge (Podracing ) +5, Knowledge (cnime families)
5, Knowledge (Galactic law) +7, Knewledge (mining) +7.
ntimidate +10, Listen +5, Sense Motive 45

Feats: Armor Proflciency (Hght, medium), Dodge, Martial Arts,
Mobility, Persuasive, Toughness, Weapon Group Proficiency
iblaster pistods, blaster rifles, hl:n'.'_g,' weEapons, vibro weapons,
slmpse 'r'-"l'-'lpl.'-‘l'l'-L

Mercenaries B Henchmen
The heroes encounter several groups
af villains during this scenario. Most
are bow-level thugs hired for their
quick triggers and show wits. Lhapter
14 of the Core Bulebook contains pne-
generated characters for thess
ENOMMENTErS
Compomati Stcror AutHosimy THUGS: Treal any C5A agent 44 3
goneri 'hl_lg In the encowuntes on Tatooins, LRere dhddld be

tyro H"‘I:?. 25 and one Th ug 4

Constante: Treat Byam Awson as a generic Mercenary (Soldier 4)

Minees: Treat each of the weven miners as a Human 1hug 2 with 4
ranks of Knowledge (mining] instead of Intimidate.

REE'S MEn: Ree has one technician, a human Generic Tech (Expert
4), and two Thag 2's. Instead of intimidate, the thugs have
ranks in Knowledge [Ando Prime], Knowledge (mining], and
Computer Use

Uncasan's Boovouarp: Ungasan's Human bodyguard, Rikal Star
guninet, is a Generic Elite Trooper (Soldier 4)

Desiviic Cuan MercEmarinS: The Desilijic clan mercenaries consest
of three Gamorrean Thug 2%, Davon Gitta, the Human leader
of this squad, is a Genetic Bounty Hunter [Seout 4).




SO

they want to find Ree. If they continue to
press the issue, he will offer them free
rental of the speeder at the Feena's repair
shop, just to get them out of his office.

Finping Out AsouT TaLiDs

Mearly any citizen of Elesa can tell the
heroes about Talids, Talids are nomadic
humangids with thick hides, They trade
scavenged parts and goods and wear
clathes and furs that allow them to blend
in with the ice and snowe. Talids are nat

greedy, but they are shrewd and persistent,

Anyone out on the ice who has anything
they want might have trouble getting
away from them,

#ost citizens of Elena consider Talids
mere thieves, but a few levelheaded people

in town know that Talids have different con-

cepts of trading. Talids trade by openly tak-
ing. Once trade negotiations have formally
been opened between Talids by a short cer-
emony, they freely take belongings from
gach other until an acceptable equilibrium
has been reached, When it has, they for-
mally close the negotiations. The negotia-
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tion period can last for months, or even
years. The subtieties of this system are usu-
ally lost on the Elesan miners. While Talids
also understand the concept of trading
goods for money, it isn't always clear to
nan-Talids when they're trading by taking
and when they're trading for cash,

Talids become quickly unreasonable in a
salvage situation. Since scavenging is a
large part of their economy and no one
owns sahvage until it has been properly

claimed, Talids can be outright vicious about

protecting their claims. Talids aren't well

equipped, but they know their turf and take

full advantage of that knowledge

LATE AREIVALS

A fewr ours after the heroes hit Ando Prime,

several other intercsted parties do too.
Desilijic Clan Mercenaries: Assuming
the heroes still have the datapad that Jer
Blankuna gave them, four mercenaries
hired by the Desilijic clan arrive from
Tatooine following the tracer signal, Their
first stop is Justic’s mining office, where
the weak-willed manager directs them to
Juaka Canyon. The Desilijic mercenaries
follow the heroes at a discrete distance,
avoiding trouble in town and waiting for
the heroes to lead them

canyon Is covered below,
in the Juaka Canyon
encounter section,

If the heroes do not
have the datapad or
removed the tracer,
these mercenaries do
not appear,

Kaeline Ungasan and
Bodyguard: In a bizarre
codncidence, Ungasan
arrives in Elesa just after
the mercenaries to check
up an s mining opera-
tion. His first stop is Jus-
tic's mining office, where
the slightly confused Jus-
tic points out where the
heroes went [and Bee as
wiell]. Justic does nok
mentiaon Uhe Desilijic
thugs

If the heroes have |eft,
Lngasan pursues wiith

to Ree, Their arrival in the

one bodyguard, Otherwise, he hangs
around town and watches the heroes unbl
they leave. He has no desire to stir things .
in town and figures that Ree can help with
any “problem” once they're together.

CSA Thugs: Unknown to Ungasan, the
C54 has been keeping tabs on his activitie:
Soon after he arrives, a group of four CSA
thugs show up in Elesa. Their first stop is
Justics mining operation, where the
increasingly confused Justic spills his guts
for the fourth time with much less merri-
mient. They follow Ungasan.

After that, Justlc gets extremely nenou:
He packs up and leaves town for a while
until things blow over.

Juaka Canyon
Locabed o0 kilometers from Elesa, Juaka
Canyon is a large open crevice, at least 10
meters deep and over 150 meters long. Thi
sheer pillars of ice-covered rock rise from
the caryon floor, each no wider than 5
meters. Most are over 15 meters high. The
canyon's icy floor has hundreds of wind-
carved irregularities, and lght flurries of
snow blow through it constanthy. The wind
keeps most of the snow blown dear of the
canyon, leaving ice-glazed rock. It will prot
ably take the heroes about three hours to
reach the canyon from Elesa, with the oth,
thres interested parties in pursuit.
speeder travel in the canyon at any spe
above Cautious requires a successful Pilot
check (DC 10). Pilot checks suffer a -2 cir-
cumstance penalty due to weather condi-
tions, Results of failed Pilot checks are liste
in Table 10=4 of the Core Bulebook, The
srow flurries provide one-gquarter cover te
anyone in the canyon. See Table 3-8 of the
Core Rulebook.

Canvon's EDGE

The heroes might want to check out the
canyon from above before they enter. Trav
ing the jagged, windy edge of the canyon
requires a successful Pilot check (DC 13). F:
ure means they must veer off or be blown
into the canyon, Heroes can also stop, get
out, and just look into the canyon.

Make a Spot check (0K 15) for any hero
who looks into the canyon, I successiul, t
heroes see Ree on the canyon floor below
He seems to be taking cover and shooting
at something above him. A successful Spe




check opposed by the Talids® Hide skill
reweals thedr locations on |i;|-;|;|t;|-'|' the pl!l.\r:._
firing down on Eee and hik men. From this
distance, the heroes can also make oul four
e ke Podracers in the t.ﬁnycln.l:l-ut (40
ather details, Rermember to account for dis-
tance and snow when making Spot checks.

Entering the Canyon

Once they've entered the canyon, the
heroes expose themselves to a very chaotic
combat situation. This batthe takes place in
thie vicinity of fowr wrecked Podracers left
behind from a previous race.

PooracemWrEcks =~~~ =~ =< 0000

Pedracer #1: About 30 meters down the
carmyon, large chiunks of this Podracer rest
intact. O engine is barely damaged, the
olher twisted and destroyed. The cockpit—a
crushed ball of metal—holds the crumpled
corpse of a Sullustan. A successful Search
roll (D 18) reveals several slugthoowwer
hales in the cockpit and one in the body,

Podracers #2 and #3: The debris from
R e wrecks 8 strewn from the Girst
Podracer to 4o meters from the end of the
canyan. The bulk of the debris is go meters
in, wrapped around beo stone pillars, Twe
wiecked engines are hooked together by
piping on the side, one from each Podracer.
Chiunks of the cockpits ane spread across the
debris field. The pllots, a Sullustan and a
Dug, were thrown clear and killed,

Podracer #4: Near the canyon mouth are
scattered pieces of metal, gears and wiring.
There is less debris, and a successful Repair
check or applicable Knowledge check (DC
15) reveals that any useful parts have
already been removed, The Podracer pilot, a
Fhiuil, lbes dead inthe cockpit.

RiE
R aindd hits three men hide around the
wreckagpe of Podracers #32 and 83, Two lkas-
Adno Nightfalcons, modified to carry passen:
gers, sit by the wreckage of the pods. They
are shat full of holes and are barety func-
tional (a -4 equipment penalty applies to any
attempled action with thewe vehicles), To talk
1o Bee, Bl herods must reach him ‘thruugh
e rain of '-Iugl:hrnw:r fire from abowe,

Bee bk mo ides who ler Blankuma is or
why he would want him, He has no wish to
unravel that whaole web of lies. If the

heroes mention that they wene on Tatooineg
talk inB to Benkudi, Bee starts 1o think the
henoes were sent by Jabba to kill him, creat-
ing a very tense situation. & successful
Dipbomacy check (DT 15) or some creative
roleplaying helps defuse the situation.

Rie explains that the Talid snipers think
the Podracers are thelr salvage claim. If
asked why he finds it so impertant to con-
test the claim, Bee says that he is following
up an a family's request to recover some
personal items from a downed pilot. if a
hiro mentions a mining scam, Ree denies
all knowledge and tries to divert their
attention to the more immediate concenn
of snipers taking potshots at them,

Ree confirms his employment with
Ungasan but denies any connection to the
Desilijic clan ar the C5A, He does reveal
that Lngasan would like to take over
some of the Hutts' business, He does not
disclose that Ungasan has ties to the C54
and has plans to conduct some illicit min-
ir:g on Ando Prime

i3 and #3 have a clear view of all Faur
wrecks, The two Talids above Podracer Yy
have a clear view of Podracers 82 and iy

The Takids have no agenda regarding the
invaders to their land, They shoot at amy
easy targed. If the Desilijic clan's mercenar-
ie4 become embralled ina firefight with the
heroes andfor Ree, the Talids do not play
favorites. They shoot any easy target, phck
off the wounded, and scavenge any bodies
left behind.

The heroes can try to negotiate with the
Talids. The Talids begin the encounter as
Haostile, but a swccessful Diplomacy or
Charisma check could adjust their atiitude
as noted in “Intriguing Interactions” [Chap-
ter 12 of the Core Rulebook],

Uncasan's ArRival

A fewr rounds after the hemes encoufiler
Ree and the Talids, Ungasan arrives with his
baodyguand, &5 soon @ they see each other,
Ungasan, Ree, and their followers attempt

TaLi SHIPIRS

i—iulins an the 11;||:|:. of the
stone pillars near each wreck,
the Talids are armed with
slugthowing rifles, Eachhas a
pack animal called a tanka.
{Tantas are larger cousins of
the tauntaun). Tantas walk
on four legs, though they can
rise up on two legs briefly
The tantas are camouflaged
with netting along the
canyon walls. Heroes who
make a successful Spot check
agalinst the tantas' Hide roll
can see them. The camou-
flage provides a +4 equip-
mient bonws to the tanta’s
Hide skill.

The pillars provide the
snipers with three-quarters
cower. They fire on any heno
who gets close to a Podracer
wreck, They come down at
night to seanch victims’
corphes, if amy

The f-'il'lE't sniper waiiing
above Podracer #1 has a chear
witw of Podracers 81, 83, and
3. The two above Podracers

[Rock Faemations
averages 15m Eall]

Juaka Canyon

[ZE0m Deag]
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to shoot their way out of the canyon. The
criminals are determined to get away and
protect their potential mining operation,
but if the fight turns against them, they
surrender to the heroes and face the conze-
quences rather than fight to the death

If he lives through the battle, Ree tries to
escape. i the herpes turn him in to any
authority outside the Core Worlds, the
Desilijic clan has him killed. Bee tells the
heroes that turning him in is as good as
killimg him. He promises that if they let him
go. he'll change his identity and go back to
honest Podracing. Whether he's lying is up
ta you, the Gamemaster.

Desiiing CLAN MIRCENARIES

These mercenaries arrive on site via speeder
after the heroes, Ungasan, and Ree begin
fighting. Seving the battle, the mercenaries
take positions at the canyon's exit and set
up a simple ambush, Anyane leaving the

Ron's Sennoee Bices (2)
Craft: Modified lkas-Adno 22-8 Nightfal-
con; Class: Ground (speeder); Cost: 6,000
(], 2,000 (used); Size: Large (487
meters longl; Crew: Normal +2 (1 pilot);
Passengers: 1; Cargo Capacity: 4 kg:
Speed: 100 m (mao. speed 300 km/fh);
Altitude: up to vo m; Defense: 1 (-1 size,
+3 armor]; Hull Podnts: 4 [damaged, 16
when repalred); DR: 5.
Weapon: Laser canmnon; Fire Arc: Front;
Attack Bonars: 45 (=1 SIT8, +3 CreW, +4
fire control]; damage 4d8; Range: zo0m

Anpo Primi SPinooe
Craft: Madified Ubrikkian gooo Zoo,
Class: Ground (speeder); Cost: 10,000
(new), 3.500 [used); Size: Huge (7.5 meters
longh Crew: Mormal +2 (1 pibot); Passen-
gers: 5; Cargo Capacity: 5o kg; Speed: Bo
mi [max. speed 200 km/h); Attitede: up to
10 m: Defense: 13 (-2 size, +5 armor); Hull
Points: 20; DRz 5.
Weapon: Laser cannon; Fire Arc: Front;
Attack Bonus: +4 (=2 sire, +2 crew, 4
fire control); damage 4dB; Range: 20m

canyon must make a Listen chieck (DC 20) of
a Spot check opposed by the mercenaries’
Hide checks. Heroes wha fail to notice o
hear the mercs are caught flat-footed,

The mercenaries have orders to captune
Ree alive, if possible. Anyone else is to be
killed.

Wrapping Things Up

The Talids have carried a scavenged
Podracer scanner to a Eemporary camp
about 35 kilometers away. They ane more
than happy o show the heroes any
scrapped Podracer parts. They are also
happy to sell them the scanner for 300
credits. The scanner is easty dentified by
any hero making an easy Spot check (D€ 5).

A sucoessful Repair check (D€ 13) identifies it

and allows one to download data files
marked with Ungasan'’s Corporate Sector
identification. While the Corporate Sector
itself s untouchable, the evidence would be
encugh 1o convict Ungasan and Bee if they
are caught,

After the heroes defeat the mercenary
ambush, they must decide what to do with
any caplives before returning to Jer
Blankuna's manshon to collect their pay.
Uifartunately for the heroes, ler Blankuna
and his wife disappear, relocated by the
Desilijic clan. The mansion has been cleaned
out and sold to Sumda and lylle Tend, a very
misce Family of Humans from Alderaan, 5

These statistics allow Talids as a playable
species in the Star Wars Rolephaying Gomme:

Talids travel the icy wastes of Ando
Prime and are considened its native
species. They remain scattered across the
planed, having no desire to intégrate
themselves into the more civilized areas.
Talid culture is primitive, but odd and lay-
ered with a rich histary,

Personality: Talids are open and playful
amang their own kind but xenophobic
when Interacting with most other
species, Their barter is curt and efficient,
with little banter. Tallds know a fair price
and do not put up with a lot of preten-
thous negotiation.

Physical Description: Talids have wiry
halr, usually white ar blond. They grow it
long, and males wear facial hair, Dark
hair on Talids is dyed a light color, Talids
string their hair with stone and bone
beads as a measure of status and impor-
tance. When stealth is needed, they rub
anbmal fat in thelr hair to dull the con-
tact between the beads.

They have narmow eyes and flat noses.
Ursually stocky, their bodies are covered
with at least some body hair,

Homewarld: Ando Prime,

Lamguage: Basic and a series of hand
signals and nolses among themselves.
Aot Talids have little desire to leam
ather languages

sample Names: Debo,Pudo,Trochep.

Adventurers: Only a rare Talld would
choose an adventuring life away from
his tribe. Talids are vry patient and
opportunistic and make excellent Scouts
o Fringers,

Taup Species TRAITS: m—_———

w +32 Constitution, -2 Dexterity. Tallds
withstand harsh conditions, but they
are nok very agile,

= Mpdium-size, &5 Medium-size crea
tures, Talids have no special bonuses or
penalties due to their size.

w Talid base speed i5 10 meters.

e 42 species bonus to Handle Animal,
Hide, Ride, and Survival checks. Talids
learn to ride tantas from an carly age,
along with survival skills needed for
theeir chosen lifestyle,

= Automatic Languages: Baskc,

Talid signaling.
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INTELLIGENT LIFE

The Duros

ithin The Lirmeersihy r'!_;" Sombra Ganide
T Imfeligent |._II'|_'_ Ty I_l:e:.l_ll_' sCipntnd

Tem Elsss characterizes the Duros as " The

et travelers and wanderens of the
b;.'.l.u-.'.-' In his study, e casts the Ernpire in a
partscul airhy dark .|,'_||'| ela ming trat the
Ermpare's " mistreatment of Duno was an
atrocity, ane of the first steps on the long,
dark road that ended with the destruction
af Alderaan.” Such sentiments farcea Tem
Flivs inko exdle, but thanks o his waork, Ehi
ruin aff Dune and the Dures' puzzling rede in
the war against the Yuuzhan Vong can be

studied and somutinized by all.

Duros

The Duros ane tall, hairless humanolds from
the Dufo -u:."}.ll'l'l' which is bocated ol the
ratreme owler edge af the Lose sector, Large

eves and wide lipless mouths dominate
h F

TE woulsd | MUMBER 2

STEVE MILLER WIiITH CORY
SPECIAL THANKS TO

theelr moseless Tated Thseir skim colpr ranges
from blulsh-gray to bluish-green (o a deep
yriene, fguilt Dures stand between 18
mieters amnd 2.2 meleds tal

The Duros were the first species to
becarme a major factor in the Galaciic
Fepulblic and in the past, manmy resps chied
srholars credited the Denos with creating
the first hyperdrive, Althowgh thes theory
fell inte disfavor as the Empire’s anthiocen
tric philotophies took hodd i academic Cr
cles, it Is impossible to deny that the Duros
have been traveling among the stars for at
beask ad |-;|r|F A% Himans

The Dunos seeim 6 have 3 natural affinity
{or space travel, Many of them possess an
nnate grasp af the mathemaltical uniderpin-
nings of a trog wlical cormpartat ions, A
theere are many tades that get swapped In

canmlimas about Durcs astrogsions preparing

Y FART ARMITRONG AND
HERNDON
RICH HANDLEY

ILLUSTRATED BY KYLE H.

LUpposealy ||1|||u-.-'.l!=|-e'_|u|'||-:!-§. in their
heads. Although nat as numensus a5 thie
Hurman pupl_ﬂ.l.lll_'\lll the Duros are pmost
as omnipresent: Al bt the smallest settle
ments in Known Space fealune Duros
populations

another trait they share with Humans is
that a numbser of “Near Duros” species exist
i e galaoey. Like Humans, groups of Duros
have existed on other worlds in isolation
firgem the rest off their kind, and they have
either adapted to different envircnments of
e Evalved n <||Ij:|1|:|'r' different directions
than the baseline species. The most popu
lows and wellknoswn Mear Duros speoes
are the Medmoldians, 2 species ranely
pncounlered |_$|.|||'||:?| thie Bebellion Era

Duros can be found in any profession, but
rost professionals ane experts working In

jobs reloted to space bravel in some way




Durgs adventurers can belong to any dass
and prestige class, Duros speak Basic with
ease, as their language [Durese) contributed
to its development.

History mand Culture

The moonless world of Dura is murky,
browen, and toxic to most living creatures,
but it wasn't alwans this way. At the dawn
of the Old Republic, centuries before the
emergence of the Galactic Empire, Duro was
4 temperate and fertile world with abun-
dant natural resources. The ancient monar-
chy took great pains to meld its creations
with the natural wonders of the world,
building exquisite architectural splendors
that merged seambessly with their sur-
roundings. The benevolent Queen Rana Mas
Trehalt encouraged her people to explose
varkous arts and sciences, particularly inter-
stellar flight.

Scientific leaps enabled the Duros to ven-
ture out among the stars. They bullt orbital
waystations, allowing them to probe the
farthest reaches of space. This era saw the
emergence of new Duros colonies on vari-
ous worlds including Fadden, Aquilae, and
Atapap One, The Duras helped avert the
Vinth Conflict on Gerhalt 11l and made first
contact with the Strathen and the Tunrath,
Many Duras settled, for a time, on the Tun-
roth workds of Kalok and Saloch, which
accounts for the strong Duras influence per-
vading the architecture of those worlds,

&g the Duros charted new hyperspace
routes across the galaxy, they became more
isolated, less attached to their homeworld,
and less inclined to follow the traditional
and conservative government. Shipping
conglomerations saw this society-wide
apathy as the perfect opportunity to usurp
control from the planet's reigning sover-
eign, Duchess Geneer. They placed the fate

Wandarars

SeErious

of the world in the hands of greedy, mega-
cofporate coalitions that plundered the
workd's resources to help finance their off-
weorld excursions and provide for the Duros
living on the planet’s first orbital cities,
Meanwhile, 3 fever of wanderlust gripped
the “modern” Duros, and most of them
abandoned life on Duro to live in majestic
orbital cities or ply newr hyperspace routes,
adopting the stars as their new home.

The corporate coup had dire conse-
quences, as millions of wealth-seeking
Duros abandoned the planet to trade and
deal on other worlds. Then came the Empire,
The Imperial navy seized control of the Duro
system, driving uncooperative corporations
oull of business, commandeering lucrative
business holdings, erecting hideous factories
and mines that contaminated the oceans,
and decimating the remainder of Duro’s nat-
urd resources, Although the residents of the
orbital cities continued to live comfortably,
the planet soon fownd itself mired in tosic
waste and solid duracrete, its ecosystem
nearly obliterated.

The Imperial navy abso claimed the Duros
shipyards and orbital facilities. Duros engi-
necrs were commissioned to bulld huge,
hyperdrive-capable cargo carriers o haul
goods and supplies between Imperial
worlds. The largest cargo vessels built by
the Duros had modular, spherical storage
compartments. Duros personnel trans-
ports—sleck and agile craft loosely resem-
bling vertically standing saucers—wene
favored by some Imperial dignitaries.

The Rebel Alllance made & determined
effort to drive away the Imperials but were
repulsed. & fewe months after the Battle of
Endor, the Empire abandoned Duro, Mega-
corporations=—maost of them based in the
Corellian Sector—reclaimed the system and
its shipyards,

Equipment: Variety of personal belongings

Feats: Spacer,
Special Qualities: All Duros receive the Spacer
Iﬂﬁ!ﬂ‘!ﬂﬂ_ﬁ:b-ﬂmhun.-ltun.ﬂ Int.

Dumos Comuomi: it +0; Defense 10; Spd om; VPAWP ~/8; Atk +o meles (1d3-1, punch),
+0 ranged; 5Q Spacer feat as species bonus; Fort +o, Ref 41, Will -1: 57 M (1L.8m to 2.2m);
FP o O5P o; Beep o 5tr 8, Dex 12, Con 8, Int 12, Wis 10, Cha o

Skills: Astrogate +4 of Filot +4, Knowledge (varies) +2, Profession (varies) +2.

feat as a specles bonus.

Almost thirty years later, during the time
of the Mew Republic, the Duros found theis
planet and orbital habitats overrun with
alien refugees driven from worlds devas-
tated by the Yuuzhan Vong, The Mew
Republic Senate Select Committee for
Refugees, searching the Core worlds for a
place to rebocate millions of homeless
refugees, struck a deal with the Duros High
House to wse Duro as a haven, Squalid
camps were erected behind security fences.
The Senate entrusted the safety of Duro's
new indigenous population—and the secu-
rity of its shipyards—to Admiral Darez
Wurht, a Duros with little compassion for
outsiders.

Senate Ambassador Leia Organa Solo
spearheaded efforts to improve Durg's plan-
etary conditions. & number of self-con-
tained ecosystems were built, breathing
miasks and experimental antitoxing were
administered to endangered refugees, but
the bureaucracy In Coruscant thwarted
Leia’s efforts to deal with the planetwide
ecological catastrophe. The Jedi, in their
attermpts to protect the refugees and pro-
vide the barest necessities, found them-
selves equally daunted in their dealings
with the corrupt CorDuro Shipping Corpora-
tion, which controlled most of the shipping
in the system and was diverting emergency
supplies from the refugee settlements to
the Duros orbital habitats, Suspicions that
the Duros might be in collusion with the
dreaded Yuuzhan Vong darkened the whole
speches” reputation.

When the Yuuzhan Viong invaded the sys-
tem, the magnitude of the Duros’ complicity
was revealed as the Duro Defense Foroe and
the Duro orbital habitats took no steps to
protect the defenseless refugees on the
planet below. In exchange, the Duros arbital
cities would be spared the Yuuzhan Vong
onslaught. However, this proved to be a
Vong deception. A devious weapon called a
dovin basal burrowed into the planet's
crust, dragging the orbital cities dewn from
space, The orbital habitat of Orr-Om was
the first to fall, All ather cities but one soon
followed. Duros collaborators fooled into
alding the Yuuzhan Vong managed o relo-
cate to the arbital habitat of Urrdosf just
pricr to the invasion and were able to use
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hl-l'l L= the city’s ancient
drive units to flee

D LiItE= the system.

The Yuuzhan Vong were determined to
restore the ravaged planet—to bring new
life to that which vile technology had very
nearly destroyed. The planet’s proximity to
Coruscant and other Core systems also pro-
vided the perfect platform for future mili-
tary strikes if the New Republic did not
agree Lo the Yuuzhan Vong's terms.

Motable Duros

« Chidee Na Maak, owner of Starforge
Station Shipyard, who offered Chewbacca a
large sum of money to come work for him.

« Chla C'cHaan, founder of the Duros
coleny at Meimoldia, whose collected writ-
ings detailed his people’s fall from grace.

» Croig Jacamden, the owner of Croig's
Fis-It B, rumored to have connections to
most smugglers in the Chorios Systems.

» Grummie Vinn, a top-notch smuggler
and owner of the starship Corsa-Vinn, who
helped the Alliance resist the Empire.

Adventure Hooks

There are countless possibilities for
adventure on and near the Duros home-
world. Possible adventures include the
following:

Suitable Eras: Rise of the Empire, Rebel-
lon, New Jedi Order

A renovwned Duros archaeologist
named Dustini Spa Ronil fears that
someone is plundering artifacts from the
tombs of dead Duros monarchs beneath
the ruins of the old capital, Dustini
secretly suspects that the Duro High
House (during the Rise of the Empire era)
or Palpatine’s adviser, High Prophet
kadaan {during the Rebellion era), might
be responsible but does not want to
voice his suspicions without proof. He
also knows that a notorious smuggler
who frequently assumes the guise of a
preeminent Human archacologist has
made excursions to the Royal City in
recent months. The Duros archaeologist
hires the heroes to shadow the smuggler
and recover any stolen artifacts before
they can be placed aboard his transport
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s Jennsar So-Billes, an early negotiator in
the formation of the Rebel Alliance, along
with Sian Tevw of Sullust and others.

« Lal Nootka, a Coruscant weapons dealer

and captain of the Stars Delight, who took
his aliases from characters and ships in
Duros adventure novels.

s Dhweun and Cachi De Maal, owners of
Docking Bay 94, who have worked under

many names including “Bringe and Probos™

and “Ellorrs Madak and Baniss Keeg”

» Truthful Toryn, a dealer whom Han 5alo

tried to con into buying a stolen ship called
the Talisrmin,

« Admiral Darez Wuht, the commanding
officer of the Mon Cal cruiser Poesy,
assigned by the New Republic to reinforce
Dure's defense against the Yuuzhan Vong.

« Durgard Brarun, the Vice-Director of

CorDuro Shipping, who was willing to sacri-

fice the New Republic refugees on his
homiewarld to protect his Duro-based cor-

poration and its allies from a Yuuzhan Vong

invasion force,

in secret compartments and spirited off-
world. Dustini also wants the heroes to
learn the identity of the smuggler’s
employer. This could be a high-ranking
Duros official, a “concerned” Duros histo-
rian, a representative of the Duro High
House or CorDuro Shipping executive,
Imperial official, or High Prophet Kadaan
himself.

Suitable Eras: Rise of the Empire, Rebel-
lion, Mew Jedi Order

A corrupt megacorporation has hired a
team of terrorists to infiltrate and take
command of the Glydus Drilling Plat-
form. They intend to use the platform’s
industrial drilling laser to target and
destroy a mining installation on the sur-
face of Duro. The destruction of the min-
ing installation will ruin one of the
corporation’s competitors, killing hun-
dreds of innocent mine workers in the
process. The heroes are sent in to deal
with the situation and must defeat the
insidious terrorists in the Glydus Plat-
form's control center before the platform
moves into position over the mining

Locations of Interest

VaLLey oF RovaLTy

This once-lush valley was transformed into a
wasteland by overmining and toxic pollu-
tants. Monuments depicting rulers and spiri-
tual leaders from ancient Duros dynasties
are overshadowed by roiling clouds of nox-
ious mist and smoke, The valley walls are
plerced with labyrinthine mining networks
and monstrous processing stations. Mutated
fefoe beetles—ithe only fauna to survive
Duro's ecological holocaust—roam this des-
olate place, converting any organic material
they find into an edible protein paste,

RanaDAAST, THE Cimy OF ASHES

Duro's former capital city is named after
Queen Rana Mas Trehalt, one of the planet's
early monarchs. It is referred to as the Royal
City or the City of Ashes by offworld Duros.
It manages to retain some vestige of its
once proud beauty, despite the suffocating
pollutants that have dirtied its marble
spires, corroded its gray translucent domes,
and filled its boulevards with puddles of

installation and fires its laser. Unknown
to the heroes, the terrorists have rigged
the platform to fall from the sky after it
fires, destroying the platform and evi-

dence of the corporation’s involvement.

Mﬁmmﬁﬂtﬁmmwm
Elav Feen, the Twi'lek owner of The
Swirling Vortex, makes the heroes a
tempting offer. He tells them that many
of his Corellian associates have been
plagued by pirates in the outer fringes of
the Duro system. He then points the
heroes to a Dures engineer seated in one
comer of the bar, whom he suspects has
been helping the pirates secure equip-
ment to repair their damaged vessels.
Elav asks the heroes to make contact
with the Durps, pretending to be anti-
Corellian types willing to sell their serv-
Ices and their ship to the pirates’ cause.
Regardless of how they decide to
approach the Duros, Elav wants the
pirate attacks to stop. In exchange, he'll
put the heroes in contact with several
influential Corellian merchants with
whom they can call in a“favor” or two.




concentrated poison. Below the city lay the
tombs of the planet’s long-lost rulers.
Although some Duros historians do their
best to maintain the city's more impressive
and historically significant districts, the rest
of the city has fallen into disrepair, harbor-
ing fugitives and enormous fefze beetles
where it once housed artists and scientists,

Baursu City

The largest of twenty enormous orbital
habitats, Bburru is a sprawling architectural
and engineering wonder, a majestic lattice
of spheres and domes joined together by a
near-symmetrical web of spokes and ship-
yard arms, all gleaming in the orange light
of Duro’s sun. Most of the city’s residents
and businesses—including the luxurious
corporate offices of CorDuro Shipping—
occupy towers and domes with views of the
stars instead of the murky world below. The
levels closer to the planet contain the city
reactors and drive units, generators for the
planetary shield, and cargo loading docks.

The residents of Bburru and similar
orbital habitats want for nothing. The politi-
cal leaders of Dure, the High House, reside
in Bburru and have few ties to tradition,
With the support of the CorDura Shipping
Corporation's executive committee, they are
helping to preserve what’s left of Duro’s
past by transporting priceless Duros arti-
facts from the surface. High House has
authorized the disassembly of several his-
torical buildings and monuments, while
CorDuro has secretly contracted various
smugglers and black market consortiums to
find happy homes for more priceless trin-
kets purloined from the tombs of ancient
monarchs. A handful of concerned histari-
ans and archaeologists know of CorDura’s
plans to transport key monuments offworld
but are not yet aware of the illicit tomb-
robbings. Few other Duros seem to care.

All visitors and vessels arriving at Bburru
must be cleared by an agent of the Bburru
Docking Authority. Other orbital habitats
hawve similar personnel bo inspect creden-
tials and cargoes.

Other orbital cities include Rrudobar, Orr-
O, Kri-Larun, and Urrdorf.

Tavana

This ancient Duros mining city, situated in
the bowl of a meteor crater, reached its
height during the early years of the planet’s
Industrial Age centuries before the Imperial
occupation. It is a haven for galactic
refugees fleeing the Yuuzhan Vong during
the age of the New Republic—the old rock
mines converted into shelters, the ore pro-
cessing plants remodelled into crude water
purification plants,

Guyous DRILLING PLATFORMS

These small, anti-gravity mining installa-
tions float beneath the toxic clouds of Duro
and were designed to support crews of only
a dozen or 0 technical operators and a
handful of drolds, Each platform’s lower
hemisphere incorporates a massive drilling
laser that can bore shafts through the plan-
etary crust to reach deep mineral deposits.
The power needed to fire the drilling laser
limited its use to one shot every 20 or so
howrs, During the dark days of the Empire,
Imperials tried to use the drilling lasers to
help keep the Duros government in line,
believing that Duros officials would not
stomach the loss of historical monuments
an the planet’s surface, When the Duros
officials showed little concern for these
monuments to their past, the Imperials
abandoned the idea of using the platforms
as weapons and sold them to the mining
guilds and corporations,

The extraction platforms, constructed by
the now-defunct Glydus Mining Corpora-
tion and co-funded by DuroDelve Industries
before the Imperial occupation, were used
as waystations after the fall of the Empire.
Corporate cutbacks, terminated mining con-
tracts, and general neglect caused these
platforms to fall into disrepair soon there-
after. Twenty-five years after the Battle of
Endaor, only one Glydus Platform remains.
The others have been dismantled—their
drilling lasers salvaged and moved else-
where—or have fallen from the sky.

Tiercan Dam

A duracrete marvel named after the Imper-
ial engineer who designed it, this monstros-
ity is visible for miles even through the
perpetual haze. The dam is 780 meters tall
and over 2 kilometers wide, Water pours
though valves near the base, giving the
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diverted to another Duros orbital habitat
{Urrdarf). Yuuzhan Vong collaborators on
the Executive Committee know about

the imminent invasion and are stockpil-
ing emekigency suippiies o t ,

mhmﬁwhhm wil
tru-lmummnumm-uiﬁ
tor Brarun of CorDuro Shipping learns of
Mmﬁmmm
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duracrete dam an incessant, gutteral roar,
Before vacating Duro, the Imperialks
stripped the dam to its exostructure, The
darn periodically serves as a lair for crimi.
naks and smugglers who like to conduct
cowert trarsactions o lose thermaelves in
the marework of tunnels and aguadiscts.

Wyoar STARDOCH

This gebital station—one of many oodpa-
rate-owned facilities in the Duro systerm—is
referred o by spacers and starship engl-
neers as the Wydot Pie because of its distine-
tive pie shape. The facility is disk-shaped
with myriad landing bays amrayed along its
circumierence. Spindle-shaped business
towers poke U from (s slightly concave
cove, while slicing into the bottom of the
"pie” are three semicincular, fin-shaped
structures containing communications
arrays and shield generators,

The mest popular spacer bas on Vydat's
Pie s Thee Swirling Vortes, run by a friendly
Twilek sooundrel named Elav Feen
[Seniindrel B). Elav Feen treats his regular
patrons well and has powerful connections
throughout the Corporate Sector. The bar is
tended by a friendly Wookles commanes
named Orrsa

The Vydat Stardock ks run by an obse-
quious Duros sdminkstrator named Dulse
Tethin (Diplomat 4). Dulse ks a greedy corpo-
rate sycophant, too sager o offer discount
docking fees to companies inwhich he
holds shares. He ks misch less accommodat-
ing with unaligned freighter captaing
wnless they are willing to part with a small
peroentage of their hauls,

Docking fees for freighters, corvettes, and
tranaports vary depending on the size of the
vessel and the carge (if any) it canmbes.
Authorieed military craft dock for free.The
daily residential fees wary depending on the
quality of the accommodations; again,
authorized military personnel do not pay.

onstruotion Time

Sterahip Dirm

Gargantuan g=13F monthi

mmmmtm

PRE-ANDYLAN SHIFYARD

During the Imperial occupation of the Duro
system, this aray of orbital starship con-
struction depois on the fringe of the Dura
system was a model of military efficiency.
The shigyards wene maintained by Pri-
Andylan Propulsion Systems, an upstart
Carellian corporation. Pri-Andylan retained
the services of Niya Giedan (Diplomat 1o, a
Dusrgss Facilitator during the imperial occu-
patkon, and relied on his efficient, militaris-
tie methads to keep construction progects
o schisdube,

Mine years after the Battle of Endor, the
Pri-Andylan shipyards wene acquired by
coalition of Corporate Secter trading com.
panies with offices on Bburru, The eoalition
abtained contracts o refit many of the New
Republics older capital ships, but strikes
and delays at the shipyards forced the Sen-
ate to revake many of these contracts. At
the urging of certain Senators, the strained
coalition appointed one of its member com-
panies, CorDuro Shipping. fo administrate
thi shipyards and put them back on sched-
ule Instead. CosDuro had most of the ship-
yard's engineers transferred to smaller,
newer facilities in the various habitats
aofbitting Duro. The Pri-&ndylan Shipyard
wears tuimed into a series of loading docks
and storage bays for arriving and departing
CorDuro freighters. This action fractured the
eaalition, keaving CorDuna with fow allies
but a perfectly serviceable shipyard

During the mperial occupation and the
twenty years follawing the Battle of Endor,
the shipyard employed aver five thousansd
engineers, most of them Dures. During this
periad, the average time it takes the Pri-
andylan Shipyands to fulfill a shipbuilding
contract is listed below. (The shipyards are
not equipped to build Colossal, Tiny,
Diminutive, or Fine starships ) Custom ves-
spls have double the construction time. §




our beroed afE if a |'|.]|'H_.ar full of 1-¢.Ehr¢|1._,anrj there's Cargo

scatiered everywhere

“What's in the box!” a player ashs

“Urmnm... some siuff” ¥ 5ay. Mothing very interesting

This is a conwersation you never want (o have with your players
Garme books .|Iw.1:|--=. CnCourage Camemasiers to lhen ug Ful._1:.- wilh
details, but that's not as easy as they make it sound. Enter the
chance cube determiner for random calgo

Here's how it worlks: Whenever someone winds to know alsout
somie cafgo you haven't prepaned fos, roll 2 d% on Table 1 to detes
muimE o The CAF@O is LII_'IIlH stored. Then, if the players get nosy
and want to look intide, ol a A% on Tabde 2 o delermine whal is
being stored Finally, if they start tampering with the cargo oF pust

CHANLCE CUEE

Random Cargo Generator

BY MICHALL MIKAELIAN AND BART AERMSTRONG

decide o take it, roll a deo on Table 3 to determine what secret or
backstory the cango might have.

When players get unusually curlous, it means you're onto
samething. Rum wilh I8 You can make an imprompie adventure
by answering these questions: Who owns this cargod Who's deliv
ering it YWha wants to stop this cargo from being delivered? Wiy
do they want to stop it from being delivered? Answering these
gquestions can restart a deradled sdventune, of jumpstart a now
afventune

Always remember, you can choose an oplicn rather than noll, The
paink of the charts is [o help you b creative. not to box VoLl in i
some result ooks pood to youw, use it Take 4 lesson Trom Master
Oul-Gon: Knoww wihen to influence the dice. §

Table I: Containar

Tahle 2-A: Chemicals

d% Trrd 0o COMIAIRIE

oo Mone [piled on floor o paletie] ! Imert

m-pg  Sacks or bundles | Flammalle

26-60  Duraplast crates E| Cofrosive

Grpo  Durasteel drums 4 Lubricant

1-Ba  Sealed in shippdng foam 5 Adhesive

Bi-go  Cage ] Roll twioe; ignone a result of 100 6

ar-gh  Encased In carbonite

g-00 Roll again. On a second result of
g&-c, the container (s a Living
Host”

Table 2: Contents

Tablae Z2-8: Armaor

L= -] = A e W R =

1-12 Light armor
13- Medium armor
15 [Hieawy arrmsod
a0 Powvered arrmos

d% CONTIRTE

o hi

,;,5_::3 m . Table 2-C: Creatura
n-15  Clathes [ %0 TeesosComsmum |
th-20  Fur, pelts or hides =4 Dewback

n.xg  Livestockidomesticated animals 4-6  Tauntaun

26:30  Power cells 79 Kaadu

=35 Mm or Bacta jn] Bancor

3640  Fuel

a1-50  Datapads Table 2-0: Weapons
6o Comlinks (20 Torwiaron |
Er-65  Holocubes i3 Kitkwes

66-6g  Computer parts 46 Combat gloves
To-73  Dwoid parts 78 Stum bartons
477 Vehicle parts g1 Vikeodaggers
T8-B3  Starship parts il Vitsablades
Ha-B5  Slawves i Vibeo-axes
BE-90  Clermbcals fsee Reds 3 & Cherricat] 1395  Hold-pui blasters
-G AFTTUOR fue Table 38 o] -1y Blaster plstols
95-96  Wild creature e Tabis 5 £ Crmsam) tH Blaster rifles
07-08  Wieapons (e tabds 5 0 Wespom| 1 Heavy blasters

Q-0 Wehbhe fe Tabde 18 vebicies]

0 Grenades

Table 2-E: Vehicles

i Landspeede

(-8 Speeder blke
] Alr speeder
o Skiff

Table 3: Secrat

Mone

Stolen

Rare and valuable

Being watched

Part of a larger shipment
Mislabebed

Conceals a haming beaoon (D
3 Search check to loeate]
Contaminated
Booby-trapped (DC 15 Search
ehieck to locate, DC zo Disable
Device chedk o defuse)

[u] Hidden compartment (D 20
Spot check to motice; roll again
on Tabde 2 to identify the real

Earge)

* & “living hoit™ can entail a numiber of pos-
sibilities depending on the nature of the
carge. i the cargo s |.1IEr"'.EhL""Iﬂ'.IuI'I'\IIFI|'|
be wearing i, carrying it, or escorting it if
the cargo i smaller, the host might have it
implanted in his or her body, Think about
how an individus person wolrks transporg
objects and see where the idea takes you
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h|5 month's noed e down the Shaft
features special guest star Wedge

antilbes, Red Squadron Leader extraorndi

naire. The only Rebel pilot with two Death

Star silhowettes painted an the side of his
x-wing, Wedge probably has the mast dis
proportionate fans-to-lines-in-the-movies
ratio this side of Boba Fett

A Minor Lharacter
for All Seasons
The leader of Rogue Squadron came
fiercely into his own in the Death Star il
expansion, a destiny-canceling dynamo
weith a slick new ship to match, In fact,
anyone who's read any of the X-Wing
books will recognize a lot of the ground
weiprk characters for that series appeanng
in 051 {and not caincidentally, this deck)
Al of these characters can enter play in a
snap thanks to the o 5qua|:|rnn A!I-!I-iﬁl'l
ments effect. Objective? This deck needs
no Crhjective

While the backbone of “Squad &
Deliver™ ane the bald supporting players of

On STeiks Strike
Planning serves two
primary functions in
this deck: allowing
General Calrissian 1o
play as soon as possi-
ble, and denying your
oppanent 2 Force generation from
your starting location, Endor.

= Fore iy =

=

the Rebellion, they do get a helpful assist
from the main cast, The |:!;|:H'.ld General Cal-
rissian hits the table quickly thanks to
Strike Planning, while Squadron Assign-
mients ensures he'll be in the cockpit of the
rectenna-less Millernium Faloon—Gold
Squadron 1—in no time. Alternately, you
could use Squadron Assignments on G5
andjor Nien Nunb, then use Strike Plan-
ning to grab the General and turn this new
version of Han %olo’s beloved freighter a
¥T-class juggernaut. You'll inadvertently
find yourself playing out the “Lando dies™
version of Betien of the Jedl, and Captain
solo ks ready to take back the controls with
the -:urljg_ln.ﬂ Mitlerrniurm Falcon

Planetary Dafenses

On the ground, the tried-and-true EF?
Obi-Wan with Lightsaber provides quick
offensive power, while the Skywalker twins
provide longed-listing ability at sites (both
can also act as instant |:||'|:||1:.l pllpts i oL
get into a pinch). Captain Han and his pal
Chewie of Kashyyyk aren’t o be toyed

For You Nixt
ASSICNMENT...
Squadron Assign-
ments from Death Star
Ii% a godsend to
space-happy stick-
jockeys evenywhorn.

The Shaft:
Rebel Squadrons

Riding the Ragged Wedge

BY CORY 1.

HERNDON

with either, If your ogponent fields a
space-light deck, your pilots won't be
entirely useless. All are capable warriors,
and Zev and Wedge make great co-pllols
for Rogue 2, the only combat vehicle in the
deck (remember, Wedge can cancel ges
tiny with another Rogue pilot whether or
not he's in space during the battle), Use
the Docking Bay sites as a quick way to
miave your ground-based hit squad
around the space line, and meanwhile the
ships of “Ralnbow Squadron” dominate
the skies with support from a Mon Cala
rman Lrukser oF ba.

Should the bad guys attempl ta play
Death Star I, you're more than ready to
blow it back to the Core, with a comple
ment of Missiles and Torpedoes at your
disposal. Get them out quickly with Rapid
Fire, and should enemy ships get in your
wiay, use Steady Alm to help ensure a
direct hit

all "H""-E'—"—'1 fio your '!.hIFI". —|mpeErial
troops have entered the base. Bepeat,

Imperial troops_... 6

Tee NExT MULLENILI

Why does Han get a
fiseling he's never
going to see her
again? Beats me. Pick a
Falcon, any Falcon, Lose
one, replace it with the
ather

BY  volLuwd | MUMBER 2




Bl Biggs Darklighter:

| Luke's childhood
buddy is back from the
| dead, just in time to
die valiantly in
anather minon
i another Death Star.
His ship, Red 3, doesn't
make it into this deck
due to an inefficient lack of an astro-
mech, but the honcho mustache man
makes a great co-pllot for.,

" Derek 'Hobbile' Klvian:
Biggs other best
buddy will add 2

il power if the two are

| together, and Hobbie
also gets you a small

i one-power boost

' when your opponent
sends a Star Destroyer
after him, If you find yourself fighting a
ground battle, Hobbie's matching speeder
from the Battle of Hoth—Rogue 4—will
definitely come In handy.

Karie Meth:

i You know, the Rebel-
lion may be led by a
robed ex-Senator and a
| Princess without a
homewarld, but for all
W that girl power on top,
the rank-and-file pilots
have been decidedly
testosterone-heavy. Miss Meth brings a lit-
the gender equity to the game (and Rogue
Squadron] and serves as a back-up pilot for
Gray Squadron 2.

Keir Santage:

This litthe-knowin

“Rogue Squadron vet-

) J eran” hits the table in
his ship—Red

- Squadron 3—for free.

e 1] Don't leave him

' alane, though, unlike

many of his col-

leagues, he adds no desting [although hell

add 1 to the maneuver of fellow Bed

Squadron pilots).

. "
I L e e ]

g Kin Klan:

Though he definitely
boasts one of the
wiorst halrouts in the
Star Wars universe,
Colonel Salm's co-

Wl pilot is better than
the Colone! himself in
iy ways, On any of
your starships, he'll add 2 to the destiny of
ary weapon draws (handy when you'ne try-
ing to shoot down the Chimaera). On Gray
Squadiron 1 (or 2], he'll add top Force drains,
lending your deck even more speed.

] 3 Tycho Celchu:
E'f"-' . wl A major character in
oo ST WL T X-wing fivels,
i il rcho—s Rogue
i Squadron pilot on
R loan o the A-wings of
e 0 Green SQuadron—
k . g serees this deck asa
better-than-average
pilot and an always-handy spy. He also
adds a destiny when not able to do other-
witdke on his personal A-wing, Green
Squadron 3, or any X-wing.

{ thought lost at the
{ Battle of Hoth, he

eyed pilat that found

Han and Luke lost In
the frozen wastes is just as useful in space,
50 apply as needed,




ﬂ f there was ever any doubk that Luke

wias too impulsive to become a ledi,
the Endor expansion set from Declpher
confirmed it. Daughter Of Skywalker, the
Endar version of Leia, is an ideal candi-
date for ledi training. With the release of
Dreath Star 1, the next best chaice would
be Son OF Skywalker [Cloud City), Thanks
ta this game text you can deploy Luke's
Lightsaber [D5H) from your Besene Deck,
which sdds one to each training destiny
diraw

But why would you want to train Luke

wihen Leia does the job just as well? Sev-
eral reasons: Leia is one less Force to
deploy, even though you miust deploy her
from your Reserve Deck bo take advan-
tage of the Objective; Leia provides an
extra Light side Force lcon; and Luke is
u&u.llr rmofe uieful elimwhens than Leia
These have been the reasons that players
hawve trained Daughter Of Skywalker in
the ways of the Force since the release of
Endor,

Training Method
Every training deck should have the
following:
Dagobah [Dagobah)
A Jedi's Sth!"l'lgl:h |:|:I.e|E|:|b..'|h}
It I+ The Future You See {Dagobah)
Great Warrior (Dagobah)
Dagobah: Bog Clearing
jor Dagobah: Swamp) (Dagobah)
Domain OF Evil (Dagobah)
Size Matters Mot [Dagobah)
Dagobah: lungle (Dagobah)
Great Warrlor (Dagobah)
Dagobah: Training Area [Dagobah)
Yada's Hope I:l:ragcﬂ:l.'lh:l
This is simply another
+1 trainimg destiny.
Mind What You Have Learned/
Sanve Youl It Can (Speclal Edition)
This is the best way to take advantage
of bedi tests

What Know You of Ready?

BY MICHAEL MIKAELIAN

UOur Last Hope

Arny Apprentice (bwo copies)
Regardless of who s to be trained, you
need two coples of that character, You
anly need one Yoda, because you typi-
cally only activate three Force on your
first turn, This i impoertant, because
the odds of Yoda being one of the
cards you activate are slim, By turn
twvo, you're activating five or more
Farce, Theres a El;u;ld chance that a sin-
gle copy of the apprentice could be one
of those cards, Allso, if you deploy
Daughter Of Skywalker from your
hand, you lose the benefits of the
objective.

You Must Confront Vader (D510)
The first fiwe Jedi tests are necessary to
flip Mind What You Have Learmed,
Thr:.l each have a powerful effect too.
Onice all five are completed, you gain
the following [in test number order):
All oppoanent's Force drain bonuses ane
ignared; opponent must have total
ability » 5 at a location to draw battle
rJ-EHirl',.';ynu iy iilbtract one froam
each opponent’'s destinyg draws; during
your Control Phase you may use 2 Force
to search your Reserve Deck for any
card and p|.|1 it in your hangd; and o
may re-use a predetermined destiny
each time you would normally draw a
dl._ﬂ.h-rl:,l Thewe five abilities ht'|FYI:II.|
stay in the game long enough to flip
and retrieve 1o Foree. Then you can hin.
der the Dark Side with Jedi Test Hi,
You Must Confront Vader,

Dagobah: Yoda's Hut (Dagobah)
”'IEI-IIHI‘I the system is required, the
sites you choose are up to you. Note
that you technically only need the Bog
Clearing (or Swamp] and the Jungle
for wour ledi tests. You definitely wani
the Training Area since it allows you
gﬂ yaer ledi tegts owt of your ek
Yoda's Hut is ideal for Force g-:n:ratin:m
and reducing attrition by z once a turmn.,

if your destinies are low, you may want
o consider using both the Bog Clear-
ing and the Swamp,

Yoda [Dagobah)
Yoda is without doubt the best charac
ter to train with. He provides a 41 to all
training destinies |+2 with Yoda's
Hope), adds one ko your total Force
generation, and allows you to wse
Yoda's Hut's game text to reduce attri-
thon by 2.

Wise Advice (SE)
This Effect is useful for three reasons
+1 training destiny: Sense and Alter
(both Premiere) protection; and free
Immediate Effects.

The Way Of Things (D511}
This Effect can be a monumental time
saver. [See diagram on the nest page.)

Adventurel Excitemeant!
The remainder of your deck—more than
4o cards=—is your tool for winning the
game, | HEe to wee star '.-hlpr. as my rmain
method of winning, The Light side has
such powerful starships and good drains
in space that it makes sense, Avoiding
sites can leave you vulnerable to cards
like Search And Destroy (Endor), but also
protects you from all kinds of combat
vehicles, characker weapons, and extra
battle destinies. Between ledi Test #1 and
Prajection Of A Skywalker [IP), there are
feaw sites the Dark Side can Efl'cl;liw::l_:,l
drain you at

There are many different combinations
of cards that could yield a winning deck
Instead of unique starfighters, you can
use space crulsers. f you want to try and
take over sites you could use scouts on
Endor or a variety of characters on Cloud
City. Another selution could be to make a
miore traditional Mains and Toys deck,
This requires multiple coples of rare cards,
but the effects can be devastating.




Five Tests in Seven Turns

LickT 500
o Turs OmE
Actihvale at keast 3
Fance, Search your deck
for a Dagaobah site. The Tralning Area is
your first chodce, Then deploy Yoda [using
3 Force) and Yoda's Hope to the site. Alss,
search your deck for Jedi Test # using the
Training Area's game text

DarE SipDE Turn Two
Search your deck for bedi Test 82,

Lirawe on

Dark

LigsT SioE Tuss Two

seanch your deck for ledi
Test 3. Activate at beast 5
Fadce, Search your deck fora
Dagobah site. Yoda's Hul is
your first choice, but if it not
avallable, get the Jungle, Then,
deploy Daughter OFf Skywalker
{4 Force) to Dagotsah at Yoda's
Site, Also, deploy ledi Test # to that site.

Darx SioE Tues THEER
Gearch your deck for ledi Test iy,

Dark Side Tum

LeHT 5108
e Tumn Thma
Search your deck
for ledi Tesl g,
Activate at least
o Force. Aktempl
fedi Test &)
[you'll need to
draw ot least a 3
destlnyg]. Search
your dieck for a Dagobah site, If you haven't
gotten the Junghe yel, do so. If you have,
. then get Yoda's Hut. [Youl'll want o
deploy the Swamp last.) If you com
pleted Jedi Test @1, deploy ledi Test ®2 on
the lungle, move Daughter Of Skywalker
to that site {if your opponent hasn't moved
i), then move Yeda to Yoda's Hut

Your Hand
BE YOLUME | HUuMBER B

Your Hand

Your Hand

LiGkT S0
0 Tumn Four
| Search your deck fior Jedi
TRENR ) 7ot w6 Activate at least
g Force, Altempt led| Test
w2 [you'll meed to draw at least a 3 des-
tiny). Search your deck for a Dagobah
site. By now, the Swamp should be the
only one left in your deck. Deploy
between the Tralning Area and Yoda's
Hut. If you completed ledi Test #2,
deploy Jedi Test #3 en the Jungle. i
Daughter Of Skywalker I at the Jungle
during your deploy phase. ledi Test #3 is complete
Deplay ledi Test #4 on the Swamp, then move
Daughter OFf Skywalker 1o the Swamp.

LgHT Sioe Turk Five

Actheate at least 10 Forge
Attempt dedl Test 44 (you'll need to
draw at least a 4 desting], i Daugh-
ter OF Skywalker completed led|
Test By, dephoy bed| Test 15 an
Yoda's Hut, Move Daughter Of
Skywialker to Yoda's Hut

LEGHET SiD8 Tumn 5k
At this po |'.|_l',.:|-_|'||I simast in the home stretoh, All

voui have 1o do i make sure that there's a decent desting
lined up by turn seven. At the beginning of yaur burm
Daughter OF Skywalker will begin to attermpt Jedi fest 85

by turni g upside-down

0 LIGHT SIDE TURN 3IWIN

At the end of your turn, Daughter OF Skywalker Lums
right side up, It's impartant to rernember that your used
pibe i recirculated before the end of your turn, That means
that you can activate all your Farce (or all but 1 Force), and
either use Fall Of The Legend, Throw Me Another Charge, A
Few Maneuvers, or The Signal to set up a high destiny. i
that’s ot possible, you can use Trafflc Control Lo place
elther a Projection Of A Skywalker, X-Wing Laser Lannon, of
I' Take The Leader on top of your used pile. That's an easy
high destiny for ledi Test ®g Just remember Do save wo horce
for Secret Plans and to occupy bwo battbegrownds for Come
Here You Big Coward. 5




Exclushve Previnwe and Strategy for LucasArts' World of Elactronic Media

E eep inside Lucas Learning, a group of
kids are giggling madhy. Their laugh-
ter echoes through the halls, and one only
need follow thelr volces to find them hud
died around a television playing Super
Bombad Racing. The laughter is certainly a
ﬂ_.;};:rd sign for Lucas Learning, as SUper
Bombad Racing represents two important
*firsts” for the company; it will be Lucas
Learning’s first console tithe (releasing on
PlayStation 2 and Dreamcast) and its first
pure entertainment title,
With a PlayStation 2 release scheduled
in earty zo01, Super Bombad Racing i5 a
“kart racer” that allows players to race
fammiliar Star Wars characbers—each in a
signature vehicle—through Star Wars-
inspired courses, The game promises to
combine the manic, almeost comical style
of kart racing games with the power of
the Star Wiars license. To get the real
skinny on the project, Star Waes Camer
infiltrated Lucas Leaming and tracked
down Project Leader Michael MoCormick
[Gungan Frontier).

Super-Deformed Star Wars
We find McCormick in his affice, sur-
rounded by concept art from Super Bom-
bad Racing. When asked to describe the
game in one sentence, he voices what
wie're thinking: “It's Star Wars like you've

never seen Star Wars before.” The concept
art that plasters MeCormick's walls is tes
tament to this: the game features incredi-
bly stylized versions of popular Episode |
characters. The first thing we notice are
their huge noggins,

McCormick characterizes the game's
art style as a “super-deformed, anime
look” based on sketches by team concept
artist Francis Hsu, When Hsu first pre
sented the sketches, MoCormick admits
that Lucas Leaming's senior managerment
wias initially “taken aback” by the direc-
tion. McCormick was also concemed
about Lucas Licensing's reaction to the
super-deformed Star Wars characters.
"We really weren't sure which way they
would go,” he says. “Fortunately, they
were quite pleased and excited
about the concept sketches.

With the concept ar
approved, McCormick and his
team solidified their design phi-
losaghy, “Basically, we'ne having
a litthe more fun with Star
Wars,” he explains, "We're push
ing the direction so that it's a lit-
the more playful. We're really
playing up each character's per-
sonality, and almost walking the
line of parody.” Giggles can be
heard from the next room,

Anakin has a Big Head:
So will you when you play Lucas Learning's Super Bombad Racing

A& Sebulba tests his shocks,

In this Issue:

a0 Suiped Bombad Rad ing P53
Jedi Paveir Batiles
Deemoliion

arfighie Pia

BY HADEN BLACKMAN

Dreamcsil

PSfreamLai

The Green Goo Gambit
co what are the kids laughing about?
“Maybe the gadgets?” McCormick sug-
gests. As racers 2oom around the tracks,
they have the opportunity to grab special
gadgets that help secune victon: "Cherall,
there are Dwenty-Tive gadgets,”
McCormick reveals, "One gadget sends
out a homing droid that bonks into other
racers. There's also a photon burst, and a
ray that causes other racers to spin out
of control, And goo.” The “goo” is actually
green slime that a player can drop onto
the track. The goo blobs encase oppo
nents, causing them to bounce around
wildly

Along with goo and other frontal or
rear attacks, H.:udg.uts, may prn'.'in:lql '.:!H!{-d
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boosts and shields. Finally, agile players
will be able to collect a special “poweer
gadget” that activates each racer's unigue
move. "Once you have the power gadget,
Darth Maul can throw his lightsaber,”
McCormick says. “lor lar s tongue shoots
oul of his head and can be used to Er.ah
angther racer and -_.lmg-:.hnt it back. And
the Quueen's starship reflects a blinding
light.” Maost of these special maves only
affect one targeted racer, but ledi Mastes
¥oda has dominion over the entire track
“He wawves his gimer stick and all the rac
ers invert,” McCormick says.

The gadgets add a level of strategy to
thiE game, which was impur!;j nt to the
designers, MoCormick sums up the team's
philosophy: "Cur goal was to make a
game that a kid could pick up and just
play, enjoying the spirit and the art style.
But then, we alos wimted deeper game-
play elements, which come to the surface
awer time, 50, we have the gadgets and
special powers, which you want to use at
the right time. You can also unlock secrets,
including several hidden racers.”

Maneuvering around the tracks i’
standard fare either, as Super Bombad Rac-
ing includes a vertical element that can't
b faund in most other kart racers."In
other racing gamaes, you're always stuck on
the grownd,” McCormick says. “In Super
Bombad Racing, the vehicles actually
hower. The racers can climb walls and a
Jump is really a jJump—you move vertically
LE Tl raber hfighl:s."]umping allowws rac-
erd bo clear abstacles and move past oppo-
nents, but it also has more visceral
applications. & gheam appears In
MoCormick’s eyes as he reveals one of the
game's sneakiest attacks: "You can actually
land on other roers and wquish them”

Darth Maul's Soft Side
The gadgets are compelling, but the kids
also seem to enjoy just belng the racers.
"Part of the appeal is the art style”
McCormick theorizes, “Anime is a hot
look, and It's fun. People see the charac
ters and J.}ugh—the':lr want o ;rl.l:,' theEem
IQu..’l-.l-l:urJrJI:,r Darth Maul is.jus.l: funn_l.l
and a ppcnling i

The game features elght distinctive rac-
ers [as well as unlockable characters).

Competitors include: Anakin and Sebulba
in their individual Podracers; Lar lar driving
a bongo; Queen Amidala in her
chrgmium - goeered starship: Darth Maul
atop the menacing 5ith speeder; Obi-Wan
Eemobi in the crimson Fll:-puh!ic Crariser:
and Boss Mass using a transport oviginally
designed for Gungan Fronther Yoda's
“wehicle” ks perhaps the most Inventive: he
|'.'Ir||:ll‘| his Jedi coundil chair, whidch has
een equipped with turbo jet t'nginq";
"He souped it up a bit,” McoCormick grirl':.
The righl: wehicles have their own chiar-
acteristics, "The idea is that you can win
with any racer, bart you need to knoer thedr
pros and cons. Boss Nass |s big and solid—
really fun for bumping other racers off the
track,” McCarmick adwises

T

Fy ]

& Cave craw Ii|'1_i_lr Bombad style

Big Head Racing

fust like the racers themselves, each of
the nine race courses has its own distine-
tive feel. The courses are based on the
major environments of Episode | the
Maboo Swamps, Otoh Gunga, Theed, Mos
Expa, the Dune Sea, the Boonta Eve
course, the Theed power generator com-
plex, and the Drodd Control Ship. Each
course has individualized features, as well
as a “champioen racer.”

“From an Al perspective, we're ensuring
that the champions know their tracks the
gt * iyE MeConmick.” Thq_':lr'll I||_f..u.'|-||:rI
perform better than the other computer-
controlled racers becawse they know the
Lay of the Lland, Watching those recers can
help you improve your time,” The team
used the films as inspiration when pairing
Eh.lr'r'lpl-:‘:ll'l racers with Eheir respective
tracks. MeCoarmick 1':-:|,'.|I11|n:.;"_l:|r lar dhoses

best in the swamps because that's where
vl first meet him in the film; Otoh Gunga
is Boss Mass’s city, so of course, he's the
champion thene.”

Several boys in the next room shoat
“Battle Arenal” im a chorus, McCormick
takes the opportunity to explain that,
akong with the ctandard racetracks, Super
Eombad E.‘H.ing_ featunes four Batthe Are-
s that allow for head-to-head chaos.
Again, these arenas have unique elements
that increase the fun factor. "The Naboo
battlefield has fambaa with shield genera-
tors,” say McCormick. “We also have a Jedl
Monwment. And the Pit of Carkoon i
I1.'.!||g,l fun—it's I:hl'-'l'..l"]' a |,'.||E,',..:II'I|:|:.' Bl
sith the Sarlace in the middle, You can
spiend hours knocking your friends into it.”
Although three of the Battle
Arenas are based on Episode |,
the fourth is a homage to The
Empire Strikes Back."Its the
Hoth asteraid belt,” MoCormick

W informs us,"We even have the
space slug hidden in the nether
reaches of that lewel”

Although the Battle Arenas
allow players to combat one
anather, MeCormick stresses
that the game s novl about
_'.l:r.ligl'rl: [IE"IHI'IE “Its rl:nll:,'
more about competition,” he
argues. “0One bo four players
can comipete in the races, and players can
also save their best times to challenge
ol her pf:l:,'l.'r-.."ln sddition, the Bame can
teach cooperation: In the Battle Arena
e, players can jein forces in collabora-
tive, two-person teams

During a lullin the conversation, we
begin to hear some of the game's ariginal
muske. MoCormick describes the music
style as “super-defonmed Star Wiars
miushe.” Composer Peter MoConnell, who
s warked on numerout Shar W tithes
and is very familiar with the dassic kehn
Williams scores, wanted to infuse the
game's music with a cartoon feel, Sepa-
rate pleces of music wene composed and
recorded for each track and arena, the
Frdin e, and the credils

hie
-
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Shifting Gears
Despite its decidedly entertainment direc-
tign, Super Bombad Racing act u.‘lil}' began
development as an educ ational title.
MeCormick explains that the original
design called for "a PC adventure game of
sweeping sife and Scope, with a small rac
ing component.” According to McCormick,
the player took on the role of Anakin Sky-
walker shortly before the events of
Episode L in a gquest to save his friends,
Anakin “roamed around Tatooine and
gathered parts to build racing vehicles.”
Early in development, however, the
team switched |',||111f|1r"|':- from PC to the
PlayStation 2 and reevaluated the design,
“We looked at our schedule and budget
and compared that te what we were bit-
ing off,” says McCormick. "We were
already developing for a new platform,
and the racing partion was becoming
FRone {l;il'l'|Fl| £, We knew that just lirmit ng
the product to a racing game would keep
us busy enough.”

And the team has been busy. With the
early 2001 release date looming,
McCormick and his crew of twenty are
crunching to complete the PlayStation 2
version of the game. They've been hard at
wark for over eighteen months, and
wcCormick is pheased with their progress
“The game has been playable for quite 2
wohile, We've overcome a lot of hurdles
art pipeling issuas, clipping
problems—and now we'ne just
adding more animations,
I:uun:hinﬁ up the artwork, and
optimizing.” After the PlaySta
tion 2 release, the team will
stick around to complete thres
ports of the game for the
Dreamcast, Mac. and PC

The kids outside clearly
don't care what platform the
game is being developed for—
all they know is that the game
makes them I"'"'E"' Before we
go to try our hands at beating
a group of eight-year olds,

FRISO D Ea

jzy/pamﬁmm

m I-fudi-Mundi is a pretty lucky Cerean
Although he's the first Knight to sit
on the ledl Council, Ki-Adi-Mundi has a
speaking role in Episode |, a keen purple
lightsaber, his own action figure, and two
romic book series. Now he's featured ina

Lucasirts video game to boot. Ki-Adi-
(LT I'Il:llj-l,:liﬁ'. Eace Windu, Adi Gallia, Plo
Koo, Gul-Con Jinn, and Obi-Wan Eenobi
in the Sega DreamCast version of the
|:||;:-|,'.||_|| ar Jedi Power Battles, o rigiﬁ.illy
developed by Lucashrts Entertainment

Jedi Council Relocates!
Jedi Power Battles makes the move to Dreamcast

MeCormick offers a last bit of advice to
fans: “Just think about this game as a fan-
tasy within a fantasy. it's what the charac-
ters do on their off howrs, You have Yoda
racing Darth Maul, and Jar Jar catching

racers with his tongue. It's just the lighter
sigle of Star Wars,

“~0007"%53
LA I' .-'j'

A Master Yoda in his souped up... chair.

& Jedi Power Battles on Dreamcast features
Mace Windu head-shine.

far the Somy PlayStation

In arder to learn more about
the process of creating this new version of
Jedi Power Batthes (and uncover why Ki-
Adi-Mundi didn’t make the cut the first
time around), Star Waes Gamer cornered
Project Leader Robert Blackadder and Pro-
duction Manager Reeve Thompson. Along
with Project Leader Kevin Boyle, Blackad
der and Thompson warked on both incar-
nations of the game

Srar Waes Gamer: First, can you start by
describing the challenges of converting a
game originally created for the PlaySta-
tion to the Dreameast?

Robert Blackadder: Doing a conversion is
always a challenge, but moving to a mare
powerful system does make for an easler
job. The Dreamcast has more memaory and
a faster graphics processor [than the
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Playstation], so our main challenge was a
total reda of all the art in the game to
really take advantage of the Dreamcast’s
power. We raised the number of polygons
in all the game models and levels, and

increated the taxtune and color resalution,

going from 4bit colors to 16bitl

SWG: What else made the
port a challenge?

Reeve Thompson: It was chal-
lenging to shift gears. We had
focused for so long around
the PlayStation and built
everything with the PlaySta-
tion's features and power in
mind. It's tough to get owt of
that mindeet and mowve to a
new console, But technically
we didn’t had too mamy prob-
lems, Qur code was pretty solid on the
{:-rigrn.:l wiersion. and that made it wEry
easy to adapt.

SWG: Did you discover any limitations on
the Dreamcast that you didn't encounter
with the MayStation?

Rob: We lost a few contraller buttons
whien we moved to Dreamcast, but in the
lomg run | think it made the game better
by forcing us to simplify our control
scheme,

Reave: Other than that, we didn’t really
lose anything. Sega really knew where the
bar weas and knew that they needed to
surpass it. This is a “next generation” sys-
tem, and they tend 1o be leaps and
bounds ahead of the consales from the
last round.

SWG: How big was the core beam?

& Obl-Wan puts his saber to the test

& Foroe powers

Reeve: The Dreamcast team had abowt fif-

teen people. It was definitely a smaller
team than the group who bullt the
PlayStation version, but you know, that
wias a relatively small team too. I'm con-
stamtly amazed at the work these people
are able to produce.

don’t leave Coruscant without 'em

SWO: From a design standpoint, what
has changed?

Reseve: Mainhy, wae adjusted someof the garms:

play brought over from the PlayStation version
for makee the game meee balanced.

Rob: We did this by revisting areas that
gave gamers problems in the PlayStation
wersion, We redid some of the least L
lar bosses and changed some of the jumps
that were too difficult. At the same time, |
also had the level designers increase the
bad guy count wherever possible, The Jedi
Power Battles engine can handle a ton of
battle drolds and | wanted to take advan-
tage of that,

Reeve: And we adjusted the placement of
some pawer-ups, which is simply part of
the benefit of having more time to adjust
and tune the game,

SWG: What other new elements have
you added?

Rob: Wi have some importamt braiming ey
els in this wersion. To beat Jedi Powwer Bat-
tles you must be able to block [with your
llghll's.abcr] and Ju|r||:l T ||:"|."|'."|-:f-|".lﬂ_.|illﬁ
June Park and Derek Flippo created & senes

"ﬁ af levels bo bulld the players' skills in these

areds. We tied thade imto L mmiain garme brg,l
albowing you to unlock Ki-Adi-Mundi when

you beat them all

To give even more replay value to the
game, wie also added o verius mode Lo
gamers can fight head-to-head with their
friends, As you defeat bevels, you'll unlock
morE and modne nppﬂl‘IEnt'.' I versus mode.
The last big addition would be the cheats
We added a few cheats accessible through
the gamepad, but the “monster cheats” are
only activated from the Dreamcast ey
board when plugged into port 3. To open
thie cheat window, hit the tilda {-) key, then
lrpr"rhp::hml'j 'J'-"I.arl:n weill have to find
the rest of the cheats on their own, but
they can start the search by typing “help”

Reewe: There was also one boss monster
in particular that we simply couldn’t
include im the PlayStation version due to
fime constraints. That boss is back in this
version though,

SWG: Can you describe some of Ki-Adi-
Mumndi's special moves and Force powers?
Rob: Ki-Adi-Mundi has some of the men-
tal Force PO, like "mELmenize” [d.'l-h:
and confuse your enemies!] and “choak”
[creep around while invisiblet]. But he also
has some butt-kicking Force blasts, As for
combo moves, many on the team feel Ki.
Adi-Mundi has the most powerful
lightsaber attacks in the game.

SWG: Why didn't Ki-Adi-Mundi make it
inta the Initial version of the game?

Reeve: Early on in the PlayStation develop
ment, we made a very important decision:
rather than have a huge group of playable
characters, we decided 1o focus our efforts
on a handful of memorable ledi so that
ench character we did include would be
unigue and fun to play. We wanted to give
all of them signature moves and spend
the time necessary to make each move
ook as cool as possibbe, We also wanted
each ledi to have different capabilities,
including different strengths, weaknesses,
and Force powers, At the same time, they
all needed to relatively balanced. Becawse
it takes quite a bong time to really develop
and balance a solld character, we ahyays
knew that we wouldn't be able to include
all of the characters that we wanted.

STAR WalS caMERn BE




A Port in the Storm

In game development terms, a “port” is any
game that has been converted from its origi-
nal gaming system (or "platform”) to run on
another system. A game developed for the PC,
such as Indiana Jones and the Infernal
Machine can be comverted Into a game that
can be played on a home consale, such as the
Mintendo 64,

Depending on the size of the game, the limi-
tations and strengths of the new platform, and
the complexity of the initial programming
code, creating a solid port can be difficult. First,
the game's creators must consider whether
fundamental design changes are necessary to
make the game successful on the new plat-
frrm. Such changes might alter the control
scheme. This is especially true if the game is
mowing from the PC, which relies heavily on a
mouse and keyboard, to a console machine,
which utilizes a handheld control pad. The
designers might also alter the game's pace,
play style, difficulty, and even storyline to
appeal to the users of the new platform.,

A It's along walk to the next platform.

Because all platforms are very different, most
ports also require a substantial programming
effort. Programmers may need to rewrite huge
chunks of the original game’s code for the new
platform. Artists often step in as well to recre-
ate graphics. Then the game must be tested
again to make certain that new bugs haven't
been created during the conversion proocess.

Although ports are sometimes challenging,
conversions can be beneficial. Because the
conversion team isn't starting from scratch,
ports are often completed quicker and for less
money than the original title. More important,
however, s the fact that ports allow popular
games to reach a wider audience. They gener-
ate revenue for game companies, introduce
new fans to developers, and provide users of
every platform with plenty of gaming options.

Y  vOLUME | NUMBER 2

Rob: Time and resources regrettably come into the equation when designing a
game, Fortunately, by the time we had to decide ko cut Ki-Adi-Mundi from the
PlayStation version, we already knew that we would probably be doing a port
We decided to save him for the Dreamcast. By holding him back we had more

time to give him cool animations of his own,

SWG: Other than
shosweasing Ki-Adi
Mundi, what was the
rationale behind doing
the Dreamcast port !

Reeve: When the
Drearmcast was first
released, the original
team was very excited
by its capabilities, They
felt that ledi Power
Battles would suit this
& Battle droids challenge Adi Gallia in the
swamps of Naboo.

particular consote and

Ihe':lr wiere flght—it
translated extremely
well, Also, doing the port just made a great deal of sense from a finandial
standpoint. Wi knew that we could create the port in a relatively short time
frame, with a relatively small team, and that there would be a large market for
a Star Wars Dreamcast title. Bul it was really the team’s understanding that
ledi Poweer Battles would make a great Dreamcast product that pu shed this

version of the game

Rob: We really wanted to put Jedi Power Battles onto one of the next genera
tion consales and the Dreameast fit nicely into our schedule

SWG: As someone who has played the game for hours on end, do you have any
hints for players trying to beat Jedi Power Battles on the Dreamcast?

Rob: The keys to both versions of Jedi Power Battles are blocking and patience
if you can learn bo reflect blaster shots effectively and use your special powers
and moves at the right times, you can take out the badaies. But | wan 't say ks
easy. Being a Jedi is hard work!

Reewve: If you're hawing trouble, play the training levels. That s an advantage
that the Dreamcast players have over the MlayStation users Everything you
need to know te complete the
game can be learned and prac

ticed in these I:'.||r||r||:'I lewels

Rob: Yeah, master the jumping
training levels. If you can beat
them easily you can handle any
jump im the game.

Reewve: And use the Force,

of course i Plo Moon contemplates life.




= B o your vehiclel Spend some time
learning exch vehicle's strengths and
wizaknesses. The rancor might be slow,
but his special grab attack is fearsome

= Power Upl Take the time to use the
charge weapan and charge laser but
foins Hq-e_:-j.l,ing your '5FIf_'l:i.J| WEIPoN oF
standard-issue laser cannon ensures
miaximum damage. Charging the laser
cannon ko Gt.:ur 4 activates each char-
acter's special attack,

w Experiment with the special weapons!
Descover when they work well and when
they're just hood omaments. Concus
sion missiles, for example ae powerful
B ECaLse ||'II.':!|' can track your apponcnt,
but they'ne slow and can be outmaneu
vered by fast and agile opponents

w Don't underestimate the tractor beaml
In the right hands, the tractor beam can
e the st r.HJ'.'-II'r1II| 'r.pr_'l:i.JI witapan
in the game. i allows you bo hold your
enemy fast while you pound away with
your primary laser cannon. And the
super-charged tractor beam attack
damages all vehiches within a small
radius—a perfect ploy when you're Lur

rounded,

= Rechargel When you're bashed up or
| vy juice, find the shield or weapon
power generators located on every
level, Suck up all the energy in these
refilling stations before your oppo
nents have a chance to use them

Grush your opponents with these helpful hints for the
PlayStation & Dreamcast versions of Demolition!

e Lse the terraind Each level has ey sites,
such as the pewer generalods, that can
be used to your .|||J'.r.|-||.||§|'- Skake oul
the power generators and attack
wiounded foes as they attempt to
P I|.||r|._:-e'. You can alio keep yr 5.|g|1|:1.
on the teleporters, unleashing salvos
on unsuspecting vehicles as they exii
In the Dune Sea, push your -e:-|'||:|r_|r|4:|=.l,5
towrard the Sarlace or the treads of the
sandcrawler, If wour vahicle i at full
stremghh, you might try taking on
weaker oppanents in the -',-.npu:rl._'ﬁ.cr
dish on the second Death Star

w Focus! s generally easier (o take on
one oppanent at a time, putting all of
your effort and energy into destroying
each enemy in turn. Start with the foe
you think will give you the most trou-
ble—you don't want to face Boba Fett
at the end of a level when yor shields
are weak and the shield poWer genera-
tor has been drained,

se Circle your prey| When using the faster
vehicles, including Boba Fett and Aurra
Sing. fiy rings anound your target while
l.lklrlg a5 many potshots as possible
Once you've weakened your prey, strike
to demolish using a special weapon or
SLIPETa h.1ru¢':l attack

& Play chicken! If your chosen vebicle has
mioderate !(:-'IE'.IU:,'.IHH-;:II. diari't be
atraid to ram smaller opponents repeat-
edly. The AAT, landspeeder, AT-5T, and the
francor can all be used as weapons them
selves, Just keep an YT O your Shield
Power and Vehbicle Armaor indicators,

Cheat Codes

Impress your friends and neighbors
with these cheat codes for Shar Wars
Demolition.

To enter codes, go to the "Options™
menu and choose “Preferences.” While
o the Preferences screen, simultane-
ously press By and Ly {or R Trigger and L
Trigger on the Dreamcast). This will
bring up a "PASSCODE" entry option,
Use the directional buttons on the key-
pad to enter any of the following codes.
Priess "X” bo activate the code on
PlayStation; press “A" to activate the
code on Dreamcast,

SLOW MO OM:Game runs at half

spead, giving you mode Ume enjoy the
skghits and react to enemy attacks,

BFM_FEELIT: Increases the mass of
player-controlled vehicles, Increase to

ramming speed....

LO_GRAV_ON: Changes the laws of
physics=—the effects of gravity are now
reduced,

FIRERATEUP: Bemoves delays on
wecapon firing, Demolish you enemies
more gquickly than ever.

THROTTLEUP: Reduces air resistance
around the player vehicle, increasing
speed. Won't Aurra Sing be surprised
when you catch up to her in your new-
and-improved hot red rancor?

RAISE_THEM: Become invincible. Who's
laughing now, Fett?

Raveal the Sith Lord!

Be the first kid on your street to unlock
Darth Maul in Demolition! Complete
the game with all ten standard charac-
ters, in tournament mode, with ower
10,000 credits to unlock Darth Maul on
his Sith Infiltrator, Lobot ina cloud car,
and Boussh [Princess Leia) aboard a
speeder bike, Once unlacked, all three
vithicles can be used in any of the
game's modes,
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Starfighter Aces
RPG stats for the Starfighter game

ucasArts’ upcoming Starfighter, an action-orented flight combat game
for the PlayStation 2, features a strong story that fallows the adventures
of three very different heroes. Mo, Srae Wies Gamer gives you the opportu
nity to add these characters and their wehicles to your Stor Wars BPG campaign?

Mym's Havoc
The pirate captain Nym possesses one of

thie most experimental and dangerous
craft in the galaxy. Five years before the
Battle of Mabpo, a group of Mubian design
ers created o prototype bomber with the
hopes of selling the vehicle to the Naboo
When the Naboo rejected the prototype, it
was placed inko storage on Mubia. A short
time later, Nym learned of the bomber and
launched a daring raid to steal the vehicle.
With help of a Bith engineer, Nym modi

The Havoe
{Stats for Nym can be found in Stae Waes Gamer 1)

Lager Cannons & feelnksd
Frinmt
ﬂ.:rn:_gi 5d10 X3 swis roup

I
PB +0, %5 #0,

Weapon:

Fire @eréx

Class: | Starfighter (B

Cost: | Mok forsale

Size: | Small s long _ .
an: | Smal — | Range modifiers L nia
Crew: | Unbgue

pbar, iy Weaponi | Rotating laser furred

e ——
Pastengers:

Fire arc: | Turret

T Attack BONUS: | 47 + v,
Damage:  &dro

Hyperdrive: |1 oo Range modifiers: | PB 40,5 +0, M/Lnfa

M Attack '.'Hg-]p.:n: Bamb chute o samt

Delenie: |28

Flew anc: | Veniral

Attack Bonuis | +3

Damage: Edeo )

=z

Range madifiers:

"Thie B by sin sepad it Raewia il Fa0ng Laaee cammom, bt My B T ol 1 b i b Hwve o oF Preee fom
trio oo the Aghl wing: one on ihe el Frng both Rikdn iEQUSEs Tad WP FLLTY R
o The wrhikibe s pHIMmary poswer persrratoe B cfEal e o DArLeT
e by a2 mesapy Gy e LBE TEn bommbs o any
i fievnatia neonan by
8 Boaribe. are reieased Proes e ki of the skarfighter and Fall g0 targets bebow Eher crall

& The Havac's fire-linked Laser cannons make short
work of opposing starfighters.

fied the vehicle, adding more weapons
arud 3 miore powerful Class 1.5 hyperdrive
Wow, the Havae s truly one-of-a-kind, The
Havoe boasts six lasér cannons, a rotating
dorsal turret, and two bomb chutes
although originally designed to deploy
proton bombs, the Hovoo now carmes
experimental “bomblet generators” that
produce spheres of destructive energy

Vana Soge
A mercenary's life is fraught with danger
and exclterment, the two things Vana Sage
was booking for when she left placid Alder
aan at fifteen, By twenty, she had mas
tiened the Maw, earned the respect of
Boreo the Hutt, and worked side by side
with infamouws baunty hunters. Vana's
adventures wers many, bul she ahvays
seemied strapped for credits

When King Veruna of Maboo offered her
a place as his personal bodyguard and
pilot, Vana accepted the lucrative assign
miznt, In the shart time she spent on the
world, Mana grew Lo bove Maboo, perhaps
biecause it reminded ber of home. But shi
soon came to believe that Naboo's citizens
wiere nave and sheltered, Vana urged the
King and the Royal Advisory Council to
upgrade and expand Maboo's military
When they |H_|'||_'||'E'd hier advice, she left the
planet in disgust. Wandering the Quter
Rirn, the became a freelance operative
working for the highest bidder. However,
even while traveling o the far reaches of
the galaxy, Vana continues to keep a
watchful eye over her adopbed home

world
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ViaMa Sact, Female Human Scn 6: il +3
iDex); Defense +9 [+7 class, +2 Dex); Spd
om; VEAWE 32h3; Atk 44 melee (nda,
knife], +& ranged (3d6, blaster plstel); 50
INicit barter, better lucky than good, sneak
attack +2db; 5V Fort +3, Ref +7, Will +2; 52
M FP 3; Rep 3 Str1o, Dex 14, Con 13, Ink 14,
‘Wis n. Chas

Equipmeant: Parsomal st .'||-..|'|||_-| |Cruardian
Mantish, blaster pistod, knile, camlink,
tioal kit, surwival kit, n1|:-r.|p.1|;

Skillls: Astrogate +vz, Bluff +12, Computer Use
#11, Disable Device +1, Gather Info +12,
Ligten 4., Mowe Silently +7, Pilot +16,
Eepair +11, Search +11, 5pot +4

Feats: Skill Emphasis (Pilot), E-|'|.||;|'r, Star-
ship Dodge, Starship Operation
(starfighters), Weapon Group Proficlen

cles {blaster pistols, simple weapons

vichicle weapons)

.

Maniis i ru-:l_*l::lingl:.r fast.

The Guardian Mentis

Craft: | Madified Prototype
Nublan Bomber
Class: | Starfeghber (Bamba
Cott: | Mot for wale
Size: | Small w

Crewns | LUnbgue
Passengers: |3
Cargo Elﬂiﬂll}': 10 Mt tons
Coniumbbled: | 2 weaki
Hyperdrive: | xin
Max Speed: | Attack
Defensa: | 31 oo
Shield Painiu

Hisll Pairks:

& Despite its oddly-shaped fuselage, the Guardian

B
Range modifien:

Vena's Guardian Mantis
When Yana '-':._'lg-e' sl off on her career as a
miercenany, she knew that she would need
a special starfighter with remarkable capa
Bilitses. She envidioned & craft that was
botk fast and |Jr'.||!|:|.', abile to strike weithoul
warning and |:|-.|n_'k Ig,- stagger enemies, Ta
create this ideal starfighter, Vana con
tracted o rague X Char engineer. With the
i Chars help, Vana |'|l:".li:l'\ll'l:|- her “stealth
'\-\.l‘.ir“Hrlll:"l_ the Guaardion Maretis, Small,
aglhe, and exceedingly fast, the Mawntis lives
up to vana s expectations

Ewen at first plance, the Guardion Aantis
bk o unwsual design, It has bao top
mounted wings, and a third ventral wing
During bong-distance spaceflights or when
anding the Mantrs s top wings fold back
waard, while the bottom wing retracts. Like
many alher '\«.l.'|r|IH|‘I||'I'-.‘||'I|"'
Mavtis relies on an astromiech
drd for in-Mlight repairs and
adjustments, However, Vana s B2
umnit has been heavily modified
and s nonwr handwined into the
starfighter; “Mod-1," as Vana
calls her droid, can never be
remmoved from the Mandis, bart
his connection to the starship’s
inner working increases ks over
all effichency

The Geargdion Mafis is armed
weith tweo standard laser cannons

and a proton torpedo launches

Later camndns & Ao laked’

Weapon:
Fire arc: = Fronk
Attack Bonus;

Damage:

#5 +1alee, s
g ) 1
PE 40,5 +8, ML nla

Weapon: | Rotatinf laser turret

Flre airei

Alack Bomuii

Damage:

Range modifiers:

Weapon:

Fiirg airc:
Attack Bonus:

Damage:

Range modifier:

Turret
#7 s
Bdio
PB +0. 5 +0. ML n'a

Barmb challe = amia
ventral

*3

fdwo xio

PH +a, 5 MASL Rda

& Vana still has a soft spot for Maboo,

Rather than kbeading her starfighber with
standard torpedoes, Vana favors 3 srmaller,
bt far more accurate version known as
the nano missile. Vana also relies heavily
afn lon-enabled sensor tags. These mag
netic tags attach to o successtully targeted
EAEmy o aft and P:-'_'i;m |1r.1||'||-"|; it shields
and poawer ':.llFlngn'-'-._ The tag also scans the
wehicle to provide valuable information
regarding the crafl s weagons and
defenses, | undetected, an attached sen
sor tag allows Vana to track the I.||'.p.r-::|"
vehicle across the F_.l.l._h:,- During particu
larly dangerous missions, Vana upgrades
the sensor tags by installing an lon Encum
brance System (IES). With the IES system al
full poawer, a charged sensor tag can com

peetely disable a standard starfighter
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Rhys Dallows
"-:h:,--', wat born on Maboo, the
san of a freighter captain and
a teacher, He spent most of
hit yourth on the outskirts of
Theed, learning o palot air-
speeders and personal trans-
parts. He always plannéd o
followr in his father's footsteps
and become a commiercial
pilot, until his dad vanished

A& Vana Sage in her Guardian Mantis targets a con-
voy with another strafing run.

Ruvs Dalwows, Male Human 5ol 3:Init +3
[Dex): Defense 6 (#3 class, +3 Dex); 5pd
1om: VEOWP 27/42; Atk +3 melee |:'II.|E|.I-'|.
punch}, 45 ranged (3d6&, blaster pistol); 3V
Fort +4, Ref +4, Will +3; 52 M; FP 4; Rep y;
Str1z, Dex 17, Con 12, Int 10, Wis 14, Cha 1o
Equipment: Medpac, electrobinoculars,
comlink, blaster pistal, sureival ki,

& Riys takes his N-1 in for another run,

tool kit BSF uniform
during a routine supply run. Rhys couldn't kil Astrogation +6, Computer Use +B
give up ﬂ-lunﬁ bt decided that if he was Pilot +9, I'-'r-p i by
going to put his life in danger anyway, he Feats: Ambidexterity, Armor Growp Profi
might as well do it for a good cause. He

immediately volunteered for the BSF and

clencies (light, medium, heavy), Star-
ship Dodge, Starship Operation
scored extremely well in his piloting

tests. Shortly before the Battle of Naboo,

[starfighters), Weapon Group Profi-
ciencies (blaster pistols, blaster rifles,
the rookie pilot was accepted into Echa
Fligeht thie Maboo E.Fl.Jr-e' F||::hll.'r Corps

training diwisson

heavy weapons, simple weapons, vehi-
che weapons, vibing Wl pons|

Rhys pllots a standard N-1

starfighter, equipped with an
astromech droid nicknamed

Wrench

dangerous circumstances he must fly through.
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STAR WARS
Lalaxies Update

The last few months of 2000 was an
extremely busy time for the team creating
Char Wors Galaxies, the first ever Skor Waars
massively-multiplayer online game. A joint
project between Verant Interactive and
Lucastrts Entertainment, the launch tithe
far the Stor Wars Galaxies series is set for
release in spring of 2002, As 2001 loomed,
the team made several important strides,
First, in November, Lucasarts announced
the series” official title. The following day,
the official web site [wwwstarwarsgalax-
ies.com) went live, The site indudes letters
from the team and a constantly-evolving
Frequently Asked Questions, nwhich the
team revealed ([among other things):

s The game will be set during the height of
the Calactic Civil War

w Jedi will play a robe in the game

= Players can select characters from several
species, including Wookiees

The web site also hosts message boards,
where fans can ask questions of the devel-
opers, Among the hot topics in the first few
weeks whether or not the game will allow
PMayer versus Player (PvP) combat, how char-
acter death will be handled, and requests
for mare details about the Jedi system,

4 First Look! Concept art for a
Rodinn, one of the pl;l],'rlr charne-

ter species in Star Wors Galaxies
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