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MY DAY AS A DROID

cthvating . .. processing
Brg2 s Cancel staff meeting at w000
s, to ablow more time (o prepare files
for Lucasfilim, Complle list of articles to
comphele I;\-:,' erid of Ol A o "'JP:" that list i
too long. Initlate delegation protocol for redmadn
diéf of day
Bigs s Downdoad email from One GeeEm 10
Wiker), Srar Wars garme deslgner draid, regarding
“gecrets of Kashyyyk™ article planned for lssue #4
Review 1-Ci's email and reply. Initiate automatic
editoinal remminder; Wopnipe ".FII'|EI:':: ke “ookie
with extra “e.” Contemplate why Kxshyyyk is
spelled with thnee "y's
grig A Send emall to EHor One and One For-El
(Pt and Mike), requesting thal they compise and
eddit Letters and Imperial Dispatch colurmnd and
forward file to me, Becelve automated reminder
that L-4 ks visiting folks in Nashville. Avsign entire
taik 1o 1-4L Instead
G:33 am, Pick up ringing nhone, “This B Zec0ne
Foafes. How muay | assht youl” Distuss welb con
Lt Tof uptaming Dark Side sswe, Transher ideas
1o lang-term memory Tie
&:30 A Talk to ArrTee One (Kyle) about minor
changes to the Ship Displays in the Sient Death
article. Insert sidebar and screenshol for Sitent
Dectl Online Game, Instruct ET-1 to print finad gal
ey, send formatted article with standard approva
form o Liscasidlm
5:08 A Open fiction fike “Bane of the Sith™ and
farmal. Insert impressive Stan Shaw illustration
and find cood pull-guotes. Email Kevin | Anderson
to request minar story nevisson Pray s nol oul
hi I"'"H-"' thie mauntains
1022 A Send Soar Wt insider B3 " Preguel
Ll 5™ with approval form to Lucashilme Alkow
three nanoseconds to slip back into Star Wie
Garmer mode
127 sk Edit “Clowud Covwer™ adverture. Transher
files to BT-y for formatiting and art placement
Carmmend Blll $lavicsek on his excellent adven
ture. Adwise him to write faster next Bime
100 s Discannect self from Drosd Cuibé
E260-13. Attend meeting, initiate yawn protocol
Resist urge to shut down
11:d2 e Check fan Collect and sort papers and
appacnal fosms. Confier with BT-1 about C-3PK coer
Peplace fake cover lines |“Take My Droid, Please!)

wetth sctual cover lines. Send for approsal

158 s, Fight off circuit overlaad by chutching
chirome-plated cranial unit, Leave Buslding (o
rl_'q,||.|'3|: |'|'d'|'|.:|-.' :'I'"'"".

100 e, Beconnect self to diold cube. Pull out
fifes It:llltl." h:r fellow dnoids diuring 3 s anice

112 Fa Dievise olever name fod the DEumian
raptor in “Bane of the Sith™ story. Consider and
reject Lucasfilm's suggestion af “Mittens. mphe
mient name “Scralchy” Delete, snd implement
final mame of “Skreev.” Submil for approval

123 Pk Beply to email from Fonex Eerlee
{dphinny) regarding Lucasiris game trallers Tor
possible CD insert in future Soee, Provioe 40-LM0
with LucasArts contact infa

136 P Plck wp ringing phane. “This is Zeel
foofee. Can | help pou?” Wrong extension

12y s Comvert “The Starfighter Trap™ story
fram kssue #1 toWoed file. Check formatting. Send
fibe via emall to Lucasdrts for eventuad posting on
et lacasarts. ooms website

142 Pak Pick up ringing phone. “Zeelne Topder
heve, What do pou wend?™ Speak (o nice lady
about hiring contract drolds 1o assist with work
load. Motify her of budget imitations. Agree o
wirite down lady's contact informatkon. Stone in
shiort-term memory buffer

145 R, L ||'-:|_|.||l magazine aasthead o include

Eve-Em DeeDne (Jefferson). Seanch cranlal data
base—Dry Wil Folder—for interesting topics for
Edeloeal coluimin

148 e, Becedve "State of the fArts section from
Haden Blackman at Lucasaris. Begin egdting Tile

2-71 pai, Recelve woord LRt soheda inig i pnflicts
prevent Kevin from revising Darth Bane story in
time to make our deadline, Stare blankly at com
puter, Email Lucaifilm and request Plan B

2-30 ke Fick up finging phone, ~This Detier e
impariant!” Receive nolice Uhat the Death Star b
nat yet fully operational. Wikat efse s new

2:32 ra, Recesve Plan B from Lucastilm, Also
contermplate [Hoelihood of Hoo{sbs on the coner of
ssue #4, Chuckle mechankcally, Return to reality

300 mai Besume editing

1-03 mM, lgnore ringing phone

Ch T2ukering

Chris Perkins, Fditor-in-Chief



T falt & greal aésturbance in the Force

asked for letbers, And you heard the
call. Thank you. This is the issue

where you, genthe readers, have made my

joky easy, Through your own interest and
shesr exuberance you have asked ques
tian which, |-.;||_|_|.-3||:,- and efforthessly,
rmake me look good. For this, | must thank
you again, Thank you all. Now, the letters

Brutally Honest

Drear M. Edlitor,

I just picked up your premier issue on the
news stand just the other day, 'm going
to be totally honest, | didn't expect much
at all.| l:-;ilnl|:':|1l it anyway and DeDy, Wwas |
wrong, The CCG section was great for the
newhies and even the expert player. You
wanna know whal the best part is? The
RPG section. | have read It over and over
again. | keep finding something new that |
can (and will) use. 50, in conciusion, |
would like to say thank you. Thank you for
putting topether a top-rate S Woes mag
azine. I'm seeing a bright future far you

Adam Kieffer
Tamesyille, OH

a8 If mithons of volcas suddeny cried out.”
&

%748 Waas Gamer = P.0. Box 707 » Renton, WA 38057-0707 » swgamer@wizards.com

Step Z: See it Printed Here

I abways like it when they call me “Mr, Edi
tor” The old-timey f:_.rrn._al:l::,' ts curigusly
.-.-‘-.---:.|-|.|-|: Thanks for your honesty, Mr
iieffer. We'll do our level best to keep it
coming. Although | advise you not o stane
directhy into the bright future, You'll hurd

WOLIF FyEs

Don't Think. Play.

Liear Caavmer,

Hinandy guys, greal magazine. | hope your
fine pulblication as waell s the new Suae
Waes RPG n_'-,1||:,' takes off. But, one thing is
really keeping me fromi E"““"E into the
Srak W BPG, even though I'm a big fan of
the dzo system and the new D&D game: |
don't get the Fonce,

In particular, | don't get the ledi's alle-
giance to the good aspect of the Force. The
concept of the Force derves from eastem
nations like and yin and yang and such
Bart it also includes seemingly incongruent
weestern notions by giving the Force a
"l It seems to me that the extent of
the Foroe's will is BALANCE. This has been

That's Mare Like It!

Step |: Write Intriguing Letter

stated many times in most of the S Waes
mawles, If this is so, then the Force is not at
all n;_'-.:.:ss.;.rll:,- a benevolent power and is
just as much rooting for the darker ser-
vants as the [ight

in fact, it seems that the Formce was
actively responsible for bringing Diarth
Vader and the Emperor to posver in order to
topple the unbalancing rule of the benevo-
|t Jedi Council, B this i S, Uhe Mew
Republic itself will one day be toppled by
another rise of dark side Force-users and
the cycle will repeat ad nauseum,

Now this 15 the concept behind the yin
and yang, but in the source material thene
is no notion of being a servant bo the yin or

A Huge “We'ra Sorry

We at Srap Waes Gamer believe in giving

credit whers credit is die. Well, we do now,

amyway, In the mad rush to get our First cou
sgted to

C ppher West

for both the “Peril in the lonosphere” poster

map from lisue M and the “Lambdla Herst™



yang. It is just the nature of reality. bn fact,
embracing BOTH Is encouraged, But in Sme
Waes, the ledl consider themaelves ser-
wvants of only the light aspect, and in
SErVing on Ig,r the I|Eh1 side, they senee
incompletely and/for delude themsehes,
far the nature of the Feroe 1S newtrality,
Also the call of the Jedi code for emo
tional detachment s problematic for por
traying matune Jedi (it was OF for Luke to
not be apathetic and monkish because he
Wit a struggling youngster). Even Obi
Wan mourned and showed rage during
the climax of Eplsode |. 50 please, some
one enlighten me so | can buy the gamse
already. How does the Force make even
fictional sense?

lin Choung
wia imteErnet

The student fails to purchase the text
book, then bemoans his lack of under-
standi '13? Sloppy, Jin. Sloppy

But, | know spiritual crises can be
tough. Many times on the journey toward
understanding. one encounters crippling
paradoxes. Since I'm such an advanced
ledi, 17l expladn. Foeous. And stop fiddling
wiith that lightsaber.

As I'm sune you'ne awane, the Foree 15 a
bigper, broader concept than one system

LEGO Your

The crew of the Wiryiarer roam
TR WA

I thigir own cus

McD
brought ta life th

players: the

1], Befending

riul dua

of beliefs can necessarily encompass. Even
the wisest ledi understand It imperfectly,
So naming eastemn philosophy as the
source for the Force s backward, “¥in™
and “yang" are Imperfect explanations of
a larger, mysterious, seemingly willful
Existence, [ust as the “Force ™ is. The Force
5 not demonstrably “rooting” hor any
bady, not even balance. The Fonoe just i1
The ledi are not deluded; they don't
.J.L-u:,. that there is a dark side to the Force
if you're watching closely, you'll notice
that they're not even strictly benevolent
Thiey just believe that the light side is a
preferable model te employ inunder
standing the Force, and a better long-term
strategy. 5o, thi Force may not inherentlhy
favor the light or dark side, but you'd
rather lve next door to the light side,
Another way to look at it is a little
thing called “Suspension of Disbeliet.” I
youl inspect ary fiction closely enough, it
breaks down. Far be it for me to ruln any-
body's escapism, but—>5poiler Alertl—
Srar Waes is a series of movies, not a
metaphysical treatise. | mean, you like
D&D, but no sustainable ecology could
possibly support large dragons for any
reasonable le nt::tl'- of time. Wiy does
that glaring inconsistency bother you
less than a percelved contradiction in

speculative philosophy? You have to find

Feelings. ..

|!_;_ 1 GET CREATIVE]

5 e

your own equilibrium for suspensbon of
disbelief, but don't kill yourselt figuring
awt how the fiction all works. lust play
the game, man

Conon Fodder

Hi thens

First off, ket me say that the first istue of
Srak Waes Gavmer was fantastic, as is the
i STar Waes game itself. You guys really
managed to put together a top-nakch
product that rivals anything WatC has
published before. Eudos b the entire Sz
Waes team]

How, on to my question. Foer some
thmee, Lucasfilm has made it a point to
make sure that all printed Smae Waes
material, from the comics to the nowels
to the card game, fits into the overall
scheme of the SW universe, That is, it's
canon (this is canfirmed in the foreword
b the Stag Weasd !'r.u:yc’l'-ﬂ'p{'ﬂu::l]. As a for
mer Ulustrator for the orsginal 5% EFG
from VWest End, I'm very familiar with the
care Lucasfilm takes In revlewing the
RPC material before it goes to print and
the standards they set for what becomes
canon. 5a, | can only assurme that, like
your predecessors, everything you guys
print must go through the same rigonows

GTAR WARS Gaman H




scrutiny before hitting the shelves.

This is why 1'was very surprised to see
an article In isswe #1 of Star Waes Gamer
detailing alien races from the Marvel
Cosmlcs Srae Waes series, a series that has
been pretty much disavowed by Lucasfilm
altogether. Prior to this article, I've never
seen any mention of the Marvel series in
any official 5W publication, with the
exception of a single issue of Bantha
Tracks (now Star Waes insider) which gave
WEG game stats for Lady Lumiya, a promi-
nent Marvel SW villain. [That was actually
Star Wars Golaxy Magazine #3, written by
Patrick McLauglim, Bill Smith, and Ganer's
associate editor Michael Mikaelian, —Ed.]

50, with all that | mind, | have to won-
der ... does your articke signify a reversal
of Lucasfilm's take on the Marvel series?
Will we see more from those books in the
future? Perhaps new dzo stats for Lady

Luriya or ather Marvel-made characters?
Is Marvel becoming canont?

Thanks,
Talon Dunning
Atlanta, GA

For an answer, we went to Lucasfilm's
own Ben Harper for a tell-all spectacular.
Ben says:

Good guestion! We have never dis-
avowed the existence of the Marvel
comics, We have, whenever feasible,
included important events and characters
from the Marvel comics in our other prod-
ucts, Some of the Marvel storylines came
out before anyone knew what would hap-
pen in The Empire Strikes Back and Return
of the Jedi. Obviously, in many places,
these films contradicted what had hap-
pened in the comics. Which ones are more

important? The films, of course. However,
Lucasfilm recognizes the creativity and
diversity within the Marvel comics and
feels there is a place within the Sue Waes
galaxy for non-continuity events. You'll
notice that books recognized as Stae Waes
canon are marked with Era symbols (so
you'll know whizre they fall within the Sme
Waes timeling). The non-continuity books
{at this point, the Dark Horse St Waes
Tales and Infinities: A New Hope comics)
will soon be marked with a non-continuity
symbol. Elements from the Marvel comics
that don't tread upon that which has

been established in the films, novels,
comics, et cetera, are being integrated into
official Sz Woaes canon because we like
them, they're cool, the aliens will be fun to
use in the RPG, and, well, we were just
feeling a bit nostalgic. After all, it's been
over 20 years!




More, More, Morea!

Hello to everyone at Stae Waes Gomerl
Flest I'd like to say thanks a lot for pro-
viding us with a great mag bo use in
conjunction with the RPG Just ane

saue and | already feel that your mag
will make a huge difference in having an
authentic Star Waes experience! | do
have a couple of questians, though

First, are there going to be more

sourcebooks? And when are they com
ngt I'm sure not everyene wamnts to fly a
copy of the Millenaium Falcon, and I'm
also pretty sure there are a hundred dif
ferent designs that they could chopse
fram, | personally would like something
to go o, though, as | wouldn't want to
just make things up completely as | go
Your “Shipbuilding Secrets article
helped a lot, but there was r.lnI:.r one shilp
deEsign, ya knows

Also, a larger list of crafts, knowledge,
|.=I|'IBLI.IEI"'|-_ professions, etc would b
really helpful to my players. | think a kot
of people would appreciate these lists
being published or otherwise made
available to them. Thanks a lot for lic

i nint-:' | look forward to future issues!

Chiris Hallman
Houston, TX

I hope you read the last lssue. Ships ahoy
there. And we spilled a little about the
ships sourcebook later this year 50, yes,
mone sounceioaks. This issue i5 mone
about drodds, but we've managed (0 work
sarme ships in here oo, Next issue will
also feature the ship that flew like a

mountain: the itharian herdship. Which,

CONTIHNUED N NEXT PAGE >>3>

in addition, each time you take wound
damage you must make a Fortitude sav-
ing throw (D€ 10} or be stunned for 2dé
rounds. (A stunned character loses his
Dexterity bonws and can take no actions.)

At o wound points, you're unconsdious
and may die (see below).

Page 140, the following replaces the
existing sections

Stammizaricn swi RECoERyY

An unconscious and dying character [one
with o wound polnts) stabilizes naturally
if his or her Fortitude saving throw suic-
ceeds by 10 or mere, or the roll s a natural
20, Other methods for stabilizing an
unconsclous and dying character are
dlescrilped below:

slising the Treat Injury skill, DC 15
wlising a medpac [which stabilizes the
character and heals 1 wound point)
ulising the Heal Another Foroe

wkill, DC 10

A stabilized character doesn't need to
make Fortitude saving throws every hour
to awold death.

A stabilized character regains wound
points at the nosmal rate {1 wound poink
per day of rest),

Healing that restores a character to
miore than o wound points makes the
character regain consciousness, though
the character remalns fatigued until he or
she is fully healed (all lost wound points
are restored)

Marusa) Healiwg
You recoved 1 vitality point per character
level for every hour of rest, and 1 wound
polnt for every day of rest. You may engage
in light. nonstrenuous travel or activity, but
engaging in combat prevents any natural
healing for that period of time. For exam-
ple, a 3rd-bevel soldier/2nd-level noble
recovers 5 vitality points per hour of rest
and 1 wound point per day of rest.

A full night’s sleep (B hours) restores all
wikality,

Assrsmin Hiauseg

i trained healer can double the rate at
which an Injured person recovers lost
wound points. Using the long-term care
option of the Treat Injury skill,a healer
gan increase the rate of recovery to 2
weound points per day.

EqiassainT HEALING

Certain iterns can restore lost wound
points. Medpacs are good for stabilizing
dying characters or restoring a limited

number of lost wound points. A bacta
tank treatment restores wound points at
an advanced rate. See Chapter 7: Equip-
msenit for more information

Page 166, Flash Speeder entry, under
Attack Bonus
Al +2 crew

Page 166, lkas-Adno Nightfalcon entry,
under Attack Bonus
Add +2 crew

Page 167, under Rebel Alliance Combat
Snowspeeder, under Defense

it should read: “Defense: 17 (=1 slze, +8
armaor).”

Page 1Bz, under Engine Wash

The first semtence should read:"The
chergy rqdia-ilna from a size Large or
larger starship’s engine deals damage to
ships that are of smaller size categories
within the engine’s fire arc [usually aft)
and within paint-ank range.”

Page 186, Imperial Customs Guardlan
Light Cruiser, under Class

The Class should be "Transport,” nod
“Space Transport.”

Continued Next lasus
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granted, isn't for joyrides, but it's still
pritty cool. Look for it

You can make up whatewer you want
to go with Craft, Knowledge, and Profes-
sion, skills. We've intentionally kept the
list short, though, Here's whiy: The morne
of these wee throw anound, the less any
ane of them is useful, I youre a |"|-i:|".'r
and you've spent a lot of skill points on
Encwledge (Wampa Endocrinology),
then you're going to want to use that
kil But the window for using that skill
ks wery small, 5o the GM has to spend a
ot of effort making it useful, which is
hard, or ignone i, which 15 no fun and
useless for the player. However, if we just
hawve Knowledge [Life Schences) then it's
mare likely to be useful, and easier for

the GM to wark in. So everybody wins

New Product

with fewner et ifie wkille. This Is todav™s

game design lesson, Discuss among

yoursehoes

He Really Likes Us

Dear Friends at Srae Waes Gamer,

I just bought the first issue off the shelf
and | alreacy love it] i was like opening a
whole new galaxy for me. I'm definitely
going to subscribe. One of the first
things that I read was the "Darth Mail®
section, as soon as | saw the part in the
one letter where it said they wanted you
not to cover much C0G and computerf
electronic gaming. | knesy [t was a girl
weriting In before | read the name. | dis-
agree! Came on, Megan, give the games

Tie-Ins Free Online!

Thig Wpring Wizards of the Coast released

book ind Secre f

the |.:.||'|-_"'-. officlal website [wisw wie

e|t: the Cularin space $ug. In
n get an exclusive

refooing i

o4 Ut more about the new

pack, including a Secrets of

Gamemaster characler and Even o new

optional creature for use amid those arld

sands- the
Al cwell e glwing e

first sneak peek af June's

fourcebook, with an opporfunily

tomize vaur Bebelllsn-era sdveniure

12 voLuMi

HLUMEER 3

ideas and enter a special preorde
et hon, Al Ehis plus more new ch
and other surprises, available only at

Tk 70 CHATI
Swing by our Wizards Pre ts chat roam
Friday, April 13, betweer

get the miod

best way to ila the latest RapaeEn

i the workd of the Stak Wars Role

CoRRECTION
Last 1skue w
chats an th
fred. Bk, as you Can fee, Wi
{ ather th ngs gol 1, dne

1| Are we

a chance, Personally | thought the least
interesting part was the part about the
Marvel serles characters, Don't get me
wrong, | still Hked it a lot though. | also
certainly hope to find a kot masre CCG
Ell.-Lkpl.]rli, stand alone games, Framtic,
and Lightside/Darkside comics

& huge fan,
Term Barrera
via imternet

PS5, Keep up the great work!

Well, if yoil irviet. Buit here's 3 word of
caution, Padawan. it a bad idea to sec
ond-guess a person’s gender solely by his
or her opinions. Some glrls [fkee COGs and
compuber games. Some boys don't. This
Enowledge will serve you well in life

Especial I:l-"lhr girks part.

Hey. We Can't Write That Fast
Darar Garmer,

| read your first lssue oif Srar Whas Garmer
and thought it was pretty good; however,
| was wondering a couple things. Do you
know if they will have specific source
books for vehicles, aliens, planets, and
other specific subjects, or will it be like
Wi=st End where any other information
was through adventure kits and journals?

Thanks,
Shaun Shuey
Woander Lake, IL

We will indeed be prodicing speciflc
sourcebooks for these things. Later this
year you can expect to see s book on ships
and a book on a whole mess of alken
species and other critters. | dare not tell
you more, lest the dreaded Business Man
ager, Peter Kim, find out that I'm leaking
info to youw % not that he'll do anything
to me, but if | can avold a long-winded lec
ture about proper release of info, Il do it
O you can just check out the Product Pre
wiews sidebar on the right. Mo, your other
1|Eh| You can alis find out the latest
release info on our officlal website,
wwwoaizards.comistarwans’




A Life-Size Star Destroyer?
Dear Gamer,
I don't know about other gamers, but |
have major lsswes with the way starship
combat is handled in the Saur Waes Core
Rulebook. It seems that it would be fine if
all of the players were in one craft (or
wing], traveling in a straight line and
fighting only a few enemies. But that’s
neither realistic nos fun, As 3 GM Pve run
space battles where each character had
his or her own ship, with upward of 30
actual enembes that were interacting with
the characters (not just floating around
[ike props). & complex battle like this using
a starship template for each of the heroes
ships seems daunting, and heaven forbid
that any one makes a turn. there would be
wiay too many ships to move.

| know you don't want to hear this but
is there any way to make the battles more
like the old West End Games rules? The old
sysem had numeric speeds and weapon
ranges and modifiers that don’t requine
calculators. If an article or several articles
could be published to offer rules on mass
batthes, that would be great

Another concern of mine is the speed of
ships. Sometimes there is a race between
ships to reach a paint first, This is where
numeric speed codes are a blessing: it is
easier to tell what ships have the slight
advantage. But the new system only has
“abstract speeds” such as “ramming.” If
two ships whose max speed is amming
then whio s faster? If speed codes for ships
can be added in as bonus features, that
would be great as well

Tharx
Robert Redhead
Halifax, Mova Scolka

Alwiays the WEG game! WEG did this!
WEG explained that! WEG came to my
house and held my hand through the first
four adventures! WEG gave me bwenly
dillars! WEG died for my sins! Ye pods,
people, s there no rest?

Ha Ha! Mo, seriously, comparisons to the
WEG game are Inevitable and not a bad
thing. But the dao version of St Waes
miakes no secret of having different
priovities. Different games have different
strengths. | won't bone you with my

lengthy opinion. Suffice it to say that the
dao systermn pays attention to the charac
ters rather than the characters’ vehicles

What you seem to be talking about is
ships dogfighting. swooping arcund, tak-
ing hits . .. more of a miniatures game
LIKE, MAYBEE THE (OME WE PRINTELD IM THIS
VERY ISSLIE. MAYEE THAT™S WHAT YOLUNRE
LODKEING FOR, ROBERT? WHERE™ YOLR
PRECIOUS WEG NOW, HUH?

Sorry. Mext letter

Inconceivable!

Dear Smar Wars Gamer,

I really enjoyed your first issue, but one
srmall thing bothers me, In the “Duel of the
Fates™ article | found that the breakdown
of the game rounds follows the movie
chosely, but the ending is a little vague. In
reference to Obi-YWan it says, He jumps
out of the pit and over Darth Maul, using
his Turmble skill.”

My main question is how could anyone
hanging by his fingers jump ten feet up
anvd over Darth Maul, Did he move himself
with the Move Object skill, did he use the
Burst of Speed feat, or did he just make
one heck of a Jump roll? | don't want to
nitpick, but | know some similar situation
willl come wp in iy CAmpalgn amd | just
wiant to know what | should do. Thanks fod
your time, and may the Force be with you

lamlan Mace
Rochelle Park, NI

The ex F-I.'in.'rl:i-:nl to this is a bit of GAY
license, With a successful Tumble roll at
DE 25, the core rulebook states that a beno
can “Tumble up (o b metens .
through areas occupied by opponents
fower, under, of around them as if they
weren't there)” Ten feet Is roughly halt of
six meters, 3o the acthon of going over an
opponent and the distance moved is well
within the rules. Also note that Obi-Wan
wsed a Force Paint, which lets one do
unlikely things. 5o a GM or player is com-
pletely within rights to describe the action
as flipping over an oppenent out of a pit.
Besides, its a roleplaying game. You e
playing heroes. T | hawve a choice
betwesn an everyday, easily believable

masing

Product
Previews

Alien Anthology
by Steve Miller & Owen K.C. 5tephens
Gamemasters and players allke will
find this a useful resource for new
herolc and Gamemaster character
species, as well as creature allies and
opponents

Choose from over 50 existing
species, of use the rules provided to
create your ovwn aliens and creatures,
Awallable in October 200

Starships of the Galaxy

by Owen K.C. 5tephens

The ultimate guide for players and
Gamemasters who wish to bulld cus-
tom starships for the Stae W
Roleplaying Game.

Other features include additional
combat maneuvers, expanded weapon
and component lists, and a complete
list of everone's favorite fighters and
capital ships,

Available in December 200
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action and an exciting, slighily incredible
action, I'm going to pick the second one

Wouldn't voufl

Uhk-ah, How We've Done It

Cheaer Srar Waet Gamer,

One thing I'd really like to s inoyour
rmagazine is more species. The last ssue
had seven wonderful onet | had never

heard about. The RPG game book glve

simple statistics for Bothans, Dugs. Hutts
and others, but that is not enough; Show

et the full Bonuses and penalties for
therm, Here ane a few more suggestions

1. Odd favorite species. | want to see
Duros, Aqualish, Ugnaughts, lawas
Toydarians, Selonians, Drall, Cali
bops, Quarren, Vratix, Gran and
miany mare from the movies and
Expanded Liniverse

2. Take suggestions from game play
ers. For example, Selonlans could
hawe +2 Dex, +3 Con, +2 Climb, and
+2 Swim bonuses, along with =4
Bluff and -4 Sense Mative penalties

3 Inclede species available onky dur
ing certain time periods, such as
Firrerreos

4. Bun a feature on species that the
average 5 Wiaes fan is untarmiliar
welth, such as thowe represented in
the Phantom Menace podrace, of in

the background of the Senate

Episode |l Coverage: Prequel
Update with Rick McCallum

George Lucas Select Photos:
Pictures Worth a Thousand
Words

Interview: lan McDiarmid
on Palpatine

Destiny in the Cards: The
History of Topps's Star Wagrs
Trading Cards

Exclusive Preview: The
Essential Guide To Aliens

On Sale in 2 Weeks!
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Creating characters is one-third of the
fn b STae Waes RPG, and personalizing
them (choosing speches, class, and skills)
% the best part. Support my quest {1

have mone options

Thanks,

lacoh Stockion

§ every lssue too aggressive a release
schedule Tor your
i] Wa B e vl the Duros last e
and some of those athér §pec &t youl
listesd might e Il appear b a5 b
later this year. Mot that you heard it
fraum e
3} ‘We do take suggestions from game
players, espacially game players who
reEad our SUlNTISsIon gu delines and
propeoe artiches; we take those sUg
gestions very serisusly, Hint Hint
1} Can do
4) Like the Advosed coming in issue 841

Consider It donel

Okay. that ¢ all this issue. Keep those let

ters and emalls coming. My ego is fragile
like the orchid and reguines constant
praise and input. Mow, enough with the

chewer reborts, Commence readingl &

o
VISTORY
TEReYT W,

COMING ATTRACTIONS
STAR WARS GAMER #4

Secrets of Kashyyyk: The
Wookiee Homeworld

Guide To Intelligent Life:
The Advosec

Armed To the Teeth: The
Ships of Talon Karrde

Modelmaking 101: Tatooine
and Beyond

Ithorians in Space: Ecology
of a Herdship

special Preview: Wildlife of
Star Wars




Do the bonuses for Lightsaber Defense,

Knight Defense, and Master Defense

add tegether?
'Te-:._'llw:r o li|..:hh.ll‘.r|='| Du"lulnl:.l'illlgm
Defemoe, and Master defense all FII'EI‘-'idI.‘
n;lqu;lgr bonuses io a character's Defense,
Thie definition of dod ge bonuses on page
132 explains that unlike most bonuses,
dodge bonuses add together, or “stack,” as
the rubebook calls it. So if your character
has all three feats, your character's
Defense when wiclding a lightsaber is + 6.

My gth level Soldier character picks up a
lewel in the Moble dlass. As a Soldier, the
had & 44 attack bonus, Does she now have
+0 attack bonus, or do | get to take the
better of the two bonuses?
dctually, you add the bonuses together, 10
your Soldker/Moble still has a +4 attack
banus; when she takes a second level in
Moble, her attack bomus will go up to +5,
This works the same way for saving
throws and reputation. It alsoe works this
way for Defense bonuses, but you have o
subtract 2 from the new dass’s bonus, 50
your Soldier/Noble would get a total
Defense bonus of +4—the initial +3 from
the Soldier class, and {+3 =2] 41 for the
Moble class.

Mow that my Seldber has become a Moble,

can | 3t purchase ranks In Pilot or Repair

far anly 1 palnt each?
No, you'll have to pay 2 skill points for
each rank of Pilot or Repalr that your
character takes when sheadvances as a
NoblegEvert i the skills weoe once class
skills fior you, eluring the time that
they'ré not, you have Lo pay the cross:
class |:||"Hr far them.

This only applies to the cost for the
skills, though. A character’s maximum
number of ranks in any given skill is the
character’s level +3—in the case of the
Soldier 4Mable 1 (a sth-level eharacter),

18 VOLUME | NUMBER 3

HOLONET TRANSMISSION

Answers to your

Star Wars RPEG Dilemmas

BY /D WIKER

she can take a total of B ranks in any class
skill (5+3), and 4 in any cross-class skill

But because she was once a Soldier, she
can take up to 8 ranks in any of the 5ol
dier class skills—she just has to pay 2
points for each rank she buys when
adhvanc irls as 3 Noble,

Why are there two different kinds of
Jedi—the bedi guardian and the Jed| con-
sular? What"s the differencad

From a design perspective, multiple
cholces is a good idea [so long as there
aren't so many choices that & new
player Is overwhelmied), We had five
non-Force-using classes, so we wanted
to provide multiple chaices for Force
using classes as well. Force adept was
one—for the players who want Force-
using characters, but don't want o be
Jedi. But a generic “bedi” class all by itself
would efther have bo provide a broad
range of skills—making the Jedi much
more powerful than non-Fafce-using
classes—or |t wiould have to severely
limit the number of skills, which would
be too restrictive

We decided to break the ledi into
twio separate classes. One, the Jedi
guardian, would be the traditional Luke
Skywalker or Obi-Wan Kenobi type: a
wearrior wio wields the Force to supple
ment his martial abilities. The other, the
ledi consular, would be more cerebral—
sameone wha focuses on the mong spiri-
tual side of the Force. 5o, (n simpd
terms, a Jedi guardian s good at com-
bat, and a Jedi consular fs good at

negotiation,

This may be more of a question about
the Srae Wars unlverse, but if | play a ledi
who turns to the dark side, Is he then
considered a Sith?
Mot unlets he's trained to be one
“Gith,” like “ledi,” describes a specific

school of philosophy—not just the
state of being evil.

I don't understand how to attack using

the starship combat rubes. Do | wse my

Pilat skill or my attack bonus?
The rubes for attacking with starship
WEAPOMS are on page 179. A gunner on
board a starship uses his base ranged
attack value, and adds in his Dexterity
meadifier. i he doesn't have the Starship
Operation feat for the type of ship he's
aboard, though, he suffers a -4 penalty
to his attack rolks

if the gunner is also the pilot and

has at least 5 ranks of the Pllat skill, he
can add a +2 synergy bonus to firing the
ship's weapons. The ship could alvo have
additional bonuses, such as frorm a fine-
cantrol compater,

My character acquired a Dark Side Poink,
so | started looking over the rules on the
dark side—and it doesn't seem that bad.
in fact, my character will get bonuses on
using dark side powers, Shouldn't there be
more penalties associated with turning to
the dark side?

The dark side is seductive; it doesn’t

show you all the penalties until they

start to affect you. While & bofus to

using dark side powers and a penalty to

using light side powers [which, at this
point, is only Heal ﬁ.nl:llhl:ril might ot

] 1eqmlhat ber that your
i & wion't bEpEJ'-
ﬁ:n‘rn ng |:l of heraism.; _

where near as {:HHI& -:har:l:lu'.l-
don't turn to the dark 5|d::--11;[:H1
means he'll only get Force g:i.nlli when
he advances a level. '

We'll explore this concept moare in
our upcoming sourcebook, The Dark
fide, due this summer,

h

R,



I'd like to move my Scoundrel character
into the Bounty Hunter prestige class, but
he won't meet the base attack bonus
requirement until Bth level. He would
have to be wath level to be able to get his
intimidate skill (a cross-elass skill for
Scoundrels) up to 45 ranks. And his Repu-
tation score won't be high enough until
he's 12th level. Why is it 3o hard to get into
prestige classes?

A5 Master Yoda might say “Oinly difficult
Iy your mind|” Prestige classes aren't
mmeant bo e easkly accesslibe; you have to
plan your character s future and not wan
der too far from the path you've chosen i
you want to get into a prestige class as
OO A% Fﬂ:li.i.lbh:' And even then, the
sponest you can expect to get into a pres-
tige class is around sth level

The trick to getting into your chosen
prestige class quickly is to multiclass, The
Seoundrel wha wants to become a
Bounty Hunter, for example, might take a
couple levels of Soldber, which will
increase his base attack bonus more
quickly and bet him purchase the intimi
date skill a5 a class skill. As for Reputa
tioen, rernember that 11's not entinely
based on level. The Camemaster could
easily reward spectacular deeds with
Eeputation points.

Speaking of bounty hunters, why ks it a
prestige class? What if | want to play a
bounty hunter at first level?

You can certainly play someone wiho
hunts others for money, even as a1st level

completely different A E—wienever your
character advances a bevel. You can also
get another Force Point by performing an
act of dramatic heroism.

Can | take 20 on a Heal Another or Heal
Self check? How about Farseeing?

Theoretically, yes, but in practice, not
really, Taking 20 represents attempting
20 chiecks, one right after the other, even-
fually rolling a 20 on the die—the best
possible roll. With Heal Another, Heal Self,
and Farseeing, you have towait an b
before you can attempt another check, so
taking o on any of these means taking
20 hours, In the case of Farseging or even
Heal Self, that's not such a penalty, You
can rest bebween attempts to regain the
vitality you've spent on the attempt. But
with Heal Another, 1t could be tricky,
especially if you're trying to stabilize a
character who is dying and might expire
before you've finished making 2o checks

With Force skills, knowing the exact
result of the die roll is often important. &
Heal Another skill check of 24 has a dif
ferent effect than a Heal Amother skill
check of 34. If you're trying to see a far-off
place with Farseging, exactly when you
actually get to see it might mean the dif
ference bebween seeing something
important and seeing nothing at all

In cases like thess, the GM will likely
dizallow the take 20 rule and just require
the player to roll the die 20 times—adju
dicating each result as it comes up

Reading you Loud and Clear

¥ou coubd also simply choose a droid
from the samples in the core rulebook
and play It mone or less as wiil tern. o'l
have to get your GM's permistion first, of
course, and remember that a droid's level
is noughly equivalent to an ordinary char-
acter’s level. So if everyone else has 215t
level eharacter, and you really want s
play that 12th level destroyer droid, your
GM might not be too keen on the idea

Do Thugs have to check for stun every

time they're wounded?
¥es, they da, Mot ghing Thugs [or Diplo
mats or Experts) vitality points was
Ijl:'_'..IEI'Ii."'I‘! to make running them casy for
the GhM—and fun for the players. But if
they can just stand there and take hits,
then they have an unfair advantage over
the heroes.

I noticed that the S Waes Roleplaying

Game doesn’t include rules for Attacks of

Opportunity, like Duscioss & DEscoss uses.

| like these rules, though. Why can't | use

therm n S Wt
You can easily use those rules in St W
They'll translate just fine from the DD
Player'’s Handbook. We didn't include them
because, in our experience, many players
feel that Attacks of Opportunity slow
denwn the game; stopping in Lhe milddbe of
one character's action to resolve another
character's Attack of Opportunity can get
ponfusing for beginning Ghs and players
{1t actually not that difficult, It just looks
scary ot first.) Since we want the S s

Roleplaying Game to be mone cinematic
than Duvecrons & Deacoss, we decided to
beave those rubes out of the core rulebook.
Bt if you and your group want to use
those rubes, they're in the DED Player's
Handbook on page22. B

My favorite characters in the Smar W
movies are the drolds. | have this great idea
for a destroyer drold that's been repro-
grammed by the Rebel Alllance, But the
character-creation rules don't give me that
option, How do | create a droid character?
Roleplaying droids isn't everyone’s cup of
bea, 10 we didn't consider it vital to create
rules to do so—at least, not in the cone
rulebook, Bul there are a lot of other peo-
ple out there who also want to play
droids, 5o we've asked one of owr Sear
W editors, Cory Hermdon, to put
together some nules for creating droid
player characters. You can find them in
this issue of St Waes Garmer.

character. But to be recognlzed as any-
thing other than an amateur by others in
the |:r|:|L|I'||;:" hunter profession, your C har-
acter has to take up the Bounty Hunter
prestige cdlass, Think of the "bounty
hunter =—without the capital letters—as
someone trying to gain recognition in the
field. Think of the “Bounty Hunter"—with
the capltal letters—as someons who has

that recognition. Got rules guestions?

Send tham to:

How often do | recover Force points?
Force Points don't refurn to your charsctes
like vitality points of even wound points
When you spend a Force Point it's gone
fior good, You get another Foroe Poinl—a

HoloMet Transmission,

/o Star Wars Gemer

P.0O. Box 7O7,
Renton, WA BBOS'Y.
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O 22: Droids and the People Wha Lave Them

ILLUSTRATED BY JOF CORRONCEY

Rogues Gallery 15 a recurring feature that shows character portraits
around a theme. Each portrait is sized to it in the “character illus-
tration” box on the back of the STar Wars character sheet. Players
can use the portralts as depictions of their heroes, and GMls can use
therm as characters for the heroes to encounter. Have you got a

theme }-uu'd like to see in "'-'-'il'l“"‘ Cr.l.'lvr_}'* Let us knows!
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The Righteous Hand of Darkness

BANE OF THE SITH

BY KEVIN J. ANDERSON

CREATURE STATISTICS BY DUMPERS O'DEEM
ILLUSTRATED BY S5TAN SHAW

ile a thrown dagger seeking its target, the Valcyn stabbed
through hyperspace, a lone survivor racing away from the
site of the battlefield massacne.
All of the Sith Lords were dead after their last stand
on Buusan . .. all except one,

The insidious “thought bomb® set off in a glorious suicidal
gesture by Sith Lord Kaan had also obliterated all of the ledi
Knights under Lord Hoth's command. Every Force-user on Ruu-
san had been annihilated, warriors both light and dark. But
there were other Jedi Knights abroad in the Republic—and now
the Brotherhood of Darkness was extinct.

Except for Darth Bane,

*You are & coward,” said a hollow spectral voice beside him,
loud and hot in the closeness of the skeek ship's cockpit. "You
have failed me and Lord Kaan and all your Sith brothers.”

His kniuckles white as he gripped the controls of the Valgyn,
Darth Bane curled back his lips, showing clenched teeth. His
eyes were wide and hunted as he navigated through the convo-
lutions of hyperspace, fleeing toward what he hoped would be
arefuge ... and a new beginning.

Beside him, occupying no space inside the blade-shaped
spacecraft, sat the avatar of Sith Lord Qordis, a man wrapped in
shadows, He crackled with black dark side energy—the evil
residue of a dead man.

Qordis turned his long ghoulish face toward Bane, His eyes
were embers of fire wreathed within inky hollows. The specter
pointed an accusing talon-like finger at Darth Bane, Reflections
of his remembered obsidian-encrusted rings glittered in the
cabin light.

“Mo, Master Qordis,” Bane said, a large man hunched in the
cockpit. "1 am not criven. | have done only what was required.
Someone had to escape, so that the flames of dark lore would
not be extinguished completely” His head was shaved smoath,
his scalp blotched with discolorations. Bare's jaw was firm and
square, his eves as large as lanterns. His body was muscular
enough to intimidate any foe, but the accusing spirit of his Sith
Master made even the burly Sith Lord's resolve turn to cold water,

“¥ou abandoned us, Darth Bane.”

"o, | intended only to protect the legacy of the Sith? | must
carry on the work of Darkness, or else all of our existence, the
entire Brotherhood, will be forgotten.”

Trying to concentrate on his ship despite the looming pres-
ence beside him, Bane studied the coordinates. He worked the
Waleyn's controls, and the ship plunged out of hyperspace, as if a
surreal wacuum had broken around it. The sim spacecrafi
dropped into star-studded blackness, circling downward with its
o mamentum, augmented by powerful thrusters.

Darth Bane descended into the harsh, bright light of the
Onderan sun, In this solar system, only one planet was habit-
able—0Onderon itself—and it held a grouping of four erratic
moons, including the beast moon of Dxun.

There, perhaps, he could redeem himself and mitigate this
disaster.

Bane pressed his cold lips together, muttering quietly as he
wrestled with his guilt. He had told Lord Kaan the folly of his
*thought bomb" plan, had disagreed with the tactics of such
complete and destructive surrender. On the blasted and
corpse-strewn battlefields of Ruusan, he had argued against
the mass suicide of the Sith Brotherhood, even if it meant
dealing such a blow to the Jedi Knights, A poor bargain, he
had insisted, raising a gloved fist inside the war pavilions
where the angry and wounded dark lords thought only of
revenge against his comrades,

But, as they had done for so long, the Sith followers were
more interested in their private squabbles, trying 1o step on
each other’s shoulders merely to gain status for themselves.
Didn't they see what they were doing to their glorious dark
dreams?

Darth Bane had watched it happen, Even while the Brother-
hood of Darkness faced total defeat at Ruusan, still they were
maore interested in personal glory than in uniting against the
COITIFTIDN BTy,

They had been vanquished for their folly, Bane was glad to be
away from fools with too much power

“Excuses and self-justification,” said the ghostly avatar of
the dead Lord Qordis, who had been annihilated on Buusan,
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BANE OF ke altthe athers. “vou were always

- a disappointment as a student, Bane.
THE S ] T H My other trainees followed orders,
but you questioned too much. You refused to do what was
necessary, and you never bothered to finish your training.”
Qordis seemed to grow larger, until the Vielgyn's cockpit could
no longer contain the angry spirit, "Now how will you com-
plete your mission?"”

“1 always do what is necessary, for my survival and for the
benefit of the Sith,” Bane muttered. “But none of you would lis-
ten te me” The Valon plowed through interplanetary space,
cutting its way toward Dxun, where Bane hoped to find a new
future for the Sith. “Mow you are all dead, and at last | have a
chance to recreate the 5ith in the proper way.”

The leprous green moon hung directly within his naviga-
tional circle, Though squeezed and cracked by tidal stresses,
Dxun was overgrown with a cancerous covering of wild life-
forms, twisted jungles infested with predatory creatures more
haorrific than any ledi Knight could ever imagine, Bane had
heard of the moon's long dark side history and hoped to find a
place of refuge here on Dxumn,

When he looked beside him, he saw that the specter of
Lord Qordis had vanished, He breathed a sigh of relief as he
began descending into the beast moon's gravity well, wonder-
ing where he would ever find a safe landing place in the night-
mane of follage below.

His relief came too soon. “You will not get away unpun-
ished!”™ Qordis's words boomed into Bane's mind, Sparks flew
like fire geysers from the Valgr's control panel. The engines
gasped as if they'd been strangled, then gave out with a dis-
heartening thunk. The damaged craft rattled and shuddered as
it dropped through the air like a wedge-shaped stone. All the
ship's systems had gone completely dead.

Bane struggled to reignite his thrusters, attempting to
squeeze just a little more energy from the repulsorfifts. The hull
heated to a cherry red as the Valgyn tore through Dxun's atmos-
phere. Lightning crackled around him. Storm explosions hurled
his ship from side to side.

“Curse youl, Lord Qoed|s,” he said in a dry throat.

As the treetops rushed up at him, he fought back his panic,
cast away his helplessness, and used a desperate snatch of Sith
powers, The dark side energies buoyed his failing craft just
enough so that it crashed into the treetops with slightly less
than lethal force.

Branches splintered. Leaves burst into flames from the fric-
tion of his passage. The Virloyn's hull tore open, shredded by the
sharp boughs. Darth Bane shielded himself with all the Sith
power he possessed, forming a cushion against the impact.

The Malcyn broke through the forest canopy and slammed
into the soft, mucky ground. The careening spacecraft ripped a
long furrow and uprooted trees and plants, setting them afire
behind him.

When the ship finally came to rest, Darth Bane found him-
self intact, though the ship itself would require months to
repait—if he even had the capability at all. Weak, and yet revi-

22 VOLUME I NUMBER 3

talized by the very fact of his survival, Bane pried his way out of
the damaged spacecraft. The smoking hull burned his fingers as
he climbed free. He dropped to the uneven torn ground.

The lone surviver of the Sith carried a supply pack and his
hook-handled lightsaber, nothing more. He stood with his hands
on his hips, surveying the furious jungles of Dxun, and contemn-
plated his next step. He would be here a while.

Lightning continued to roar overhead like shattering electric
crystal He stepped away from the crash site into slashing rain in
the black of night. He didn't know where to go . ., other than
away from the ruined Valcyn, The beast moon seemed to be
crouching and ready to spring.

Igniting his lightsaber, he trudged into the jungles, using the
throbbing blade as a machete against the fang-clawed vines
that writhed at him. He sliced through a thicket, but the foliage
only grew denser, more resistant, His nostrils flared with anger
a3 he strode forward, hacking with each step.

“You cannot hide out there, Bane.”

He turned to see the avatar of Lord Qordis towering over
him, ethereal yet vengeful Bane lashed out at his dead teacher.
A Sith does not hide” He struck furiously with the lightsaber
again, clearing a large tree in a shower of sparks. *1 feel no fear”

Behind him in the morass of undergrowth, a loud boom
ripped through the jungle. A pillar of fire erupted, vaporizing
more of the oily foliage. A shockwave from the exploding fuel
cells and cracked engine core flattened the forest for a hundred
mieters around. Smoking shrapnel, hunks of metal hull plates
hammered around Bane like a meteor shower.

Now, nothing remained of his damaged ship but a smolder-
ing crater sizzling in the cold rain.

Angry, Darth Bane turned to the smug dark side avatar, *| see
you don’t intend to make this easy for me.”

“lintend to make it deadly for you.” The evil spirit barked a
harsh laugh, then dissolved into the jungle shadows

Bane shored up his determination and pointedly refused to
look back as he pushed into the wilderness of Dxun, He
thrashed through the jungle, which never seemed to give him
three steps without fighting back. The ground beneath his feet
trembled from the moon's tidal instabilities. Ominous hunting
nokses filled the jungle, and Bane remained on his guard. He
knew the dark and bloody history of this place and was aware
of his own peril,

Eons ago, the beast moon of Dxun had shifted in its erratic
orbit until it came dangerously close to the parent planet. Dur-
ing the first grazing encounters, the atmospheres of Dxun and
Onderon touched and joined, allowing the hideous flying crea-
tures of Dxun to travel across the bridge and fall upon the
unsuspecting primitive people of Onderon. The beasts preyed
upon the helpless humans, slaughtering them, until the sur-
vivors leamed to protect themselves, The humans invented
weapons, fortified their villages, and trained their fighters to kill
the venomous beasts.

As the moon continued on its orbit, the atmospheres sepa-
rated again. But once each year they touched, and maore mon-
sters could journey to the feeding grounds on Onderon,



Centuries later, after the Onderon civilization had deveboped in
response to the horrible stresses, the orbits finally shifted again,
freeing Onderon from the deadly kiss of Doun. But the cities
remained fortified, the culture continued to be warlike, and
some of the leaders had schooled themsebves in the dark side.

The once-great Freedon Nadd had ruled here for a time, and
the ancient nobles, King Ommin and Queen Amanoa, had also
used Sith secrets to cement their rule, Ommin and Amanoa had
been entombed beside Freedon Nadd here on the beast moon.
Years later Exar Kun, the Dark Lord of the Sith who had first res-
urrected the Sith Brotherhood, also came to Dxun, raiding
MWadd's ancient tomb in search of dark side secrets.

Darth Bane knew there must be more to gain from this
tainted, sinister place ...

Light as a feather, yet moving with an assassin’s power and
grace, a sleek feline creature dropped out of the gnarled
branches above. The creature was a dynamo of muscles, claws,
and fur.

Though he was astonished that the predator could creep up
on him so easily, Bane's dark side senses tingled at the last
moment. He dove aside, avoiding the lethal blow, but still the
impact of the panther-like creature knocked him to the ground.
Crashing through stiff branches, Bane rolled away, bringing up
his lightsaber,

The feline predator had steel-gray fur intereaved with tiny
bronze scales that gave it a reptilian shimmer, its claws swept
the air in a fist of swords, but Bane danced backward, dodging
the blow. The panther-thing leaped again, and this time its dou-
ble talls thrashed, both of them smashing into a tree trunk with
a sizzling impact.

Bane dodged again and saw that the panther's two tails
were each tipped with a long, hooked stinger swollen with a
bulbous end. Where the stingers had torn holes into the tree
trunk, corrosive venom ate a blackened, smoldering hole
through the bark and the heartwood,

Narrowing his eyes, Bane felt the dark side energy build
around him, He clasped the handie of his lightsaber, The pan-
ther-creature bared its bong fangs and yowled, but it did not
back away as Bane slashed the energy blade back and forth.

Rain continued to sheet down in steaming sparks off of the
blazing lightsaber. The panther-thing crouched on its haunches,
its wiry muscles coiling. Bane could sense the beast’s thoughts,
knew when it was going to spring—and as the monster lunged
into the air like a torpeda of fur, scales, chivws, and fangs, Bane
struck with his lightsaber, sweeping the blade upward in a pow-
erful arc. He eviscerated the monster, splitting it open bebaeen
its twin poisonous tails and curving sideways so that the smok-
ing blade came out of the panther-thing's powerful shoulder,

The squirming creature flopped to the ground, thrashing
like two pleces of frying meat. Bane took a deep breath as he
watched the light fade from the deman’s eyes, saw its claws
flex and twitch,

As in the crash of the Viloyn, once again he emerged without
a scratch, He heaved a lungful of the sour-smelling jungle air,
detecting the electric ozone fram his lightsaber blade, the

singed fur and bubbling flesh of the slaughtered monster.

Bane snarled a bestial cry of his own into the jungle shad-
ows. “You brought that upon me!” He expected his teacher
Qordis to appear again, laughing at him, But instead of the
vengeful dark avatar, he saw the shadowy spirit of Sith Lord
Kaan, the fallen leader of the Brotherhood of Darkness who had
annihilated the Sith and the Jedi on Ruusan,

The Sith Lord’s voloe was resonant and powerful, as alway's,
but calm. He bowed his shadowy head toward the slaugh-
tered creature lying in the underbrush, "It is a predator. it can
think only of hunger and bload. It doesn’t care whether you
are good or evil, Darth Bane. it simply wanted to feed.” The
avatar backed away, "Come.,"

Without brushing aside a leaf or a twig. the ominous spirit
strode into the jungle, gesturing after him. But before Bane
could follow, Lord Kaan had vanished into the darkness.

Intent now, Darth Bane fought his way deeper into the
wilderness, trying to trace Lord Kaan's path, but still not know-
ing where he intended to go, where the dark side would lead
him. Resinous vines thrashed at him, but he shouldered them
aside, Thorns clawed at his face, but he did not let the scratches
or the blood inconvenience him, His lightsaber made the air
smell of burnt sap and smoking green wood,

He called up his Sith abilities, letting his mind expand to
encompass the festering evil, the brooding potential power
available to him. Though under the tutelage of Lord Qordis,
Bane had never finished his training. He had listened to other
instructors, studied some of the ancient writings, but there was
much about the dark side he had yet to learn.

Now, Bane had no cholce but to teach himself, and he had
the incentive to achieve Sith skills, He hoped Kaan's avatar
would assist him, but even without its sinister aid, Bane would
do everything possible to resurrect the Sith Brotherhood.

Disoriented in the dense undergrowth, he trudged for hours
in the direction that the shimmering spirit of Lord Kaan had
gone. He followed his instincts like a compass directing him
toward the concentration of dark side energles, a powerful well-
spring that had long lurked on Dxun.

When he did not see the avatars again, he wondered if the
evil specters had abandoned him. He didn’t think so. They
were just waiting and watching, letting Darth Bane make the
next move. ..

He hacked away at a dead black tree, its leafless branches
drooping like clawed fingers, its bark covered with scabrous
encrustations of fungus. When the broken tree toppled, Bane
stepped forward under the driving rain into a small opening
where even the grass had turned brown and withered. A geomet-
ric structure stood there, a pyramid with uneven planes and
incorrect angles, made of a dull metal like a glant block of armor.

Bane stopped, his mouth open. He sucked in a heavy breath
of the moist, fetid air. He had heard of this place, knew it to be a
focus of dark side power: the tomb of Freedon Nadd, a hidden
structure meant to hold the evil energies that had infected the
bodies of legendary dark Force-users, The pyramid was a reli-
quary of lost artifacts and information that would recall the lost
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h,'n-ln'||g encrgy tinghe in his every step, Bane crept intbo the
clearing. His lightsaber hummed and crackled as if eager to
draw him forward. His skin felt electrified with the power o
this place

The ruined, overgioswn temb of Freedon Nadd seemed (o
attract the lghtning and the rain, Bang stood in front of the
structure, looking up at the sheer miekal sides, at the stamnmed
and cormaded walls of Mandalarian iron, The lost crypt had been
breached thousands of years before, broken open by some other
plunderer—Exar Kun, perhaps—and left exposed to the vicious
laments on Lxun

Crouched inside the overhanging shelter of the broken
doorway, he rested, exhausted from his oraeal first the flight

from Buusan, then the crash-landing on Dxun, and now the

Gharzr (Dxunian Stalker)

A fierce, catlike predator native to the rainforests of the
beast moon of Dxun, the gharzr can also be found on the
planet Cnderen,

Thie gharzr's scaly hide provides it with a degree of nat:
ural armor. About 3 meters long and weighing over 200
kilograms, the gharzr is very agile. This gives the creature a
+8 species bonus to Hide and Move Silently skill checks.
The gharzr's keen senses also grant it a +4 species bonus to
Listen and Spot skill checks. Most at home in the branches
of the thick, gnarled trees of the beast moon, the gharzr
also gets a +8 species bonus to Climb skill checks.

The gharzr attacks with its fangs, front claws, and dual
tails (a total of five attacks per round). Each tall ends ina
swollen, scorplon-like poison stinger. Whenever one of
these stingers deals wound damage, the victim must make
a successful Fortitude saving throw (DC 25) or suffer 1d6
polnts of temporary Constitution damage. One minute
later, the victim must succeed at a second save (same DC)
or suffer 2d6 points of temporary Constitution damage.

GHarzr [DxunMian Stackie): Forest Predotor 8 init +8 (+4
D, +4 Improved Initiative]; Defense 19 (=1 size, +4 Dex, +6
naturall; 5pd 20 m, 16 m chimb; VRYWF 566 Atk 410 meles
(1d 83, bite), #5 melee (1d6+3, 2 clawes), +1 melee [ulg+3 plus
polsoneril ¥9-20, 3 stingers); or 40 medee (udge3 phus poi
sonteril 19-20, 2 stingers) or +0 ranged; 50 +2 species bonus
to Survival in Forest emvironment, improved grab, lowlight
vishan, pokan; SV Fort +g, Ref +40, WIll +2; 5T L Rep 1, 515,
Diex 1, Con 16, It 4, 'Wis 1, Cha o, Challenge Code: E,
Skillg: Clirnb 15, Hide 415, Jump 45, Listen 410, Move Silently
#1%, Spat 414,
Feats: Improved Initlative, Track, Weapon Finesse (stinger).
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long and difficult trek through the jungle. He used a ghimmer
of his Sith power to summon fire and built a blaze from dead
wiood, The harsh arange and yellow light flickered and fought
against the gloom

Bane drew strength from the shadows arownd him. He
seemed to hear whispering voices, a pobential ready to explode
here in the tomb. And yet he took comfiort, "Here | will find my
heritage. The evil in this place is resounding.”

Outside in the clearing, the rain droplets sheeted through
the shadowy image of Lord Kaan as if he wasn't there."The il
5 In you, Darth Bane—as it should be. If you went to the shining
towers of Cinnagar, or the plush chambers of Coruscant, or the
rich savannas of Thule, the evil would still be within you”

fane listened and smiled

aan continued, “You are a seed, Will you let the 5ith Brother-
hood grow . ., of wither?”

Revitalized, he ignited his lightsaber again, Lsing It as a
tarch, he passed into the tomb of Freedon Nadd, ready to
explore. The dripping passages around him weng miade of thick
stone walls, slimed with green moss, The floor was covered with
a film of decayed leaves and vegetation thiat hiad blown in over
the centuries, Brittle bones of rodents and the crisp shells of
dead insects were strewn in the corners. Though he saw many
Signs of death, he noticed no scutthing splders, no lving crea
tures at all. it was as if the tomb of Freedon Nadd had swal
lowed all the lifeforce, holding it like a battery.

He encountered blind chambers and sealed rooms, three
broken sarcophagi where tomb robbers had stolen bodies or
jewels, though Bane suspected that any thief foolish enough
to raid a Sith erypt had probably died a horrible death not
long afterward

At corners in the winding passages, the ethereal specter of
Lord Kaan led him omward, guiding him threugh the labyrinth
Bane did not guestion his former leader; he simply followed as
anticipation swelled within him

At last, Kaan stood outside a small chamber, his eyes blazing
with dreadful fire. The alcove walls seemed wet and reflective. On
the oo, as if someone had carelesshy tossed it there, lay a jagged
pyramid with starlike protrusions and sinuous hieroghrphics

Bane pushed his lightsaber through the doorway so that the
crackling plow of the energy blade illuminated the stone-walled
roam. "ls that a Sith holocron?” He looked In amazement at the
shade of Lord Kaan

"That |;:|'||r,'r_| confaing all the answers you desing, all the tram
ing and instruction you will need to master the secrets of the
Sith. & weealth of infarmation.”

“It is all the wealth | need,” Bane said, his voice no mone than
a cold breath

By the shimmering lght of his weapon, he saw that the air
inside the chamber was threaded with strands af "~I|'-'I-"l"g-'. ‘:tfl:l'-:u'
wiebs. Rounded encrustations like armored barnacles plated
the low ceiling. The alcove had a claustrophobic and brooding
aura. and Bane hesitated
“In thene, you must take the holocron,” Kaan's booming

woice insisted



Pushing aside his doubts, Darth Bane entered the chamber,
knocking aside the gossamer webs. He stood looking down at
the vital holocron, awed,

Above him, he heard a wet movement, a slurping sound, and
looked up to see the rounded encrustations shifting about as if
awakened by his presence. Gelid strands drooled down like thin
droplets of saliva. He ducked as one of the barnacle-things
released its grip on the ceiling and dropped onto him,

He knocked the hard shell aside, then slapped at another
falling barnacle with his lightsaber. Amazingly, though it rico-
cheted away, the encrustation was not destroyed by the
energy blade.

The barnacle-things began to rain down from the celling in
greater numbers, One struck him on the left shoulder blade, and
instantly the shell fastened itself to his flesh, as if it were a
gigantic sucker. It acid-burned through the fabric of Bane's thick
garment and sealed itself to the meat of his back.

The agony was indescribable.

He screamed and thrashed, trying to claw the encrustation
from his shoulder, He arched his back and looked up just in time
to see a larger object fall to the center of his chest, instantly fas-
tening there with an unbelievable grip.

Bane shouted with the pain and wrenched at it, but the bar-
nacle-creature had already eaten through his chestplate and
seared into his pectorals, welding itself to his breastbone, He
pulled and tugged, but the parasite stuck tight.

The remaining creatures burbled and moved about on the
ceiling, anticipating. Still holding his lightsaber in one hand,
Bane yanked out the black-bladed dagger from his waist. The
razor-sharp knife glinted in the sickly light of the tomb cham-
ber. He stabbed at the bamacle-creature, but the blade bounced
off the parasite’s shell, making no mark.

Gritting his teeth, Bane slashed at his own skin to peel away
his flesh from the edges of the thick, living encrustation. Dark
blood welled up, and he cut deeper, digging with the knife's
black tip to pry the creature off.

To his astonishment, though, as he made the incision, Bane
watched the wound seal itself together, healing within
moments. The pain remained, a stinging, throbbing sensation
through his nerves.

“You led me herel” he shouted, looking for the avatar of Lord
Kaan. “You lured me into this chamber" He used his fist and the
blunt hilt of his dagger to pound the armored creature, but he
felt somewhat stronger now, rejuvenated—and betrayed.
“What are these things?”

Now Lord Qordis appeared within the tomb, his black avatar
rippling beside the shadow of Kaan.“They are called arbalisks,”
Qordis said, his face twisting into a smirk."In time, you will
come to realize the advantages of such symbiotes.”

Lord Kaan spoke, his voice like iron, unsympathetic. “They are
a small price, Bane—are you willing to pay nothing to achieve
your destiny?”

©On the ceiling of the alcove, the arbalisks continued to sim-
mer and move, but they left him alone now that he was
infested. Fire burned through his skin from his chest and his

shoulder where the parasitic barnacles increased their hold on
his body, digging deeper, securing themsehaes,

Darth Bane clenched his teeth and sneered at the specters of
Kaan and Qordis. In their dark eyes he found the strength to
suppress the pain. He picked up the Sith holocron. The ancient
relic waited for him, calling out evil promises, There were no
longer any obstacles in his way.

He switched off his lightsaber blade, realizing that he could
see and sense everything in the chamber, He knelt on the cold,
slimy floor, ignoring the orbalisks above and everything else on
Dxun. He hunched over the holocron and held it in his hands
amid the dripping opalescent webs,

He activated the holocron and felt as if he were falling into
an unending pit of wonders, information . .. and opportunities.

He sat all alone, lost in the amazing library of darkness . ..

Entranced and inspired by the knowledge he drank from the
5ith holocron, Darth Bane paid no heed to the time that passed
while he huddled in the dank chamber of Freedon Nadd's tomb.

Later, much later, he emerged, his body stiff and sore, his
mind aching and overfilled with secrets. He made his way back
through the narow, claustrophobic passages of the crypt and
stepped out into the rank air of the beast moon,

The storm had passed, and the ground had dried. Many days
must have gone by, but Bane felt neither weak nor hungry. He
blinked. Even in the smoky, hazy light of Dxun, he had to hood
his vision. He grasped the cold iron wall of the tomb to steady
himself,

Locking down at his chest, he saw that the puckered, scaly
orbalisk had begun to bud, spreading out around the fringes in
a larger area across his chest. No doubt the other one was also
spreading on his back, Eventually, they would probably cover his
body,

Though the barnacle-like creatures were feeding on him,
growing to cover more of his skin surface, the parasites were
also pumping him with adrenaline and strength, This was a
symbiotic relationship based on dark side energles, and now—
after he had absorbed the knowbedge within the Sith
holocron—Darth Bane knew there would be enough dark side
power for them all.

He stepped into the jungle clearing, away from the shadow
of the ancient crypt. Bane thought of all he had learned and
recalled the epic defeat of the Sith Lords at the Battle of Ruusan,
No one had listened to him, The other Sith Brothers had fought
among themselves rather than planning a strategic victory over
their true foes. Bane realized the fundamental flaw in the old
Brotherhood of Darkness. Now that he alone remained, now
that he was the seed that would cause the new tree of evil to
flourish, he decided that no longer would the Sith be composed
of great armies attempting to overwhelm civilization through
brute force, He had had enough of Lord Qordis's chest-pounding
bravado or Lord Kaan's "rule by the strong.” Such overt mili-
tarism against the Jedi Knights had failed miserably at Ruusan.
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From now an. the Sith would

BANE OF
depend on SEcrecy, Working behind

||I 1 E 5 ] T I_I the scenes o eat away at the founda

tion of the Republic's government. With the Sith nearly extinct,
weakened to the point of ineffectuality, Bane decided that the
study of dark lore must go underground. He would hide and
work in the shadows of soclety, using all he had bearned from
the hiolacron

Far o, hie would also establish an unbreakable new rule ta
prevent the internecing fewds and civil wars that had stolen vic
tory from the Sith grasp, There must be only bwo 5ith at any one
time: a master and apprentice. The two of them would learn the
dark side intimatety, and they would become brilliant pup
peteers to manipulate the fools in the Republic

Bul he was stranded here on Dxun, The glamt planet
Onderon rode high in the sky across the gulf of space, close yet
impassibly far. The avatar of Lord Qordis had destroyed his ship,
and nosy Bane was all alomne g:unl:ml:ul',' the l:lrl|j-' |I'I-'II1H LT o0
thie beast moon

standing in the clearing, collecting his thoughts, Bane heard
a shriek in the sky. A gigantic winged form swooped down from
the smear of dark clouds, spotting him with the razor eye of a
raptor sighting in on fresh prey.

Bane ||'|I_-.1_||'n:1_|-.l|:'|:.- _igr.1lz-|:l|=|| s |||.-:|'|'.':-.'Ib-e'l. snugged the
hooked handle agains his wrist, and powered on the blade
The pterodactyl-like creature dove, its thin olive skin stretched
taut along a bony framework, making its wings like jagged
kites, The beast had a smashed-in face and a mouth full of
protruding fangs. The black eyes were tiny and close-set, and
the maw opened wide as its long, triangular wings flapped
and maneuverned

Bane slashed with his lightsaber, but the flying creature
raked sidesays with its dangling talons, huge arced scythes at
the ends of its feet. The claws scored across Darth Bane's chest,
a move that would have torn any other victim to shreds. Though
Bane was sent sprawling to the ground, the clustered orbalisks
pave him enough strength and armor so that the flying mon
ster caused him no harm

Feeling invincible, Bane stood, brushing the shreds of his uni
form away, feeling the hard plate of the orbalisks, He squared
kis shoubders and held his lightsaber as the beast circled in fior
the kill, At first, Bane considered slaying the monster, smashing
t to a pulp with his newfound Sith powers—but instead, he
summoned his skills and stopped the beast in the air driving it
to thie Errl-:mrl

it flapped its wings, extending hooked claws, grasping and
thrashing with its taloned feet. But Bane dominated the mon-
ster, forcing 1t to the still-damp ground, He continued o exern
dark side pressure, and finally, with a grunt and an explosion of
foul-smelling breath, the flying beast submitted. It bent its
knobby knees and bowed its long neck down in front of Freedon
Madds tomib,

Bane studied the creature for a moment. Then, lke the
fabled ancient beast-riders of Onderon, he climbed onto the fly
g meonster's back, r::,]-:jj-' to rice off. This was a E'_-::ll:lﬂ amen, a
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sign far his fubure, and Darth Bane smiled

He yanked at the flying beast’s neck, and it flapped its leath
ery wings, raising him into the heavy air, It spat and thrashed
but finally relented to the presence of the 5ith Lord on its back
Bane rode his new mount

Moer that he understood the .;:r-ptlu of Sith POWERS, he
thought he might even have control over workds and moons,
able to play with orbits and gravity like a child might play with
colored balls

Long ago, Dxun had grazed the planet Onderon, close
enough that it was possible for creatures to pass across the con
joined atmosphere. Perhaps Bane could nudge the beast moon
chose enough so that he could travel to the nearby planet that
filled the sky

In bloodshed and chaos, Darth Bane would go to Onderon

and there he would find his apprentice. §

For maore on Darth Bane's story, alio read the upcoming “ledi v

Sith™ series frowm Dark Horie Coavnics

Skreev (Dxunian Raptor)

The skraev builds its erude nest among the low, craggy
mountains of the beast moon. It often flies over the dense
rainforests in seanch of food.

With a wingspan of almost 20 meters, the skreev s one
of the largest predators of Dxun, When diving in for the
kill, this beast is nearly silent; it receives a +8 species bonus
to Mowve Silently skill checks and suffers no movement
penalties when flying. When not in flight, the skreev can-
not move silently. Though it could easily carry away
Medium-sized prey, it typically hunts Small and Tiny crea-
tures. The skreev 's keen vision gives it a +12 species bonus
to Search and Spot skill checks

The skreev is a descendant of a creature used as a riding
maunt in Onderon’s distant past. Though ferocious, it is
possible to train a skreev if raised from a hatchling. The dif-
ficult part would be getting past a mother skreev to steal
an unhatched egg. When defending her nest, a mother
shreey recelves a +4 morale bonus to attack rolls, saving
throws, and Defense.

Sxmpey (Dxunian Rarror) Alrbome Predator 6; Init +3 (#1
Dex, 43 species bonus); Defense 18 (=1 size, +1 Dex, +8 natu-
rall; Spd 4 m, 16 m fly (Good); VPIWP B1/20; Atk +9 meles
(108+4, bite), +4 melee (1644, 2 claws); or +6 ranged; 5Q +3
species bonus to Inithative modifier, lowlight vision; SV

Fort +10, Ref +6, Will +3: 52 L; Rep 3; 5tr 18, Dex 13, Con 20,
Ink 2, Wis 10, Cha &, Challenge Code: [,

Skills: Listen 45, Move Silently +14, Search 414, Spot +18.
Feats: Flyby Attack, Track,







t Karrde . . . Talon Karrde IE%

AN EXCERPT FROM

CONQUEST

A NEW JEDI ORDER NOVEL
BY GREG KEYES

ILLUSTRATION BY THERESE NIELSEN

alon Karrde clasped his hands beneath his goatee and
studied the scene on the Wild Karrde's command deck
viewscreen through pale blue eyes.
“Well, Shada,” he told the striking woman at his right hand,
“it appears that our baby-sitting chore has become some-
what more ... interesting than anticipated.”

“| would say so,” Shada D'ukal replied. “The sensor shroud shows
at least seven ships in orbit around Yavin 4 and another six on the
surface.”

“None of them are Yuuzhan Vong, |
take it."

“No. A mixed bag, but I'd lay odds
that they are Peace Brigade.”

“Gambling is a foolish occupation,”
Karrde said."l want to know. And |
want to know what they're doing.” He
ticked his finger against the armrest.”|
knew we should have found some way
to leave sooner. Skywalker was right.”
He sighed and leaned forward, study-
ing the long-range sensors,

“There's some sort of firefight on the
surface, yes, H'sishi?”

“Looks like it," the Togorian mewled.

“Solusar?” Karrde wondered. "Maybe.
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How long before we can

ENCOUNTER ;
AT \I,-III.IILUIN 4 be there?
“They outnumber us

badly,” Shada pointed out. "We should call the rest
of our ships before we do anything.”

"We should certainly call them, but we can't
wait for them. Someone down there is fighting
for his life, most likely one of the people | told
Skywalker | would protect. What's more, the fact
that there are still ships on the surface suggests
they haven't finished what they came here to do.
That is, they don't have the Jedi children yet. If we
wait until they have them aboard, in space, the
job of rescuing them will become much maore
complicated.”

“| see that,” Shada said. "But it will be more
complicated yet if they blow us out of the sky.”

Karrde laughed. “Shada, when will you learn to
trust my instincts? When have | ever gotten you
killed?"

“You have a point there, | suppose.”

Karrde pointed at Yavin 4, at the moment a dark
disk silhouetted against the larger orange profile
of its primary. “50 | want to be there, now. Dankin,
keep full cloak, but let me know when they notice
us.”

“Of course, sir”

That point came an hour later, when they were
almost sitting on the nearest of the orbiting
ships.

“They're hailing us, sir,” Dankin told him."And
powering up weapons.”

“Put them on."

A moment later, a thick-featured human male
with thin, graying hair appeared on the commu-

nication holoscreen.

“Freighter, identify yourself.” He chopped the
words out in even syllables.

"My name, sir, is Talon Karrde. Perhaps you've
heard of me.”

The man's eyes pinched warily. "Yes, I've heard of
you, Captain Karrde, It's rude to sneak up on
someone like that. And dangerous.”

“And it's rude to be given a name and not offer
one,” Karrde returned.

A look of annoyance crossed the fellow's face
“Don't try me, Captain Karrde. You may call me
Captain Imsatad. What do you want?”

Karrde favored the man with a wan smile. "l was
going to ask you the same question.”

“I don’t follow you,” Imsatad said.

"You seem to be having some sort of trouble.
I'm offering my assistance.”

"We need no assistance, | assure you. And to be
blunt, Captain Karrde, | don't believe you. |
remember you as a smuggler, a pirate, and a trai-
tor to the Empire.”

“Then perhaps you remember, as well, what
became of those who treated me with disre-
spect,” Karrde said icily. "But if we are being
blunt—and perhaps that is best here, since you
seem to lack the education for more civilized dis-
course—| am undoubtedly here for the same rea-
son you are—to collect the bounty on the young
Jedi below.”

"I don’t know what you're talking about.”

Karrde leaned toward the screen, eyes glittering
dangerously. “You are a liar, Captain, and a poor
one, | see no reason for us to play games.”

“| trust you've noticed you're outnumbered.”

Karrde laughed. “Shada,'when will you learn to trust

my instingts? When have | ever gotten you killed?”
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“Consider my offerof help.-| ask |itt_lja___'in AU

and | could be a nuisance if you spurn-ny kindness.”

“I trust you noted | was able to drop in on you
in, shall we say, an unannounced fashion. Do you
really think | brought only one ship?”

Imsatad glared at him, then cut his visual. Kar-
rde waited patiently until, a few moments later,
the image returned.

“This is none of your business,” the man said.

“Profit is always my business.”

“There is no profit here, and if there were, you
would already be too late.”

"Oh, | don't think so. Why are your ships still on
the surface? Why do my sensors show what
seems to be protracted search activity? You've let
your quarry slip through your fingers, Captain.”
Karrde smiled and leaned back in his chair."Con-
sider my offer of help. | ask little in return, and |
could be a nuisance if you spurn my kindness,”

“That sounds like a threat.”

Karrde spread his hands. Take it however you
please. Shall we discuss this further or not?”

“You say you ask for little. What, exactly, would
that be?”

"A few kind words in the ears of the Yuuzhan
Vong. An introduction. You see, Captain, for some
years now |'ve been retired from my chosen pro-
fession. But these are very interesting times,
exactly the sort of times my kind thrives on, if
you know what | mean. I'd like to come out of
retirement.”

"Goon.”

Karrde stroked his mustache thoughtfully. “The
Yuuzhan Vong have promised a truce if the Jedi
are delivered to them. | would like to bargain for
passage through Yuuzhan Vong space, once the

borders are established.”

“Why should they allow a smuggler to use their
space?”

"There may be things they need. | can get them.
if not, | would be doing them no harm; all of my
activities would be aimed at the scattered rem-
nants of the New Republic. But those remnants
are separated, at times, by Yuuzhan Vong-occu-
pied systems. The cost of circumventing them,
frankly, would be prohibitive.”

Imsatad nodded, and a brief look of disgust
wrinkled his features.“| see. You realize | can
promise none of that.”

“l only asked for a mention of my help in this
affair. You can promise that.”

“I could,” Imsatad acknowledged. "What exactly
can you offer me?”

“Better sensors than you have, for one thing.
Detailed knowledge of Yavin 4 that | believe you
lack. A crew that is very, very good at finding
things. Certain special defenses against Jedi—and
the means of finding them.”

Imsatad stiffened, and his voice dropped low. "
was with Thrawn at Wayland. You still? .. "

“Ah. ¥You know what | mean, then.”

“I know you betrayed him.”

Karrde rolled his eyes. "How tiresome. Very well,
Captain, if you don't wish my services, there are
others who will.”

“Wait!” Imsatad chewed his lip for a moment.”|
need to consult with my officers on this”

“Take a few moments,” Karrde said, lifting a
finger."But do not bore me.” He cut the
transmission. &
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The Liniversity of
Sanbra Guide to

The Jawas

he noted yra scholar Tem Eliss shocked the academic comimiii
nity when he published the first draft of The University of
sanbira Guide fo fnfefligent Life. While hardly explosive, the doou-
ment deviated significantly from Imperial doctrine, swith 15 inchu-
sion of findings that criticized Imperial sentient fights policies
The Empenor's |{.i:q'|1| |'||_'|| o and .131'r|1'.-::-f COMPNOR tried to cap
ture Eliss, but he has since escaped. Mow, scholars and FIri.'Ip-CI!'I'I'|'-
of free speech watch anxloushy as Eliss, from hiding, stowly dissemi
nates his Guide through the Holofet. This s a recent update fownd

At o HoloMel node bated in the Arikanis sector

Appearance and Biology
laveas are small rodent-Hke humanoids native to the deserts of
Tatooine. They stand about a meter tall and are covered from head
to foot n dusty, rough-woven homespun cloaks. From within the
shadowy opening of thelr hoods only thelr skickly glowing yellow-
orange eyes are visible, Few have ever seen what an unmasked lawa
lopkes like, and fewer still would care to

lawas emit a pnw:ri ul odaor, the combination of poor |‘I'|.'EII:'I'I|" on
a parchied world and a mysterious solution into which they dip their
clothies to retaln madsture. Most non-lawas define the stench as
stomach turning, but to the laowas, the odor is packed with Informa-
tion about &ach other, From this scent, » lawa can tell anothers clan

| neage, health, emotional state, and even the last meal eaten, Par
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INTMELLIGENT LIFE

PABLD HIDALGD

tHewlarly perceptive lawas can even glean information regarding
angther’s intent and hostility

1h|:||.gh ph:,':-.n:.il ¥ srmall, Javwas have evalved several important
survival traits. Their reflective retinas provide the scavenger Speches
wiith exceptional night viskon, The lawa immune system is particu
larly hardy and resistant to disease. The Jawa digestive system is
also very efficient, being able to derive all the necessary nutrients
from a diet that consists mainly of hubba gouwrd and water from
funnel flowers, lawas do, on occasion, eat meat—swch as the flesh
of small animals called squills—hut the hubba Huurcl wihich 1||l.'g.I

refer to as “the staff of life,” meets all their -!:'ir-f.lr:,.' el

TI!HIIJI!I':'II"I'I Bnt
laniars are a skittish lot. The diminutive Beings are comparatively
wieak next to thedr I.Jrge'r Sand People cousins and the varous pred
atars thiat roam the Tatooine desart, At 3 defence, svolution has
provided the lawa with a quick and observant mind

In interaction with cutlanders. this |'|q.||rl: mindedness has trans
lated into shrewdness and cunning. lawas are not above swindling
provided they are confident they can get away with it

While Jlanasas have a strong understanding af property in their
own circles, such respect does not extend 16 non-lawas, They wil
gleefully steal any bit of technology that is not sufficiently guanded
As testament to thelr alien scruples, they will sell such stolen



goods—usually cosmetically modified—back to the original owner
with no reservation

& Jawa's cowardice can be overpowered by his avance. In the
face of gleaming technology, a Jawa's obsessive tendencies get the
better of him, and he will run to it with little regard to personal
safety. As such, Jawas In cities tend to be annoying pests, fawning
over landspeeders, droids, Blasters and anything else that catches
their glowing eyes, with no respect shown to the owner's personal
space, A stern shout or display of strength will usually gettha lawa
an his Y.

Mot all Jawas are passive cowards, however, There have been
accounts of moksture farms being flatténed by sandcrawhers oper-
ated by Jawas pushed too far. One Jawi dan, headed by thie barbaric
chiel Wittin, s the most feared on Tatooine. It was not until
stormtroopers disabled his sandérawler that his reign of terror
ended, Wittin then allied hinelf to Jabba the Hutt, and following
the Hutt's death by Lefa Qrgana’s hand, Wittin's terrorizing ways
pontinued unabated

iOf prime importance §o a lawa is famiby A Jawa’s boyalty is ulh-
rately to his clan and the hard work and scavenging that he does is
for the dlan’s betterment. That said, though, greed is comman
amang the younger Jawas, and it is upto a forceful chiefs to ensure
that hoarding of salvage is not done at the expense of clan needs.

History and Culturs

Scientific interest in Tatooine is minimal; as such there has not besn
a concerbed effort ta bearn of its Indigenous species’ onigins. € orrent
speculation is that lawas evohved from rodents that leamed to
stand upright by reaching for lichens ahd fungi that grew inside
caves that housed rare nptural springs. When the springs deied wp,
the Jawas adapted to living outside.

First confact with the Jowa culture occurmed centuries ago.wier
colonkst Melnea Armthout stumbled across a pair of Lwwas cornsred
by an agitated dewback. Thess Jawas had previoushy stolen Arn-
thout's protocel droid, 2P0, Arnthout was able to assist the Tawas,
fior which they were quite grateful. From his short time with the
scavengers, 2P0 was able to introduce Arntfiout tothe Jawas and
their ways. it should be noted that Tatooine's name came from
these lawas, who referred to their home as “Taj-goo-Een-e”

The act of scavenging has long been part of Liwa tradstion. The
Dune Sea is littered with derelict spacecraft wreckage from millen-
nia of star travel. The Jawas took to using the weathered hulks to

T &2
buiild their homes and to constrect tools to ald them in their fight
for survival.

Iawas scour the deserts of Tatoolne in immense breaded craft
known colloguially as sanderawlers. Relics from a failed attempt to
turn Tatboineinte a prosperous mining planet, the sandcrnalers
started as are haulers cast aside by frustrated entrepreneurs, The
lawas claimed the sanderawlers for themselves, and much to the
colonists’ surprise, managed to get the nuclear-powened steam-
driven wehides running again

The lawas have complately gutted the interior space of the sand-
crawder and fransformed it into'a dense, convoluted warmen that
befits their rodent-like nature. lawas crowd six to a sleeping cabin,
and when not working often relast in upright coffin-like cubicles.

Once a year, the scattered Jawa clans gather for the great swap
meet. Here, numenous sandorawless from the various corners of
Tatooine convergeand the Jawas meet 1o exchange salvage. Here,
too, marrlages dre ardnged. lawa bldodlines are carefully recorded
to avold inbreeding, and Jawa children and females are exchanged
amang clans,

At any given time, half a Jawa clan i$ patrolling the desert for sal
vageable machinery, The other halfstays in thick-walled fortresses
built to protect the kawas from Sand People of roaming krayt drag-
ons! Forfresses are typically built around a cistern and a means of
preserving the water within, Most Jawas have adapted the mois-
turne vaparator technology brought to Tatoding by cutlanders, Much
of the technology that the Jawas trade and adapt goes o keeping
fhese vaporators in working onder.

Jawas constantly jabber in thelr speedy native language that is so
dense-and archasc that it befuddles most protocod droids, There are
as many dialects ofthe Jawa tongue as there are clans. As such,
there is a standard interclan dialect that they adopt when the need
arbses When deabing with outlanders, Jawas adopt (o an even more
simpilified “blsginess disléct.” Shouldlawas wish to exchange infor-
mation thatthey want to keep secret from a moisture farmer, for
Instarnice, they'll switch overtoa native clan language. Such acts
Ravy given lawas o welléarned reputation as hucksters.

Tawas can learn to understand Basic, but few bother to speak it
Speaking Basic requires a great deal of effort and concentration,
and culburally indicates a will rebrograde to clan desires. A Jawa
who speaks Basic is, in effect, abandoning his clan tongue and
instead calling himself a member of the outlanders’ collective dlan

Politics

lawa society is clan-based, with extended
family groups having distinct territories for liv-
img and scavenging. Though clan-strife has
occurned in the past, lawas are non-confronta
tional and vielence between clans s very
uncomman, Given the hardships inherent in
living an a world like Tatooine, lawas instead
wiew the elements and the wildlife as theis
enemies, not each other.
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Tl= A chief leads each clan, who makes deci-
- Skons according to the best survival inter-
'-' EWVWiEE ests of the clan, Jawa leadership is usually
conferred upon males—females are viewed upon as second-class
citizens at best, property at worst. The few females afforded respect
in Jawa culbure are the shamans.

Singe the chief is usually aboard the sandcrawder searching for
Hhﬂ.lthﬂtmmnmhﬁlhmﬂﬂjhﬁﬂ rank
ack home in the fortress. & Jlawa becomes a shaman when she is
evercome by an iliness accempanied by a hallucinatery vision.
Depending on the outcome of the vision, and indeed if the lawa
survives the illness, she is usually decreed a shaman, and her words
are given the respect that such wisdom dictates.

The few xenosociologiits who have studied the Jawas believe
that charlatanism is common ameng the fernale shaman ranks.
Many females have had spontaneous visions in order to aveld
drudgery or worse, of to wicld power over the males of the dan. It is
a mark of true cunning to pull such & stunt—the Jawa pheromonic
signature usually prevents extended deception of that kind.

lawas are begrudgingly accepting of outlanders on their home
planet. After all, they do provide an influx of new material and tech-
nology. However, clan policy is to stay away from their affairs, lawas
wha forsake the fortress or the sandcrawler to live in the port cities
are looked down upon and ostracized. Such dejection often leads to
city dwelling lawas being little more than homeless beggars.

A few Jawas, though, have adapted well to the outlander ways
and have entered into business for themselves, One notable exam-

ple, the female Jxwa nicknamed Aguilae, runs a shop called Jawa
Traders near the old center of Mos Eisley. Though the spacer popula-
tion values her for the wares she sells, the other more traditionally
minded Jawas think of her activities as shameful.

Technology Lavel

On their own Jawas had developed an industrial-level technology,
which has now been supplemented with modern technological dis-
cards, Though the lawas don't produce their own technology, they
are very skilled in maintaining advanced machinery and droids.

Trade and Technology

For the mest part, Jawas have not developed any worthwhile tech-
nobogy of their own. Instead, they adapt, improve and othenwise
scavenge the technology of outlanders to fit their needs. Nonethe-
less, lawas are an important link in the chain of trade that connects
the scattered settlements on Tatooine.

Where it nok for lawa sandcrawlers, many outhying moksture
farms would not own what beat up equipment they do have, Word
of a nearby ‘crawler sparks excitement in poor farming commiuni-
ties that cannot afford the pricey imports available in the port
cities, A signal flare is usually all that's needed to get a sandcrawler
to make a stop at a homestead,

The only noteworthy piece of Jawa technology is their ionization
blasters. Cobbled together from spare parts—which include a droid
restraining bolt wired into a starship-grade accu-accelerator—the
scavengers have fashioned an effective weapon that immobilizes




drolds. The Empire maintaing similar
weapans called LDEMF guns, gekl g
by some of the biggest corporations in
the Core, The fact that shabby Ouber
Rim aliens with limited supplies could
constiuct something comparalile 15

remarkable

Jawas in the Galaxy

Given the amount of interstellar trade
that toudhes Talooine, (T Was l:l-‘1|!.-' d
matter of time before a Jawa scavenger
hitched a ride on an outgoing vessel
Clan devotion keeps most Lawas al
home, but a few gregarosus ones yen
ture out Into space. Spacers that can
stomach the lawa stench and abide
theeldr personalities attest that they are
able mechanics and engineers aboard
even the most advanced starships. &
clan that has lost a lawa to the stars
often shuns their spacefarnng kin, uniess

those Jawas returm regularhy with warnes

that benefit the community. §

j i

Jawa Hero Template

Jawa Mechanic

Vitality: 7 Wounds: 12

Skills
Computer Hide
Spol

reats: Alertness

Equipment: Blas

i its: 200

Ability Scomes: Str 6, Dex 16, Con 12, Int 15

Buyer Beware!

Jawas are notorious for trylng bo pass off
barely functioning droids and other
mechanical devices as prime merchandise
If heroes are left with no other option than
to buy something from lawas, they might
want to give it the once-over before activat-
ing it. To do 5o, the GM secretly makes a
Bepalr or appropriate Knowledge skill check
(DC 15) for the heroes. A sucoessful check

Table I: Oroids

df  Dofa
Bad motivator: When the drold meves,
smoke begins to pour from its joints.
Droid's base speed is reduced by 50%,
and it loses its Dexterity bonus and
any dodge bonuses to Defense,

nald 5 i

e SR ES (Rl

geed foranvthing:

3 Incomplete circuits: One or more of the
drald's skills suffer a =4 penalty,

Damaged chassis: Though the droid’s
plating seems perfectly intact, it actu-
ally hides a severely damaged chassis.
The drold's Constitution suffers a -4

penalty, which is not readily apparent.

LA I
S 13.Lna o

Defense: 17

Listen

will make the hero aware of any defects in
the item. Failure means the defect goes
unnoticed,

Defective goods don't always act up.
Sometimes it could take days or weeks for
the defect to surface, Other times they are
readily apparent upon first use. Some typi-
cal defects found in Jawa handiwork are
listed below

Table 2: Energy/Vibro Weapons

1 Damaged power converter: The
weapon consumes bwice as much

ENEngy er use.

Fragile components: The weapon's
hardness, wound point total, and OC to
break using Strength are reduced by
50%. The weapon also automatically
fails any required saving throws. The
weapon's fragile nature is usually not
apparent until it's too late.

Lk’

5 Damaged cooling system: The weapon
heats up when used continuously.

After five consecutive rounds of use,
the weapon deals 1 point of damage to
the user each round, Exch additional
round of continual use Increases the
damage by +1. As long as the character
halds the weapon, they continue to
take damage even a5 It cools off. Each
round the character doesn’t use the

e |s decreased by =1

weapon
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“This is your captain speaking. We're about

to touch down on Tynna. We'll be laying
over for standard day, so you'll have plenty
of opportunities to see the sights.”

Hiow many times have your heroes wantbed
to explore a spacepart only to send your GM
scrambling to describe anything beyond the
landing platform? For your commenbence,
here are five generic locations where heroes
to land their ships and explore. Each ong
has some character of its own, lending itself
to different kinds of encownters, For
instance, 5n;|q|'r-|: mione M:i:l:,,I to find an urban
hi-tech commiercial facility on Coruscant
than on Ryloth, The spaceports presented
e can be used du ring Ay Star Wors era.

Urban Commarcial Facility
This type of spaceport Is more commonly
seen near the Core worlds, In all eras this

facility is civilized and well guarded, Many

Docking Troctor Beam

mounted on lang
aship land in the often tigh
to far

docking bays. They can also be use

again it the E]] o

docking tractor beam can have varying degree

and crew qualkity

To use a docking bractor beam on an unwilling starship requines

sulfer a =4 penally, Being stationary gives the of

Bonus when athempting to boc k arto ‘.1.||'.I|||:--.

sking tractor beams are u

nEd of amall or owercrowasded

DESIGNED BY KYLE

sh ips land and take off =ach l.'|.|1:||'_ unlnadlng
cargo and passengers by the thowsands
The areas surrounding this type of space-
pur’r are h{'a'.ril}l populated and patrodled 1:-3'
local police (or possibly the Empire during
the Eebellion eral.

THE SIGHTS
Urban hi-tech commercial facilities ane usu-
ally found mear the most densely populated
regions, Most Core worlds have at least one
mear each m.'ljnr fnied rupulltan anga, It s not
unusual for the adjoining city to have muse-
ums, parks, universities, grand government
hl._nl-;lings_ wiarehowses, and other atirac
tions commaonly found in large cities
Information abowt the surrounding
sights can easily be found at hotels, travel
affices, and sometimes even interactive
information kiosks (DC 5 Computer Lise
check to use). Klosks are connected to the
spaceport’s central computer, though there
are 50 many security features that shicing

SCOUTING REPORT

Spaceports and Landing Pads
HUNTER
TEXT BY MICHAEL MIKAELIAN

imto the central anplll.rr Frowmy one is next
to impossible. Most kiosks are in high traffic
areas, making any attempts to slice into

them a dangerous proposition,

THE Law
If the heroes ane hiding from the local law
ERforcErs, il Elay far them ta blend into
the many crowds found evenywhere. Any
character blatantly canrying a weapon can
expect to stick out like a sore thumb, mak-
ing it harder to blend in, Other than Blaster
pistols, hold-out blasters, sporting blasters,
and lightsabers, carmying a weapon |5 usu-
ally ilbegal, During the Rebellion era, openly
canrying a I|Eh15.:| ber isnt as much an
offense as it is signing your own death war-
rant in imperal-ocoupled spaceports

I thie heroes get into troubde the local
law enforcement is quick to respond
Though a bar fight might not even be worth
their trouble, altercations invehdng blaster

fire will draw two or more pairs of officers

Craft: it-:h1 Tractar Beam Generatorn; Class: Capital; Cost: 6,000;

Sire: Diminutive: Crew: 1 (Normal +3); Maximum Speed: Stop;

=d to help

larship to land
punterpart. a

L 1 |.I ne ook '1.'||

Defense: 14 (+4 sire): Shield Polnts: Mone; Hull Polnts: 6o; DR: 5
Weapon: Tractor Beam; Fire Arc: Turret; Attack Bonws: #10 [+4 sioe,
#2 crew, 44 speed bonus); Damage: special (see Core Rulebook,

page 82l Ra nge Modifiers: PB =32: 5 «&: MJ/L nfa

Craft: Medium Tractor Beam Generalon Class: Capital; Cost: 12,000,

15 [+1 &lze, +4 armc
Weapon: Traclo

tad LI,

|.“||1 tractor hamm |l_|l|:|l|.|1|_||l-. Fre uted bo |_l:|.||| hiodd af small

itarships such &t starlig

beam general

Large tractor beam generatons ane used on small capital ships. In

addition bo capturing starships, a tractor beam can also keep them

from taking off. Traclo
amerate: if that [FOVAET SOAIrDE 15

weork ;rl:!= Taileplsi |.ltr'|'r

BB vOLUME I NUMBER 3

w arg ueed on larger transports

o redquine a large |

uirm tracton

as freighters

Jir sounce Lo

ctor beam stops

4 speed bonus); Damage: special (see

pagee 182); RBange Maodifiers: PB-4;5-2; M/L n/a

v Tractor Be

Fd, CrEw, 44 speed bor

Sipe: Small: Crew: 1 (Narmal +2); Maximum Speed: Stogp; Do frrn s
rl: Shield Points: Mame; Hull Paints: 100: DR: 8
=y Flre Ang: Turrel; Attack Bonus: +7 (41 size,

ore Rulebook

n Generator; Class: Capltal; Costi 24,0

Size: Large; Crew: 1 [Skilled +4); Maximum Speed: Stop; Delense;
19 (=1 size, +30 anmeer ); Shield Points: None; Hull Paints: 200; DR: 12

Weapon: Tractor Beam; Fire Arc: Turret; Attack Bonus: +7 (=1 size,

il Dmmm ulehook

page 182); Range Modifiers: PB -




Urban Commercial Facility

(Thug 2] within 1do minutes, If the alterca-
tion is outdoors, each pair of officers travels
in the equivalent of a flash speeder or Conus-
cant air taxi

Aguatic Launch Platform

This type of spaceport is popular on worlds
with a high percentage of water covering
their surface. Aquatic launch platforms are
mosthy industrial. Civillan centers, such as
markets and hotels, are often found on
adjoining platforms, on shore, or beneath
the surface. Worlds that are mostly or totally
cowvered with water have a tendency to
develop entire cities undenwater, In those
cases the surface can look desolate, showing
anly a fractbon of the world's civilization.

THE SICHTS

Areas surrounding an aquatic launch plat-
form vary from world to world. Near the Core
and on major space routes, the surrounding
areas are similar to the urban hi-tech com-

Hami

mﬂ'
R -
wan#*

re Your Ship Lands

TEANEPARARTEEL
Canary

L1 |l.mumm: AR STACHID
L A% SCALT WECERRITATIS)

15 WWhi

=] =4 i

3 {mmnrrm |

S [LANBINE STRUCTURE CAN
B REPLATI A3 $CALE

Do Lpvin P (il Jo Tl Al mghis reisrend e s s o dalion Frifrd e, griitnl i [uasopy fed ool e oeiy

miercial facility. The only difference is these
attractions are ahways either below or a
monaorail ride away from the landing pads.
On morne desolate worlds, an aquatic landing
platform can be isolated, with just a few sub-
levels of living quarters and warehouses,

Aquatic landing platforms are often used
for warehousing, though they are not
uncommon as the top level of an otherwise
underwater resort, When this is the case, the
wharf and cargo holding areas are usually
reserved for outdoor markets, dining, and
sunbathing. Lodging at resorts of this kind
typically costs 500 credits a day or more and
is well worth the expense.

THE Law

A remote aquatic landing platform used for
refueling and warehousing tends to have a
small security force. This force is often quick
to respond, since there is usually little or
nothing else for them to do. & small platform
typécally has one constable (a gth-level

generic military officer from page 271 of the
Core Rulebook, armed with a blaster pistol
and stun baton) and at least six security
guards (Thug z).

Larger aquatic landing platforms teeming
with tourists and travelers generally have a
larger security force, perhaps even a precinc
of the local police. Trouble is swiftly stifled,
especially at resorts. Heroes can expect
blaster fire to draw four or more police or
security guards (Thug 2} in 1dg minutes. Lux-
ury resorts also retain more experienced

security forces that -
F—'"ln"

are deployed In
case of a real emer- o=l
Artificial Light

gency (Thug & or
Poswenr Relay

Soldier 4.

Hieawy Blaster
Fuel Hub
Door

Airlock
Locked Hatch
(raie

| soi1fiamo+
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Typical Fringe Spaceport

This type of spaceport can be found on just
about every backwater planet near an out-
lying trade route. Spaceports in Outer Rim
territories are little more than refueling sta-
tions on otherwise sparsely inhabited
woorlds. Traffic is light, and there's almost
always an open landing pad. Surrounding a
typical fringe spaceport is little more than a
village or town, which is in turn often sur-
rounded by large expanses of rural or unde-

veloped land.

THI SIGHTS

There is really nothing to see outside a typi-
cal fringe spaceport. There are usually a few
dozen small homes inhabited by spaceport
workers, their families, and other locals.
Beyond that lie undeveloped lands serving a
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boundary between the spaceport town and
any ranches or farms nearby. On true back-
weater planets, spaceports are built in a spe-
cific place for a specific reason. There are
exceptions to this sleepy settlement stereo-
type. Mo Eisley, for instance, is a fairy large
city with a spaceport many times the size of
the average fringe spaceport.

Maost fringe spaceports are so isolated
that anything other than basic necessities
can be impossible to find, At the GM's dis-
cretion, certain items are “difficult” to pur-
chase in this spacepart. Players must make a
Gather Information check [DC 15 for simple
items such as light armor or small weapons,
DC 20 or more for more exotic items) to find
someone who might have the item they'ne
locking for, Once the heroes find a vendor,
the GM determines whether that vendos

currently has the item. If the vendor does,
the price is an additional 1o-100% (roll a dio
and multiply the result by 10%). The heroes
are free to haggle with the vendor, and any
Scoundrel with the lllicit Barter ability gets
his or her chance to use it.

TeaE Law

Smaller spaceports in the Outer Rim terri-
tories sometimes have no organized gov-
ermment, though residents have been
known to pay taxes to reglonal governors.
In the meost desolabe areas, sometimes
even the regional government doesn’t
know or care about a spaceport, Docasion-
ally, the presence of a criminal organization
Is enough to keep things quiet. Typical
fringe spaceports might have a sheriff
(Thug 4) and deputies (Thug 2).




Typical Fringe Starport

Unlike more civilized regions of the
galaxy, there is little or no law in the Cuter
Rim. If the heroes get involved in a light-
fight, the sheriff will probably not get
invohved, When the dust settles, the sheriff
might deliver a thinky veiled threat about
not liking trouble in his town. If amyone
persistently causes real trouble, the
regional governor mlght eventually send
in military forces to clear out whatever

plrates, mercenaries, or looters are tenroriz-

ing the locals,

Tethered Orbital Shipyard
Tethered orbital shipyards are most often
found in bow orbit around uninhabitable
planets such as gas glants or other extreme
emvironments. The cost of maintaining a
lows orbit is more economical than the
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atmospheric controls that would be
requined bo eperate the same facility on the
planet’s surface. Most orbital shipyards are
actually collecting facilities for some natural
resource culled from the planet they orbit,

THE SiCHTS

Cutside an arbital shipyard |s often a
beautiful sight to behold, though deadly
to experience first-hand. Most of these
facilities are ialabed, though some Larger
wersions can house a small city. Anything
that can be found on a typlcal planet’s sur-
face can be found on larger orbital facili-
ties. The emallest of arbital shipyards are
litthe more than docking bays, wanehouses,
processing plants, lodging, and the most
minimal entertainment {usually the liquid
kind), Larger orbital facilities run the

gamut from small self-sufficient commu-
nities to sprawding city-like complexes.

The tether at the center of this type of
complex serves many purposes. All tethers
have some sort of access way, even if it's
mierely a ladder with occasional platforms.
In most cases, they ane used Lo transpon
people, materials, or data from the station
to ground facility or remote node much
closer to the planet's surface. These facilities
or nodes ane strictly business. Most are used
for collecting natural resources of mondtor-
ing weather conditions on the planet’s sur-
face, Special gear is often required to exit a
ground facility. in the most extreme cases,
heroes might need to wear flight suits or
armored spacesuits to venture onto the
planet’s surface,
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THE Laww

O stri |:I:Ig,.' commercial facilithes, the law
{like the facility) is privately run. The num-
ber of security guards depends on how
many people are working and living on the
arbital. Facilities that ane m::--’.tl':.r.'lul-n-
mated might have a handful of security
guards (Thug 2), while a heavily populated
facility could have a seemingly lmitless
supphy. The chief of security Is typically a
retired soldier (Soldier 4) or military officer
[Mble 2/5cidier 2).

Whether privately or publicly run, the
law |5 quick to respond on most orbital
shipyards, The most heavily populated
facilities have B rels of halgcams sta-
tioned in high-traffic areas. Lone guards
will assess a situation before jumping into
it U'En..l.!“]-' ca!llng in reinforcements .l!u'l:,.'
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disturbance of the peace is swiftly stifled
by four or more security guards. On heavily
automated facilities, security isn't likely to
respond to an incident for hours or possi-
bly even days.

Concealed Crater Base

This facility Is often a secret staging area fod
small military units or pirate bands. When
built over a dormant wvolcano sensor read-
ings from orbit have trouble finding this
type of concealed landing platform. Con
cealed crater hases can be found almost
anywhiere, even on large asteroids.

THE SIGHTS

A concealed erater base is often the only
thing around. If not, the closest settlement
is probably days away by speeder, Industri
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ous engineers choose craters that have
large lava tubes that act as passageways
and launch tubes for starfighters. One
medium transport is usually big enough to
deliver all the materials necessary 1o s&t up
a concealed crater base

If the heroes find themselves in a con-
cenled crater base, they're either hiding
from someone or looking for someone
whao doesn’t want to be found. If they try
to fly in or out through the lava tubes, the:
miust make a series of Pilot checks, M3
can plan out a flight path ahead of time
fraught with twists, turns, and natural for-
mations, A typical flight path should have
only a few truly dangerous features. Fine
and Diminutive starships have no trouble
maneuvering inside a lava tube. Tiny star
ships suffer a =2 penalty to maneEuvers,



Concaealed Crater Base
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Craten PiRATES
Unlike the generic pirate GM character

{Core Bulebook, page 273), pirates typl
cally found occupying a concealed crater
bace are nol wall trained Thtjl"rl‘ aften
individuals

L e ek ice, couldn't find a decent job, or enjoy

O FIOHTEES HIDDEM
1o L TuRs | roughing people up and robbing them

Crater pirabes are the perfect alternatnag

to the generc thug if your GM wanis to

Small skarships suffer a -4 penalty, and Concealed crater bases used by covert stage a plrate raid but doesn't want to
Medium-size or larger ships are too big to military organizations or paranoid merce overwhelm the heroes with a s
maneuver inside a lava tube. naries have all the same features with a few gth-level Scoundrels
exceptions. Since guards are usually
THE Law a :,.:..IHHI_"Ij to their shifts, there's ﬂ|Wﬂ}'F-
Concealed crater bases used by pirates typi-  someone with the proper feat operating j Detense 1b [+4 armor,
cally have a guard platform with a full view the heavy repeating blaster cannon, Addi- vz WEPWER =g Ak +3 melee (1dE
of the rest of the base. Most pirates aren't tionally, security devices are more com iton), 45 ranged (340, blaster pistoll oV
organized enough to have actual guards manly found in military and paramilitary it o4, Ref +3, Will #1; 52 M: Repa: 51
Instead, the rank-and-file members take irctallations. Motion and sound sensors ane % 15, Con 1z, Int 12,W
turns on guard duty. The guard platform not uncommaon. Hide and Mowve Silenthy
usually has a heavy repeating blaster can- skills, respectively, may be used to avoid
non on 3 fived mount that draws power these sensors (DC 2o} & successful Disable
from the base's penerator. There are usually  Devics skill check (D€ 25] will render these
only one or bwo pirates in the whole base sensors useless without setting off any

wiith the Weapon Group Profickency (heavy alarms. §
weeapans) feat. In case of a surprise attack,

one of those pirates attempts to reach the

guard platform before the catwalk is raised
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»The trusty astromech that calculates the jump to light speed moments before the
Imperial Star Destroyer locks a tractor beam onto the ship.

»The officious snob of a robo-waiter that refuses to seat you in the nightclub
without the proper password.

»The surly droideka poised like a deadly predator insect about to strike.

»The resourceful protocol unit who has been in the family for three generations and
developed a lisp from a deteriorating vocabulator.

»The hard-working labor droid [saddled with the intelligence of a 3P0 unit by a pirate
master too cheap to buy a true protocol droid] who dreams of escaping his owner and
exploring the stars.

»The rogue assassin droid: independent, illegal, and a merciless killer for hire.

(Mt hsks article reasde Bekter if
keep Chapter 15 Diroddy of the frae
Eaoleplaping Game Core Rulebook
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Mechanicals & Organics
Droids—large or small, smart or simple,
cowardly or deadly—fill roles in nearly every
ndche of the Srur Waet universe. In most
cases, a mechanical being (however sophis-
ticated) is the property of an organic ingi-
widual, These drodds have bevels in the
Gamemaster classes [Thug, Expert, and
Diplomat) and perform a number of essen-
tial jobs and services in a number of indus-
tries. Usually they wear restraining bolts, or
are controlled via remote processor

These droids receive frequent memony
wipes to prevent recurring personality
quirks, if they have enough intelligence to
develog quirks in the fiest place. Memory
wipes reset a drold b its factory specifica-
thons, preventing quirks that could lead to
disaster in a 5.'ta-r5hip comitruction y.lrd.al a
business deal, during combat maneuvers, or
even an important diplomatic dinner.

Toin Famiry DRoID

Mearly as many models of droid are owned
privately as are put to work in the labor sec-
tor. Citen, organic owners come to think of
their droids=—at least the smart ones—as
companions and friends, especially If sald
droids have gone a wibile without a memory
wipe, An owmner might come tovalue the
advice of the drold, or have an emotional
attachrment of some kind. Cheirks that might
cause trouble in an industrial model
become endearing in the family droid, and
can lead to a droid developing a distingt
personality,

In thelr own way, drolds gain experience
from the events they weather over time. A
sufficiently sophisticated drokd brain's
neural pathways develop attachments to
other mechanical and organic beings,
forming friendships just as Humans or
aliens do. SEill, maest deodds rarely become
mare than what they were designed to be.
Even galaxy-renowned units like the New
pepublic’s famous C-3P0 and Rz-D2 techni-
cally belong to Luke Skywalker and
acknowledge that fact . .. most of the time.

(il
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DrOID INDEPENDENCT

Occasionally, events conspire in the exis-
tence of a droid that lead te its independ-
ence, 5o-called "self-owned” drodds ane fews,
byt not 3% rare a5 some would have the
palaxy believe.

Many an independent droid, fos
imstance, has “gone bad,” I is not uncom-
mon tahear stories of droids who escaped
after years of abuse by an unfair master—
sometimes killing their tormentors first.
ther whole lines of drodds have had vio-
lent, aggressive personalities due to a pro-
duction glitch. Sometimes that vielent
tendency has even been planned, but got
out of control, as in the highly publicized
case of the 1G assassin series.

{According to uncorroborated reports, the
famed bounty hunter, 1G-88, killed its cre-
ators upon activation simply because those
creators had inadvertently instilled the unit
with an utter disregard=—some would say
disdain—for sentient lifie.)

To say that all independent droids are
haywire, rmmpaging killers wold be a
hasty, unfalr generalization. Bul those that
are independent keep one photorecepior
active for organic beings seeking to steal
wandening mechanbcals. To protect them-
soelves, such units usually have some form of
defense, such as alarms or vislent applica-
thon of tools. Some even manage to get thse
weapons installed for emergencies.

Unless they become absolute loners,
independent droids often enter into part-
nerships with ane or more arganic individu-
als te appear “owned.” These droids—unbess
bizarrely disfigured or altered—{ind that
the amount of unwanted attention they
attract goes down exponentially for every
nan-mechanical compandon they have. 5till
other independent drolds find they actually
miss the companionship of an old master,
and seek out organics similar to that indi-
widual If he or she no longer exists,

Building a Droid Hero

Unlike organic beings, drodds don't have
wehat could be called a “species” to provide
skill and ability madifiers. Instead, each
droid hera has four major factors that affect
its abdlities, skills, and behavior: degree,
chassls, manufacturer, and personality. The

player [in the case of heroes) or the GM
chooses degree and manufacturer, Degree,
chassis, and manufacturer offer benefits or
penaltics acconding to the specialiies of
each, Personality, however, s expressed in
the form of a few quirks that further modify
the drold's ability and skill scores at creation
(independent droids didn't get thal way
through frequent memory wipes).

Droip Higoos AND CLASSES

Droid hieroes usually start out with a heroic
class as well (although droids somictimes
find it difficult to get beyond thelr cone
programming without the right proces-
sors). They gain experience, vitality, and
advance in bevel just like organic beings.
Since they have broken their programming
and become independent mechanicals
(dangerous as that may sometimes be to
their person), they have overcome the pro-
hibition agalnst hamming organics that's
usually the exclusive domain of fourth-
degree military models.

How to Use This Article
Ower the next 16 pages, we'll look at the
various droid manufacturers in the
galaxy and many drodd models that
heroes can purchase (inchiding a few
low-priced models for starting charac-
ters), abong with new pleces of equip-
ment that will allow you to customize
your droid to your personal specifications.
Buit first, you'll leam how to create a
draid from scratch, Players can use the
drokd creation section to eneate thelp
own drodd heroes, GMs can also use the
droéd creation section to make unique;
memorable drodd GM characters for the
heroes to encounter,




LOOK SIR,

DROIDS:

Ewery drold player
character is |ikefy to
hawve a past—independent droids don’t
grow on trees, after all. It's a good Idea to
have at least one or two former masters in
mind, Alsa have a clear idea of why your
drald has become self-reliant. Was it
granted freedom by a former owner! Was it
abandoned on a space derelict, only recently
coming back onling after centuries? Did it
slaughter the first organic it saw? Such
questions can be of great help fleshing out
yaur droid (o to speak)

Droids also have a lot of core program-
ming to overcome, and these original
design specs often crop up in the dmoid™s
behavion A Robo-Bartender with bwo levels
of soldier is a rough and ready combatam—
but it probably describes attack plans In
bartending jargon.

Whatever type of drokd you choose to
create, remember the following rule above
all: drald heroes are only allowed at the
G's discretion, Players must always check
with the GM befare preparing & droid hers
for a campalgn.

Deoios oy DEGRER

A dioid recelives certain ability modifiers
according to their degree, a designation
that takes into account the droid's general
purpese and role In society.

Players wishing to play a droid hero are
encouraged to look into 2nd, 3rd, and 4th
degree droids, but 15t and sth degree droids
are certainly still playabile.

Mote: The bonus skill peints, if any,
granted by the following degrees, manufac-
turers, and personality quirks can be over-
written by other skills with the Computer
LUise skill a3 deseribed In Chapter 15 of the
Core Rulebaok

First-Degree Droids

Diroids of the first degree
specialize in medicine and
the sciences, often
amounting to no mone
than mobile compuiers,
still, they can be modified
like any other droid, and
many former surgecn

What's Different About Droids Heroes

w Dioids do not need to sleep, so they make excellent guards, They do need to enter shut
deran mode for at least 30 minutes every 72 hours. If they do not, the droid must make
2 Willl save with a D€ of 15, or its programming begins to suffer Intelligence damage
due to corruption (as described in the Core Rubebook).

w Droids. though setf-aware and even emational, are not truly alive. Therefore, they have
no connection to the Force and cannot gain Force skills, Foree feats, or Force Points. As
described in the Core Rulebook, they are also immune to certain Force abilities.

= One of those Force abilities that can't affect drodds ks healing—drolds can only regain
lost wound or ability points through use of the Repair skill A droid can use this skill

o el

w & droid's skill points can be reassigned through the ComputerUseskill. A drold hero
can use its own Computer Use skill to perform this reprogramming, although the
droid must be relatively undisturbed [e.g., not under attack) to perform the check.

« Because of their programmed nature, droids are nearly always multiclass by default
(sa beginning droids probably have an automatic -2 to their Defense]. Droids start
play with at least one level in Expert, Diplomat, of Thug “factory set” into their core
circultry. if the droid is ever memory wiped, it returns to these settings, keeping any
bevels carned since the wipe as professional levels inthis class (See the Death and

Wiping sidebar)

= Droids can begin play with more than one professional leved (and therefore start with
what essentially amounts to an experience botus). if they Begin play with more than
one professional level, however, they must earn the experience points necessary to
gain their first herolc level. A droid that begins play with only gne professional level

can choose an berie level immediately.

= Droids gain an ability score point every 4th level, just like organic heroes. These
increases must be applied to Wisdom, Intelligence, of Charisma, howeved, as iirosids

do not biologically “grow” over time.

RIR oy UsE L NUMBER 3

droids have found second-

ary lives as hyperspace navigators on tramp
freighters or specialty chefs In popular
restaurants.

Ability Modifiers: st-degree droid

heroes get +2 Int, -2 Wis, and -2 Cha.
Professional Class: Expert, Diplomat, or Thug.

Second-Degree Droids
This degree includes
astromechs, sophlisti-
cated repalr drolds, and
other technical and
engineering spechalist
draids. These units often
fargo resemblance to
their ocwners in
exthange for practical
ity, as evinced by the "universal socket”
present on many starfighter models, built
to fit astromech droids designed by a
number of manufacturers. WED repair
units boast little personality or charm, but
their easily modified multiple tool arms
and low price make them one of the most
comman persenally owned droids in

the galaxy.

Ability modifiers: 2nd-degree drold heroes
get +2 Dex,—2 5tr, and =2 Wis,

Professional Class: Expert.

Third-Degres Droids

By far the degree of mechanical that
humanoids should find easbest to interac
with is the third-degree droid. These include
protocol models, record-keepers, babysit-
ters, bartenders, servants, and in a few
cases, sphes. Nearly all are designed to

What's the Same About Droids

s= Draild heroes earn expenienoe and
advance in levels just like organic
brlngt. Far garmde purposes, ondy droid
heroes gain experience, G character
dradds and droids purchased by the
players gain no experience paints.

w Dther than being restricted toimpen-
Force-using classes, drolds gain the
bonuses inherent to cach hemoic class
in wihibch thiey takelevels

se Drolds benefil from aimor as easily a4
organics da, with the same conse-
quentes. Since drosds all begin herolc 1 ,':
existence a5 multiclass characiers
wiith a =2 penalty though, armar |5 o
mare cormmon for lower level drodds t
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resemble either the
species that built them or
the species that will buy
them. In the Stae Waes
universe, thal means
mast third-degree drolds
are humanaid, Thind-
degree droids, as might
be expected, find it easy
o interact with
humanoid species; they find it even easier
to blend inta the background.

Ability Moxdifiers: 3rd-degree droids get +2
Cha and =2 Wi,
Professional Class: Diplamat.

Fourth-Degres Drolds

As old as drodd technol-
egy |5, violence is older by
billions of years. 5o it's
it Lo surprising that
beings have been creat-
Ing drobds with vialence
i mind since mechanical
constructs first became
reality, Battle droids,

destroyer droids, assassin droids, war droids,

ewen securty doodds share one somelimes
disturbing fact—they have no prohibition
prn:ﬂ:nl'ing the h.erﬂ-iﬁE_ af semtiert organ-
ics hardwired into their core progra mming.
The can and will kil Fortunately for the
galaxy at large, such droids are usually
rigiidly comtrolbed or only used for military
pLrpoSes.

Abllity Modifiers: gth-degree droids get +2
Dew, =2 Int, and =2 Cha.

Professional Class: Thug,

Fifth-Degree Drolds

The jurmpy, annoying
DU serles pit drold, the
ubilguitous ASP-7. the redi-
abde EG-6 power droid: all
examples of fifth-degree
droids that do the grumt
work of a galaxy. Often
dumber than a bag of

predictable, and do exactly what's asked of
them, An intelligent labor drold was likely
difficult i some other Wy during Its exis-
tence, winding upat the bottom of the
miechanical ladder. The kg Worker Drone is
often classified as a labor droid, for

Riiii

drive waste, they're cheap,

example, despite its advanced brain. This is
explained by its appearance imeaning the Jg
took a =4 to its Charismal

Ability Modifiers: sth-degree drolds get +2
Sir, -2 Ik, and <2 Wis.

Professional Class: Expert, Diplomat, of Thig.

CHAasss TYPES
A drodd's chassis, or body type, dictates sev-
eral physical traits of the droid, including
manipulator types, movement, and avail-
able weapon and tool mounts, Choase a
chassis that complements the degree of
droid you're playing. Note that we do not
recommended that players choose other
chassis types (although ultimately the GM
can allow any chassis type he or she
wants). Adjust your speed according to the
movement table in Chapter 15 of the Core
Rulebook.

Arty chassis is available for any degree,
and miay be Small or Medium-size in the
case of drold heroes, (GM character droids

can, of course, be amy size.}

= Astromech-type drokds have a barrel-
shaped torso, a rotating head (often
dome-shaped) and tracked treads on
the bottom of two thick, sturdy legs.
Often, a third leg is available for bal-
ance. Astromech-type droids are
designed for repair and can attach up
to five tool mounts, but only one
wiEapan mount,

. Multl Ie“,ed Inuctnhl dnsa-l: drnlds
boast exceptional balance, although
they aren’t as commaon as two-legged
insectobds like the Jg Worker Drone.
Like the Treadwell-type, they can carry
different tool and weapon maount
totals=—four in any combination. They
count as walking droids for movement

SIZE AND STREMGTH SCORES

A Tiny drobd with a level of Seldier will not
generally, be able to lift as much as a
Medium-sized droid with a level of Scout.
Use the following table to determine a
droid's Strength based on its size. Apply this
miultiplier before any other bonuses or
penalties, Remember that droid heroes
should be Small or Medium-sized

Droid Size and Strength

Btrargih Multiplisr

Medium (3Po unit)

(Robo-Hack)

Droid Manufacturers
“Thank the maker|™

—C-3P0
it's an axiom older than star travel: Bvery
droid's got to come from somewhene,
Though the arigin of droid making is lost to
an age when even the Duros had not yet
wentured inte the stars, a few consistent

A fAn-wahE GaMEr Y5



LOOK SIR,
DROIDS!

The Traditionalist:

Floying a Ready-Made Drold

While this article concentrates on how to
create your own droid hero from
scratch—including creating your own
make and model of droid—many players
witll no doubt want to play one of the
rrany drodd types from the films. That's
perfectly acceptable (in fact, many of the
drolds presemted Later in this article
would make good henoes]. ust remem-
ber a few things.

s Even a stock model will suffer from a
quirk or two by the time it goes rogue,
Players should choose a quirk from the
table.

s |F the droid comes with unspent skill
podnts from the factory, these are
replaced by the skill points offered by
the drodd’s first heroic level.

s Watch your party level—an Rz unit
wiith 4 levels of Expert and a level of
Scout is still a sth-level character
and would dominate a party of 15t
level heroes.

= The droid must be capable of inde-
pendent activity—if it is designed for
control wla remote processor (ke a
Trade Federation Battle Dvodd), it can-
not be a hero

== Your drokd must exist in the era in
which your game takes place, If it's
noted in a droid's descripbion that it
wias built and designed by top engi-
neers for the Empire, for example,
you could not play that drold during
the time of the Maboo blockade. In
most cases, however, droids can be
played im any ora,

s If you choose & model that starts with
miare than ane professional level,
remember that you'll need to earn
yaur first herelc level through experi-
ence palnts. fun LOM unit (Diplomat 2),
for example, would start with 1,000
experience points by default and
would need to earn 2,000 more to
take a bevel of seoundrel A 3Po unit
(D plamat 1), however, would be
allevwred to start with a heroks bevel,
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traits have remained unchanged. Artificial
intelligence is melded with mechanical
locomotion to perform tasks that the droid
owner would rather not do herself,

The variety of tasks and owners has
resulted in a chaotic galaxy of droids, and
ruoat dicdd makers probably wouldn't be in
business if all they made were mechanical
belngs. Even older models often outlast
their ariginal owners, yet droid companies
keep producing new, improved designs,
leading to even more drokds who will also
autlive their new owners. For this reason,
mary manufacturers diversify into starship,
vehicle, and weapon production,

Used drokds can be purchased and modi-

fied beyond the scope of their original
functions, operating well outside of their
intended use, In the case of Independent
droids [certainly used property, as virtually
g adbe Balbds a drold with complete inde-
pendence in mind) this modification is
often intentional: the addition of a blaster
to a Hmby, rearranging internal clrouitry to
make room for internal storage, minor
|l1t-l:-||lgl:-l'll;l:--l:-|‘l|‘l.‘ll'll:i fig '-.mg«l!q.ld o Uhedr
droid brain

HarowWIRING
However modified, most drolds retain
design and programming traits associated

with their -I,'.I'I'|EII'I.1| manufacturer, In the Stae

GM Notes: Droids in Your Game

Dvokds can offer a lot to your game: They can be awfully fun to play and lend a definite air
of space fantasy to a human-and-alien-filled adventure. This article i designed to help
you create GM character droids for use in your campaigns, a5 well a5 serve a3 a guide for
players who wish to create droid heroes. Because of their mechanical nature, howewver, it's
possible for them to create game imbalance without a few special drold construction
restrictions that apply only to drodd heroes. GMis who choose to allow droid heroes in their
garne will most likely want to enact the following ground ndes:

1. Orold heroes may only be Small or
Medium-sized=—all normal size modi-
fiers apply.

1. Don't allow players to start with a
droid from the Core Rulebook (such as
the Egza) that has at least one herole
level as a factory preset. The drolds in
this article, you'll notice, only begin
with professional classes,

3. Watch the weaponry—same drold
weapon attachments like hunter-
secker missiles can be devastating no
matter what your level and allow

J-lllil
1w

Wiks BPG, this translates into equipment
bonuses to certain skill checks, Becawse of
mass production, a manufacturess prier-
ties imprint on every droid it creates. 5o
wihen creating a droid from scratch, choose
a manufacturer and [neorparate the follow-
ing skill modifiers, even if they seem inap-
propriate for the drold's intended purpose.

Far Instance, a protocol deokd made by
Arakyd is still made by engineers who spe-
clalize in gathering Information and diabal)
cal designs. 5o the Arakyd protocol droid has
a certain menaoe, @ven in 1S Inncouous
tramslator dities,

This alse means that you can generally
choose any manufacturer for any drold class
thint you like (although certain manufactur- Fagey
ers will be more appropriate for certain
classes and purposes), For enough money, a
draid maker will create just aboul anything,
Whatever type of droid you can imagine,
odds are a likely manufacturer can be
found in this section.

lower-level dialds to wiekd a litthe too
much destructive capability. if players
Insist on buying an overpowered
weapon, be sure to adjust your chal-
lenge levels for that adventure to keep
things interesting.

4. Don't offer the option to start with
repulsoriifts or powered flight—the
droid should pay for such an expen-
sive, pawerful plece of pquipment. |
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ACCUTRONICS
Accutronics has grown its
own sector of the droid

famiby drald: a mechanical

that acts as nanny, playmate, or teacher to

the kids. Their TDL Nanny Droid has been
well recelved—especially in the Outer
Rim, where parents often have to work
long hours to get by, In fact, the company
has several offices and dealerships in the
Bim. Accutronics’ headquarters are based
on Eradu.

Special Characteristics: Accutronics drolds

market a5 speclalists in the

Playing Maker

ifyou don't want to use a manufacturer
here, consult with yowr GM on your fran-
ufacturer idea. If it's simply a matter of
nat liking the name, it would be easi-

pany have thrown themselves into partner-
ship with the New Republic wholeheartedly
and already have numerous contracts in the
production stage, such as the NE-W2
Explorer, a modernized, exploratory version

of the old lmperial Probot. est—and perfectly scceplable—io
Special Characteristics: Arakyd Industries “rename” a company listed here and take
droids often specialize in intelligence the bonuses offered.

gathering, security, and message dellv- Otherwise, the new manufacturer can

ery. They receive a +1 equipment bonus
to Diplomacy, Gather Information, Hide,
and Intimidate checks.

BaLmoREAN ARME

provide a-+4 equipment bonus to one
skill, a +2 equipment bonus to two differ-
ent akills, or a 1 equipment bonus to
four different skills, GMs are encouraged
ko indude a penalty for the manufac

= Probot and the ublquitows Seeker, For their
part, bowewer, the exeoutives of the com-

speclalize in looking after the young of
many species. Upon creation, they are
hand-wired with a +2 eguipment bonus
to Knowdedge (childcare, any species)
and Profession (teacher],

ApaxyD INDUSTRIDS

Some in the New Repuldic gov-

emment have volced an objec-
@ tion to working with Arakyd,

The company produced a high

percentage of the Empire’s mili-

tary drobds, Including the Viper

he efficient killers.

Droid Creation in 10 Easy Steps

Droid creation isn't much mare complicated than regular charac-
ber creation, but it does have a few peculiarities. When rolling up a
droid hero, we recommend following these steps in order, but it
't mecessary to do so.

1.Choose the chassis, size, and degree of drodd you want to play.
Size affects the droid’s Strength score, and droids of all sizes
can be found in every class. Most drokd heroes are 2nd, 3rd, or
ath degree droids, although 1st and sth-degree droid heroes
are not unheard of.

2. Assign ability scores to your droid based on the standard point
array [v5, 14, 13, 12, 10, and B—see Manned Character Creation in
the Core Rulebaak),

3. Modify the ability scores according to your choices on the
Degree and Chassis tables.

4. Choose the manufacturer, or create a new manufacturer with
your GM's supervision. Adjust skills accordingly.

5. Find the appropriate professional classes the drold will have as
*factory preset.” Create this expert, diplomat, or thug on a sep-
arate character sheet—including skills and feats—and keep it
handy just in case the unthinkable happens and your droid is

memory wiped.
6. If your droid only has one professional level, choose a heroic

Operating at the Cose’s
edge—on Balmaodra, a man-

ufacturing world since the
early days of the Republic—
this company primarily produced AT-5T
Sooirt Walkers for the Emperor’s attack
forces. Like most large corporations, though,
they branched out into droids. The 50-g and
sD-10 infantry robots in particular proved to

Special Characteristics: Balmorran Arms
madels are built for combat. They
recelve a +3 equipment bonus te Spot
and Search checks, since the Empire—
Balmorran Arms’ most frequent

turer if the skill bonuses seem exceplion.
ally powerful. Balmaorran Arms, for
example, gives a +2 equipment bonus to
Search and Spot skill checks to each
drodd |t makes, but such drosds move
more slowly than ather droids,

Each manufacturer bonus |5 an equip-
ment bonuses and &8 such does not
stack with other equipment bonuses. At
the GA's discretion some of these
bonuses can be deemed spedial pquip-
ment bonuses that do stack under ces-
taln circumstances.,

level as well (droids that start with more than one profes-
shonal class cannot take heroic levels until gaining a level
through experience). Create this “experienced” drodd on a new
character sheet, pdding feats and spending skill points as nor-
mal (excluding any Force-related skills or feats, of course).
When using 4 teady-made droid such as the Rg-unit later in
this article, the skill points provided by the herolc level take
the place of the drobd’s standard “unspent skill paints.”

7.H you are playing a drold of your ewn creation and ot a ready-
rade model, roll 2d6 and multiply the result by soo to get your
droid's starting equipment fund, This is the number of credits’
worth of equipment the droid comes with direct from the fac-
tory. This money must be spént on equipment; any leftover i
absorbed by the bullders and unavailable to the drokd hero,

8. Roll up the regular starting maney for.the droid's heroic class.
This money may be spent on equipment added to the droid
singe [t came from the Factony The droid héro can kegp any
leftover credits, meaning this money need not be spent on
equipment immediately.

g. Choose a quirk from the personality table and adjust your
diroad’s skils.

10 Make the final adjustments to your new drodd (including an
alphanumeric name and casual nickname if you desire], and
you're ready to roll off the assembly line!
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DROIDS! customer—values

alertness and delib-
eration in its infantry droids. That delib-
eration results in a shower speed for BA
droids: they move more slowdy than
other dioids by 2 meters.

=) Cyoor GALACTICA
G if mot for the presence of
Industrial Automaton's B-serles
astromichs, Cybot Galactica’s
$Pa units might well be the
mast cammon drold in the
known galaxy—at beast, in those parts of
the galaxy where Humans predominate.
Though the 3P0 i5 their bread and butter,
CG has also produced a wide array of prod-
uet, including the Binary Load Lifter, the LE
Repair Drosd, the specialized PD Lurrian, and
of course, a selection of Roba-Bartenders.
Though protocol droids and servant models
dominate thelr lineup, OG5 WED seres

ﬂ repair drold has long been the budget

spacer’s astromech alternative.

Special Characteristics: Since Cybot
Galactica is one of the "big two" (along
wilth Industrial Automaton), it Is capa-
ble of outfitting a mechanical for just
about anything. & CG drold gains a +2
equipment bonus to any two skills of
the player's choosing. The bonus can-
not be applied to the same skill twice.
These bonuses do not allow the drold

Death and the Droid

When a droid “dies” (either by failing a Fortitude save at zero
wound paints or running out of Constitution), its brain shuts

to use a skill untrained wnless [t's got a
heurlstic processor.

GEEMTECH

Almaost a footnote in drold his-

tory, one-time med|sensor con-

cem Geentech, which had had

success with its 2B surgical

model, fought a series of dor-
porate takeover attempts and lawsuits from
the much larger Genetech Corporation

Among Genetedh's alleged grievances were

infringement of copyright. Geentech no

longer exists, but the intelligent droids its
enginesrs built can still sometimes be
found used—for a slight additional fep—
from droid merchants everywhere.

Speclal Characteristics: Geentech special-
ized In medical and scientific models.
They gain a +4 equipment bonus in
either Astrogate, Computer Use,
Knowledige (any subject), or Treat Injury.
However, their addithonal cost subtracts
200 credits from the drodd hero's start-

ing equipment fund.

GENETECH CORPORATION

The maker af the 30-4X

Administrative drald is

fairly large—not industrial

Automaton large, but large
enough, As their name implies, Genetech's
firgt busineds wens not drolds; rather,

THAMKS FOE THE MEMORY WirE

Although “droid lovers® find the practice ghoulish, memary wipes
are facts of existence for most drolds, The practice is probably the
single largest reason that independent droids are so rare—not

Genetech dealt in pharmaceuticals, To
increase corporate profits, the board of
directors authorized the development of
drolds that could take over manufacturing
and factory work on some of the more des-
olate Outer Rim worlds. Many seciologists
befieve the loss of jobs among biologicals
to be a root cause of the pervasive antl-
diaid bias in those outlying area
Initial resemtment notwithstanding,
Genetech drolds are quite common in cheri-
cal, administrative, and accounting modeds.
Special Characteristics: Genetech drolds
that have broken their programming
and gone rogue often become informa-
thon brokers. They get a 42 equipment
bonus to Gather Infermation and all
Enowledge skill checks.

ImPERIAL DM PARTMENT OF
MiuTary RisSEARCH
Certainly not exclusively a

7SN\
drold-making b i
| 7 e i 2

Imperial military gave the galaxy such
charmiers as the Dark Trooper, the Human
Replica Diroid, the Imperial Mark 1V Sentry
Dvoid, the IT-0, and the Shadow Dyodd,
Obwiously, there was no imperial
Department of Military Besearch when the
0ld Republic was in power, Although this
Department did not exist during the Rise
of the Empire era, Palpatine certainky had

down permanently, Unlike organics, droids can take advantage
of a unique form of mechanical immaortality, If the droid's brain
i% saved to @ computer sysbem and a new chassis and brain can
be bought or found, others can attempt to reactivate the droid.
At least a ship-guality system is needed to hold a drokd's entire
memaory and personality. Essentially the droid is “resurrecting”

in a new body.

A successful Repair check (DC 25) 1s requined to transfier the
droid's memory into the same model body it had before. The DC
for the transfer into a chassis for which it was not designed (a Ve
pilot droid into a Robo-Hack, for example] is 30.

A droid that successfully moves into a new chassis can have

surprising, since a memaory wipe's primary purpose (s the remaoval
of personality guirks that distinguish an independent droid.

Memary wipes do not kill droids, but they do cause it to lose its
hereic status and revert to profesabon il levels matching their origi-
nal professional class. For example, VT-3P0,a 370 unit that had
been a Diplomat 1/5oldier 4/Moble 2, becomes a Diplomat 7 after a
memary wipe, The droid keeps any feats it had before (even if it
loses a prerequisite), its Defense bonus goes up by two (since it is
no longer multiclass), and its vitality points disappear until it earns
another level in a herale class. Any class-related abilities, such as
the noble's Call in a Favor, ane lost,

- altered ability scores, equipment, and skills. Work with your GM The droid’s skills revert to their orginal setting (remember to

- to figure out exactly how these scores will change. As a default,  keep a copy of your wst-level professional droid handy for situa-

R simply rearrange 4 skill points and move 1 ability point into a tions like this), and skill points from extra professional levels can !
(g clifferent ability. then be “spent” by the player as if they were a drold's eriginal e

ungent skill points.
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an interest in drobds for some time. By the
time of the Mew ledi Order, most of the
Department’s sclentists and engineers ane
dead or missing. but a few yet live an in
hiding. Some plot revenge, some want to
get on with their lives, but amy who can be
found can be pEr:.u.'IdEd wiilth sufficlent
credits o help heroes find a leftower
imperial droid lying around somewhere,
special Characteristics: Any droid built by
the IDMR gets four +1 equipment
bonuses (or any combination adding up
i fioair) o distribute among the folkow-
ing skills: Astrogate, Bluff, Computer Lise,
Demaolitions, Diplomacy, Disable Device,
Escape Artist, Forgery, Gather
Information, Intimidate, Move Silently,
Spot. or Treat Injury.

Loyalty is hardwired deeply into the
brains of any diodd produced by the
Department. An IMDE drobd must make
a Will save [DC 30) to perfoom any divect
action against a representative of the
Empire of 1o act against imperial facili-
ties ar iInstallations.

M. wousTRAL

MR, :.rosmaton
A ol Con-
sumer Council widely touted two statistics
in Industrial Automaton sdvertisements for
several decades, First, eight in every ten
beings have interacted with one of their
products. Second, two out of three Imperial
citizens hawve owened, do own, or will own an
Inlustrial Atomaton droid at seme point,
For a while, their droid division's slogan was,
“#, droid you'll never forget you owned”

Industrial Automaton is, if anything, an
even more diverse drobd produces than its
chief rival, Cybol Galactica. For every varla-
tion on its ublquitous probocol drodd that CG
releases, |4 rebeases another targeted maodel
tix a new market,

Still, Industrial Autematon does hae
bath big sellers and huge failures. Perhaps
no other drodd in history has been as large
a sucoess as the Rz astromech unit, In fact,
1A has built a near-monogaly in the
astromech market. Many cost-conscious
pllots ewen use |& parts on other drold
maodels, made easier by the fact that most
of the company's models are designed to
be easy bo waork on and flx. 1A has also
become a fixbure in the medical fleld with

|l! pi

its long-running line of MD series medical

assistant droids.

Many A droids find themselves boosted
well beyond their original specs because
they're simple to upgrade, even with parts
from anather manufacturer. The ASP drokd
has become widely distributed throughout
the Mid and Outer Rim, largely because it's
cheap, simple, sturdy, and surprisingly
takes to a Ad-1 verbobrain like a mynock to
power cables.

Special Charactersthcs: Industrial
Automaton has a deold for nearly every
purpase, and their droid models gain &
+1 equipment bonus to four skills of the
player's cholce upon character creation.
The skill bonuses must be used for four
different skills. 1A droids also get a +2
synergy bonus to Repair checks made to
reprogram their skill points.

LEs TECH

This small, exploration-ori-

ented company, which onde

sought shetter from Cybot

Galactica’s hostile takeover
attermpts beneath the hem of Emperor

Palpatine’s robe, sold more product to the

Eebels once the Empernor cut the Esph-

ration budget during the Civil War M3

Exphorer models, in particular, saw heavy

use a% group after group of Rebels desper-

ately sought their next secret base,

Special Characteristics: Les Tech droids tend
toward curlosity and Inguisitiveness,
They gain a +2 equipment bonus to
Gather information and Searnch checks,
but suffer a =1 penalty to 'Will saves in
new or strange conditions [as deter-
mined by the GM) due to their fascina-
tion with the unknown,

LigsuREMECH ENTERPRISES
Ligsure Mech buikds high-
guality drolds designed to
fit niche markets in the
recreation industry, Their
top-selling units include the Automated
Sabace Dealer and the C5 Robo-Barfender.
LiesureMiechs are most comimon in the
Corporate Sector but can be found through-
out the Republic, Empire, or New Republic
Special Characteristics: Drolds built by
UesureMech are meant to put beings at
ease—though some models are armed

witth sufficient weaponry to ensure that
all participants play by the rules. They get
a +1 equipment bonus to Bluff,
Diplomacy, Intimidate, and one to the
following: Knowledge (gambling],
Knowiledge [recreation, any species), or
Profession (casinos). They suffer a =2
penalty to Intelligence, though. Most of

thelr processing power ks taken up with
whatever game, menu, o entertainment

whedubes their current owner desires.

Lowonar CORPORATION
Loronar is famous—and
infamous—for producing
the insidious Fiy Eye drold.
This mindature intelligent
camera is used by several less-than-scrupu-
lous galactic news agencies to feed the gos-
sip mill, by paranolds to ensure the sanctity
of their domiciles, and by jealous lovers
everywhere to make sure thelr significant
ather is on the up and up. They're also well
known for the colossal fallure that was the
Loranar Synthdrokd—a unit released about
g years after the Battle of Endor, meant for
the keisure and recreation market. Despite
the fact that it could be molded to look like
llh:-ralljr any humanoid, the 5:,m1hdrn|d had
only rudimentary intelligence and an overly
artificial appearance, It did not last long,
Special Characteristics: Loronar engineers
are known for blzaree ideas that ooca-
sionally lead o brilllant break-
throughs—but just as easily result in
berilllart fallures. Lorenar draids roll ane
additional time on the Quirks table (for
three quirks totall
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MEDTICH INDUSTRIES
Some of the oldest medical
droids still in sendoe are
Medtechs. Their blocky,
largely statbonary FX series
droids can be found In virtually every med-
ical center on the Quter Rim, and it's not at
all uncommon to see them even in the
Deep Core {where the company relocated
before declaring bankruptey shortly before
the Battle of Hoth).

Special Characteristics: As the name of the
eompany implies, Medtech builds droids
for the medical and health fields.
Medtech units gain a +8 equipment
bonus to Treat injury checks, but suffer a
-3 penalty to Dexterity, 3 -4 penalty to
Reflex sawes, and cannot move faster
than 3 meters per round.

Arakyd, produced a dis-

B IR
—IL‘ turbing number of sinis-

ter droids for the Empire, and the New

Republic has found efferts to contract with

MierenData to be difficult at best. Some of

their droid models do have benevolent—or

at least, non-lethal==potential, while a few
experimental units have gone rogue. Blue

Max, a Positronic Processor dn::!d SN

tered by Han Sola in the Corporate Sector,

wias built by MerenData.

Special Characteristics: Security and military
applications are one of MerenData's spe-
chalties. They gain a +4 equipment bonus
to efther Gather Information or

MereNDaTA
This corparation, like

intimidate checks. Their strange designs
and behaviors [especially the sadism of
the EV series) have developed a bit of a
reputation for the company, so they suf-
fer a -2 penalty to Chartsma,

WEFLLIBIE | RUMBER 3

Remiu Acviancef

Miw REpuBLIc RESEARCH &

| DEVELOPMENT

Mot actually a pubdic droid

manufacturer amy morne

than the imperial Department of Military

Research, the Rebel/New Republic RED

have become adept at cobbling together

clever, practical droid models from the FIDD
defenss droid to the NE noo Slicer, Thess
droids are difficult for the average citizen to
come by but might be available—or even
assigned—to an Alllance soldier o agent of
the Mew Republic.

Special Characteristics: Rebel/New Republic
RED develop many droids for diverse
purposes. These droids get four +1 equip-
ment boenuses (or amy combination
adding up to four) to distribute among
the follewing skills: Astrogate, Computer
Use, Demolitions, Forgery, Gather
information, Handle Animal, Knowledge,
Repair, Search, or Treat Injury. Much as
thelr counterparts in the IDME cannot
act against the Empire, drokds built by
Rebel/Mew Republic RE&D contain oore
programming making it difficult for
themn to perform acts that would be
detrimental to the welfare of the Rebels
or the New Republic. They must make a
Wil save (DC 25) to perform any direct
action against a representative of the
Mew Republic/Rebellion or to act
against their facilities or installations.

RocHi

One of the few alien-

owned companies to con-

timue drodd production

under Palpatine’s rle,
Roche i4 the shart name for the droid con-
sortium of the Insectold Verpines, (The
full name of the company is "Roche Hive
Mechanical Apparatus Design and
Construction Activity for Those Who Need
the Hive's Machines,”)

Roche droids ane surprisingly common
among humanolds, which is strange consid-
ering their often-unsettling insectoid
appearance. One of their most popular
models s the sadly misnamed |9 Worker
Dwome. This unit was meant to be a protocel
drodd, but its skeletal, arthropod appearance
and confusion bebwesn Verpine and Basic
definitions of the word “worker” led miany

lgs toa Iung. diull life of labsor, Some have

escaped their mendal jobs and gone nogue,

Special Characteristics: Roche droids aren't
attractive to humanoids, but have a rep-
utation for versatility, They suffer a -2
penalty to Diplomacy and Bluff checiks,
but add a +1 equipment bonus (o every
ather skill check thanks to flexible and
sdapthve programming. This bonus does
not aflow the droid to use a skill
untraimed in which it has no skill mnks
unbess it also has a hewrlsthc processor,

Semy-0-Deoin

One of the oldest—and, if

certain legends are to be

believed, one of the odgl-

nal—droid manufacturers
went out of business prior to the Battle of

Endor. Despite some bad business dealings,

the company kept its reputation for quality,

sturdy, utilitarian drobds up until the end,
and Serv-0-Drolds continue to be commaon
sights even among the woerlds of the New

Republic. It's often morbidiy joked that

without the CZ model single-handedly

keeping the Imperial Bureaucracy afloat
during the Civil War, the Eebels would have
wian i time o waee Alderaan.

Special Characteristics: Serv-0-Droids take
a licking and keep on ticking. Still, even
the most versatile Sere-0-Drokd tends
to focus on secretarial and protocol
duties, They récetve a +2 equipment
bonus to Computer Use and Knowledge
skills, Thelir time-honored construction
means they also suffer more from per-
sonality quirks—the player should roll 2
dzo and take an additional random

quirk from the Quirks table.
*‘v available to the general pub-
lic except at inflated rates
on the black market, Instead, Sienar
intelligence Systems [an arm of the giant
Santhe/Sienar Cofporation) contracts
directly with governments—especially the
Empire, Their biggest seller, even wellinto
The Mew Jedi Order era, is the E5r2 Assassin
model, although its use is (theoreticalky)
heavily restricted in New Repulblic space.

SITNAR INTELLIGENCE
SVETEMS

Sienar's lne of military and
intelligence drolds are not




special Characteristics: Sienar’s drokds
often call on skills that some would
term “predaton” Drolds made by this
mianufacturer gain a +4 equipment
bonus to all Spot checks.

SoroSuun CORPORATION
Deespite this company’s alle-
& giance to the Empire, the cit-
izens of Sullust—where
CoroSuub wat based=—sym-
pathized with the Rebellion. Eventually, the
industrial pqw:rhuui.e.whll:h already had a
large percentage of the vehicle industry,
was awarded contracts by the New Republic
to create new drold models.

One of SoroSuub’s most unusual mod-
els 15 the go1-Z Police Droid, often called
simply “Unit Zed.” This security model has
a large degree of autonomy and inde-
pendence, although uitimately its only
goal is to uphold the Lasws with winlch IT s
programmed
special Characteristics: Sono5uub drolds are

well-bullt and long-lved, often settling
Into comfortable roles on backwater
worlds, They receive a +2 equipment
bonrus to Survival and a +2 equipment
bonus to Profession (choose ane).

Lunas Arsas

Once an subsidiary of

LeisureMech Enterprises in

the Corporate Sector, Ulban

Arms has spread beyond

those confines into the rest of the galaxy

with alarming speed. Their droids, as one
might guess, tend toward military and secu-
rity applications. The 5-EP1 "Sleepy™ Security
model is becoming a common sight outside
the homes of the well-te-do from the Bim
to the Core, standing guard over insecure—
some would say paranoid—owners. Several

"Sieepy” models punchased by criminals and

disreputable types have gone rogue sinoe

losing their masbers.

Special Characteristics: Ulkan Arms droids,
ke many other dioids produced by com-
panies that deal in weapons, specialize in
security. They gain a 42 equipment bonus
to Spot and Listen checks,

bl
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VEmiL il SvTims
While certainly not as large
as Cybot Galactica or
Industrial Automaton,
Coruscant-based Veril Line
Systems has built a corporate empine on a
Just a few droid models. Their EG-6 Power
Dvodd has set the standard for the industiy,
their Cyrowheel Recycling Droids keep star-
ship corridors clean from Corellia to
Dantoaine, and their Construction Drolds
played a large part in remaking Coruscant
in the Emperor’s dark, glorious image.
Special Characteristics: Drolds produced by
weril Line Systems tend to be focused on
success at one job, and one job alone.
They may get a +6 equipment bonus for
Repair or Craft (choose one) skill checks,
but must assign teo =2 penalties to two
other skills in which the droid has ranks.

Equipping Your Droid
with millennia of droid technology—and
nearly imitless drokds—to build on, design-
ers have come up with a droid attachment
far every oocason

Dirobd heroes receive (2d6) x 100 credits
wiarth of i_-ql,npmrnt to e spent during
character creation to fit the droid with a
number of programming upgrades,
devices, and tools. After that, it's gone and
the rest of a droid’s equipment must be
bought with starting hero money. Any left-
ower credits are lost

UPGRADES, PARTS, AND ATTACHMENTS

in addition to the equipment listed n
Chapters 7 and 15 of the Care Rulebook, the
following items can be purchased and
Installed on draids. Remember that many
items from the Core Rulebook (Tike liguid
cable dispensers) can be attached to a droéd
as long as it has an available tool mount.

Fire Extinguisher

Cost: go credits

Chembcal Agent: 1 credit per cartridge
Weight: 1 kg

Requines Empty Tool Mot

Haow often do you find yourself fighting fires
i your STar Waes games? Odds ane, it's not
often. But if you want a quick way to
obscure an enemy’s vision during a firefight,
think about the relatively inexpensive fire
extinguisher

L

A full-round burst from this tool pro-
duces a cloud of chemicals that gives
beings in the squares directly behind and
in frant of the droid a +4 concealment
banus ta defense (the haroes can't see
through the cloud any better than the bad
guys). The cloud spreads 2 meters in all
directions for every round it is activated
and dissipates after 3 rounds (o matter
how large the clowd).

if used for its intended purpose, the
extinguiiher ean pat out a fire that oo
pies up to 10 square meters (at the rate of 2
square meters per round) before running
out of chemicals. Reloading the Fire
Extinguisher is a full-round action that does
it reguine a Bepair chedk,

Flamethrower

Cost: oo credits

Fuel: 20 credits per 1o-burst fuels cartridge
Weight: 7 kg

Requines Empty Tool Mount

The flamethrower ks a ranged weapon that
hoots a burst of burning chamicals a dis-
tance of 8 meters. Any being of droid
caught in the burst takes 3d8 42 damage
and must make a Reflex save (DC15).
Success means the target takes half dam-
age. A drodd-adapted flamethrower can be
mounted externally or loaded to spring
from within a hidden compartment,
Reloading the flamethrower is a full round
action that does not require a Repair check.

Humanoid Digital Manipulator Arm

Cost: goo credits

Reguires empty tool moant

This literally handy addition to any droid
allows it to use some melee and ranged
weapons in combat, provided they've got
the appropriate proficiency feat. Most
droid manipulators are not designed to i
operate such items, and non-humanoid

droids without hands take a -4 penalty to
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any attacks made
with weapons
tocled for organics. Mot all weapons are
practical in the hand of a droid; the GM
may rule out the use of lightsabers, for
example

Repulsardift Unit

Cost: Varles (4000 credits for a Medium-
siped droid)

Weight: nfa

Ever since organics began building mechan-
icals, they've also sought better and moare
effichent ways of mowing them around.
Unfartunately for most dralds, this involes
maintaining contact with the ground
through wheels, tracks, or legs. none of
wihich were particularly useful for moving
aver rough terrain or (perish the thaught)
open walter.

Wo protiem for the droid using repulsor-

lifts! This everyday miracle of galactic sci-
ence lets o drald move over any terrain
wilthout hindrance to speed or range.
Repulsorlift costs vary depending on the
size of the drodd. An external unit for a
Medium-size dooid runs 4,000 credits, For
Iarg:r or srmaller droids, .'IppI].l the appro-

DOroid Repulzarlift Cost

g
| Diminutive {"Blue Max”) x4
Tirry (MSE-6) X112

Spring-loaded Internal Storage

Cost: 150 credits [per kg)

Weight: 5 kg

This specialized device allows a droid to
launch an object held in an Internal storage

SO  corvsrimertupto o meters s anstack B
Mediurm (3Po unit) action. The drold makes a rmnged attack roll B
Clargef®iunty Jﬂﬂl against DC 5 to hit its target with the pro-
Huge [Robo-Hack) jectile, which can weigh no more than 4 kg.
mmmmmuﬂ? 1 Wan individual in Use target square is
attempting to catch the projectile, it must
S0, for Instance, repulsorlifis for a Vieril Line beat only a D€ 5 Dex check as long as the
Systems I-Cz Construction Droid (a 30- drodd hits its target square.
meter Colossal drodd) would cost 16,000 Some criminals have been known to use
credifs (4 x 4000)L spring-loaded storage as an efficient means
of delivering a nasty surprise (it's certainly
Security Protocols Package less expensive tham wirkng a drold to
Cost: go0 credits explode, for example), Others have fiound
Weight: 4 kg even more creative uses for such equipment,
This behavior modification attachrment
[avallable in extemal and intemnal models to Verbobrain
sult the occasion) will turm even the most Cost: soo credits
docile astromech into a mechanical crime- Weight: § kg
buster. After studying a particular being, this  The venerable SyntheTech Af-i Verbobiain
p.a{i,.]gl: granks a4 equipment bonus to has been imitated perhaps morne than any i
Biuff, Listen, Search, Sense Motive,and Spat  other droid compenent. This equipment is i

checks when following or gathering infor-
mation on its quarry.

the equivalent of the Ad-1; players are free
to choose thelr own name for their brain,

priate modifier from the table below,

Droid Quirks Table

The skill bonuses below are computer bonuses [unbess othenaise
noted), They stack with equipment bonuses based on the droed's
manufacturer, but not with other computer bonuses.

=l L] Lluibrk

1 Alien Design: This drold was bullt to resemble an unusual alien
species, It gains a +4 computer bonus to Intimidate checks,
and suffers a -4 penall:]rtn:- Diplomacy checks,

I.ﬁml:mblt 'I'h|1. drl:nd can t help but gul .:lnng wedl with OFgan-
ies amd diroeicls alike. 1 E.lll'l'. I +4 compuier banus to
Diplamacy checks and -4 to Intimidate.

4 Courteous: This droid can wwmm

Eﬁ‘
and two free bonus languages.

5 Faithful: This droid is always at your side when you n:ﬂﬂ hl.'lp it
gri mts a 43 circemstance bonus when st ing snother char-
scter wwith a wkill check instegd of the woual +2.

6 Honest: This droid tells the truth whether it's appropriate or
mmwmnmmmmum;uu
reply with anything but the truth. The droid also gets 2 +4
mmﬁwmb-m ]

IR T "H'l 1,'J|r|||_|.' ..u-|.-. y

BE wvouidkE |, Mukiilen 3

but it behaves as described here,

7 Reliable: This droid gains the Trustworthy feat (see Chapter 5.
Feats in the Core Rulebook)

9 DI!-l:nntInutd Limae: Thl:- m-:h:ll.-l 'm.-r!t l:lul qum-dmtlnn deudm
ago, but the droid Erlndr. 1.1ead|l-}' an. Parts for this droid can
be difficult to find, incurring a -2 penalty to all Bepair checks
made on the drodd (including those made to reprogram
skills). However, the drold galns a +2 ciroumstance bonus to
Bluff checks (since others underestimate it) and a +2 com.
puter bons to Survival checks,

10 Previous Job: This droid once worked idy job that it still
mmuumrtpmmu 44 computer

11 Deliberate: This droid maintains focus on its cu rrent job no
matter what's raging around it. This drold gains Skill Mastery
in any ane skill, allowing it to take 10 on a check for that skill
even under stressful conditions. The droid suffers a -2 penalty
to Listen, Search, and Spot checks

12 Talkative: The classic chatterboo. This trait often arises in 3Po
units after years without a memary wipe. The drold galns a 4
+2 computer bonus to Bluff and Diplomacy, but suffers a1
mhmmm:qpﬁyumﬂm -




A non-jrd-degree drodd can have a
Verbobrain installed, although such an
attachment requines extensive rewiring and
a DC 25 Repair check [protoosd drodds, if ot
already possessed of the equivalent to the
Verbobraln, may have one installed with a
DC 15 Repair check). The new brain replaces
the previous one, and & Computer Use check
{DC z0) is required to make the transfer suc-
cessfully (taking 10 or 20 §s not allowed on
this check). if the check fails, the drold suf-
fers 4 points of permanent Intelligence
damage and loses 2 ranks in every skill.

The Verbobrain grants the drodd the
equivalént of a translator unit [DC 5). a +4
equipment bonus to Diplomacy and
Knowledge (etiquette) skill checks. The droid
also becomes a srd-degree droid by default;
adjust ability scores appropriately

Welding Laser

Cosl: 300 credits

Weight: 1.5 kg

Requires Emply Tool Mount

The lightwelght, Inexpensive WA-LE Baser
welding unit may have patched together
maore Rebel starships during the civil war
than the Alliance’s fingst techs.

puter bonus to all attacks and a

15 IuHhh!'.'

inappropriate questions.

13 Aggressive: Fights seem to ﬂnﬂthl droid falrly I:ltl'l vu s OO0
maybe it's the other way around. The unit receives a +1 com-
=1 penalty to Defense

Curiosity often gets the better of this droid. It
recelves a +2 computer bonus to Gather Information and
Enowledge [choose one) skill checks, but it suffers a =2
penalty to Diplomacy, since inquisitive droids often ask

drobd suffiers a =2 to Diplomacy and Sense Motive skill checks
but gets a +2 computer bonus to Bhuff and Intimidate checks,

The unit grants 3 +4 equipment bonus to
Repair chicks made to fix a ship's hull for+3
in any other Repair situation in which such
a tool would be helpful), it can also be used
as a melee weapon (the range on a laser
welder ks very short) that deals wdB+1 points
of damage.

[pe—==

Personality and Quirks
The first quirk present in any player charac-
ter drold Is obvious: it has taken on heroic
levels or is on the road to do so). Therefore,
it is free to take on any level it can concely-
ably acquire [except for kevels in Force-using
classes), An ASP Drold noble? it could hap-
pen, with the appropriate story justification.
Beyond this initial oddity. each droid hero
begins existence with its skills modified by
a quirk chosen from the Quirks table, GMs
wishing to create random droid characters
for henoes to encounter can noll a d2o to
assign quirks to 3 GM character droid, or
i and match quirks to oreate new drolds.

Wy Quirks? Wy Mow?

These quirks are a result of the fact that
most droids that have gone rogue were
often overdue for a memory wipe. It's
assumed that independent drodds have

gains

19 Quick: The droid’s locomotion system has been cranked up—
gither by a previous owner who wanted more juice o a faulty
miotivator, The dioéd suffers a =1 penalty to its base attack bt

a +1 dodge bonus to Defense.

spent enough time without reprogramming
or memaory wipes that they have developed
true personalities and the defects that go
with such “neglect.”

Drold quirks can be a helpful guides for
raleplaying your droid [it's no accident that
they're all adjectives). A paranoid drold
behaves in a completely different manner
than a pampous droid. 1t's nok too hard to
work a little courtesy [for example) into the
behavior a cold-blooded assassin droid,
Perhaps the deadly AX-45 has a habit of
arranging its victim's furniture after a job, or
maybe A¥-45 simply addresses all beings
wiith an honarific “sir” or “madam” before

pulling the trigger.

=eoe 17 Argumentative: A droid that would always get the last word "
E""g in, If it could ever allow an argument to come to an end. The Feel free to invent other quirks as you see fit; if you're a e

player, be sure to discuss such quirks with your GM before
implementing them.
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rl:rhngs._l'n:llnw b['III-H'. In the market
G for a uwsed droid? Put yowr Lruist b

Gass in's hands, My name i Mad
Gasskin. | am not mad, understand. That is
Y N Mad. It happens to be a weinid In
the Basic. These things happen. | am not
truly miad, but you will belseve rmy prices to
be caused by dementia

Like the noble SpyNet, Gass'kin's Used

DroldMet keeps an £YE 0N EVery world In civ-

ilkzed space We beep an eye not out for
posver 1.1_r|,.|EE|l:"|._ conflicts, aF wecrat infor-
mation=—the Deobdhet 5 interested in find-
ing the hargain*.'Wl_' find the best Buys on
the drolds—at great personal risk to brave
Bothan individuali—io that you do not
have to. Then we tell them to you at a
reduoed pri{q'; I.:rEI:r than the price we pay,
but a smaller price than you would find i
new, Understand?

We've got dozens of models available,
masdified to fit your order and available in
one standard week I:q-'r o week-and-a-half
on the Outer Rim) Our iImmediately avall-
abde stock is shown here. Please keep in
mind that available stock is aften difficult
to determine—be sure (o check DroldMet as
frequently as possible,

DvoddM et age nis will contact you whiEn
your order is confinmed, I_IF Yo diy not hiear
from my ngr,-nl:. weithin one week of p|.1-|: ing

BUY  voiuME | NUMBER 3

“Like New—0Only Better!”

an agder, we cannot f|||1l,l|;||..|r oeder at this
time, or the agent has been killed.) Once
you recelve word your order is confirmed,
those delivery times ane guaranteed, under-
stand? You have no need to travel to an oult-
of-the-way droid dealership, and my exact
whencabouts remain unknown, We are both
of s hapopy,

I weant to make sure you understand,
friend. Dl:liu'er:,r i% |!|;u.1-r.||1l|.-cr.1. amd S0 1S yaur
satisfaction. | may nok have mentioned that
before. i s true, When we say, “lust Like
New—Cnly Better]” we mean it. Gass'kin's
engineers will make sure your pre-owned
mechanical is in top quality and outfitted
with exactly the equipment you need, or
my name is not Mad Gass kin, And it is,
although | am not actually mad, as | men-
tioned. If you do not understand, begin
reading from the tog again. If you under-
stand, proceed to browse through the
Droidiet]

With Utter Sanity,

Mad Gass'kin, Proprietor
Mad Gass'kin's

Used DroidNet

&M Notes

Mad Gass'kin's Used Droidiet Dooid

models don't chamge quickly over the

course of all three eras of play in the 5ris -
Wi Rolegdaying Game, although there .
are a few exceptions. Trade Federation
Battle Drolds, for example, afe Aol e
bly commen from the Bebellion era for-
ward. Industrial Automaton's E7-unit, 1
made to fit the experimental Rebel E- !g':"'
wing starfighters, by the same token, are
not available during the time of the Old
Republic.

Although most would work as heroes,
some droids are obviously going to be
more entertaining to play than others
[an F¥-7 medical dooid will probably have
trouble charging into adventure without

the ability to maove), y
Players can simply wish to purchase 1.5'.-"
the draids here; indeed, this would be y

the nomm rather than the exception in
the Srar Wars universe. The drolds listed
in Mad Gass'kin's DroidMet are available
during any efa, wWith a few exceptions as
noted. GMs can also simply use this cata-
log to populate their own used drosd i
dealers. Gass'kin's used price is listed
first, followed by the original price ifor a
newy unit) if possible, Shipping costs are
not included in the total and amount ko
100 credits for small drodds or 200 for
Medium-size droids,

Ter Decenn Droios

MD Medical Specialist

On the Outer Rim, few sights ane more
welcome to sick, injured, or waounded
organics than an MD Medical Specialist.
Industrial Automaton has not built the
droid for decades, but it has proved so
affordable—and reliable—ihat it's still
seen frequently on outlying wiorlds and
amang Eebels, pir.ﬂ By, 1.|‘r'|uEE|EFi-, and Bim
settlements,

The 8D resemblance to the 2-18 series
is no accident; the drokds chare a maker in
14, MD units have more varsatile hands
than the 2-1B, though many different mod-
els have one hand replaced by a special-
ized tool or m.\nlpu'l.il:n!. MDs do not sharne
the 2-18 wersatility and independence,
however, and are usually requined to main-
tain a connection to a medical database
when performing tasks, Owners who need

b""’-i




Reading Droid Stats
Unlike other characters, the bonus listed
after each of a drodd'’s skills only takes
ranks into account. Because of the repro-
grammabde nature of droids, this
method allows players and GMs to easily
determine a droid's total skill points.

When creating drobd heroes and GM
characters, be sure (0 add the drold’s
ability modifier appropriate for each skill
ta the skill's total,

more mobility out of the unit have usually
maodified MDs with additional brainpower.
Such a droid could feasibly become inde-
pendent,

BAD Medical Specialist: Walking medical
droid, Expert 1; Inif +1 (D) D m [49 Dexd;
Spd B VROWP ~ho; Atk =2 melee [dB-2,
punchl, +1 ranged; 5V Fort 4o, Ref -+, Will +3;
SC MW Bep o 5t b, Lhes 12, Con g, Int 1o,

Wit 12, Cha o,

Equipment: Medical diagnostic computer
[+4 equipmient bonus to Treat Injury
checks), improved sensor package. diag-
nostics p;-u;hagl:, vocabulator

Skills; Knowledge (biology) +4, Knowledge
[chemistry]) +4. Profession (doctor] +4,
Speak Binary Treat Injury +4.

Unspent Skill Paimts: 8

Feats: Skill Focus [Treat bnjury)

Cost: Boo credits [used)

5kill palnts derived as follows: B x 4 (13t
lewel Expert)= 24

16 spent

MD Madical
Spocialist

ino-Dickie Deoios

R3 Series

R3s were produced soon after Industrial
Automaton realized it had & huge hit in the
Rz The B3 hewed chosely to the appearance
of its predecessor, although its dome was
made of transparistesl Where the B2 serles
had been made to help a pilot operate a
starfighter, the B3 serles specialized in
aisisting the crews of capital ships. To help
the sometimes stubborn personality of all
of the B-series interact more amiably with a
large human ship crew, 14 hardwired it with
certaln “people skills,” This has lesd some 1o
say that the units sometimes behave like
squat, relling protocel droids that can still
fit snugly into an astromech socket.

Rogue R3s often find themselves work-
ing with organics for lack of anything
more interesting to do. Their preference
for groups of organics coupled with a
hardwired curlosity, lead independent
umits to seek out adventurous alien and
human comrades.

Ry Serles: Tracked astromech drodd, Expert
3/Diplomat ¥; Init +2 [Dex); Def 14 [+1 class,
+1 slze, 2 Dex); Spd Brm;, VRIWP —/iz; Atk =4
medee (w3 +2, claw), +5 ranged; 5V Fort +2,
Ref +4. Will +6; 52 5; Rep o, 5tr 14, Dex 16,
Con 12, Int 18, Wis 12, Cha wo.

Equipment: Heuristic processor, iImproved
wefdod package, diagnostics package,
holarecording unit, infrared viian, tool
mounts | x4}, telescopic appendage, enmvi-
ronmental compensation (vacum),
magnetic feet, internal storage (2 kgl
fire extinguisher,

Skills: Astrogate +3, Computer Use +3, Crafi
mechanic) 43, Diplomacy +4, Disable
Device +3, Knowledge (astronomy] 43,
Enowledge (etiquette) +3, Pilot +4,
Eepair +3, Speak Basic.

Unspent Skill Podnls: 18

Feats: Starship Operation [capital], Skill
Emphiasks (Diplomacy)

Cost: 4,500 credits

Skill poinis derfved as follows: 10 x & (3rd-
level Expert) = 40 + 8 (158-level
Diplomat) = 48

30 spent

By Seriei
With the R2 serles speclalizing in starfight-
ers and the B3 series selling well to both
Imperial and private interests, the board of
industrial Automaton decided it was time
to seck out a new customer demographic.
After all, not every galactic citizen flew a
starfighter or served on the Emperor’s
mighty star destroyers, But many citizens
outside the Deep Cone Worlds owned at
least one landspeeder or skyhopper. And so
the Ra “vehiche Droid™ was bom.

Thie chassis is based on the standard
astramech barrel shape. Unlike the Ra's
round dome, however, the B4 has an upside-
dowm flowerpot for a head, Many peripher-
als of the other B series were replaced by
tools and programming the revoled
around wehicle repair and operation. The Ey
was also quite a bit sturdier than sy
astromech previously designed by 1A, And
even though this drodd is more at home
inside a speader than a starfighter, it does
have limited hyperspace astrogation ability

R4 Serles: Tracked astromech drodd, Expert 3
Inult +2 (Dama); Dl 14 [+0 class, +1 Sze, +2 Dex);
Spd B VPOWP =/17; Atk +4 melee [1d3 + 2,
claw), or (special, flame-thrower), or (148 +3,
welding laser], +4 ranged; 5V Fort 43, Ref 43,
Wil +3; 52 5; Rep 0. 5t 14, Dex 14, Con 14,

Iint 18, Wit 0, Cha 1o,

Equipment: Heuristic processor, improved
sensor package, diagnostics package,
flame-thrower, tool mounts (x6), tele-
scoplc appendage, internal storage (3
kgl, rust inhibitor, welding laser.

skills: Astrogate +1, Computer Use +3, Craft
imechanik) 45, Disable Device +3,
Enowledge [repulsorlifts) 43, Knowledge
[speeders) +3, Filat +3, Repair 45, Speak
Basic,

Unspent Skill Points: 15

Feats: Toughness, Skill Emphasis (Repair)

Cost: 2,400 credits

Skill points derved as follews: 1o x 6
(3rd-level Expert) = 4o R

ag speni :
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Jep-Decrin DroiDs

LOM Protocol Dnodd

industrial Automaton's controversial proto-
ol droid series s a lesson In cofporate espl-
onage. in an attermpt to stave off Cybot
Galactica’s domination of the pratocol decid
market with the 3P model, 1A chose to dip
their hydrospanners into a niche market by
designing a protecol droid for the galaxy's
insectoid species. In the process, they
planned to surreptitiouwsly develop a
humanaoid model of droid meant bo oom-
pete directly with the 3Po. While its head is
certainly Insectold, its body from the neck
down ks nearly identical to the 3Po {and is
indeed manufactured by the same sulsoon-
tractor). The chassis was built with lighter-
welght materials than CG's 3P0 units,
however, allowing the LOM more agility.

A moderate success in the protocol
market, LOMs became infamous after one
unit stationed on a crulse liner went
rogue, becoming the notorious bounty
hunter 4-LOM, partner of Gand bounty
hiunter Duckuis,

LOM Serbes: Walking protocol drold,

Dipbomat 2; Inkt +2 (Dex); Def 15 (4 armor,
#1 Dexd; Spd Bm; VEIWE =n; Atk 41 melee
(16, punch), +2 mnged: 5V fort 40, Ref +1,

M-3P0 Militery

Protocol Oroid

WOFLUME | NUMBER 3

WIH #3; 52 M Rep 1. 5tr oo, Dex 1z, Conn, int

15, Wis w0, Cha 12

Equipment: Droid armor (Blast Vest equiva-
lent, armor check —1), translator unit (DC
el recording unit (audic), recording wnit
[hala), vacabulator,

Skills: Computer Use +4, Enowledge (eti-
quette) +.4, Knowledge (insectobd cul-
tures) +32, Speak Basle,

Unspent Skill Points: 20

Feat: InFam:,'.

Cost: 3,000 credits

Skill points derived as follows: & = 5 [2nd-
level Diplomat) = 30

1o spent

M-3Po Military Protocol Droid

Many variants on Cybot Galactica’s unstop-
pable 3P0 protocol droids were designed
over the centuries, though few were ever
buillt. The original still sold so well—why fix
what wasn't broken? But an ambitious jun-
ior executive at the firm thought thene was
an untapped market for organizational and
communications skills of a 3P0 unit's Al
verbabrain—the militany,

The result—the so-called M-3Pa military
protocol droid—proved decidedly unpopu
lar weith the troops. Though it was supposed
to help coondinate the flow of supplies,
men, and materied (and did the job ably) in
addition to helping negotiate conflicts, the
M-3Pa had all the annoying, chattering
fraits af a normal 3o unit along with an
abrasive streak light years wide. Adding to
the M-3Pa’s lack of appeal was a complebely
redesigned head that looked for all the
world like a large clam with deep black eyes
under its shell The head redesign contains
additional armor for the M-3P0's brain,

Annoyed soldiers have abandoned
many M-3Pos on the Outer Rim. Such
rogue units often choose to become sol-
diers themselves

M-3Po Series: Walking military protocol
drodd, Diplomat 1/ Thug 1; Init +2 (Dex); Def
16 [+4 armor, +2 Dex); 5pd Brm; VRIWP =hs;
Atk +1 melee (1d6, punch), +3 ranged; SV Fort
43, Bef 42, Will +2: 52 M; Rep 0. 5tr 10, Dex 14,
Con 1z, Int 16, Wis 10, Cha g.
Equipment: Droid armaor (Blast Vest equiva-
lent, anmor chieck =), translator unit I:LJl.'.
c), reconding wnilt [audio), reconding unit
{hoda), vocabulator,

Skills: Computer Lise +4, Demolitions +4,
Diplomacy +4, Knowledge (tactics) +2,
Speak Hasle

Unspent Skill Painis: 1w

Feat: Toughness

Cost: 3700 credits

Skill points derfved as follows: 7x 4 15t-level
Diplomat) = 28 + § (15t bevel Thugl = 33

14 spent

AvH-DEcrEE DROIDS

EV Supervisor Drold

The clastification of the EV series as 4th
degree droids 15 controversial—after all, the
droids werne meant to be simple supervisors
in manuT.;l;hllilLH centers. Instead, a trage
computer error somewhere within the sys-
tems of MerenData programmed nearly the
entine initial production run of the EV line
with the personality engrams meant for
their secret torture drosd project. Needless
to say, the EV series no longer had any com-
punction about harming organics,

Since MerenData discontinued and
recalled the line as soon as it became aware
af the numenous instances of rndom tod- m
ture and maiming. very fes EV droids still
raam free in the galacy Those that do gen-
erally pursue lives of crime. Mast EV drodds
conslder torture to be a hobixy,

EV Series: Walking interrogation drold,

Expert wThug v; Inkt +o; Def 1w (+4 armor);

Sped B VPIWP =/f12; Atk +2 melee [1d6 + 1,

punch], +1 ranged; 5V Fort +3, Ref 40, Will +1;

52 M: Rep o, 5tr 12, Dex 10, Con 12, Int 18,

Wis B, Cha

Equipment: Drold armor (Blast Vest equiva-
lent, armor check =1), Translatos unit (DC
1), Infrared Vision, Motion Sensors,
Sonie Sensors, vocabulator,

Skills: Diplomacy +4, Intimidabe +4,
Knowledge (toriure) 4, Profession
[supervisor) +4, Speak Basic, Treat

Injury +4. Ao
n‘..- G
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Unspent Skill Points: 26

Feat: 5kill Emphasis (Intimidate).

Cost: 10,000 credits {used)

Shill points derved as follows: 10 % 4 [15t-level
Expert] = 40 + & (15t level Thug) = 46.

20 spent

501-Z {aks Unit Zed)

soi-I Police Droid
The soi-2, commeonly known &5 Unit fed"
o annnil;':-, i% fruly a unkgue 1.5,'FIE{!"|:
mechanical security drold. Unlike many
such madels, Unit Zeds boast advanced,
highly independent brains that alkow them
to operate in law enforcement capacitios
throwghout the Guter Rim. The 501-Z even
has eriminal profiling subroatines that
allows feds to predict orirminal behavior

SoroSuub didn't have greal suocess with
the son-7. Despite its advanced intelligence
and independence—easily the match of any
astromech or protocol drobd—Zed was met
with amti-drosd prejudice from organics thid
shimply refused o recognize the autherity of
a mechanical cop, even one that stood 1.9
meters tall. This flippant attitude from corim-
imats was not helped by the fact that the
Zed was programmed only to attack organ:
ics using non-lethal methods

Roguwe 501-T4 still in operation hawe ouer-
come their restrictive programming and
may behave normally. Many still find work
a4 law enforcers on Rim worlds, A few even

work as protocol units thanks to thelr bilt-
in translator abilities.

no1-Z Series: Walking security droid, Expert

tThug ¥ Init +2 (Dex); Def 16 (+4 armor, +2

Dex); Spd 8m; VPIWP =/12; Atk +3 melee [idB

+ 1, punch]) or (special, stun baton), +3

ranged; S Fort +3, Ref +2, Will +3; 5Z M; Rep

1. 5kr 14, Dex 14, Con 12, Int 14, Wis 12, Cha 1o,

Equipment: Drodd armaor (Blast Vest equiva-
lenit, armior check =1), Heuristic protessor,
Infraned Vishon, Motlon Sensors, Sonic
Senmsors, translator unit (DC 10,
vocabulatos,

Skills: Forgery +2, Intimidate +4, Knowledge
(Lawe) +4, Profession (law officer] 4,
Speak Basic

Unspent Skill Points: 22

Feats: Skill Emphasis (Profession: law officer)

Cost: 10,000 credits (wsed)

Skill points derived as follows: B x 4 [1st-level
Expert] = 32 + 4 15t leved Thug) = 36

1 spent

Sru-DEceEE DEOIDS

lg Worker Drane

Other than the undeniably populas—aind
i|owi-witted=—A5P labor droid, the g woarker
drone might be among the most common
labor model on the market. 115 Verpine
designers at the Roche corporation didn’t
diesign it with this purpose in mind, how-
ever, Roche had intended to offier a less
expensive alternative to Cybot Galactica's
ubdguitous 3fo. in fact, other companies
ncv wrse bhe Ig as a besson in how fot to
market a drold

Thie name “Worker Drone™ was Uhe first
mistake. Despite an advanced erpine cog-
nitive unit easily the equal af the Ad-y
Verbobrain, the non-Verpines heard the
name “Worker Drone”™ and assumed the jg
weas meant to be put to work inmind-
numbingly tedious jobs.

The other major marketing problem with
the by also had to do with cultural differ
ences between humanoid and insectodd
species. it never ooourred to the Verpine
designers that the Jg's bug-eyed, narrow
shape would remind many hurnanoids of
creepy crawlies,

Thie bg unit still sold well—<they quickly
E‘..1-.nr'n.'| a reputation as urn':arl-ll|!|r efficient
laborers—and now the kg can be found wir
tually anywhere in the galaxy. Many lgs

have gone rogue, mostly to escape the
crushing monotony of the labor in which
they usually find themselves engaged. &

g Worker Drone: Walking labar droid,
Diplomat 1; Init +1 [Dex); Def 15 [+4 armor, 41
Dex); Spd Brm; VPIWP —fiz; ALk 40 melee
(wd&, punch), 1 ranged; 5V Fart +1, Ref 4,
Will #2; 52 M; Rep 0. Sty o, Dex 1z, Con iz,
Int 16, ¥1% 30, Cha g,

Equipment: Droid armor (Blast Vest equiva-
lent, armor check =1), translator unit
(O g}, recarding unit (audio],
vocabulator

skills: Computer Use +4, Diplomacy +4,
Knowledge [alien species) +2
Knowledge [etiquette) +2, Speak Baskc

Unspent Skill Points: 16

Feats: Skill Ernphasis (Mplomacy]

Cost: 1200 credits

Shill points derlved as follows: 7 x 4 (15t
level Diplomat) = 28

12 spent

J9 Worker Drone
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GALAXY'S MOST WANTED
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E-Epﬁ AssassinDroid

1 :.||||'||

-3PX BEGAN ITS EXISTENCE AS A NORMAL PROTO-

COL DROID, AND REMAINED THAT WAY FOR 50ME
TIME. IT WASN'T UNTIL IT THE DROID CAME INTO THE
POSSESSION OF DARTH MAUL THAT IT BEGAN ITS OWN
JOURNEY DOWN A DARK PATH OF S0RTS.

Maul rodified C-3PX to be a security drold
for his Sith infiltrator: modifications included
improved sensors, increased 1.I|1.'n1|;1|1. amnd EI-;
different WWiapons

Darth Mzaul's last misskon with C-3PX
was to deliver drodd starfighters to the
Trade Federation. To do so, Maul allowed
himsell and C-3FX to be captured by Bar-
tokk assassing, who had stolen the fighters

BB wOLUME | MUMBER 3

ina pla:.l to implicate the Trade Federation
in an assassination attempt. Maul defeated
the Bartokks and demolished their fortress,
bt was unable to retrieve C-3PX before
daing so. Finding mo signs of the droid

dest rvr.l:.lt-li or ol herwise—paul continueed

his miksion alane

Olag Greck, a small-time creok, bought
the partially dismantled C-3PX years later
Many of the weapons installed by the
droid's creator had been lost or broken.
Cll;lg woon discoversd that it was no ordi-
nary droid. He decided to take advantage
of Maul's modifications, reprogramming
C-30¥ to be the ultimate assassin droid
The drold could have been one of Olag™s
maost successful criminal ventures if he
hadn't been too cheap or lazy to perform
proper periodic memory wipes. Th anks to
its heuristic processor, C-3Px I!u:g.ll'l to
desplse Olag for putting it at risk and reap
ing all the rewards.

When Olag had to abandon Hosk Station,
the deactivated C-3PX was left behind. Scav-
EngErs r.|l.|||:k|:.l Toiend the -.E-uir'l'll'||::|'!.' harm-
less droid and reactivated it. Once C-3FX
learned of Olag's misfortunes, it realized it
wias finally free. it owerpowened its new
master, quietly slipped out of the Ealarba
system, and head for the Outer Rim. For
months, C-3P% did what |t knew best-
worked as a hired a35a55in

In a short time C-3PX was W|I|Jig,' S~
cessiul Eun:r:,.lj-:ll:l weni off without a hitch
Disguised as an average protocol drold, it
was able to slip unnoticed into & tanget’s
home or workplace. its tree personality
wias anything but polite, and C-3PX hated
behaving like a proper protocol droid. 5till,
it man .'IEI_'-I" to fool everyone despite its
bad attitude. Even C-3PX's employers had
na Idea that 1hc5r WErE |:|:-.r|1n|:_: directly
with the assassin

Meanwhile, Olag Greck was up to his old
tricks. After a series of unsuccessful scams,
Olag ended up back on Hosk Station, Going
by the name Molle, Ola R used Trillka's
Fh:p.;ur Shop as a cover fof his latest scam
droid death matches rl1nugll papular, the
thrill of watch ing average dinmicls blast
crush, and dismanthe each other couldn't
compare to the excdtement of properly pro
grammed drold combatants.

Olag set a plan in motion to lure C-3FX to
his arena 3}' .||I|-rl|r|g the authorities to C-
3PX's status as a rogue assassin droid, the
drold kst its anomymity, Wanted posters
featuring C-3FX's image left it with ane



alternative—find (Hag Greck, Lipon return
ing to Hosk Station, C-3PX was quickly mis-
taken for C-3M0 by Mak Pitareeze, a former
master of R2-0 and C-3P0. Thanks o
shoddy repairs perfonmed earlier the same
day by none other than Trillka, C-3PO0 akso
had a black “X° on his faceplate, confusing
things even more. Clag disabled and kid-
napped C-3P0 thinking it was C-3PX Nak
faund the real C-3PX and bed it to Trillka's
juest im time o save C-3P0 froem a erushing
defeat—literally—in the droid arena,

In saving C-3P0, C-3PX sacrificed s awn
chassis. It chose to be destroyed instead of
hunted dowen and dismant|ed. o one
knows for sune whether C-3PX created any

backups of its mémory ks befare return-

ing to Kalarba, it's possible that C-3FX's
“sacrifice” was just a ploy bo convince Olag
and the rest of the galaxy that it was deac
tivated for good. §

€-3PX: Walking Assassin Droid, Sen 6750l 2: Init +3 (Dex); Defense 20 (+3 Dex, +7 class);

Spd Brm; VPIWP 50/15; Atk +9/+4 melee 14643, punch) or +9/+4 melee (2d4+3,

vibrodagger), +9/+4 ranged (3d8, heavy blaster pistol) or 49/+4 ranged (346, blaster

pistol) or +7/+7/+2 ranged (3d6, blaster pistol); SQ lllicit barter, better lucky than good,

sneak attack +2d6; SV Fort +7, Ref +8, Will 43, 52 M; Rep 2; 5tr 16, Dex 15, Con 15, Int 14,

Wis 12, Cha g,

Equipment: Two conceabed blaster pistols, concealed heavy blaster pistol, concealed
vibrodagger, locked access, heuristic processor, low-light vision, vocabulator,
improved sensor package, 360° vision, translation unit (DC 10}, internal storage (3kg).

Skills: Bhuff +10, Computer Uise +12, Demolitions +6, Disable Device +8, Disgulie +1,
Gather Information +5, Intimidate +10, Listen +9, Move Silently +q, Read/Write Basic,
Repair 412, Search 410, Speak Basic, Spot +13, Survival 45,

Unspent Skill Points: o

Feats: Point-Blank Shoat, Quick Draw, Skill Emphasis (Disguise), Track, Two-Weapon Fight-
ing. Weapon Group Proficiency (blaster pistols), Weapon Group Proficiency (simple
weapons), Weapon Group Proficiency {vibro weapons).

o AINEY MAKIE
IT COUNT,
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n the aftermath of the death of Jabba

the Hutt, many smugglers, mercenar-

ies, and space pirates were left in the
lurch. Many had been under contract to
labba or had even been indentured due to
some past favor from the Hutt crime lord
Suddenly free to do as they pleased, they
wieren't sure what to do—or whene their
next meal was coming from,

Into this confusion stepped a chansmatic
NewW I'|H ure, the enigmatic Talon Karrde
With a reputation of quiet competence,
Karrde began attracting many of these dis
enfranchised operatives to his own ofgan

zation, and after working for the oppressive

[and some said maniacal) Hutt, taking up
with Talon Karrde was like a breath of fresh
alr after a long trip in a lifte pod

Working with Karrde at that point had an

added benefit: with the Empire in disarray
and the New Republic still growing, tradi
tional trade rowtes were unreliable and
often dangerous. But a smuggler—or a
coalition of smuggler s—could easily move
arms, maching parts, medical supplies, or
even something as vital as food, wherever

there was a market for it. For Karrde's organ-

ization, the profits just came rolling in,
Karrde's hrgil;i“.[ client at this time was
Grand Admiral Thrawn, an equally enig-
matic Chiss military genius who many saw
a% the Empire's best hope for reformation.
Thrawn purchased a variety of goods from
Karrde, but seemed most interested in the
Force-dampening ysalamiri of the planet
Myrkr, where Karrde had his main base

When Karrde learned that Thrawn was aftes

the long-lost Katana fleet (Old Republic
dreadnaughts that Karrde had himself dis
covered some fifteen years before) he
elected to sell their location to the Mew
Bepublic instead. This, combined with hid
ing Luke Skywalker and Han Solo from
Thrawm, moved the Grand Admiral to put a
20,000 credit bounty on the smuggher
chief’s head.

BY ID WIK|

ILLUSTRATED BY VINOD RAA

It wars only a matter of time, then, befo
Earfde Fa-u1 g contacts IGWL'.'rh.{.'ﬂlll'lF:
together the various smugglers and space
he could find to discuss siding with the N
Republic, for at least the duration of the
Thrawen crisls. These individuals—Diravis,
Elbor, Par'tah, and Brasck, all led by the leg
endary smuggler Billey, and Gillespee,
Mazzic, and Clyngunn, as well as the infa
rmous ship-thief Miles Ferrier
together to discuss Talon Karrde's “smug
glers’ coalition™ for the first time on the

came

world of Trogan, at the abandoned
Whistler's Whirlpool outdoor tapcatie. Wh
the sudden appearance of the local Imiper
garrisaon broke up the meeting, the
smugglers’ Alliance still formed, and
exerted its considerable influence against
Grand Admiral Thrawn,

KARRDE'S ORGANIZATION
Chver the years Talon Karrde s organization
has grown to include well over Boo opera
tives and almost two dozen ships, includir
his attack 1.h|.|:|', Wild Earrce, | 1|‘|-e'lw.'|_':,'_ A
Starry bce, and his personal yachi, Uwana
Elug,-u I, among others, Until rq'-:'|'||!|:|.', his ch
lieutenant was a Human named Queley
Tapper, but after Tapper was killed during
mission on Tropis-on-Yaronat, that _|-:l|.'I gra
ually fell to Celina Marniss, the beautiful
mystery woman who hielped Kamde escap
the same fate, Karrde's next most trusted
advisor is the extremely competent Aves,
who has been with Karrde since the smug
gler's earliest days. Aves acts as a sort of
coordinator for Karrde's various operative:

Taron KARRDE, SMUGGLER

Many smugglers and crime lords sought t
fill the hale that labba's death left, but
Talan Karrde came out on top. A rare comi

nation of business acumen and scrupulou
honesty, Karrde had actually been a majos
player in the smuggling busingss for year:
prior to Jabba's demise. But Karrde has

. aslinem



always believed that the smuggler who
draws attention to himself is engineering
his owen forced retirement. He subscribes to
the theory that if you're really good at what
you do, you don't need to show off.

A distinguished, dark-haired man of mid-

dle years, Karrde sports a flamboyant mius-
tache and a goatee, and affects a

nobleman’s dress and style. His world of ori-

gin ks unknown—at least, to everyone but
Karrde himself. Karrde considers this sort of
information misleading; he doesn’t want o
be thought of In polithcal terms, as it may
interfene with his business dealings.
Certainly, the fact that he trades with both
imperial and New Bepublic clients indicates
that politics are at best a secondary consid-
eration The most important thing ks supply
and dermand,

Karrde will deal in almost anything—
especially information, the only cargo with
no storage overhead—but he draws the
line at slavery and kidnapping. Karrde
believes that there is plenty of money to be
made in the galaxy without hurting inno-
cent people, and he insists that those who
wrark with him stick by this mule. Though
thit cccasionally puts him at loggerheads
with ather smugglers, his direct employees
understand and honor Karrde's palicies. He
demands a certain level of moral and ethi-
cal character from his workers, and those
weho can't meet this standard don’t work
with him for very long. Despite his sense of
hurmor, Karrde can be cold and calculating,
and though he won't stoop to hiring
bounty hunters, he can still bring enough
financlal pressure to bear to drive enemies
out of business,

Despite his strict rules, Karrde's people
are loyal tor him. He treats them well and
respacts their integrity and skills. Karrde
shares his profits, and hands out rewards
when they're earned. Even if Karrde weren't
such an agrecable employer, his talent for
maoving nearly any cargo through nearly
any system would still make him an attrac-
tive prodpect for anyone secking to bearn
the smuggling trade.

Orver the years, Karrde's amiable manner
has drawn a variety of dedicated, hardwork-
ing operatives inte his employ, not the least
of whom is a mysterious red-halred woman

'
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named Celina Marniss. Mamiss was a
hyperdrive mechanic operating on Tropis-
on-Varonat, but Karrde quickly realized that
she wias hiding some great seonet.
Eventually, he learned that her real name
was Mara Jade, and that she had been an
imperial operative reporting directiy to the
Emperor. Though be was understandably
cautious about asseciating with someons
wha had worked for the Emperor, he alsg
pould see that Mara was trying to start a
new life in the wake of the Emperor’s death,
But when Karrde came upon Luke
Skywalker's crippled X-wing, and Mara
swore that she would kill the Jedi Knight,
Talon Karrde realized that fate had taken
away his cholce in the matter,

[Mara Jade, former Empeross Hand, will
appear In an upcoming sourcebook, The
Dark Side.)

Tavom Karepe: Male Human, Scoundrel
#/Moble 2/Crimelord g Init 2 (Dex); Def 25
(#13 class, +2 Del; Spd wom; VPWP Gosu;
Atk +10/4+5 melee (1341, punch), #11/46
ranged (16, blaster pistol); 5 Wlici barter,
better lucky than good, sneak attack [+2d6],
call in a favor (xi), Inspire confldence (+1),
contacts (x2), resouroe access, inspire fear
{=2), minians; 5V Fort +5, Bef 413, Will +#1;

52 M; FP x; DSP ¥ Riep 15; 5tr13, Dex 14, Con

14, Int 15, Wis 13, Cha 7. Challenge Code G.

Equipment: Blaster pistol, datapad, nurmer-
ors trade goods, temporary
storagehousing modules, attack ships
(Wild Karrde, Etherway, Sharry ice), space
yacht [Lwana Buyer).

Skills: Appraise 17, Astrogate #6, Bluff +23,
Computer Use +8, Diplomady +30,
Gather information +23, Intimidate +g,
Knowledge (alien species] +8,
Enowiedge (cultures) +10, Enowlsdge
(law) +10, Knowledpe (strectwise] #15,
Enowledge [systems) +5, Listen +6, Pllot
+8, Profession (bureaucrat) +4,
Profession [merchant) +14, Read/Write
Baslc, Fl:cpalr +, Search +B, Sense Miative
413, Sprak Basic, Speak Bith, Speak Duro,
Speak Rodese, Spat +6.

Feats: Fame, Infamaous, lron Will, Persuasive,
Skill Emphasis (Diplomacy, Gather
Infarmation), Starship Operation (capital
ships, space transports), Trustworthy,

Weapon Group Proficlency [blaster pis-
tols, simple weapans).

STURM AND DRANG,
KAREDE'S PET VORNSHES

Damesticated from wild predators fownd on
the planet Myrkr, Sturm and Drang are
Talon Karrde's pets, Like all vornskrs, Sturm
and Drang can sense living beings through
the Force, and they are especially good ot
hunting ysalamiri (another creature native
to Myrkr), despite the ysalamiris” ability to
darmpen the use of the Force. (The
ysalamiris’ ability does not affect vornskrs.)
Their sensitivity to the Force also makes
them particubarly capable Jedi hunters—the
beasts seem particulady keen to do so if
given the chance. When tracking, vornskrs
i their Sep Force skill, rather than
Survival; they are actually fairly useless at
hunting the traditional wary,

When attacking, vornskrs claw with their
forepaws and bite with their powerful jaws
Vornskrs also attack with thelr pobsonouws
tails, causing rashes or paralysis. Any oppo-
nent strisck by 3 vornskr's tall must make a
Fortitude save [DE 18] or be dealt 1d4 points
of damage, Six rounds later, the target must
make a second save at the same DC or be
paralyzed for 2d6 minutes. The polson
causes swelling and redness in the flesh of
mast creatures, which Lasts for wdé days.

Vornskrs (2): Jungle predator 8; Init +3

(Dex); Def 18 [+5 natural, +3 Dex); Spd 15m;

VRAWP s7/i7; Atk 41 melee [1d6+3, 2 claws),

+6 melee (1d8+3, bite) or +6 melee (1dg+3,

tail), +11 ranged; 50 Venomous tail, Ferce

use; 5V Fort +g, Bef 49, Wil &4; 52 M; FFP 2;

Rep 2; 54 16, Dex 17, Con 13, Int 5, Wis 14,

Cha 1o Challenge Code E.

Skills: Climb +3, Hide +9, lump 43, Listen 43,
Move Silently +g, Spot 45, Survival +6,

Foroe Skills: See Fonce +12

Feats: Alertness, Force-Sensitive, Stealthy,
Track

Force Feats: Sense.

AVES, SMUGGLER

A human in his early middie age, Aves has
sorved with Talon Karrde from the begin-
ning of Karrde's career, He acts as Kamde's
right-hand man, doing duty as communica-
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the

tions officer and

Smusslers
r genernal dis-
ﬁi Knce patcher for

Karrde's ships. He 15 also one of Earrde's
mist trusted advisors, and is never far from
the smuggler's side. Aves is generally sta-
tioned aboard the Wik Kamde,

Karrde trusts Aves’ adwvice, mainky
because Aves has the trust of Kammde's
employees, When they don't feel comfort-
able talking to Karrde himsel, they often
confide In Aves, who—without revealing his
spurces—passes on their concerns to
Earrde, He feels completely at ease doing
this, primarily because he knows that
Kamrde won't use what daes teldls him

against his people,

Aves: Male Human Expert 8; Init 42 (Dex);
Def 14 (+2 class, +2 Dex); Spd 1om; VRWE
—i14; &tk +7/42 melee 13+, punch),
+8/+3 ranged (3d6, blaster pistol); 5V

Fort +4, Bef +4, Wil +7; 52 M; FP 2; Rep 5;

St 13, Dex 15, Con 14, Ink 13, Wis 13, Cha 13,

Challenge Code C

Equipment: Blaster pistol, encrypled com-
link, datapad, sabacc deck.

Skills: Astrogate +n, Bluff +4, Diplomacy +6,
Disable Device 49, Gather Information
+8, Knowledge (alien species] +4,
Knowledge (streetwise] +15, Knowledge
[systems) 415, Filot +10, Profession
{bureaucrat) +5, Profession ([gambler) +5,
Read MWrite Basic, Repair +6, Speak Basic,
Speak Huttese, Survival +6

Feeats: Skill E rnphas.is. K nml.'lcdgn-- shieet
wise, Knowledge: systems), Spacer,
Weapon Group P'm‘ril:il,'l'II::,l iblaster pis-
tols, simple weapons).

CHENT, MASTIR SLICER

E.'l-r{'l}' rmane than a lﬂn.IHH.EhEI“ . ona
al the E.tl:m:,r':. faremast computer secunty
experts. What he doein't know about codes,
droids, or compuber nebworks probably Bn't
worth knowing. Despite his high degree of
familiarity with encryption and computers,
heweser, Ghent is £l 3 young Human with
Iittle practical experience with other peaple.
He is content to spend all of his time with a
computer terminal, slicing into the imperial
HolaMet, writing new subroutines for navi-
comparters, of just pdcking up bits and
pleces of trivia from Information centers
thraughout the galasxy.
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l.',fln'l:,r about a meter and a half
tall, with almond-colored skin [and
a spatty complexion], Ghent s not a
physically impressive specimen of
Human youth. Most people would
describe him as unathletic, though
not particularly out of shape.
Coupled with his odd sense of
humar, It ks little wonder that
Ghent Is something of a social
misfit, more comfortable with
coamputers than with peaple,
Desplte his shortcomings, Ghent
feels no particular animosity
toward more popular peaple
The first time he met Han
Sobo, for cxample, he was
rather in awe of the famous
smuggler,

GHIONT: Male Human Expert
10 Init 41 (Dex): Def 1 (+3
class, #1 Dex; Spd 1om;
WRIWP =0 Ak +6J41
melee (1d3=1, punch], +8/+3
r.;lnqu (3dg, hold-out blasker): SV Fort +1.
Ref 44, Will +8; SZ M; FP 3; DSP 1 Rep 9; 5tr g,
Dhex 13, Con 0, Ik 18, Wis 13, Cha .
|:|I.11|EI'IEE' Ciosthe [,
Equipmnt: Hold-out blaster, datapad
Skills: Appraise 412, Blusff +5.£I-nl-b +3,
Computer Uise +22, Craft {computer) +17,
Craft [droid) +12, Diplomacy +1, Disable
Device +20, Forgery +9, Gather
Information +12, Jump +2, Knowledge
(allen speckes) +7, Knowdedge (systems]
&7, Pilot +5, Profession (gambler) +4.
Read/‘Write Baslc, Repalr 416, Sprak
Basic, Speak Binary [understand onky),
Speak Bith, Speak Rodese, Speak Sluissi,
Spot +4, aim +2.
Feats: Endurance, Gearhead, Skill Emphasis
[Computer Use, Disable Device), Weapon
Group Proficiency [simple weapons),

Frin TorvE, FREIGHTIR PilOT

An old smuggling associate of both Han
Sobo and Lando Calrissian, Fynn Tore now
works for Talon Earrde as the Ethenway's
pilot. A Corellian smuggler from way back,
Torve had gﬂﬂcn e up with labba the
Hutt much like Sobe had, butl bought hils
way out of his contract with a loan from
Karrde. He's been a I|:|_1.I.1-I E'|'I1|:||I:I':|I'E¢L' o Karmde
over since,

Frun Toeve: Male Human Scoundrel 7;
inlt +2 (Dex); Def vo [+7 class, +2 Dex); Spd
1om; VWP g0 Atk +7 melee [d3+2,
punch), 47 ranged (3d6, blaster pistol]; 50
Mlicit barter, better lucky than good, sneak
attack [+2d6}; 5V Fort +4, Bef +7, Will +3; 52
M; FI 3; Rep 5; Str g, Dex 15, Con 14, Inl 12,
Wis 13, Cha 13, Challenge Code D,
Equipment: Blaster pistol
Skills: Astrogate +9, Blulf +q, Computer
Use +3, Demoalition +q, Diplamacy +b,
HI‘I-DWH‘dSI_' [alien species) +q,
anwltdgr |:'|.Irﬂ."lw|'.e] +9, Knowledge
[:.}':l.h:m'g.:l #11, Move 5||t'r'|1|:,' +b, Filot
#17, Profession (bureaucrat) +6,
Profession (gambler] +6, Read/Write
Basic, Repalr +g, 5peak Basic, Speak
Rodese, Survival +5
Feats: Skill Emphasis (Pilot), Spacesr, Starship
Operation (capital ships, space trans-
ports, starfighters), Weapon Group
Proficiency (blaster pistols, simple
WEAPONS),

FEMH, WEAPDNS SPECIALIST

Fein is a mercenary who specialipes in
weapons—especially long-range weapons,
He b5 keenly acocurate with a blaster rifle,
having perfected his craft as a member of a
swoop gang on the Outer Rim, Rumor has it




that Karrde hired Fein away from the gang's
leader (o avold having bo kil the superb
marksman when the gang, paid by one of
Karrde's competitors, tried to eliminate the
smuggler. Even if this is true, Fein has been
an exceedingly loyal employee in the years
since coming into Karrde's erganization, and
Karrde plainky trusts the weapons specialist
with hls life.

Fuira: Male Hurman Fringer 4/5coundrel
3/5obdier 1; Init +3 [Dex); Def 20 (47 dass, +3
Drex); Sped w0 VPAWEP By b Alk #0494
melee (2d4+3, vibrodagger), +9/+4 ranged
{3d8, crit 19-20, blaster rifle) or (3dB, heavy
blaster pistol); 50 Barter, adaptive learming.,
jury-rig (#2), Micit barker, better lucky than
good; 5V Fort +10, Ref +8, Will +3; 52 M; FP 3
5P 2: Rep B; 5tr 16, Dex 16, Con 16, Ink 13,
Wis 13, Cha 12, Challenge Code D.
Equipment: Blaster rifle, heavy blaster pistol,
vibrodagger, macrobinoculars, comlink.

Skills: Astrogate +1z, Bluff +13, Diplomacy
+6°, Forgeny +g, Intimidate +7,
Enowledge [alien species) +12,
knowledge (streetwise) +8, Listen +3,
Pilot +14, Profession (bureaucrat) +8,
Professkon [merchant) +8, Read/ Write
Baslc, Speak Baskc, Speak Rodese,

Spot +3.

Feats: Alertness, Armor Proficiency [light),
Far Shat, Point Blank Shot, 5kill Emphasis
(Blurff), Starship Operation (space trans-
ports), Weapon Group Proficiency
{blaster pistols, blaster rifles, heavy
wieapons, simple weapons, vibro
WEAPOMS).

* Adaptive learning skill,

MAZZICS GROUP

Mazzic's organization is fairly small, consist-
ing of himself, the crew of his freighter—
the Distant BEainbow—a couple of
Preybird-class starfighters, and a beautiful,
if somewhat vacuous, female companion,
wiho appears (o be his lover. Though Mazzic
himself has no love for the Empire, he is not
averse to running goods for them. In fact, he
derives great pleasure from overcharging
them. Mazzic has a legendary ability to
eviade Imperial customs frigates, and avoid
the traps they occasionally set for him, mak-
ing him a primary choice for Talon Karrde’s

smugglers’ coalition.

Mazzic, SMUGGLER

Mazzic Is a famous smuggler, if not a par-
ticularly clever one. Little is known about
his past except that he is a Corellian who
once worked as a freighter captain for the
Empire, then fled to the Corporate Sector
after some kind of falling out in which a
close friend of his was killed, Speculation
says that the “friend” was in fact his wife,
and that the Emplre murdered her trying
to get to him, Mazzic refuses to talk about
the subject, though he admits that he
became a full-fledged smuggler shortly
after this time.

Mazzic is nearly fanatical about presery-
ing his secrets, though not to the point of
being anti-social. In fact, Mazzic has many
friends in the smuggling community, per-
haps because of his keen sense of justice
[which Karrde considers ill-considered and
milsguided). Mazzic's recent rash of reckless
activities—including attacking a Star
Destroyer under construction at the
Bilbringi shipyards—can be traced back
directly to the attack on the first smugglers’
mieeting on Tregan, where his close friend,
the Gotal Lishma, was killed by Imperial
troops (despite the fact that Lishma had
actually voted not to oppose the Empire].

A Hurman male in his middle years,
Mazzic is still an Impressive figure in his
skin-tight black flight suit and short black
cloak. His shoulder-length black halr frames
his humorkess features and suspéclon-filled
eyes, Mazzic doesn’t trust many people—
but when he does, he treats them as
though they were lifelong friends.

Mazzic: Male Human Scoundrel o/ Moble
aiCrimelord z; Init +2 (Dex); Def 24 (+12
class, 2 Dex); Spd 10m; VRWP 73M4; Atk
+1o/+5 melee [1d3+2, punch, +10/+5 ranged
(3d8, heavy blaster pistol); SQ Callin a favor,
invepire confldence {(41), (licit barter, better
lucky than good, sneak attack (+2d6), con-
fact, resource access; SV Fort 45, Ref 412, Will
+10; 52 M FP 4: Rep 12; Str 14, Dex g, Con g,
It 12, Wis 13, Cha 13. Challenge Code F.
Equipment: Heavy blaster pistol, comlink,
small freighter [Distant Rainbow], two
Preybird-class starfighters (Raptor and
Skyelaw),
Skills: Appraise 416, Astrogate +10, Bluff +g,
Computer Use +11, Diplomacy +1o,
Forgery +10, Gather Information +g,

Knowledge [streetwite] +15, Knowledge
[systemns) +10, Move Silenthy +8, Pilot 431,
Profession (bureaucrat) 45, Profession
(gambler) +5. Read Write Basic, Repair
+30, Sense Motive +7, 5peak Basic, Speak
Mistryl, Treat njury® +9.

Feats: Dodge, Gearhead, infamy, Rum, Skill
Emphasis (Pilot, Repair), Spacer, Starship
Operation [space transports), Weapon
Group Proficiency (blaster pistals, simple
WEApaS).

* Moble banus class skill,

SHaDA, BODYCUARD

Far from the decorative companion she pre-
tends to be, Shada is a trained commando
and supremely competent bodyguard for
Mazric. She puts on an air of bored toler-
ance when Mazzic brings her along to busi-
ness meetings or backroom trading
sessions. When situations go sour, Shada is
usually the first one to react—and quite
often the last, if offenders know what's
good for them.

Shada keeps her background a secret
much s Mazzic does, Though she is
rumaored to be a member of the mysterious
Mistryl Shadow Guards—a near-mythical
sect of women warriors—she refuses to dis-
cuss the matter, even with Mazzic, on the
grounds that it would violate an oath of
secrecy. If the rumors are true, Shada may
be the single most deadly combatant in the
smugglers’ coalition; the Mistryl Shadow
Guards banded together to battle Imperial
troops on their homeworld, and only failed
because of the massive might the Empire
brought to bear. Now, Mistryl Shadow
Guards periodically hire themselves out as
maercenaries—provided thelr employer has
nothing to do with the Empire—and Shada
may be such a mercenary in Mazzic's
employ. Whether or not she and Mazzic are
truly lovers is a subject that most people are
wise enough not to broach with her.

A startlingly beautiful Human woman
not quite at middle age, Shada wears |
revealing but functional gowns at nearly all
times. She pins up her long black hair with
lacquered needles in elaborate hairstyles.
The needles are not decorative; Shada uses
them in combat, and has been known to
hurl them with sufficient force to penetrate
even Stormirooper armad,




the
Smagglers
. Human Sooul 7;
ﬁ] H”’CE init 43 (Dex); Def

15 [+6 class, +3 Dex): 5pd 10om VFAWE BRI
Atk +7 melee (1db+1, crit 20, punch) or +7

CHAaDA: Female

melee [wdg+2, Irr'nj: nc'r'qilr:l, +B r..'|r|_|_2;v|.'d

{1dg+2, zenjl needle) or +8 ranged (3dg,

hold-out blaster); 50 Trailbdazing, uncanny

dodge [retains Dex bonus, can't be

flanked), skill mastery; 5V Fort +6, Ref g

Wil +7: 52 M; FP 2; DSP 1; Bep 5; 5tr 14, Dex

17, Con g, Int 15, Wis 16, Cha 16, Challenge

Code

Equipment: Hobd-out blaster, 15 2enji
rieedled, collection of false IDs

Skills: Computer Use +q, Hide +9",
Hﬂ{.iu\"l,'ﬂl:l,' lalien '-r.“.'l.iE"‘\.:l +4,
Enowledge (streetwise) +15, Listen +4,
Move Silently +g, Filot +13, Read/Write
Basie, Ride +g, Search 44, Speak Basic,
Speak Huttese, Speak M--‘.tryl.‘:-p-ralr
Eodese, Spot +g, Survival +1, Treat
Injury +&

Feats: Dodge, Exotic Weapon Proficiency
|zenji neadles), LIghtning Reflexes,
Maobility, Martial Arts, Skill Emphasis
[Knowdedge: streetwise), Spring Attack,
Starship Operation (space transports).

* Mastered skill

MAZZIC AND
!

GILLESPEE'S CREW

Though Samuel Tomas Gillespee has been a
smuggler for every bit as long as Talon
Karnde, his organization is fairly new. This is
because, , he was living in comfortable
retirerment on Ukio, until he swak recently
dilwern off h:" Grand Admiral Thrawn's
attack on the agrarian world. Gillespee
took a small fleet of ships and their crews,
and went in search of someone looking for
a veleran :.n1|..|g‘tl;|rr with a Hrudﬁt against
thie Em pire. Co |n;ul|=n|:.1|‘|:|r, the first peErson
he encountered was Talon Earrde, and 11
wias largely Gilllespee's doing that the first
meeting of the Smugglers’ Alllance took
place on TrﬂE.IrI

GiLLesPiEE, RETIRID SMUGCLER

Known as a oon man and veteran swindber,
samuel Tomas Gillespee is still respected by
other smugglers. He treats his crew fairly,

and I;hq::,- giwe him their hand work in
return. As the smugglers coalition begins
to form, Gillespee has over 20 ships in his
flest—the crews of which are ready Lo pay
Grand Admiral Thrawn back for chasing
them off Ukio

Gillespee had retined to the peaceful
agrarian workd after more than threse
decades of flying around the galaxy on
smuggling runs—or, at least, paying somae

ane elie o fly while he handled the busi.
ness end of things. Gillespee Is actually an
unlucky pilot, but an excellent business-
man. He has a reputation for double-cross-
ing some of his hired pilots, bt as En'llEu.pE‘-E
himself explains it the important thing i
that he ghes his pilots what they desene,
Since there are so many pilots who have
woorked with him for years, one can assume
that the others tried to double-cross
Gillespee—they just weren't as good at it as
e b5

in appearance, Gillespee is a middle
aged Human slowly going to seed. He has
developed the paunch of a man living com-
fortably without dnlng hprd work, and
always seems a little tired, as though get-
ting oul of bed in the mnrning i% lowe on his
list of priorities

Sapmunl Tomas GILLESPEE: Male Human
Expert &; Init 41 (Dexch; Def 13 [+2 class, +1
Dex); Spd rom; VPIWEP —hg; Atk +6 meles
(1d3+z, pumch), +5 ranged (3d6, blaster pis
tol); SV Fort +4, Ref +3, Will +6; 52 M; FP1;
Eep B: 5tr 14, Dex 13, Con 14, It 1, ¥W1s 13,
Cha 1z Challenge Code C

Equipment: Blaster pistol, comlink, datapad,

20 frelghters, personal ship (Kern's Pride]

Skills: Appralse +8, Astrogate +10, Bluff &5,

Computer Use +8, Gather Information

5, Erl-:mll.-l.ll.*ll.- [streatwiss) 41, Listen

5, Pilof +3, Profession {bureaucrat] +6,

Frofession (merchant) +13. Eead MWrite

Basic, Bepair +10, Sense Motive 5, Speak

Basic, Speak Huttese,

Feaats: Skill E l=||!||'|.l'.-|‘i. (Profession:
merchant), Spacer, 5ta rshi P
Crperation (space transporisl,
Weapon Group Proficiency [blaster

_-|!|I!p1.l:l|1|. simple weapons],

BILLEY'S GROUP

The elderly, chalr-bownd smuggler,
Billey, has managed to assemble a
coterie of ambitious young smug-
glers throwgh a variety of opera
tions around the galaxy. Billey's
reputation draws them in, and—
despite his harsh manners and
exact ing standards—his cumnming
makes them wealthy. Smugghers
wiho work with Billey once can
often afford to start their own oper
ation afterward, but all would drop




everything for a chance to work with Billey
again—if only for the huge payoff one of
Billey's schemes wiould no doubt generate.

BiLLEy, SMUGGLIR LIGIND

The aging Billey is a legend among smiug-
glers. His career started some six decades
ago, and through years of luck, determina-
tion, and good planning, he pulled off
number of high-profile smuggling runs that
give spice runners great reputations

Unfartunately for Billey, his luck ran out
afe day. An imperial customs cruiser chased
him into a cliff. His ship was smashed, and
though he ejected, Billey didn't fare ruch
better. The Imperials arrested him as soon
as he regained consclousness, and the next
tirme b woke, he was in the medical ward
of the Goshyn Detention Center—a penal
asteroid, Billey rejected cybernetic implants,
preferring to live without artificial implants,
despite his weakening condition.

Wihen he was released after serving out
his term, Billey was a shell of his former seff
But his mind was keen as ever, and he was
back in the thick of the smuggling business
in o time.

Although he gets around in a old-fash-
ioned, wheeled, motorized chair, Billey still
plans and executes some of the most auda-
chous smiuggling operations the galaxy has
segn in quite some time, He refuses to let
hig infirmibty dictate his income, so even if he
can't spend every day hopping around bhe
galaxy evading Imperial customs ships, he
makes sure that every run he makes gener-
ates sufficient income that he doesn’t hinee
to work every day The fact that he gels
away with it only increases his reputation.

Bilbey Is an elderly Human wiith just a
hint of Corellian in his deepl:,l- linved fea-
tures, His gray hair and thick gray beard
are unkempt, but his penetrating brown
eyes demonstrate his keen intelligence
and wits. His crewes think of him as a
taskmaster, and Billey has earned this rep-
utation; he despises incompetence and
won't tolerate disrespect. But as grumpy
a5 he is, up-and-coming smugglers practi-
cally stand in line for a chance to work
with him, Billey is a legend,

Bl Male Human Noble 6/ Scoundrel 3;
init -2 (Dex); Def 16 (#8 class, -2 Dex); Spd
g WPIWIP 26/8; Atk +4 melee 1d3-2,

-

punch], +4 ranged; 50 Call in a favor [x3),

ingpire confidence (+2), command +2, Hlkcit

barter, better lucky than good; 5V Fort

+1, Ref +4, Will +6; 52 M; FP 1; Bep 1o;

Str 7, Dex 7, Con 8, Ink 12, Wis 12,

Cha 6. Challenge Code C.

Equipment: Wheeled chair, comlink,
datapad

Shills: Bluff +15, Computer Use 412,
Diplomacy +17, Gather
infarmation +5, Intimidate +18,
Knowledge {alien species) +12,
Knowledge [streetwise) +16, Pilot
+4, Profession [bureaucrat) 410,
Profession (merchant] 416,
ReadWrite Basic, Speak Basic,
Speak Dura,

Feats: Skill Emphasis
{Intimbdate], Skill
Emphasis [Knnwledge:
streetwiie, Profestion:
m:ri;hanl],T!u!-t‘wnI"ll'q,'.
Weapan Group Proficlency
(blaster pistols, simple
wWweaponi)

Par'taH, Ho'Diw SMuUccLIR

PAR'TAH

To say that the Ho'Din smuggler Par'tah
gp-:ril;rs. in the red is like -;J:,-ing that a
Wookiee is a little furry. Firmly subscribing
to the belief that the highest paying con-
tracts go to the smuggler who looks the
it successful, Par'tah spends extravagant
surms to look ke she doesn't need to work,
Nothing could be further from the truth. If
not for the occasional tip that Talon Karrde
gives her about lucrative runs, Partah prob-
ably could ot afford to stay in business.

Par'tah has a good relationship with
Karrde. He respects her talents, and she
can't help bt admine how Karrde exempli-
fies her philosophy that style accounts for
a ot of success in the smuggling trade, (DF
course, in Karrde's case, he really is as
capable as he appears.) KEarrde also knows
that Par'tah, being from the technologi-
cally-repressed world of Moltok, is fasci-
nated with technology, and steers her
toward contracts that will help her add bo
her collection

Three meters tall and reed-thin, the
green-skinned Ho'Din is an imposing figure,
Like all Ho'Din, Partah has a mass of ser-
pentine tentacles growing from her head,
where hair would be on a Human. The ten-

tacles twitch and wriggle when she i
excited or angry. Par'tah dresses in flowing
garments that complement her skin colos,
and leawe room for a small blaster some-
where in her clothes,

PaRr'TAH: Fermale Ho'Din Scoundrel 4/Fringer
3: Irit +2 (Dex); Def 1g (+8 class, +2 Dex, =1
aize); Spd vom; VROWE g7/u: Atk +6 mebes
(wdy+2, punch), +6 ranged (2da. hald-out
blaster); 50 Barter, adaptive leaming, ilicit
barter, better lucky than good; S¥ Fort +6, Ref
+B, Wil +3; 5Z L; FP o; Rep 5; 5tr 14, Dex 14, Con
14, Int 5, Wis 13, Cha 13. Challenge Code T
Equipment: Hold-out blaster, comlink.
Skills: Astrogate +8, Bluff +8, Computer Lise
+8, Diplomacy +8, Hide +g, Intimidate
+3, Knowdedge (alien specles) +6,
Enowledge (cultures) +6, Knowledge
(streetwise] +6, Listen +3, Move Sikently
+9, Pilat +vg, Professkon [bureaucrat) +6,
Profession (gambler) +4, Bead "'Write
Ho'Din, Repalr +14, Search 45, Speak
Basic, Speak Ho'Din, Speak Hultese,
Speak Sullustan, Spot +3, Treat Injury 11
Feats: Alertness, Persuative, Skill Emphasis
(Pilot, Repalr], Starship Operation (space
transport), Weapon Group Proficiency
(blaster pistals, simple weapans).

=




Eiior, Duro SMUGCLER

+6 ranged (3d6, blaster pistoll; 5V Fort +4,
Ref +5, Will +8; 52 M: FP 1z Bep 3; 5tr g, Dex

16, Con g, Ink 14, Wis 14, Cha 13. Challenge

Code B,

Equipment: Blaster pistol

Skills: .ﬂ.s‘trr.'lg.ltr +11, Bluft +10, Dipdl}mﬂ;{:’l 7,
Knowledge (alien species) +8,

K |'||:|wI1-.'rJgr ['.'Irr._'{'1w|1.r:| 11, Mowe
Silently +5, Pilot +n, Profession (mer-
chant) +14, Read "'Write Basic, Read/ Wirite
Durg, Repair +5, Speak Basic, Speak Duro,
Speak Bodese.

Feats: Skill Emphasis (Profession: menchant),
Spacer, Starship Operation (space trans
ports), Weapon Group Proficiency
[blaster pistols, shmple weapans),

Dravis, YOUNG SMUGELER

Though he's been smuggling almost as
long as Talen Karrde, Ellor is still the naiee
scholar he was when Earmde first hired him
for a spice run. Ambushed by an Interdictor
erser—and facing a death penalty for
smuggling spice—Karrde and Ellor desper-
ately outmaneuversd the Interdictar until
they made hyperspace. Despite being terri
fied by thie entire affalr, Elor had never had
0 much fun, The Duro gave up the aca-
demic life at once, and has been a smug-
gler ever since.

Through all the years of near-disastrous
situations and impulsive decisions, Ellor
has stayed alive and more or less unhurt
This has made him somewhat overconfi-
dent. He attacks every new situation with
the firm belief that he can't lose. Working
with Karrde a few times over the years has
taught him to control his reckless impulses
somewihat, but he still looks at every
potentially-suicidal run as a new opportu
nity for adventure,

Ellor is an awerage Duro specimen: a tall,
thin, gray-skinned humanoid with large
eyes, a thin slit for a mauth, and no nose. He
generally wears padded tunics in shades of
green and |ﬂ-ﬂ5E'-ﬂ|1.|nH, black trousers, He
carries @ blaster pistol, and—in Karrde's
estimation at least—puts a litthe too much
faith im the notion that a pointed blaster
can end any disagreement and discourage
ANy resEtance.

Evtom: Male Duro Diplomat 3/Expert 3; Init

+3 (Dex); Def g [+ class, #3 Dex); Spd 1om;
VPAWP —iy; Atk +5 melee [1d3+2, punchl,

BE TOlINE T RUGHER 5

If Ellor is reckless, Dravis is suicidal, An
Imperial Acadermy trained starfighter pilot
until fairly recently, Dravis left the Acadermy
shortly after his graduation under
unknown circumstances, stole a Lambda
class shuttle, and headed for the Outer
Eim. After some aimless wandering, he met
Billey and joined him for one of his leg-
endary ventures. Billey was impressed with
the young pilot's skill and offered him a
permanent position. Dravis :.Ignr'di up.and
has been with Billey ever since.

5till a young man, Dvavis has what more
Hpﬂrmmed spacers call a lmldl}l flasctuat-
Ingimpuls.-e mativatos ml:n-ning that
Dravis ks energetic, reckless, and hot-tem-
pered. Billey keeps him under control by
knowing wien to rein bim in, and when ta
bet him run wild. Dravis dresses in flight
fatigues in Mew Bepublic brown, and his
prize possession s a bantha-hide flight
Jacket given to him by an appreciative
young lady on Commenor—though, for the
lifie of him, he can't remember her name
Dwavis has short, brown hale, and is 50 non-
descript as to be able to fade into a crowd
with little effort.

Dravis: Male Human Scoundrel 4: Init +2
[Dex); Def 18 (+6 class, 2 Dex); Spd 1om;
VRIWP 28/4; Atk 45 melee [id3+2, punch),
+4 ranged (3d6, blaster pistod); S0 Ncit
barter, better lucky than good; 5V Fort +1,
Rt -+, Will +1; 52 M; FP 2; Rep 33 5tr 14, Dex
15, Con g, It 10, Wits 13, Cha v3. Challenge
Code C

Equipment: Blaster pistol, false 1D, mac

robinosoulars, medpac

Skills: Astrogate +g, Bluff 45, Computer Use
+4, Gather Information +5, Hide +6,
Intimidate +3, Knowledge [streetwise)
+4, Listen +4, Move Silently +6, Filot +1,
Profession [menchant) 4.4, Read/\Write
Basic, Repair +7, Speak Basic, Spot +5,
Survival 43

Feats: Skill Emphasis [Pilot), Spacer, Starship
Operation (space transports, starfight-
ers), Weapon Group Proficiency (blaster
pistols, simple weapons).

Brasce, Boune MercEMaRY

Once a mercenary in the employ of labba
the Hutt, Brasck is a muscle-bound Brubb
whose career belies his people’s reputation
for hospitality; Brubb is a slaver and a con-
tract kidnapper. Although he claims that he
had no choice but to work for Jabba, the
fact remainis that Brasck Is one of the most
heartless and ruthless individuals in the
smuggling business. He obviously learned a
lok working for the Hutt.

Brasck's people are brutal and efficient
They are also well-paid, owing to the fact
that Brasck deals almost exclusively in high-
risk, high-paying cargo such as spice and
slaves. The only reason Karide offered
Brasck a position in the Smugghers” Alliance
was Brasck's renowened competence,
though he personally despises Brasck’s
miarals. Karde was .1-e;l:|..|.;||}l E'-Id wihen
Brasck decided not to join up.

Like all Brubsh males, Brasck has a
growth of coarse, dark
hair on the top of
his head,




wears it in 2 long tassel. He has pitted,
gnarked skin, with prominent brow ridges
and a lipless mouth,

Brasci: Male Brubb Scoundrel 4/ 5%cldier 4:
Init +2 [Dex); Def 18 (+6 armos, +2 Dex); Spd
o VRIWIP 7o 8 ALk +1/+6 melee [pdbeg,
crit 20, punch) or +n/+6 meles (2dgeg,
vibrodagger), +9/+4 ranged (348, heavy
blaster pis'l{ﬂ}_ 20 IMicit barter, better lucky
than E-I,'.-ﬂd_':-;'lul' Fort 11, Bef +}.'I'l'||l +1; 58 W
FP i DSP 32 Rep 1o: 54 98, Dex 14, Con 18, Ind
12, WWiis 12, Cha 12 Challenge Code D
Equipment: Heawy blaster pistol, vibrodag
ger, padded batile armaor, comilink, per
sonal ship (Green Palace)

Skills: Astrogate +6, Bluff +7, Diplomacy +5.
Intimidate + |.q_HZ||u'.l'.|f1!d|.'{|.- slreetwise)
#10, Knowledge [systems) +5, Pllot +n,
Profession (menchant) +g9, Profession
[slaver) +n, Profession (smuggler] 411,
ReadWrite Brubb, Speak Basic, Speak
Brubb, Surdval +5.

Feats: Armor Proficiency (heavy, light,
meedinum), Dodge, Great Forlituds,
In!.'im:r.M.aHi.rl Aurtist, Skill Emphasis
[Intimidate), Starship Operation ($pace
trangparts), Weapon Group Proficiency
(Master pistols, baster rifles, heavy
Wweapons, simple weapans, vibro
W POns)

INDEPENDENT SMUGGLERS
Some of the smugglers Talon Earrde asked
Gillespee to imvite to his first meeting on
Trogan are independent operators with skills
or reputations that Karrde found admirable
Miles Ferrber falls into the former category;
Chyngunn the ZeHethbra falls into bath,

CurnGusM, ZEHETHERA SMUMGGLER

Though once a renowned Stratus Games
athlete in the Unarmed Combat category,
Chyngunn turned his back on sports and
became a smuggler, largely to stave off the
boredom that came with sucoess. After set-
ting the record for maost sentient opponents
downed in a single round of competition,
Clyngunn took his prize purse and bought a
star yacht, but found that the endless
parade of fans on the tourist planets he vis-
ited didn't alleviate his boredom one kota,
Ewnlu;ll}ll on a whirn, he raveled to the
Durter Bim Territogies, whare e made the
acquaintance of the legendary smuggler,

Billey. Chyngunn finally found something
that offered excitement every single time
freelance smuggling

After trading in his yacht for a freighter
{and customizing it for speed, combat read|-
ness, and cargo concealment), Chyngunn set
out on his new career. He has done well for
hirmsell, largely because he prefers to work
alone. Clyngunn doesn't like sharing his
profits with partners, and he doesn't like
most other smugglers, ampway, Since the
fall of the Empire, howeser—and with the
inevitable rise of ex-imperial warlords souf-
fling ower the bones of the Empine—
Clyngunn has seen business get more aind
maore difficult, and the penalties for smug
gling become stiffer and stiffer, This alone
has prompted him to accept Talon Karrde's
offer to join the Smugglers” Alliance.
Clyngunn has Karrde's personal assurance
that he wan't be expected to significantly
alter his view regarding working alone

Clyrigunn is a ZeHethbra—Ffurred, muscu
Lar ipeds with large fangs and claws,
I're-dnmln.mtly black in colos, C Ig,mﬁunn has
a wide stripe of white running from his
nase, up over his head, and down his back,
He dregies in blise and black, Frbqu-:-rltlg.-'
wearing tunies or cloaks that he can doff
quickly If a fight breaks out—and with his
termper, that's quite often

Daril SPECiaL ABRILITIER:

Stinging Spray—IeHethbra hawe a

% them

Civmcunm: Male PaHethbia, Soldier
siScoundrel 2/Moble 2; Init 4 [Dex);
Def 19 [+ & class, 41 Dex); Spd 10m;
VEOWE Bl Atk 4900+ melee
(ndf+3, crit 20, punch), +8/+3
r.jngtd 13d8. heavy blaster pistol):
20 Er.nglng spray. illicit barter,
better lucky than good, call in a
favar [x1), inspire confidence
[#1); 5V Fort +7,

Ref +7. Wil &#7; 52 M; FP 32
Rep 6; 5tr 17, Dex 13, Con 17,
Int 14, Wis 13, Chan
[hnllﬂng{' Code D

Equipmernt: Heamy blaster plstol, false 1Ds,
false ship's documents, datapad, small
freighter (Lady Sunfire)

SkHls; Astrogate +14, Bluff +8, Computer Lise
#10, Diptomacy +1, Disable Device +b,
Intimidate +8, Knowledge (streetwise)
#13, Pilat +13, Prafession [merchamt) +m,
ReadWiite ZeHethbra, Repair +6, Speak
Basic, Speak Huttese, Speak Ryl, Speak
feHethbea,

Feats: Armor Proficiency (heavy, light
medium). Endurance, lron Will, Low
Profile, Martial Arts, Skill Emphasis
[Diplamacy), Starship Operation (space
transports), Weapon Group Proficiency
(blaster pistols, blaster rifies, heavy
weapons, simple weapons, vibro

WA pans)

MiLis Fremiee, SHIP PALMER

A notorious starship thief<"palmer,” in the
spacer vernscular—Miles Ferrler is a truly
despicable specimen of a Human, After
abducting an old smuggler named
Hoffrer—one of the only people alive wha
kniewr the location of the famous KEatana
fleet of lost drr.1.d-n.1l|-|;l'|l.'.—F1.'lII!'r
attempted to break up Talon Karrde's coall-
thodi of smugglers by betraying them to the
Imperial garrison on Trogan during their
flest meeting. When that FI|.=I'I Failed, Ferriar
used his pet “wralth®—a Defel from one of
thie und:rgrnund cities on the planet

Af El—to plant incrminating evidence

CLYNGUNN




the

aboard Karrde's

Smaeslers
ﬁl i s shilp at the sec-
k“!'ct ond rn|:q:1inE.

LI im .11,|:I:|r_ I,h-:.hugh_hl‘. eS| wnrbearlng
incompetence spelled his end, a5 a slip of
the tongue put the blame for the first
attack squarnely on Farriers shou Iders.

Ferrier 5 a large Human with a sturdy
build and a thick, black beard. He wears an
arnately-embroidered tunic and smokes
everpoweringly strong cigarras, which
actually makes it easier to spot him in a
crowd, Most sentient beings find his com
pany unpleasant at best, and his easy
sense of personal ethics keep him from
making long-term friends,

MiLes FERrIER: Male Human Scoundrel T7;
It 42 (Dex]): Def 1y [+7 class, +2 Dex); Spd
1om: VRIWP 45/; Atk +7 melee 3+,
punch), +7 ranged (3d6, blaster pistol; 5Q
licit barter. better lue L:,.' Lhan EIJI'.II:| inaak
attack (+2d&); 5V Fork +4, Ref 47, Will +3; 52
M; FP 2; DSP §; Rep B; 5tr 1g, Dex vy, Comng
Imt 14, Wis 12, Cha 12. Challenge Code D
Eq;lipmrm: Blaster plitﬂ!.d.'ﬂ.]-pad. Clgarras
Skills: Appraise +9, Astrogate +6, Bluff +14,
Computer Use +12, Demolitions +7,
Diplomacy +3, Disable Device +17, Lather
Information +5, Hide +10, Enowledge

[streetwise] +12, Move Silenthy 410, Pilot

= i
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+12, Profession (gamider) &, Profession
imerchant) +4, ReadWrite Basic, Repalr
+12. Search 46, Speak Bagic "-:-[.lll“.lk
Huttese, Speak Sluiss]

Feats: Cautiouws, Skill Emphasks [Bluff,
Disable Device), Starship Operation (cap-
ital #hips, space '.I.'|I'|i.|.'ltlt‘i.:l.'t't'lt:ll:-?l'l
Group Proficiency [blaster pistols, sim |:l|t
WEAPDNs),

THE WRAITH

Miles Ferrier's anly real friend is a Defel mer-
cenary that Ferrier refers to simply as his
“wiraith.” & native of the perpetually-dark
wiorld of AFEL the Defel comes fraom an
underground city where the inhabitants
hawe never been able to develop ;||:||:q|_| ate
agriculture or technology. While Defels
excel at mining and metallurgy, their best
skill is stealth; Defels are all but invisible in
shadows. Ferrier puts this ability to good
use, always keeping the wraith nearby
wiliere b can Back Fermier

Exactly how Ferrier managed to comance
an ordinarily honorable Defel to join him in
his n:prl:'h:'rlﬂ_.lhlq,' ActiWTIES 15 unknoswn=
but Defels are renowsned for their adiher
ence Lo promises they make

FERRIER AND
THE WRAITH

DEFEL SPECIAL ABILITIES:

Darkwision—In conditl af complete
darkness, Detels can s2e clearly up o
30 meters away. Vision under theds

conditions in black and wihit by

invisibility—Because of a genetic adap-

tatian to o long f.::-rH|:|1|_|"|'I prsdator an

thelr homewoild, De

darkness, much like dhadows. In ancas

of low light, |_hi_':|' are effectively il

stance bonus to attacks, and its target
loses all Dexterity bonuses to Delense
AL the §
Doefed i t
Lo% miss chance, and the attacker
must guess where the Defel actually is
= the Star Wars Roleplaying Game
Core Rulebook, page 143)
Light Blindness—The atmosplierc con
ditions of AF'El that contributed o
miEan thist
1silive to light
in any wavelength other than ultrav
alet. Whenever a Defel 4 expoied to
non-ultraviolet light, the D
totally blind [see the Character
Condition Summary, on page 218 of
the Cone Rulebook), To over 1@ this
disability, Defels who travel waay
froom AE| wear visors that Filter ol
all wavelengths of Hght except ultra
vioket. Withoul these visors, Defels

are nearly helpless

THE WaamH: Male Defel Fringer 4; Init <3
(D) Do 17 [+4 class, 43 Dex): Spd vom;
VEAWE 33016; Atk +6 melee (10643, claws)]
+6 ranged; 50 Darkvision [3om), Imdsibility,
light blindmess, barter, adaptive learning
jury-rig (#z); 5V Fort +7, Ref +5, Wil #2; 5& M
FP1; DSP 2; Rep &; 5tr 16, Dex 17, Con b, Int
iy, Wik 13, Cha 12. Challenge Code C
Equipment: Light visor
Skills: Clirmb 10, Hide +15, Listen +1a, Move
Sihently +12, 5pot +10, Survival +8
Feats: Alertness, Blind-Fight, Skill Emphasis
(Hide), Stealthy, Weapon Group
Proficiency (blaster pistols, simple

vieaponsl B




m elcome to Star Waes Silent Death, a
shilp-to-ship combat game based on
the Silent Death mechanics created by lnon
Crown Enterprises and owned by Mythic
Entertainment, Inc., The following is a con-
densed version of the Silfert Death game,
wiith rules for playing out battles between
LH‘H‘inEt. TIE !1|..':h!-|'-r-.. and ober 5|'|i|}‘5 In
the Rebellion era. Although this is a stand-
alone game, feel free to use the rules, ship
displays, and poster-sized battle mat to
play out complex starfighter battles in the
Srae Waes Raolephming Garme,

T play this game, you will need a set of
palyhedral dice, You also have permission to
photocopy the various Ship Displays and
S-hlp Tokens for home game wie nnl}-.

Enjoy these rules, grab your favorite fight-

ers, and may the Force be with you!

Ship Dieplay

Every ship in the game has its own unigque
Ship Display detadling the ship's systems,
cost, weapons, crew, and resilience to dam-
age. Let's look at the Ship Display in greater
detail,

BPFVITPW
At the top of the Ship Display can be
found the ship's type (X-wing, Y-wing, or
whatever) and BPy. The BPV (s the ship's
Baslc Paint Value: the point cost of the
shipwithout any crewmembers added,
Inside the Ship Display is a box labeled
TP, or Total Point Walue, The TRV is the BPY
of the ship, plus the sum of all of the crew’s
skil levels. TPV is used to create balanced
forces on opposing sides of a battle.

Crew Boxes

Eviery ship requings cress, How many
crewmembers and how skilled they are can
b found in the Crew Boxes. All pllots and
gunners are rated by skill bevels which range

TO voLUME L HUMBER 3
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from 1 (the lowest) to 1o (the fll]:[hl.".”. Each
pilp't has a Fil-e:d'ing skill besvel t{F‘Il] and a
Gunnery skill level [Gnir), while each gunner
has only a Gunnery skill level,

Ench ship requires a pilot and possibly
one af mae gunners (o staff it. Pilot and
gunner skill kevels are either set by a given
scenario or purchased for a poink cost when
designing your own scenansd

Exgmple: The Y-Wing has bath a Pilot and
a Gunner, a% indicated in the Crew Boxes.

Criw SKiLLs
A ship’s Tight Turn cost shows how wiell it
can perform radical maneuvers, This is
based on the pilot's Plloting skill, with a
higher skill level indicating a smaller die.
Underneath the big hex on the Ship Display,
your |l see the wonds Tight Turn Cost and a
Mank line followed by "43." Find the pilot’s
Piloting skill on the "Skill Level Table™ below
and write the pilot's Tight Turm Cost die on
the blank line in the Ship Display,

The Attack Die Bonus [ADB] is an extra
die that each weapon gets to use when fir-
ing, The bigger the die, the larger the poten-
tind bonus, Which die rolled is determined
by the Gunnery Skill of the crewmember fir-
Ing that weapon, & higher Gunnery skill
provides a bigger ADB. Find the pilot's or
gunner’s Gunnery skill on the *Skill Level
Table™ and write the
ADE die in the appropri:
ate blank on the Ship
Disglay (either in the
Pilat Weapon or Gunner
Weapon box).

Hitting and damaging
wilth weapons ks
detailed in the Weapaons
section, The Skill Level
Table shows which ADB
to use based on the
I:n.mm'r}' skill |lEyved

Prigiirg Skill

DM 00wl WA e R R

Tigiht Tuir

“Blllﬂ tlln Silent Death Rules

BY ERIK A. DEWEY

The 5kill Level Table befow shows which
die to use for Tight Turn Costs and ADBs

Dimive
A ship's Drive is locabed in a box at the bot-
tom of the Ship Display’s central hex. The
Drive of a ship represents how much engine
power is availible. The higher the number,
the miore paseriul the ship’s englne. As a
ship gets damaged, its Drive Is reduced.
How bo use a ship's Drive ks discussed
befow under Movement.
Example: The Y-Wing's Drive; 12, (s located
at the bottom of the central hax.

DrerErs v VaLm
Found in the upper left corner of the eemtial
hex on the Ship Display, the Defensive Value
(W) indicates how difficult a ship is to hit
The Defensive Value represents the nimble-
ness of the ship and the strength of its hull,
The higher the Defensive Value, the more
difficult the ship is to hit with a weapon,
The Defensive Value is the basic numiber an
attacking ship needs to roll to hit the ship, If
the total rall is less than the ship's DV, the
attack misses. Defensive Value usually only
decregses doe to Critical Hits.

Exampile: The Y-Wing's Defensive Value,
located In the upper left corner of the cen-
tral hex on the Y-Wing's Ship Display, is 14,

Skill Level Table
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DamacE REDUCTION

This is found in the upper right corner of the
central hex on the Ship Display. Damage
Reduction (DR) gauges how heavily
armored or shielded a ship is, Any damage
done to a ship is reduced by Damage
Feduction before It is applied; thus it is pos-
sible for a ship to be hit but sustain no dam
age. As a ship sustains damage greater than
its current Damage Reduction, the Damage
Reduction value drops.

Example: The Y-Wing's DR, located in the
upper right corner of the central hex on
the ¥-Wing's Ship Display. s 3.

WEARPDOMS

The weapaons boxes are found scattered
aroundd the SHip Display. Each weapon box
represents a separate weapon mount that
can be used. The weapon box itself contains
all the information neaded to fire the
wirapon mount.

The first line of a weapon box indicates
which crew positien may fire the weapon
{either Pilot of Gumner). Only that orow-
member can fire that weapon. if something
happens to that crewmember, the weapon
cannot be fired.

The second line Indicates the number and
type of weapon. A single mount can house
mialtiple barnels of the same weapon. When
this occurs, the gunner has the option of fir-
ing each barrel indhvidually or linking the
canmos together When linked, the entine

F “Twe pat s problem here." Mol
et T Ving can Late no futlhery
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mount receives a bonus to-hit and damage
depending on the nurmber and type of
weapans mounted, For example, twin Laser
Cannans receive a +1 to-hit and damage.
When firing a linked weapon, only one die
roll i made for each link. For exampdle, if an
x-Wing is firing its four Laser Cannons all
linked together, then only one roll is made
at +3 to-hit and damage: if all four cannons
wede fired separately, four separate rolls
would be made, each receiving no bonus to-
hit or damage. If the X-Wing fired the can-
nions linked two by two, then two rolls
would be made, each with a bonus of +1 to-
hit and damage. The decision to link a
weapon must be made before any dice are
rolled but can change from tumn to tuem,
Alsaon the second line ks the weapon's
firing arc, found in parentheses after the
weapon name. A ship cannot fire & weapon
at a ship outside the weapon's designated
firing arc. The available firing arcs

cone's outer lines, as well as any hexes that
the line crosses into.

The one exception is the All Arsund firing
arc (3607), which allows a weapon to fire in
any direction. A& weapon system that lists
e o mare liring are coded can five into
amy of the listed arce, Pilot-mounted
weapons only have a firing arc of Front (F).

Exampie: The ¥Y-Wing has two weapon
gytems Installed, The Pilot fires @ twin Laser
Cannon while the Gunner fires 3 twin lon
Cannon. The Gunner's weapan has a firing
arc of 360"

The third lime in the wexpon box is the To
Hit indicator, Every weapon has two dice it
ralls, plus the ADB, These three dioe are
totabed with any applicable bonuses to see
whether the weapon hits I the total result
is equal to or greater than the target ship’s
Defensive Value, a hit |s scored; otherwlse
the shot misses.

Exarmple: & Y=-Wing pilot with a Gunnery
skill of 3 [ADE: 1d4) fires the ship's baln
Laser Cannon at an enemy ship. The pllot
decides not to link the weapon, firing
twice instead, For each attack, the pliot
ralls 2dB + 1dg (ADE)

The next line in the weapon box is the
Damage indicator. The words (Low, Medium,
of High) indicate which die (or dice) to
count when determining damage. There
can be bonuses to damage based on the
number and type of the weapon.

The 804 format tells a player which dice
ta roll and how miny, Thus, 206 means roll
two six-skded dice, and 1DB means roll one
eight-sided die. Decasionally, a modifier on
the end of the formula adds to or subtracts
from the total. For example, 308+4 means
roll three eight-sided dice and add four to

are Frant (F), Front Quarter Left
(FQL, Front Quarter Right [FQR),
Rear Quarter Right (RQR), Rear
Quarter Left (RQL), Rear (R), and All
Around [360°). These locations are
marked around the central hex on

each of the Ship Displays to help you
remember which hexside is which,

Each firing arc is a 60" cone that
extends out of a side of the vessels
hiex i the direction indicated. The
are covers all hexes betweon the
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et Dgzith - - -

—— - TR L §
mEans take thi

wwost mumber result, “Medium”™ means
take the middle r

sLilt, and High means

take thie b |'_|'|| t result. I the dice comee wi

with doubles, add them together if the
lamage o and they are the low num
bers, same i the doubles are High and the
& Highe If the player ralls doubles

with Medium, then use the High result

(=10 Rall Femult

JDEB Liowy 2,46 2

30B Medium  2,4.6 4

3018 High 2,4.6 6

306 Low L35 5i{3+3)

zdf Medium 3,5 5 (becomes H||::|I'|:
3d6 High 3.5.5 10(5+5)

The mext line indicates the range moder
catiorns of The weapan. This i5 broken into
three wections: thort, medium, and long
range Thie numbers indicate how many
bt soss gty thee target can be and still Lay in
Lhe indicated ranpe, For exemple, a Laser
Cannon has a range of 3/900; 3 target
wilhin 3 hexes is in short range; a target
wilhin 4 to g hexes is in medium range; and
1 target 1o heses away |5 1N kg range. Aany
s made than 1o hexes away cannaol be
targeted. if a target ship is in short range,
the to-hit goll 1s modifled by -+, wehile if the
target ship s in ||_'|I!! range, thie to-hirt roll is
moadified by =1 There is no rmodifier if the

tarpek ship is in mediom range

WARHEADS
Lome Ship Displays have Proton Torpedoes

or Concussion Missiles. These weapons are

i |:|I'|'|:'..-.-|=I!.| called warbeads. These are wi¢H

LIGAE |, NUMBGE Y

guided weapons that maneuver on the
board and attempt to impact with Langets
Each circle aor pip indicates a singhe torpeds
or missde which 14 marked off eeery fme
ane 4 firad

i

Plassers vt b wearheads may launch one or

more at any Larget &t amy F ong a5

the target i the firing sk p Froert arc. A&

wiarhead launches are simuttansows, amd all
targe 15 myusk be openly declaned atter
lFLfch dacisiods are maside

|'|,||'|r '|'..|||H undazed cresw mermnier may
fire o warbead

Whei yOu fire a warhiead. place the
_||l||||_||::'|.-|h_' warhead TIigure an :||l'll'l.l[l 1]
the firnng vessel s hex, It must face the
came direction as the ship. During all sub
sequent Movemnment Phases, the warhead
mrovies tovevand its de signated targel A
Proton Torpedo has a Drive of 12, and a
Concussion Missile has a Drive of 14, A
warhead remains on the board wntil it is
either destroyed, dodped, or detonales

Fwarriple: The Y-W fiE CArThes Six Praton

I."'I:‘-!'q.ll"l-'.

Dasacs TRACK
it the bottom of the Ship Display, below
the ship's Drive, is the Damage Track. Exch
type of thip has a unbgue Damage Track_ As
the ship takes hits, mark off boxes on its
Damage Track, starting at the top left comer
of the track, moving left to rght

A hits are maked off on the Darmage
Track, a ship's performanoe deteriorabes
special damage symbaols and numbers ame
wried in the Damage Track boxes to indicate
exactly wohal |'|,||,-|u-|'--. T warsous resetts

are cumulative and take full effect as soon

% they are inficted, Below 15 8 saemamary of

e spiscial II.rl'l'.I|E\.I' syimibols and what

effects they represent

Damsyace Teack CoDis
Reduce the ship's current Drive number
to the highest unmarked boxed number
urrenthy an the Damage Track
Reduce the ships Damage Eeduction [o
the highest. unmarkosd diamond value
urrenthy on the Damage Track
Wi Elminate o weapon Sysiem af Uhi
defender's chaic
W Eliminate a weapon system off the
attackers choioe
t: Eliminate one remaiming wearkhe ad
#: Roll 2d6 an the ship's Critical Hits Table
Apply the damage effect immediately.
W: This s the last box on the damage track
i 1t is marked off, the ship is destroyed

and removed from the map.

Crimecal HITs TABLE
On the far ghit af the ‘.‘-|Il|" L:'I':-p|-?l!|l s thie
ship's Critical Hits Table. Whenewer an aster
isk (%) is marked off of the I_:l.lln.;lﬂr:- Track,
the attacker needs to roll on the Critical Hits
Table, Amy effect is applied immediately. I a
ship has all of its orew members Eilled Trom
critical hits, but the ship s not destinoyed, it
remalins on the map

Belows the Critical Hits Table on some of
the Ship [:ll'r.plm.r-. are additional damape

reotes for certain weapods

Soguance of Play
Fach turn is broken down into Hive parts,
called phases. The activilies of ach phase
should be finished belore moving on 1o
the next phase. When all the phases of a
furm ane cempleted, a new turn beging and
the procedure is repeated until the game
it over. The activities performed in the var
ious phases are described in the following
sections

1. Warhead Lavnch Phase

1, Movement Phase

3. Warhead Eesult Phase

4. Connon Fire Phase

5. Damage Control Phase

1. Wamssigan LaAUNCH PHASE

There are twio types of weapons: cannons

and warheads, Cannons include varous



types of Laser Cannons, Blasters, lon
Cannons, and other direct fine weapons,

while warhesds include Proton Torpedoes

ind CoRcLss) M5 s| e

Miost can

noms can fire conbinuously
throughout the game; warheads, on thi

ther hand, are used up as they are fired
Their entries on the Ship Display should be
marked off as they are expended

Flawers with warhends may launch one of

more at any target at ary rAnge, as long as
the targel iin Uhe firing ship's front anc All
warhead launches are simultaneous, and
targeis m
latsnch decisions are made

5t be openly declared after all

Ay living; undazed crew member can
Fiee o wearhead

‘When you fire a warhead, mark off that
warhead's pip on your Ship Display, Then
wiribe down the target nght next to tihe pip
This will help you keep track of which war-
head is going after which ship

WaRHEAD TOKENS

The cut-out tokens at the end of this arti
cle include tokens for Proton Torpedoes
and Concussbon Misiiles, Place thetE an
Yo ‘.hlp Display so youl krdes which war-
heads the shipg carriges

‘When you fire a warhead, place that war-
head's teken on the map (o the firkng ves-
wol's e, 1 INgE 1N the same direction as
yoLir -..Iup_:lf',-nu e Tirmg rmuttinke war-
heads. It m:ght help to number them, 5o
that you remember which is which

Chiring all subsequent Movement Phases,
awarhead moves toward its designated tar
get, using 12 movement points per burn i1 it
I= a Proton Torpedo and 14 movement paints
por turm B iE & Concusoen Missile, wnkil i
I% erther !l'!“\.'.'-:!'r'!'l.‘l,-:|-i}dg!.'liI'.'II' detonates.

A warhead moves immediately after its
target. It pursues its target, always moving
s by hvex) 50 a5 to get closer to its quarry
by the shorbest path, The player swho fired it

determines the exact Fllghr path of each
wiarhead, See the Movement fuléd for how
to micve a warbsead,

Upon entering its target's hex, a warhead
ends its mowe and detonates, The tanget has
achance to dodge 11, but If the dodge fails,
the warhead damages its target. In either
cass, e warhead axplodes and the war
head counter s removed at the end of the
Warhead Besults Phase

I dunng s move, a
chip enters the hex of a
warhead that is tracking
I that warhead bmme
diately detonales and
resodves its damage. Do
AL wart for the
Warhead Eesullts Phase
in this case, The target
ship does mot gt b

dodge

L. MOYEMENT PHASE

Each shilg feas a Dirlve
Aumber on 1ts Ship
Display (located at the
bottom of the large cen
tral hex) that represents
thie maxbmeem number
of movement psoints the
vessel has available to spend that turn of
the game, As a ship takes damage, its Drive
muy b reduced, Mote such changes righ
on the Ship Display. ¥ hen the Drive number

is reduced to 2ero, Lhe vessel cannot move

MovEMENT DRDER
Diuring the Movement Phase, all ships with
a current Drive of zero do not count in the
mowement onder

The movement of ships alternates
between vertel on asch side of the battle
To determing the arder in which the ships
rove, the pliners roll for initiative at the
start of each Movement Phase. Boll who
and add the Piloting skill of your best pllot
on the map. In case of a tie, roll again

The player with the lowest result mos!
mowve a ship first. Players then alternate
mioving ships until all ships have had a
chiamce bo maove, I one side runs oul of ships
to miove before the ather side, The side with
the extra vessels then completes the moves
for all remaining ships

If there are uneven sides, things get a lik-
the more complicated. If one side has twice
kS nany ‘|f|1|.'l5- as another, It must move two
ships at a time. If it has three times as many
ships as another, it must move three ships
at a time, i the numbser of vessels do nol
divide up {".n:'nl}'_ the extra ships can be held
back until Hheedr pl.n_:.llll'-. last move

Note that the person whao sins the imitia
tirve alveays E:-I'. Eo e the LSt kil no

rmatter what

Example: Player &5 highest Filoting skill i

8, while Player Bs 5 §. They both rall 1do,
with Player A ralling an & and Player 8 rolling
a €, Player &' total is 16 and Player B's |5 14, s0
1 ship fhrst. Mo matter

Hodd FrmiTy '_|'\-||_|':. each sede has Player A& marst

Flayer B miust mow

wralt until all af Plaver B's ships have moved

bhafade sl 1@ NS last ship

MOVEMENT

Ships expend movement points to entes
hexes and make turns on the map. When
you move a ship, you can use as much of its
Dirise a5 you wish, from reno to the ship's
current Ditve fumber How Fast the ship
mioved the pervious turn has no beaning at
all, It available movement points are not
spent durkng a Movement Phase, they are
last. They may not be transferred from one
thip to another or saved from turn to turn

A ship must complete its enfire move
before another vessel can begin moving
There is no restriction on passing through
hexes occupied by other ships, but o vessel
cannot turn ina hex occupded by anothes
ship nor end its mowe Ina hex oocupled by
ancther Ship.,

A ship expends 1y movement point to
grter Bhe hex immed 11|_'I:.- to its fronl, and
it expends extra movement points to turn
[change facing) In a hex, Ships cannot
move backwand or skdewiys

There are two types of turms: a narmal

turm and 3 hE:FI'I turm. In Either cote, you carn

mict fuarn bASee In & fonw | youl st moee §
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ward between

wihich type you happen to be making),

Hormal Turns
& normal tum is a burn of one hexside in
either direction from the ship's present fac-
ing, and it costs 3 movement points. If you
wiant {o turn more than one hexside at a
time, you must perform a tight turn.

if a vessel has a curment Drive of bess than
3 (but greater than zeno], 1t is allowed to
turn one hexside as its sole action for the
Movement Phase, This turn takes 2l of the
ship's movement to complete.

TicuT TuRMS

& tight turn |s amy turn of more than one
hexside at once. A tight turm costs 3 move-
ment points plus the result of a random die
roll, regardiess of the number of hexsides
turned. This modified random roll (called
the Tight Turn Cost) is determined by the
Piloting skill of the vessel's pilot and can be
found on the Skill Level Table,

Exampie: & player with a TIE Interceptor
wants to turn 180" to attack the X-Wing
following him. The pilot's Piloting skill is 5,
50 the player rolls 106 and adds 3 to deter-
mine the cost of the Tight Turn. The player
ralls a 2, for a total cost of 5. Assuming the
TIE Interceptor has not suffered Drive (o455
due to damage, the player still has 13
movement points remaining of the ship's
original 18.

If a tight turn ends up costing mone
maverment points than the ship has left this
phase, the craft stalls, failing to execute the
turn. The ship’s move ends immediately,
leaving the vessel facing in the direction it
was heading before it attempted to make
the tight turn.

Standard Turn
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WarHiaD MovisisT
Whenever a ship or warhead completes i
move, any wiirheads ¢ urr:n!l}' I!r.n:h'rrlﬂ it
make their moves |I'I"|I'I1Ei|:||..l1.l‘.']:|l before army
ather ships or warheads move. As explained
in Warheads, they must spend thelr move-
mient polnts to get to their targets by the
shortest route possible

Ewery turn costs a warhead 3 movement
points per hexsbde turned, bat unlike ships,
a warhead can turn an unlimited number
b ina :Ina_l-: hex. Warheads do not
make Tight Turms; a 180" [or three hexside)
turm, for example, would cost o movement

points.

3. WarHEap REsuiTs PHAsE

A warhead hits its tarnget once # enters the
target’s hex, unbess the ship manages to
dodge it Warheads do not use the same
Attack Dice procedure that cannons use,
Theey simply explode when they get close
enough to their tangets, Stll warhead tar-
gets can attempt to dodge during the
Warhead Results Phase and thus avoid
destruction,

DonainG WARHEADS
To dodge warheads, your ship must have a
current Drive equal to or greater than 1o, If
:Hl,l'ﬁ";
1o # Piloting skill - number of
warheads detonating - 10

The result of this roll is the number of war-
heads the pilet dodges. IT only some war-
heads are dodged, Concussion Missiles are
always dodged first.

Exarnple: A ship is targeted by two
Concussion Missibes. During the Movement
Phase, both warheads enter the ship's hex,
During the Warhead Results Phase, the pilot
attempts to dodge the warheads The player
rolls 1o, adds her pilot's Filoting skill of 7,
and subtracts the number of warheads
attacking, which is 2. If the player rolls a 1,
the modified result is147=2 =10 = -4, All
the warheads hit. If the player rolls a 8, the
miodified result is B4+ 7-2~10= 3,50 up to
three warheads are dodged.

WarHiao Hits

When a ship fails to dodge a warhead, it 5
hit. Mows it is time tocheck for darmage. A
Praton Torpeda does 3012 damage, while a

Concussion Missile does 1d12. Al warhead
attacks occur in the Warhead Results Phase
and are consldered simultaneous. if a target
I hit by mone than one warhead during a
single Warhead Results Phase, resolve the
damage as one combined attack,

Exampii: & player rolls poorly and fails to
dodge two Concussion Missiles tracking her
ship. The two Concussion Missiles hit, each
doing 1diz points of damage. Her opponent
rolls zdsz and totals them, getting a 5 and 1
The total damage comes to 16, Smack|

Damace

Just because a ship is hit does not necessar
ily mean that it is damaged, Most ships have
sheilds in addition to some sort of ablitie
a:mhpmhﬂﬂmwmm
reflect this, each ship has a Damage
mwlmﬂﬁ-w hmw
ﬂﬂﬁmdﬂmﬂwm hex.

Once the base amount of damage from
an attack is determined, subtract the tar-
get’s current Damage Reduction. Mark the
remaining number of hits off of the target’s
Damage Track. Note that due to Damage
Reduction, some hits will actually fail to
cause any damage.

Exampie. A Proton Torpedo hits a TIE
Fighter for 15 damage. The ship has a
Damage Reduction of 1, so it “only” takes
14 damage. ;

DESTROVED SHIPs

When a ship is destroyed, remove it from
the hattle mat, as it no longer has any
eﬁc:lunﬂﬂgﬂ'l‘l.h"ilhﬁll‘l not
destroyed but all of its créw members have
been killed, it should be left on the board,
It can still prevent other ships from stop-
ping of turning in its hex.

JAMMING WARHEADS
Yo reflect the use of electronic countermea.
sres, all vessels are capable of jamming
warheads that are presently tracking them.
At the end of the Warhead Results Phase—
after all warhead detonations are
resolved—each <hip that currently has at
hui one warhead tracking It can attempt
mmwm {*jam"”) one of
those warheads,

To jam a warhead, the player sefects a
warhead tracking his or her ship and
declares the jamming attempt. The player




rodls idio; if the nesult is within the ship's
Jammer Range (as noted in the bottom
right corner of the Ship Display), the war-
head is jammed and iImmediately removed
from the board. & ship can only jam a war-
head that is tracking it, not a warhead that
is tracking another craft. lammed war-
heads never do damage to any ship.
Example: A player whose A-Wing is
tracked by two Concussion Missiles chooses
one of thern to jam and rolls ydio. The A-
Wing's lammer Range is 1-2. Johmmolisa 3,
so the Concussion Missile is pot removed.

& CAnon Fins Puase

Al cannon weapon sysdems have varkous
parameters that affect their range, damage
potential, and targeting ability as noted on
the Weapon box of every Ship Display. in the
Weapon box on the Ship Display, each
weapon mount is also given one of more
firing arcs through which it can attack, The
target of a weapon system must lie within
that weapon system's range and firing
arcl=) in order to be attacked. Otherwise, the
weapan cannat reach It |

Each pilot and mm_ﬁu their
assigned weapon systemis] every Cannon
Fire Phase. Any crew members that
launched a warhead during the Warhead
Laumch Phase can still fire a cannon weapon

duting this phase.

RaMoE INCREMINTS
Each cannon has a Short, Medium, and
Long Range increment. A target must lie
wiithin one of these range Increments bo
be targeted. Attacks at Short Range have a
+1 bonus to hit, and attacks at Long Range
suffer a =1 penalty to hit,

Intervening ships or warheads do not
ok shots from an attacker to a target.

Arrack Duca
If » target is within a weapon system's fir-
ing arc and range, it can be M‘lﬂ
damaged by the weapon.

Attack dice are a unique form of combat

resoluthon. One roll of the attack dice deter-

mines whether ornot a target s hit and, if
s, how much : the attack deals. To
nmmmﬁm hits its target.
adld up the thiown #.lf‘l‘.l'l! sum is equal
to or greater than the target's Defensive
Value, then the attack hits. The weapon type

used on the attack determines which of the
attack dice are read for damage.

The total attack dice roll for a cannon
weapon system incorporates the Base
Attack Dice listed for the weapon type on
the Weapon Table and the Gunnery Aktack
Die Bonus (ADE] Hsted on the Skill Level
Table. Cther modifiers might apply as well

Example: An X-Wing and a TIE Fighter are
in a dogfight. The X-Wing fires its quad
Laser Cannons (all linked together) at the TIE
Fighter. The Laser Cannons haveaBase
Attack Die of 2d8+3. The X-Wing's Pllot has a
Gunnery skill of 6, which has an ADB of w6,
#0 the X-Wing rolls 2d8+1d6+3, The dice are
thrown and come up 7, 4, and 4, for a total of
8 {including the +3 bonus). The TIE Fighter's
Defensive Value is a 14. The X-Wing's total is
[greater than or equal to the TIE Fighter's
Defenshee Value, so the X-Wing's quad Laser
Canmons hit,

Muimieee Gun Wearow Systims

Some cannen weapon systems contain more
than one gun (for example, the Y-Wing's
bwin Laser Cannons). When this occurs, the
gunner has the option of firing each barrel
individually or linking the cannons together.
Whien linked, the entire mount receives a
bonus to-hit and damage depending on the
number and type of weapons mounted.
When the cannons are fired unlinked, dice
are thrown for each individual cannon
attack. Linked cannons tend to hit morne
often, but sometimes do not deal as much
damage as when they are fired individually.
When firing a linked weapon, only one die
roll is made for each link. For examiple, if an
¥-Wing is firing its four Laser Cannons all
linked togethes, then only one roll Is made at
43 to-hit and damage, whereas if all fouwr
cannons were fired separately, then four
separate rolls would be made, rach receiving
no bonws to-hit or damage. If the X-Wing
fired the cannons linked two by two, then
two rolls would be made, each with a bonus

of 41 to-hit and damage. The decision ta link
~ weapons must be made before any dice are

rofled, but can change feom turn to turmn, All
possible weapon link options are listed on

 the Ship Display in the weapon bax.

When eliminating a weapons system,
you must remove the entire mount at once.

It is impassible to simply eliminate a single

cannon from a multiple weapon mount.

Freimc ORDiR
The arder in which ships fire their cannons
depends on the Gunnery skill of the various
pilats and gunners firing them. Gunners
with Gunnery skill 1o fire first. Gunners with
Gunnery skill g fire next and 50 on until
finally the gunners with Gunnery skill 1 fire
if opposing gunners have the same Gunnery
skill, they resolve their fire simultaneously.
After all eligible gunners have fired, pilots
then trigger their weapons. Pilots resolve
their fire in sequential ondecjust as gunners
o, based upen their Gunnery skill, meving
from highest to lowest, No pilot can fine
until all gunners have had a chance to fire.
Mote that attacks are resolved sequen-
tially, with all damage from one attack tak-
ing effect before the next vessel's weapon
system ks fired. The only exception to this is
when gunners or pilots with the same
Gunnery value have their attacks resobeed at
the same time. Damage is then resolved
simultaneoushy.

DamAGING THE TARGET

Each weapon type on the Weapon Table
has an entry in the Damage column;
either Low, Medium, High, or all. This
entry indicates how to read attack dice
that have hit their target to determine
the base amount of damage done. The
entries are defined as follows:

Medium: Damage equals the middie
number rolbed, In case of ties [in which
case there is no middle number), add
the high numbers together. i all three
dice are the same, total them.

All: Damage equals the total of all dice.
When rolling multiple dice, this is the
default method if no other is listed,
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lon CANNONS

lan Cannons are used to disable a ship
rather than destroy it They are slower to
fire and not as accurate as Laser Cannons,
but they can leave a valuable target float
img In space rather than being blown to
dust. An lon Cannon does Medium dam:
age but the result ks halved (round up)
After subtracting Damage RBeduction, the
remalning damage marks only Drive and
Weapon hits on the Damage Track, The X
box in the damage track=—the one signify-
ing the destruction of the ship—is never
marked from lon Cannon fire. Da mage
from an lon Cannon can be repaired nor-
m.rll_:.' |.|1.irE DJI'I'IJE'? Cantral

ATTACKS AGKAINIT WARHILADS
A wrarhead can be attacked I:r:,r other weapon
syatEms, |n|_'|l.n;|ang other warheads. The
Defensive Valee of awarhead i s, its
D.IITI':IHE Reduction (s o, aird it & i]l,'.'l"d':"!'lJ
when It takes 1 paint of damage.

Warhesds attempling to dodge other
warheads have a Filoting skill of 5 for pur-
poses of dodging

5, DamACE COMTROL PHASE

Ships in the Star Wars universe afl have sys-
tems dedicated Lo repalring a ship during
combat so that it can refurn to its base
These range from the automated repair sys-
tems of a TIE Fighter to a full-fedged
astromech in the X-Wing and ¥-Wing.

fo attempt damage control, a player rolls
o, i the roll falls into the ship's Damage
Control spread (as shown in the bottom
right corner of its Ship Displayl it gets back
a number of boxes equal bo your ol

TH VOLUME | MUMBER 3

Successful damage contrgl restones the
last boxes marked off on the vesiel's
Damage Track. I these boxes contain spe
clal damage symbols, the effects of those
hits are negated. The wo exceplions to
this are eritical hits and lost warheads
When warheads are lost, they cannot e
recovered, Critical hits ane so severe as (o
be simply irmeparatie

Example: &Y-Wing has a Damage Control
spread of 1=4. During the Damage Control
Phase, the player attermpls to repalr s Y-
Wing. He rolls wdho and gets a 3. He then can
erase the marks off of the previous 3 bowes
that were marked, if he had rolled b Ehl"l
than a 4. no boxes would be repaired

Optional Rulas
The Fl:.lli:l-'.-.'lng sections detail rules that can
b added 1o the game as p|.13.l|:-|'.- fo T,
Thrr_-.l are each en H!-rl:,' optional

The incorporation of certaln optiona
s mlEhl: better balance the play of sce
narios that seem o consta I'II:|:|.' Favor e
side over another. They also alkow the garme
1o be tailored Lo the pla:,rr!'ri.'n:a-'.\-n tastes, The
more ppl;in:l-n:. used, the more complicated
the game becomes, Keep this in mind when
d:{idlnﬁ wehich ruled to use in your game

Before starting a scenario, players should
BEree Among them:elves which, i any,
r.|F|t|-¢||‘|.:|-| Flibes ore Hl:": ""l_". o b i BT

TonaE Limaim
Players are en<ouraged to enforce a time
limit of 30 seconds for the movement of
each ship. If at the end of 30 s2conds a
playesr has not completed a ship's mowe,
that ship must stop in the hex it's currently
In and retain its current facing,

i the move would be an ilegal one, the
ship is returned to the hex and facing it had
before it began its move

Diive O Turns

Players can allow a ship with a Drive num-
ber reduced to zero ta change facing by one
hexside per turm. This would represent the
action of positioning thrusters used by

sh i|:|5. durirls docki M Maneuvers. ﬁ.lln'.innt':
this option provides crippled ships with &
minimal tactical I,'.|P|II;|I'I.||’|I'|}' Dirvee o tirms
must be performed at the beginning of the
sovement Phase, befone inltiative (s rolled

Mote that ships with a Dy of zeno still do

not cownt a5 being able to take part In the

rovErment |.|".1|.'|

DESTROVED SHIP DERRIS

When a ship s destroyed, replace it with a
marker signififing a debris field, Any ship or
warhead that enters the hex sustains a 306

Lowe attack

SIDESLIPS

A sideslip is a move that places a ship or
warhead into its front left or front right
hex, instead of the hex directly ahead, A
sideslip costs 3 movement paints 1o péf-
form, Foresard mosvement, sideslips and
furng can be combined in ANy desined
manner, excepl that a ship cannot make 2

sideslips in a row,

Sideslip |/ { r

ASTERDIDS
Battles within the depths of an asterodd
fleld can be challenging and exciting. The
following mules detall how to distribute
astenobds on the playing surface, what hap-
pens when an asterold and a ship collide,
and how asterosds affect attacks

When asteroids are used in a soenarko,
e p|.1:|.'|['r shoubld take the nimber of Jsber
oid meiniabures stated in the scenanio (oF 20,
iFitis un".pr\flfiq'rl_l .md.wlillr:,n:". clowed
sprinkle them over the pl]_grir'lp; surface from
a height of about three feet, Mace the aster
oids in the hexes they most fully land i,
ane per hex maximum, Alternatively, each
player can Lake an even number of asterolds
and take turns placing one on the map

Once the game begins, asteroids drifit by,
maving one hex per turn ina divection ran-
domized at the beginning of the scenariao;
roll sd6 to determing the direction in which
all asteroids will daift throughout the game
Asterpdds drift all at once, at the end of
every burn. If, due o this drifting action, an
asterold drifts off the edge of the playing



surface, it reenters on the side of the map
directly opposite

If a ship, during its Movement Phase,
enters a hex with an asterold, that ship
immediately takes 1004z points of damage.
If a ship and an asterold drift into each
other, the ship takes sdiz podnts of damage.
Asterold collisions immediately destroy
laumched warhepds,

Asterolds directly between an attacker
and a target block cannon fire. To determine
if the fire is blocked, draw an imaginary line
from the center of the firer's hex to the cen-
terof the target's hes. If the line passes
through any part of a hex containing an
asteroid, the attack cannot be made. A fir-
ing line that runs aleng the edge of a hex
occupied by an asterold is not blocked
unbess there are such edges on both sides of
the line. If the firing line is blocked, the firer
is free to select another target.

Scensrion
The following are three scenarios to help

get players started. They are armanged in
ascending order of difficulty.

1. PATROLLING THE DEFTHE OF SPACE

Location: Mear the Dantogineg System
Background: Two Rebel A-Wings are flying
a patrol araund an abandoned Rebel
base when three lmperial TIE Fighters

jump them,

Setup: Divide the map in half. The Rebels
place their ships first on one half of the
map, an the edge, while the iImperials do
the same on their hatf of the map.

Victory Conditions: The Rebels can with-
draw at any time, although this gives an
imperial victory. Otherwise, the side with
the last ship left wins.

2. THE LIBERATION OF SYRUSS

Location: The Syruss System

Background: A Bebel strike force is launched
against an Imperial station, The Empire
scrambiles all of its available fighters to
counter the attack.

Setugn The Rebels set up on one edge of the

map; the Imperials can place their ships
anywhere on their half of the map. The

Imperials place their ships first.
Victory Conditions: The Rebels win if the
¥-Wing can exit the map on the

Imperial side, The Empire wins if they
destroy the Y-Wing.

3, Damg LORD OF THE SITH

Lecation: The Dantooine System

Background: Darth Vader decides to take
matters into his own hands and crush a
Rebel outpost,

Setup: The Rebels set up anywhere on one
half of the map; the Imperials can place
their ships on their half of the map in
the first three hex rows, The mm
their ships first.

Victory Conditions: The Imperials win if
they destroy every opponent; likewise
the Rebels win If they destroy or rout the
Imperials. Incidentally, if for some reason
Vader's TIE Advanced ship is destroyed,
assume that Darth Vader ejected and
suceessfully escapes capture by the
Rebels. After all, he is the Dark Lord of
the Sithi

It"s Colled Silant Doath

for @ Reason

As you'll learn after playing ene or two
games of Silent Death, combat is dangerous..
The scale is such that a starship the heroes
spent all their credits on could be space dust
in the blink of an eye. While Silent Death
isn't meant to be an alternative to the star-
ship combat system in the St W
Roleplaying Game Core Rulebook, you can
adapt your heroes to fly in Silent Death, Here
are some guidelines for doing so.

PILOTING AND GUNNERY SKILLS

To convert your hero's dzo statistics to Silent
Death statistics, you first need to know two
things: the hero's Pilot skill and ranged
attack bonus (as defined in the St Wass
Roleplaying Game).

An RPG hero's Piloting skill is:
Pilot skill bonus {including Dexterity and
miscellaneous modifiers)/a -1

An RPG hero's Gunnery skill is:
‘Ranged attack bonus

(including Dexterity and
miscellaneous modifiers)/2
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Piloting and Gunnery skills in Sitent Death
cannol be less than 1 or higher than o,

AR BPG pilot withowt the Starship Dodge
feat suffers an additional =2 penalty when
dodging warheads aboard a starfighter (see
the Warhead Results Phase]. & similar
penalty applies to pilots who fly ¥T-1300
transports and similar ships without the
Starship Dodge [space transports) feat.

#n RPG pilot or gunner without the
Starship Ciperation (starfighter) feat suffers
a =2 penalty to-hit with cannon weapons
aboard a starfighter A similar penalty
applies to pilots and gunners who attempt
to fire cannons on ¥ T-1300 transports and
similar ships without the Starship
Dperation [space transports) feat.

InpuEy AND DEATH

Crews members (n Sdent Death are not as
important as heroes in the St Waes
Roleplaying Game. When a ship is destroyed
in Sitent Death, ks crew members ane bost a5
well Before placing your beloved roleplay-
ing game heroes ab such risk, consider the
following changes:

CRImICAL HiTS

A pilot or gunmer whao s instantly “killed” by
a critical hit Is instead reduced to zeto
wiound polnts. The hero must succeed at a
Fortitude saving throw (OC 10) or die. Lise
the miles on page 131 of the Core Rulebook
to determine whether the hero stablizes or
continues dying.

| e
LS B T T

Wihen a ship suffers a reactor hit due to a
critical hit, it is destroyed. Allow the cnew
rmembers aboard the ship a chance to eject
safely. If a hero succeeds at a Reflex saving
thiow (B 20), she ejects in the nick of time,
Ioses all vitality points, and is fatigued (see
page 131 of the Core Rulebook). Othensise,
assume that the hero is kilked in the blast,

STARSHIP DESTROVED

When a starship is destroyed by crossing
out the last box of its damage track, it is not
necessanily gone. Typically it breaks upina
way that doesn't prevent other ships fram
passing through the hex it once occupled. If
the heroes onboard are not wearing protec-
tive suits, they dic, If they are, there s a
chance they'll be injured.

Crossing out the Last box of a starship's
damage track deals 308 points of wound
damage to the ship's crew members. All
heroes (even uncanckous or stunned ones)
atternpt a Reflex saving throw (DC 15) 1o
apply the damage to vitakity instead If the
atternpt fails by more than 10, the hero's
suit ruptures, leaving the character dead in
1o rounds due to exposure to vacuum.

YT-1300 Transport
Below is a Silent Death Ship Display for that
ever-popular hunk o' junk, the ¥T-1300
transport. It's not nearty as durable as the
Millensmium Falcon, so don't be surprised if
it doesn't fare quite so well against TIE
Fighters from the Death Starl

Critienl Hits
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i Pilol Weapon:

My Quao Lasie
Cammans [F)
FiE+ {4k
Low or

0B+ ol [x2)
Lo & oF

JOE-+ +3
Low+3

Ramce: 359010

'Damage Track

| [

. 1 Pilo! Weapon:
Twin LASER
Camnmam (F)
DB+ [ud)
Low or

TDE+ 1
Liow#1

RaNGE: 37910

Gunnes Weapon:

Twin loM
Cannom [360%)
2D6+A0E (%2)
Medium™ or

b la &1
Medium +2°
Basicn: 25550

Dure ll!.hrl“ DaMAGE

WaLui: REDLCTION:
"W 2

S Deve Y

t.;;';lﬁ T e d_f

Tukn CosT: Y.

N TigHT e
TuswCost:

yo

Crea: Pilat

PLT:

GNA:
1

PROTOMN
TorrEiDoOEs:

[ B M )
LR )
Dam Com: 1=4
Jamprm: =2

BPU: 57
TPU:

Grow: Pilot

PLT:

GNRA:

Crowe Gunna

GNRA:

ProToN
ToRPEDDES:
() {:“j ()
)
Dams Com: 1-4
JamsEn: =1

L

- -
M e L

. .- 'l-:l‘. b ]
Critical Hita

1 “I've got a problem here.” Filot
Eilled. X-Wing can take no further
actions. DV is §

B2 unit hit. D.II'I'II.IHJ' Codtrol can nd
I{:-ng['r b wied

Cannoni overhest. Cinnok fire until
after the end of next turn

Proton Torpedoes hit, Jettison all
remaining torpedoes

Shield"s damaged. Reduce DV by 2
Targeting computer damaged.
Modify all To-Hits by =1

Engine sputters, Reduce Dirive by 3
wntil the end of next turn

9 Jammer hit, X '|".I'|n|':: may na longer
jam warheads

10 Stabilizer comes loote. Beduce
DV by 2

N Pllot dazed. X-Wing may not move
or fire until after the end of the
next turn

12 Reactor hit. X-Wing destroyed

Critical Hits

2 "I've got a problem here.” Pilot
Killed. ¥-Wing can take no further
actions. DV g
Rz unlt hit. Damage Contrel can
na lenger be wsed
Laser Cannons overheat. Cannot
fire until after the end of mext turm
Proton Torpedoes hit. Jettison all
remaining torpedoes
Shield™s dam:g:d. Reduce DO by .
Targeting computer damaged.
Modify all To-Hits by -1
Engine sputters. Reduce Drive by 3
until the end of next turn
lan Cannon turret jammed, Fire
arc Is now B, ROR, ROL

10 lammer hit. ¥-Wing may no lon
ger Jam warheads

1 Gurnner Killed. lon Cannans can
not Fire

12 Reacter hit. Y-Wing destroyed.

* bon wenpons do half damage

{round up) and only mark off Drive and S8 ‘_

weapon boxes
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Twim Lasen
Cannom (F)
EDE+ [x2]
Lot orF

E0E+ 41
Lo+

Ranci: /910

= 1 Pilol Weapon:

B Tmirin lomM
Cammon (F]
D6+ 0E (x3)
Medium® or

Ll 106G+ #2
Medium +47

RAMGE: 2/6/10 a")r

Twin AuTo
Buastirs (F)
106+ 07 [x3)
Medium® or
Fin ] o
Medium +4"
RANGE: /810

B  WouMe | Numee

L

DErpmsive
ViLuwE:
15

Y Drve:19 %

N 1.;:»9#7/-

Damace
REpucTionN:
|

Deremsive
VaLUE:

% TIGHT
Turs Cost:

CoMCUSSION
MRS ILES:

OO0

il

Dam Com:1=2
Jammpe: =3

Filot \leapon:

BuasTims [F)
2064407 [x3)
Mediuim®™ or
JD6+ 1
Medium +4°
RAMGCE: 2610

r Twin AuTo
x ;‘ﬁ

ProToN
TorRPEDOES:

OO
OO0

Dams Con:1=2
JamamER: 1=2

Critical Hite

2 “Yeeeaaarrgggh!™ Filot Killed,
A-Wing can take no further
actions. DV ks g
ﬂ‘il'l"illl.‘ Comtrol unit kit. h-WlnE
may ng inngrr [TE13 D.rl'uhge Contngd
Laser Cannons overheat. Cannot
fire until after the end of next turn
Concussion Missiles hit. lettison all
remaining missiles

6 Shield's damaged. Reduce OV by 1
Targeting computer damaged.
Ml}dif}' all To-Hits I:|:|r—l
Engine sputbers. Reduce Drive by 3
until the end of next twrn.
Controls Damaged, All tums cost an
additional movement point

10 lammer hit. &-Wing may no
Iungl:r jam wearheads

1 Filot Dazed, A-Wing may not move
or fire until after the end of the
next turn.

12 Reactor hit. A-Wing destroyed.

Critical Hits

2 Pilot Killed_ B Winﬂ can Lake
no further actions, OV is g
Ship gyroscopic rotatoer
damaged. All turns cost 1
additional point
Laser targeter hit. Modify all
to-hits by =2
Proton Torpedoes hit. lettisan
all remaining torpedoes,
Shield's domaged. Beduce
Defensive Value by

T Clang. Mo appreciable damage

B Engine sputters, Beduce Drive
by 3 until the end of next turn,

9 Auto-Blasters hit. Change
darmage from Medium to Low.

10 Jammer hit. B-Wing may no
kenger jam warheads

T 5-Folls jammed. May only fire
one lon Cannon,

12 Reactor hit. B-Wing destroyed.

* lon weapans do half damage
{round up) and only mark off Drive
and wirapan by,




-'il L "“ [T, # e
=

™ o o o oml o o -

11V IR VAl Critical Hits

TPU: 1 Boom. Pilot killed. TIE Fighter can
take mo further actions, DV 4 5
hm Shructuwral d:mla;c. Mark 1Dy
Cammon (F DEFEH&WE“ TABGE PLT: marne boxes as damaged.
208+408 (x2) e REDUCTION: Damage control computer hit. TIE
sl L GNA: Fighter can no longer attempt
55,5:1 & . Damage Control,
EamcE: 379710 ; Contrals unresponsive. Beduce
OV by 2
Twvin Laser Cannons hit. Modify
Ta-Hit h:,r -1
Adjusting targeting compauter.
TIE Fighter may not fire until the
end of next tum
& Engine sputbers, Reduce Dirive by 3
unthl the end of next turn
9 Jammer hit. TIE Fighter may no
I{:-ngrrj.:m wiarhesds.
e A pry. 10 Solar panel damaged. All turns
Tuls COST: I cost an adeitional mevement point
LTI N Pilot dazed. TIE Fighter may not
mmave of fire witl after the end of
the next tum
Reactor hit. TIE Fighter destroyed

- -
. Ty
" i
= R A I e

Critical Hits

1 Boom. Pilot killed Interceptor can
" "\ Pibot Wespon: . take no further actions. DV is 5
ap
L
B Quap Lasen Structural damage, Mark 104
Cammons (F 'o mare boxes as damaged,
108+ ::Il:]ﬂ'l'l DEFENSIVE DamMaGE B
i VLI REDLCTION: Damage control computer hit.

Lo o 15 = 1 Interceptor can no onger attempt
J0E+ +1[x2) / by : ; ;

Lo+ or
JOE+ +1 Contrals unresponsive. Reduce

Lows3 oW by 2

EamcE: 35580 by % Quad Laser Cannons hit. Modify
To-Hit hf,' -1
Ad]wtlng targrt'rrlg computer.
Interceptor may not fine until the
end of next tum
Engline sputters, Reduce Dirive by 3
wntil the end of next turn

9 Jammer hit. Interceptor may no
Iu-ngl:tj.:im wilrheads

10 Solar panel damaged. All turns
cost an additional movement point

1 Pilot dazed. Interceptor may not
rrcne o fire wnthl after the end of
the next tum

Reactor hit. Interceptor destroyed

Damage Control

-
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LASER
Cammon (F)
208+

Loy

Ramce: 3590

EFEMSIVE

TiGuT
Tumm CosT:

DaMAGE
REDUCTIOM!

TwvinM LASER
Cammon [F)
208+ (22
Licwsst iOr

208+ +1
Lo+

Ramnce: 3970

Derensive
VaLUE:
16

ThEHT
Tukn Codr:

ErpuwcTion:
|

Critical Hits

2 Boom, Flot killed, Bomber can
take no further actions, DV is 5
Structural damage. Mark 104
more boxes as damaged,

Damage contral computer hit,
Bamber can no longer attempt
Damage Control

Controls unresponsive. Beduce
O by 2

Tirgﬂing sensor hit. Bomber may
not fire warheads until the end of
next turn

Armored mvr.lel abaairk

extra damage.

Adjusting targeting computer.

TIE Bomber may not fire until the
end of next turn,

Englne sputters. Reduece Drive by 3
until the end of next turn

10 Jammer hit. TIE Bomber may no
longer jam warheads

11 Selar panel damaged. All furns
oot an additional moverment point

12 Reactor hit. TIE Bamber dest roved.

Critical Hits

2 Boom, Filot killed. TIE Fighter can
take no further actions. DV is g
Structwral :I:m:-Ee. Mark 104
more boxes as darmaged
Damage control computer hit. TIE
Fighter can no langer attempt
Damage Conftrol
Controls unresponsive, Reduce
v by 2.

Twin Laser Cannons hit, Modify
To-Hit by =1

Armored cockpit absorbs

extra dam:gc.

Adjusting targeting computer.
TIE Fighter may not fire until the
end af next tumn,

9 Engine sputters. Reduce Drive by 3
until the end of next tum

10 Jammer hit. TIE Fighter may no
longer jam warheads

1 Solar panel damaged. All turns
cost an additional movement point

12 Beactor hit. TIE F"E:l'llt‘r d'c-.!mvud
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Creating Your DWW

Musical soundiracks play o primary role in
how we enjoy movigs, In cinematic experi-
ences ke the Stae Waes Roleplaying
Game, music can enhance the atmosphene,
action, and excitenent in the same Wy i
does on the silver séreén.

When we experiencs a {ilim, wee don’t Jurst
wratch Uhe action, we alio lisken bo al.
Character dialog help$ us understand the
plot, Sound effects make those amazing
special effects believable, Background
naises create a mare realstic atmosphes
for fantastic settings; however, music adds
an often subconschous dimension to movies
that helps dranw us Into the action by influ-
ending our emotions.

Perhaps the best simmany of how music
affects film comes from a cofleague of
Ceorge Lucas’ wha also worked with Stae
Waes composer lohn 'Williams. Sbeven
Spdelberg once discussed the importance of
soundtracks in fminthe liner notes of the
Ralders of the Lot Ark scoee, Spielberg
claimed Indiana banes survived his numes -
ous perils by listening to the maowie sownd-
track. “Its sharp rhrlh s tadd him when Lo
run, I§s 'E.l:-I:II'IE 5|:rir.|gs. tald him when b
duck. Its several rn‘trgmlq:d thiemes Ltold
adwenturer Jones when to kiss the hemine

o smash the ¢ I'|I_'1I1:"._

HY vOLUME L HUMBER 3

lohn Williams' film soores are packed
with leitmotifs—short musical themes
that define wiat we're watching on screen
The eashest one o identify In St Waes is
the Imperial March, but others help intro-
duce individual characters like Yoda,
Princess Leda, and the Emperor; aliens such
a5 lawas, Hutts, and Ewoks; locations like
Tatoolne, Maboo, and Coruscant; and even
concepts like the Force. Every time we watch
the movie and hear individual themes, the
wisual acthon, music, and emotion suboon.
schonshy bond inar minds

¥ou can use that suboonscious link to
helpenhance your Sre Waes Roleplaping
Game sessions by creating a misical score
for your adventunes from the existing Sme
Wir film soundtracis

How Film Music Works

Filrm soundiracks rely on those lelitmalifs
that i (Ll I.rrl:lr Till the SEae Wiss soones You
can use thesws themes bo nfluence your
game. Each theme corresponds to s charac-
fer, location, concept, of event In the movles
Can you hear the Imperisl March @nd not
think 6f Darth Vader? Can you listen to Dus
of the Fates nnd not envision the desperate
struggle against Darth Maul? Who doesn't
think of the Mos Eisley cantina when they
hieas the Canthna Band music?

venture Euunl:ltr-acl:‘ 1

BY PETER 'n-l.HI."i'FIE.'.I-r-_..'-'FP

You and your players don't hawe 1o be
musical experts to appreciate this; evenyone
just hias to have seen the Soae Wt films at
some paind Fver if ‘l'hr:,l haven £, thé natuiral
texture expressed in the music helps create
an atmosphere appropriate to the scene
The thumping rhythms of the Battle of
Hoth music simulate the -:.Ir.r'.-'.r-rrlJthi-'Ig
AT-ATs as they plod relentiessly toward the
Rebel base, The rising chorus and fursues
strings in Duel of the Fates bulld the ten-
sipn In the elimactic ightsaber duel. The
blaring trumpet fanfare in The Battle of
Yavin boldly declares the Rebel pilots’ deter
minalion to destroy the first Death Star, You
can use those assoclations to bring those
miusical emotions Inbo scenes within your
oW AMmE.

VWhen reviewdng your adventure, ask
yoursell one question: What scenes in this
copnarioare similar o sequences in the
Soae Waes fillmes ! Need music for a TIE fighter
dugﬂghﬂ Try playing the same score uted
when the Mitlernium Felcon fends off the
TIE fighters a% It escapes the Death Star in
A New Hope. Looking for some: mood music
to announce the heroes' amrval on a presti
flous Mixury workd * Play the soundirack
that accompanies thie stenes when Han
and Leda visit Cloud Eilj Must your charac
ters face some hideous monster in gladia-
torial combat? Use the music from Luke




Skywalker’s fight with the rancor beneath
labba's p.rl.Jl: B,

When YL p'-l!r"“'li"-:‘ plECES |i'|.lrlr!l|.|1I the
game, the soundtrack fits the action in the
scene. Whether or not your players con-
sciously know the music, they'll feel the
same excitement they did when they first
heard it in theaters.,

There's a bot more to using film sound-
tracks in your game than this, but that's the
basic concept. Identifying the miesic you
want for your game can becorne a bit more
comiplex, but it's all part of the exciting
process of scoring your game scenario with
film miusic.

Fast Tracks

Below you'll find appropriabe miusic selec-
tisris for ceveral common situations in Szae
Faes games. If you're in a hurry and need to
find a quick soundtrack to your adveniure,
just determine the category below that fits
the encounter and use some of that music
to add o new depth to your game,

ALIEM ENCOUMNTERS

Aliens are common elements in Soae Waes

scenarios. Interacting with them—whether

they're aliens common to the galaxy or pre

wiously undiscovered—presents an interest-

fng and sometimes humaorous challenge

» lar Jar's Introduction | The Phantom
Menace, track 4, end at u2z)

# The Dune 5ea of Tatoolne lawa
sandcrawler [Srae Waes, COn, track 4)

= The Maodsture Farm (5zar W, COv, track 5)

= Arrival on Dagobah (The Empire Strikes
Back, COh, track 7)

* Ewok Feast/Part of the Tribe (Beturn of the
fedl, COz, track m)

BuasTir FIGHTS AND CROUND BATTLES

You can use this music to add mone tension
to smiall Blaster skirmishes or entine ground
ratthes against toweting AT-ATs. The soone
includ®s swift sequences to simulate daring
attacks, menacing themes to emphasize the
enemy onstatght, and the ever-present
hesole Srae o music for those climactic
mamerits
» The Sith Spacecraft and The Droid Battle

[ The Phontom Menace, tiack §)
» Imperial Attack (Stae W, CDv, track 3)

= Detention Block Ambush (Smae Waes, Dz,
track ¢, begin at 1:50)

» Shootout in the Cell Bay (5o e, CD2,
track &, end at 2:13)

+ Chasm Crossfine [Smae Waes, CD, track B,
begin at 2:o1)

= The Battle of Hoth (The Empire Strikes
Bock, CiOn, track 5, begin at 3:05)

= Sail Barge Assault (Return of the Jedi,
Cn, track 7, begin at 0:58)

= The Battle of Endar | [Retwrm of the fedi,
CO, track 5)

CANTIMNA VISIT

My Yoda

T-¥-Y-¥-Yoda

= Imperial Attack
{5rae W, COn, track 3, end at 1:00)

= The Death Starfimperial Stormitroopers
[ SraE bV, CiDz, track 4)

« Aboard the Executor [The Empire Strikes
Back, CDh, track 4, begin at 1)

s Imperial Starfleet Deployed [The Empire
Strikes Back, CDa, track 5, end at 1:14)

= Shuttle Tydirium Approaches Endof
(Retiern of the Jedi, CD, track 1o

= Emperor's Throne Boom
(Return of the ledi, CDa, track 4)

FamTAsTIC WiSTAS

The heroes mingle with exotic cantina

patrons, seeking the person who can help

therm fulfill their mission. Music brings life

to night clubs, often providing a melodic din

that helps mask casual conversation fram

eavesdroppers.”

= Cantina Band (Szae Waes, CDn, track 1)

= Cantina Band #2 [Smae Waes, CDn, track 12)

» Jabsba's Baroque Recital [Returm of the Jed),
Ciin, track 13)

= Jedi Rocks (Return of the tedi, COn, track 14)

« Mos Espa Arena Band {The Phamtom
Menace Uitimate Edition, CDv, track 2g)

* Missing from this list |s Lapti Nek, the

ariginal song used for the Jabba's palace

sequence, replaced in the Special Edition by

Jedi Bocks, You can find Laptl Mek on earlier

Retum of the Jedi soundbracks

CHASES

The swift melodies of chase music propels
the action, giving players a sense of speed,
wihile the menacing themes intensify the
threat posed by thelr pursuen

« Panaka and the Queen's Protectors [The
Phantom Menace, track 12)

» The Millennium Falcon/imperial Cruiser
Pursuit (Srae Waes, CD2, track 2. begin al
1:34)

= Hyperspace (The Empire Strikes Bock, CD2,
track n, begin at 2:24)

= The Battle of Endor NIl (Return of the Jed),
CD2, track B, end at 1:58)

EMEMY EMTANGLEMEINTS

Play this music whibe you describe the
enemy forces before the players, giving
them a sense of the adversary's strength
and the imminent threat it poses.

The heroes overlook an amazing view of the
region they're about to enter—like Luke and
Ben Kenobl peering over Mos Eisley starpor

Soundtrack Notation
Throughouwt this article you'll find Lug
gested Star Wae musical selections men
tioned by tithe. To help you find and use
thiese in your game, nolations in paren:
theses provide the CD name and numbaer,
track number, and any timing notes. If
you wanted 1o start your game scenarno
with a triumphant Srae Waes flourish fol-
borwied I:.:,.' an lm pr_'ri.ll attack, you rr'|l|:l;|'|l
wie Main Title/Rebel Blockade Runner

Wars, CDn, track 2], If you needed
miusic to introduce a menac ng Impereal
adwversary, you can use Imperial Starflest
Deployed | The Emipine Strked Back, (D3,
track g, end at 1114).

The compact discs for the Special
Edition releases are the modt compre-
hienil tions of music far S
¢ Strikes Bock, and Retiirn

of the Jedi—they're the ones referred to

throughout this artiche. You can still find

those and the original The Phantom
Mena

stores, ar order them online from book or

oundtrack in many rmusic

compact disc distributors. U1 be easier
ta find The Phantom | g Lltimate
Edition soundtrack. If you have earlier
versions of the St W soundtracks,
you can use the tra titles mentioned in
the text and the CD liner notes o find

the right m TEAl

ETAR WaARS ganmen BS




THE FORCE OF
Music

from a mearkey chiff, or the view as ships

descend into Coruscant. Music can help you

impart a sense of wonder to players as you

describe these "matte painting moments.”

= The Asrival at Nabaa [The Phantom
Menace, track 1, begin at 1:48)

= The Swim to Otoh Gunga [The Phantom
Menace, track 4, begin at 122}

» The Dune Sea of Tatoodne/lawa
Sandcrawiler (Soar Waes, D, track 4]

# Mo Eizley Spaceport (S Wi, CDn, track 10)

= Princess Leia's Theme (S W, CO2, track 1)

= The: City in the Clowds (The Empire Strikes
Back, CDz, track g, begin at 3:44)

= inakin and Group to Coruscant [The
Phantom Menoce Ultimate Edition, COa,
track 1)

Jepi CoMFRONTATION

Uise this music’s slicing strings, curt
melodies and ominous enemy themes
when your Jedi hero faces off against his
evil nemiesis,

# Duel of the Fates (The Phantom Menoce,

Lo elassical music, particularly pieces by com- .,1

track z)

-QUI-EM'LH-&H:EMWHMM
Menace, track 15, T“*

+The mmtﬂmsmmﬂ
COn, track 1, Ingl,n ﬁ_::tﬂ

« The Clash of rs (The Emypire
strikes Back, cm,mctm: vl

-numurﬂinﬂnu mtmufrum
D2, track 7, beginat 3:50)

mudnmhmmmtﬂy

WMUMIEHMEDE
track 2} gl

STamsHIP BATTLES

Soaring m#ﬂuiqa! :

wild mﬂlmmﬂ\i :

emphasize blaster shots
Many featune henoic themes
tic moments. Be sure to listen to each

and see if you coan m:linuuﬂynur

starfighter mrnl}ﬁ;&m

JAHHH'H!L

i,

l—f—l-.

* Ben Kenobi's n—mm!n;hturnl-d:
(Sran Wiars, CDZ, track 9, beginat 1=32]

« The Batthe of Yavin (51 Wass, CD2, track 10)

« The Asteroid Field {The Empire Stribes Back,
CDn, track 6)

syt
ol i W, !

e

201 L iy
BE mLuu!luu-hL: r
|

. Listen to that music to know when to 51

« Attacking A Star Destroyer (The Empire
Strikes Back, CDa, track 3)

CrLEmraTION Music

When the heroes are rewarded for thedr

herole deeds, celebratory muskc can make

the players feel that thelr sacrifices ane truly

appreciated, Even though many of thaeir

comrades died during elimacting hattles,

the survivors still managed (o keep their

spirits high with these majestic overtures,

* Wickory Celebration/End Title [Befurn of
the Jedy, CO2, track wo)

= The Parade (The Phantom Menoce
Liltimate Edition, CD2, track 31)

« Thrane Room/End Title [$ras Waes CDz,
track n)

Other Soundtracks

You might not want to limit yourself to
using only the St Waes soundiracks for
your games. Many films (and their music)
have similar elements you might use to fur-
ther enhance your rolepaying game experi-
ence. When you go to the movies, make
sure you're aware of how the soundirack
affects your experience.

Classical miusic can also provide inspira-
thon. Many of the styles and the concept of
musical themes were developed by com-
pasers of the 1gth century, Try listening to |

posers like Wagner, Tchaikovsky, Rimisky-
Korsakoff, and others of that era The Hner
m'r,qs. o, the Srar Wiass CDs list composers
arﬂ ﬁm-!. that contributed to the imlh'rg W,
nﬂhnﬁhﬁ_ Motes for other mowies' sound-
tracks can alsa indicate musical pieces that

inspined the film composer.

Preparation
Any good musiclan FH'HH before ghe pﬂ

forms—running music &5 part nfgwrulwf

— isno differert. Familiarize yourself with the

* ﬂhmundtrathmynuun pick the best

* music for the scenes in 5|'n:1'|mrau:lvmunl_l.lrllé.5 U

1...

it duﬂng’me scenario, how long IEruns (3
whiether to repeat it should the séenefun
Imgeﬂ..i‘ﬁl if you need to start of end it at
- @ particular point before it runs into o new
theme,

The first step is listening to the sound-

. track, identify for yourself some of those

musical themes, nating what dﬂrlr.tem

j

| haroes ifthey spend ascene wandering

action, and locations they help define.
Mote those tracks you might use fre-
quently for events that occur most often
in adventures (blaster fights, starfighter
battles, lightsaber duels),

Listen to the music while you read the
Sk Wars Roleplaying Game rules, as you
peruse a published scenario you'd like to
fum, of sketeh aut ideas for your own vil-
lains, settings, and adventure plots. You
might also find It helpful to read the liner
notes for the soundtracks. These provide
insight into where certain music was used
in the films, what specific soenes it covers,
and whether certain themes and music has
been merged into one track. The liner notes
also help you identify what themes follow
which actions in the films.

To better attune yourselfl to how the
soundtrack affects the action, watch the
S W filmes again once you'ne familiar
weilth the music. Mote how the music
enhances the action on screen and influ-
ences your emotions, Are you thrilled, fright-
ened, intimidated, or amused? Watch how
the music’s tempo comesponds to the sense
of speed comveyed on screen, Ask yourself
how cerfain music can help enhance the
players’ emotions during your game.

Onee you're familiar with the music,
you'll want to select specific pleces for your
scenarnio Read the adventure, then jump i
arcund to different tracks you think might "'
be appropriate for variows scenes. Listento |
the milssic a5 you read the adventure textor
induw;rnurpntﬁ for that sequence. Does %
the ﬂurlﬂmit convey the right mood you |
want to create for your players? Lineup |
some tracks, then listen to them in order as
you design your adventure of review a pre- |
nﬂwrh:?hteh themarginsorona |

;#pil&phtuufmp[ﬂpihmuhtrm '} ,'F" '

jh.l’\lmt to qul for which scenes. 3
e You don't need music for every scene. |
Choose tracks to enhance the most pivatal,
ﬂtlrlﬁl'ﬁlﬂllﬁﬁ adventure. You
- tpaccompany the '«

by v,
through a starpart without any important
encounters, but you'll want to find a track
to pl;qr\q'h:'n a band of bounty hunters
.lml:rt.lshﬁ them. or when they blast off in
their ship and chqupursuhg TIE fighters.

Malu!kme you have appropriate music
for lhe H'ﬂ:nlun: climax. Some of the




longest tracks in the Star Waes scofe accom You might find it difficult to juggle your s [f this all seems a bit too complicated

pany climactic battles. As the high points of GM duties and handle the soundtrack. Try (and it can be at times), don't worry

each micvie. these scenes use miusic o sarme of the strategies below to make play about what tracks to play, just let the

intensify the action on screen and draw lis ing the music less complicated Srae Waes soundirack F‘l-"}' itself out in

teners into the emotion and thrill of the the background

final confrontations. Find an appropriate = Play each track only once at the begin

track B0 infuse your adweniune s climactic ning of the appropriate scenes—when You don't have to be a musician of & maes-

moment with more excitement you're describing what's going on—then tro to understand how movie soundiracks
Finally, rehearse using vour soundtrack turn it off while you play through the work; you just need a few compact discs,

Fead '.|'-I:' adwventure an-:i play the music at Eaie rechanscs sarme time and patience to listen canefully

the appropriate points Practice otard ing o s Lot & |'-|.j-.,-|_-|l or a M alde run the sound to the musie, and a sense of what makes

ending certain tracks using the CO player's track according to your adventure notes Srae Waes exciting. B

timer if certain pieces blend into others you (like the sample outling above] and sig

don’t want to wse, Don't hesitate to change nals from you during the game.

trachks if one doesn’t seem right for a scene
and yvou ean find anothes, This is also a
good chance for you to review what's in the

SCEMATIO you 11 b reninin g, and get in the Eample 513 Undt[ﬂ Ck NﬂtE‘S- Explore strange jungle

mood by absorbing some suitable Stae Was Here are same basic soundtrack n hungry creature: Passage Through the

music keyed to events bnan a ture, The oul Planet Core [ The Phantom Menace,
line belongs more ftial soe

RLIHHiI'IE a Soundtrack 3 s you 3 general ides how

Mo that you're finished preparing, it's time Wi quickly figure |

to run the game. Playing Szae Waes as a GM [ 4] & mters
and coordinating a soundirack can be a deli £ 5 farrriat
cate balancing act, but the extra effort can
improve the game experience for sveryone ; . f scouts: Shootout in the Cell

Make sure you have 3 COD player ot your AR W, CO, track 6, end at 2:13)
gaming |-CJ-C..I!:I:-I'\- You can s 5 small per- = Star destroyer attacks heroes: The AT-5Ts and scouts chase horoes to their
sonal CD player with speakers added, a Asterold Field (The Empine Strikes Back, ship: Thie Batthe of Endor | (Returm af bthe
portable CO player console, or a CO player €O, track &) Jeeht, O, track 5).
hooked Into a larger stereo system If your're # Ship sustains damage, here crash Blast off, TIE A }'.|- ef skirmmish, and d L
[umiping around 1o various tracks on differ Land on strange planet: Attacking a Star Ben Kenobi's Death/TIE Fighter Attack
ent CDs, you might use one of those stereo Destroyer (The Empire Strikes Back, CO3, [ 5rar Wi, CD2, track g)
LD players that can hokd multiphe disks )

Wihen you reach the part of the adven wplore strange jungle, encounter
ture with the soundtrack, just engage the creatune: Passage Through the
CO player and rumn the appropriate track Planet Core (The Phanfom Menace,
Listen to know when the piece ends, and track 1o
prepare wourself to jump back to the begin
ning so the music confinues thraughout the
tequence., (Some CD players allow you to * 1 ‘.
program a track to repeal indefiniteh:] i 1 ]
after wetting the scene for the encounter I
you beoome boo bogged down ninping
game mechamnics don't weorry abowrt tllllll‘lt’:
and repeating the misic—just ket it go.
You've dofie enough to glve the players a
sense of atmosphere and excitement

Bie careful not to bet the soundtrack dom:
imate the game. Make sure everyone can
heaar vou and that you can hiear all your
players If the music interferes with comimy
mication, burn down The volume of shul it
off for a moment




. =Ht P — .
S T | P! B dbdg. P ode B8 P ois bl TR
W OF N P LR

TR . 1 # =5 =

\ -l e v eyt
e !

]

L
g

You can easily adjust the opponents to
account for the power level of your
henoes,

Hf yoia hiave fewer than four heroes,
you sheould provide a GM character or
two to help round out the party. The GM
character can get involved in the open-
ing scene, lending a hand as the hemes
encounter the first Imperial agents
weithin Cloud City, Chapter 14: Allles and
Opponents of the Sras Faes Boleplaying
Getrne features a number of ready-to-
play generic characters that you can use,
including the con artist {4th-level
scoundrel), the elite trooper (gth-level
soldier]y, the gambler (4th-bevel
scoundrel], and the thug (Gth-level thug).

IF therre are more than four hemet in
WO radig, of if Ui ave i Féra level 5
E‘Ire.ﬂﬂ than 6, increase the pOWET ol the
opponents accordingly. Add henchmen
(in the form of and-level thugs or
stormtroapers) or ncrease the level of
the key opponents by one to accamplish
this. Be careful, though, The adventure
provides an opportunity or two for the
heroes to rest and recuperate, so the
opponents should work as is for a group
of four Gth- Lo Bth-level heroes,

BB YoOLUME | NUMBER 3

BY BILL SLAVICFEK »

|Ifll"""""1 Cover 15 a medium-ben !-l1|'l FvVER

different classes. with a wide range of skills

and ._'|p1|r_-.|-:l4_'-'. betwern them

GETTIAG STARTED

This advenfure is l:|{"'.l:HI:I'|:| 1o weork seam
fﬂﬂl_, into an ongoing Rebellion Era cam
palgn It assumed that the henoes know
each other and have worked together
belore Thl'}"le' Rebel operatives, intent on
overthrowing the Empire and restoring
freedom to the galaxy. This is just angthes
rmission aleng the way, but it has the poten-
tial to become extremely personal—and

extremely dangerous

BAcHoROUND

This adventure takes place sometime
between the events in the films The Empire
Strikes Bock and Retwrn of the fedl, The

ILLUSTRATED BY MIKE VILARDI

# beneath their level
Alllance High

up with and ¢ ;
to a safe world for thels protection As the
Galactic Ciwil War heats up, the families
and friends of |rr|p|;|rt.:|nl: Alliance leaders
brcome targets for Imperial wrath, & group
of these r1_'1'1_||._ 45 has been collected at
Cloud l:'il:.'_ the me alis and tibanna gas
mine floating high within the atmosphens
of the planet Bespin. The henoes must
travel to Cloud City, make contact with the
i safety
and security—Iin this o
Kaliska, somewhaens in the Mid Rlim reghon
of the galaxy. The heroes have bean pro-
vided with a t
carry all of the refugees. As this adventuwre
emeds with the heroes getting thelr charges
into the docking bay and aboard the i
the transport has not been included in this
advert e

Unknown to the heroes or to Alliance

nspart large enough to

H:ﬂh Command, the l;|1'|p|||' has learmed of
this migration

a hit squa apture these refugees in



FALLING

During the course of thit adventiire ¢has-
acters can fall off of flnal:illﬂ pl.lﬂnrr'ni.
due to any number of mishaps. They can
fall a Jump check. They can be forced off
due to cambat. They might be thoown off
the side. They might slip while running
recklessly, IF a character ever falls off of a
platform, allow that character a Dexter-
ity check (DX 10) bo catch hold of the side
or an outcropping, If the check fails,
there mighl still b thime o recover the
character whibe he or she drops I:hmug'l'-
the endless atmosphere of Bespin, but
that's up o youL Ag GM, you can be gen-
erous of harsh regasding the surdhvability
of a fall through the sky, depending on
o fast someone nishes to ald the
falling character

hopes of using them to becate or draw oul
at least some Bebel leaders. The Wit fdqubd
ed by Imperial Security Bureau (I5B) agent
iin Thane, conisists of a mix of impenisl
operatives and hined bounty hunters. Thane
ind hig team have ng morals, no oempas-
sian, and Ao mercy. On P previous mis-
shand together, Thane's team has Killed
AFYOnE Who got in thelr waw In fact, they
ack foreard to a masshve s I.1|;F_|‘|',J'.' as they
g0 about accompl shing this mission, With
army back, they hope to take down as many
Erbel scum as possible before they ock
down the civilian traitors

[Mote that any of the membars of
Thamne's team that surviee this adventure
can become recurring VIREINS in your cam
palgn. They can flee if the battle becomes
hopeEless SywasaT INg revenge on t e Eebels at
come future date.)

The adventure opens with the heroes
mEviewing thelr ordors as they steponto a
sy promenade within Clowud City. Let
therm read the material presented in the

datapad sidebar to the right

ACT I: TROUBLE In THE (LOVDS

The first half of this adventure beging
wilth the heroes trying to locate the Rebel
aperative Enown f\-nl',l a5 Sbyer Fur some
wihere within Cloud City. Things quickly Bo
WICNE a5 the heroes discover that théy
aren't the only ones hoping te locate the
civilian .|'.'.|"r|:!I:.-—I:-::-ur|I'.- hunters and

miperidl dgents seEm Lo be erawl Ag a |

over the floating city. The rest of this act
revolves around the heroes trying 1o
recover Silver Fur's datacard or othersyise
seeking the refugees theyve come Lo
escork to satety before the Imperial it

squad finds Uhem

Leene B (hoos on The Piomenads

After parking thewr transport on a nearby
lmmd ng oad, thie heroes enter Cloud City
iid rmake thedr way to Promenade Level
16, Grid 100 When the lift tube doors dide

open, read

Yo leave l.1:|d|r||5 Pad g, Lewel J.q..GIId [=]
and take a |ift tube up to Level 16, The |
{ube doors open with a whoosh of
speed, revealing a bustling market with a
light, airy feeling thanks to the high,
vaulted cellings and transparent panels
looking out on the cloud-filled shky
beyond. Crowds of people of all species
wialk vere and there, talking, laughing,
1|'I|:IFIF1II1E_:}I just st r-r.-IImE .|I|;I|1|5 e
pleasant promenade,

A miwed group of Humans and sliens
phishes past Wil te eateh the i tube
you rode o this level of the massive
station. One alien, a fermale Bothan
wiith twitching fur and darting eyes,
slides clase to one of you and says,
“Help a glrl out? | bost 2,000 credits to
an kiot's array”

Ghve the henoes a moment to reply with the
code phrase. If none of the players respond,
or if rhr-:.- reply with anything other than
the code phrase, she repeats herself If the
heroes still fail to give the proper reply. she
shrugs and aaters the |ift tube just befiore

thie doars close

I geess Lmarst have mistaken you for
someont clse,” the Bothan says as the
ihoors slide shut

I the hiEroes resgond wi fig the corfect code
phrase that identifies them as Eebel opera-
ey (see the datapad 5 debar), read aloud

the text inthe shaded boi e low

The Bothan smiles and gestures across
the plara. “Siiver Fur Is walting for you

Hey You. Get Off of My Cloud

TR &

in front of Gart's Frozen Frult Snacks.”
she says, slipping a holocard into the
hand of whoever provided the return
oode phrase. "He loves the kivwik-clusjo
sulrll”™ she Says as she enters the nexl
available lift tube and disappears
behind the 'L|Idi|'||.': daars. The halocard
shows the three-dimensional image of

DATA PAD TRANSMISSION

Mizssions Part It

Rendervous with l':IFmr.'l'li'n.-r Silwer Fur on
Clousd City, Betpin, Promenade Level 16,
Ceridl 10, Receive encoded data card, Dedode
data card using attached program and fol-

bowe instructions o find chilllan assembly,

Hissfoms Part IIL:
Locate Cloud City Cell Leader Card Caplor at
the High Point Casino and res

for saffe workd Kallska, Then get the
civilian assembly to your transport and
take therm to the safe waorld

Return Code Phrase:

“That's why | abamys carry o skiffer”
Decode Program! Attached.

Ship Provided!

Char Breede U, a miedium t ransport

Bespin/Cloud City Data:
Bespin is a gas giant, thee primary planet in
thae star system. Cloud City i a mining out-
poit and trading station that floats within
Bespin's stmasphere, The small city of
landing platforms and alry plazas rests
atop a huge tibanna gas refinery, While a
Bl aff {he maln space Lames, this site i vis
ited by many that enjoy casines, shopping,
amd athier entertalnment, The facility was

ane |I1".1'-'I|!|l t:.1rri1.n-r'-r'|:| by impedial fodced,

but it has since been restored to the

haron-administrator's comtrod

Good | ; and may

be W1th yous

STAR WARS GANMea HB




( lu “ d [o ” F ‘ storefronts, as discussed in the accompany THE ATTACK OM SILVEE FUR

ing sidebar, “What's on the Promenade.” After a few moments of wandenng. ask
a dancing girl, silhouetted against the Tell the players about the collection of the players to make Spot checks against
name of a dance club: The Zeno-G Club, beings walking around. It appears that the DC 15 for thelr heroes. Give each hero a 49
visitors o this section of Cloud City ane bonus for this check if they responded cor
Either way, the heroes begin to make their mre affluent than most of the miners and rectly to the female Bothan's code phrase
wiy deeper into the marketplace, locking spacers seen in the station's lower levels f any of the heroes succeed, read the fol
for their contact. Describe the variows fowing out loud

L frant of Gart’s Frozem Frult Snacks. He s

-",Ji ' — covered [n slhver fur and wears clothes

— BT 171 that mark him as one of Cloud Citys elite
=TT citizens, Befose you can move through

715. ] You nofice an elderly Bathan standing In
11

[ }-.., ,.«‘" E'. the cronvwd to reach him, the door to the
I il :':':?*r L | snach shiop slides open and a figure
| (18 :# emerges. it's a tall Human female with
i l bl 0 long, dark hair, She tumbles out of the
| L ‘Iﬁ' _+.__ 4 shop with the grace of a professional
{4 ﬂ - 1'. : acrobat, flipping head over heels past the
: . T i | --[ _nl ' s | Bothan and grabbing his carry pouch
e 1= ; : 11 r-ire ST with amazing ease. With the pouch in
f -H.l.ﬁ : | | T T S R I L B o o
iy -] | | gy f! ane hand, she slips her fiorce plioe from
F AP Ny | i ;_,..'« TE T L the shing that housed it on her back and
1A 100 T 'g o | 1| arms herself. At the same moment, you
L el AL TR E
l i _Pi "Lﬁ' o _J':"E‘TFI_"E!L__ hear the distinctive sound of a rocket
' . . - engine fire somewhere behind you and

PROMENADE: LEVEL 6. GAID 10 to the right

Refer to the map when exambning this 3. Dress for Success: A clothing shop,

lacation key catering te both males and females of The woman with the force pike who just
The "X" symibols represent crowds of all species grabbed Silver Fur's carry pouch is Zardra,

people galng about thelr business on the 4. Bespin Tours: CHfering guided airipeeder a professional bounty hunter currently

premenade, Each round, the croweds move tours of Bespin and the exterior of working for the Imperial Security Bureau

B meters as they stroll the market. Cloud City, as well as limited speeder Zardra and Sliver Fur are about 30 meters
The letters in red circles represent the and glider rentals for those who want to ar 5o away from the heroes when the

kiey GM characters In this soene.“Z" rep- roam the gas glant on their own, action takes place

resents the bounty hunter Zardea, who's g Garts Frozen Frult Snacks: Sample three- The missibe was fired by another bounty

waiting to make her move from inside hiundred-and-thirty-one different frozen hunter, lodo Kast, who's hiding above in a

Gart’s Frogen Fruit Snacks "S" represents concoctions made from exotic frukts roam in the Grand Bespin Hotel that over-

thi= Bothan known as Skhver Fur, the aper- from around the galaxy. Selections Iooks the plaza, The missile, locked onto

ative the heroes have come to meet. "I" change dally, depending on availability the Bothan operative, zooms toward Its

represenis the bounty hunter Jodo Kast, 6, Cloud City HodoVids: Featuring a large target at incredible speed.

who's concealed high above the prome- selection of holovid entertainment for If none of the heroes spotted Zardra’s

nade, kooking down from a fifth-Floor rent or purchase, acthon, then the first thing they notice is

window In the Grand Bespin Hotel 7 Gale's Central Club: A popilar meeting the sound of the missile blasting off from
A huge vestix tree grows from a mag- place and drinking establishment for behind them and tooming owver their

sive permacrete planter in the middle of the more wealthy visitors to Cloud City, heads as it zigzags toward @ siher-furred

this section of the promenade, its crim- B. Juri's Sabace Parlor: & gambling hall, spe- Bothan standing in frant of a snack shop

san-leafed branches stretching toward cializing i high-stakes sabacc gams, In this case, Zardra acts before any of the

the domed celling high above. g. The Well-Done Bantha: A fine-dining heroes, regardliess of their initiative check

establishment, specializing in steaks result. (Otherwise, make a check for Zardra

1. Lift tubes; The heroes emerge from and exotic dishes from all over the when you call for initiative checks by the
Lift tube 1B, Churter Rim Territories heroes.)

2. The Grand Bespin; A six-story, 100-room Hawve the heroes make initiative checks
luxury hotel that overlooks Level 16, and let the action unfold] If a hero wants

B0 oLukd i NuMBER §




to fire at Zandra, the crowds provide a +4
cover bonus if they stand between the
hero and the Bo nl!].' FiuiLEr

Tein FimsT BATTLE

Regardless of what the heroes want 1o do,
Zardra and lodo Kast hawe their own goals
for this scene. They don't necessarily have
amy Iinterest in fighting it out with a gang
of Rebel do-gooders, Instead, they want to
slip away welth Sibver Fur's car ry pﬂuch and
the datacard that it containg,

In the first round of combat, on lodo
EKact's turn, the missile connects with the
elderly Bothan (Diplomat 2, VR/WP —/E)
and explades, dealing out 5d6 polnts of
damage to the target square and 3dé to
anyane in any adjacent square, This more
than likely kills the Bothan

Fardra, meanwhile, runs tonward the cor-
ridor that stretches away from the top of
the map. If she can exit the top of the map
wehile staying at beast 30 meters ahead of
any hero, she disappears into the crowds
and gets away, i the herces force her into
a fight, she uses her abllities to her best
advantage and waits for Jodo Kast to
racket by to either whisk her away or take
passession of the carry pouch

lodo Kast, who the heroes should be
encouraged to mistake for the infamous
Boba Fett, targets one of the heroes with
hiis last guided missile, [The missile strikes
the targeted hero's square in the next
reund, dealing 5d6 points of damage to
the hero and 3d6 paints of damage to any-
one ki an adjacent square. Anyane in the
blast radivs gets to make a Beflex save
against DC vs to reduce the damage by
one-half) Mow out of missibes, he uses his
jetpack to descend. He plans to grab the
carry pouch and make his escape, [eaving
Zardra to keep the heroes busy while he
rooms out of an open window and d Isap-
prars into the clouds.

H the battle lasts more than a couple of
rounds, the local constabularny—the Cloud
City Wing Guard—arrives In the fourth
raurd. Mot knowing wihat's going on, the
six security officers target anyone with a
visible weapon, They demand that the
herees drop thelr weapoens and surrender.
The guards attack to defend the citizens
o and guests of Cloud City if the heroes
refuse. i Jode Kast or Zardra haven't got-

Cloud City without necessarily revealing
their link to the Rebellion. However your
version of the opening scene tunns out,
here're some things to remember:

ten away }'I:|_ thee WWing Guard Proviies
them with the distraction they need to slip
into the crowds unseen

Wing Guaro, Thug 2 (&) Init -+, Spd 1om,

WP
1 G+1] or +2 -'.1r|1_l__1'|:l {blaster pistol sef far
stun. 16D I_=\.:

Werarmne Up THE SCENE

This DF["I‘IiﬂE Loene can end (na number of

Wy One likely outcome has Fardra
defeated by the heroes while Jodo Kasi
gets away with the carry pouch. Silver Fur
it dead, leaving the heroes withowt a clue
a3 to how to find the Rebel refugees.
Mearwhile, the heroes have to spend
some time explaining to the Wing Guard
wiho they are and what Hu.'}"l e doing on

Jodo Kmn=t, Bemty Hunler

lopo Kast, Male Human Sol 6/BH 2: Init
+8 |Dex, improved Initiative); Defense 20
{+4 Dex, 46 battle armor); Spd vom;
VRAWEP Bafih; Atk 416 melee [1dg+a,
punch), +12/+7 ranged (3d8, blaster riflel;
50 Target bonus +1, sneak attack +1dé;
o Fort 8, Ref +8, Will +4; 5 M; FF 3; D5P
4; Rep g; 5tr 16, Dex 18, Con 13, Int 12,
Wis 18, Cha 1o
Equipment: Modifled battle armor (pro-
wides the following equiprmient
bonuses: +2 Listen, +2 Spot; ange
penalties reduced by half), blaster
rifle, blaster pistol, missile launcher,
comlink, jetpack (dual fwel tanks for
zoam of travel), net, synithenops.
Shiibls: Bluff +3, Computer Uise 46, Gather
Information +6, Hide +7, Intimidate +73,
Jump +7, Listen +2, Move Silently +9,
Pilot +8, Read/Write Basic, Search +8,
Sense Mothe +4, Speak Basic, Spat +6,
Feats: Armor Proficiency (Hght, medium,
heawy), Dodge, Far Shot, Hersie Surge,
Iimproved Initiative, Point Blank Shot,
Toughness, Track, Weapon Group Profi-
clency (Blaster pistols, blaster rifles,
heavy weapons, simple weapons,
vibro weapons).

415, Atk +3 melee (baton, damage

wSilver Fur is killed by lodo Kast's missile
attack. The Bothan's body contains no
additional cluss—no identification, no
Ioose iterms, nothi

=Tl Wing Guard has one purpose: to
protect the residents and guests of
Cloud City. They have no ties to either
the Rebellion or the Empire, and like
the rest of Cloud City they prefer to
stay neutral. i the heroes cooperate

Z mrdrm, Bomty Henter

Zarora, Female Human Sct 4750l 2: inkt
+3 [Dex); Defense 17 (+3 Dex, +4 class);
Spd vom; VRIWP 38/n; Atk +8 meles
{2c8+2, force pike), +8 ranged (3d6,
baster phitol); SO Tradlblazing. uncanny
dodge (Dex bonus to Defense]; 5V Fort
+5, Ref o5, Will +1; 52 M; FP 2; D5F 2; Rep 3
Str 14, Dext 17, Con 1, Int 10, Wis &, Cha 16
Equipment: Foroe plie, blaster pistol,
comlink.

Skills: Climb +7, Computer Lise +7, Hide
+8, Intimidate +8, Jump +&, Move
Sllently 49, Bead"Write Basic, Search
+7, Speak Basic, Spot +4, Survival +4,
Tumbde +7.

Feats: Armor Proficiency (light, medium),
Heroic Surge, Power Attack, Track,
Weapon Finesse (force plke), Weapon
Group Proficlency (blaster pistols,
blaster rifles, heavy weapons, simple
weapons, vibro weapons),




(lovd (owver

with the guards, they will be released
with nathing more than a stem warn-
ing. If the heroes attack, or worse, kil a
guard during the battle, then they
become criminals in the eves of the
station’s authotitles. For the rest of the
adventure, the heroes must deal with
heightened security throughout the
station and squads of security officers
looking specifically for them,

This soene ends wihen the heroes finish
:Ir.l!-ng themsehves with the WII'IE Cuard or
when they decide to leave the promenade

e & Doling Some Legusosd

There are a number of ways for the heroes
to procead. While we'll cover some of the
e i krl}' events the GM neads 1o be
flexible and imaginative, The players
mlgh‘l come up with a I:n‘l.rH:.I differant
idea from the ones listed here. Any rea
sonable plan should have a chance to suc
ceed, 1P up to you to use the material
presented here and YOUF 0w Instincts to
craft the '.lnr].'_m:l matter what the pl..::,r-l,'v.
decide 1o try,

Where the heroes go after leaving the
promenade is up to them. Th:-:,' can return
to thelr ship; I:I‘u_-:,r can find a dark corner
womewhers elee in the station to talk and
make pl.ln*:—wh.‘ltlt'.r!'r 1.|'|¢:|r want to do.
That's wh:,r there's no map provided for
this scene. For the most part, this sceng
consists of roleplaying encounters and
research checks, The herses weould have (o
be extrernely obvious and perhaps a bit
trigger happy to get into a fight during
this part of the adventure.

Rumn the encounters below if sy order
depending on what the heroes decide to
deo. You can even skip some of the encoun-
ters if necessary. You rdry have to embel-
Hsh an encounter or two if the heroes
really want to follow a particular lead. By
the end of this seans, howeved you Thoubd
help them find their way to the next act by
providing enough clues so they can deter-
mine where the refugees are hiding out

Qu PETioMiNG ZARDRA

i the heroes had the opportunity to defeat
E.lrdr.|.1hr_':.' mi;:;!'l wiank to guestion the
Bounty hunter, The Wing Guarnd takes
Zardra into custody, but the heroes should
e able to come up with a plausible story s
o wiy they should be allowed to ask the
deadly waoman a few guestions. The guands
wiill It thern visit her and talk to her
thiough the bars of a force-field cell, even
accepting a reason as flimsy as “she
attacked us and wed like to find out wing

Fardea is coal and Mirtatiouds, with 5 dan
gerows twinkbe in her dark eyes and an
amused grin on her Hps, She obviously has
little respect for the Cloud City authorities
ard onily a grudging acceptance of the
heroes since they were able to defeat her
Still, she won t readily answer their gues
tions, She evades them with disarming
questbons of her own, with threats delivered
i the most innocent fashion, or with out
right hostility iff the mood strikes her, The
|'Il'|'.tl|i‘|:|l ql.ll:l:r:,' Eiw-. Wy B bid s
manner, bul not bEfore the heroes get ta
o the cold, calculated killer that hides
behind the beauty and professionalism

Without a successful Intimidate check,
the most the henses pet out of Zardra ks a
fews fleeting facts. She has no problem
l:'|||n|._-=I them wiho she i5, a8 the hopes (o
spread her reputation far and wide. She lets
the heroes believe that Boba Fett is her
partner (if they mention that name), or oth
ErwiLe -.||'ll|:ll:|r calls her aisociate The Er.'lu“l:.l
Hunter, She claims to not know who she
was working for of who they killed, "We
were just paid to grab the carry pouch, dar
|II'IE1.."1||1E Sy -:n:,'l:,r.

i any heno makes b successiul Intimidate
check, Zardra eventually cracks and poowides
a IPtthe information. "My associate will
return for me,” she elaims, SIt's only a mat-
ter of time, \We took an an Imperial contract
to kill the Bathan and gralb his carry pouch
That's all we've been hired to do. And from
where I'm sitting. we succeeded. We're sure
to get a bonus for this one.” IF the Intimi.
date chéck Suoosadls |!l'!|' 10 OF mafe, Zandia
adds the name of the Imperlal she's work-
ing for:“Captain Govin Thane of the 158.1f
were you, I'd just forget all abouf this and
take the next transport out of herne,®

FinpiMg SosionE 10 DECODd THE DATACARD
If the heroes want to find out whether the
Iriperials are wsing & local slicer o decade
the dalscard, thany can ipend a few hours
and some credits making Gather Informa
tion checks in some af the seedier hangouts
The DC for this check b 15

On a successiul check, the herpes eventu-
ally discover that the most respected slicer
ir this guadrant of Cloud City Is Spensar
Kb, & Ted'lak who maintains an “office” in
a private baoth at the rear of The Well-Done
Bantha "Kluub's a péece of work, admits
one informant that the heroes spend some
time with. "about most things, he makes a5
much sense a5 o protocol droid after 3 mem
ory wipe, but when it comes to computer
programs he's a true genius A genius!®

After learning Kluub's name, regputation
and probable location, the heroes can head
to The Well-Done Bartha to pay the Teilek
A wisil, The hosteds ot the restawrant, &
portly older Human wwaman, teems a bit out
of sorts when the heroes arrive. "Well, isn't
old Spensor popular tonight,” she laughs
“You'ne the second group to agk for old
Spend this evening.

The heroes need bo charm the hostess ar
offer her some credits bo gat her 1o tell them
mare, YWhen the has been surtably compen-
sated (50 credits or 2o \'_'-I.rEht 1o da it if the
heroes have been polite, 250 or more if
they've been rude and abusive], the hostess
reveals the following detalls

“Two tough-looking Humans came in to
see old Spens aboul two hours o so
ago,” the hostess explaing. "They had a
hard look about them, definitely imper-
ial. If you ask me. The one was huge. If
didn’t know any better 'd have thought
he was 3 Wookiee. I'l never forget the big
one. He kept flinching and baring his
teeth at the least litthe thing. He was
crazy, If you ask me. They shouldn’t let
such dangerous beings just wander
around the station, Who kniows when
they'll get ol wild and all”™

“Anyway,” she continues, getting back
to your ariginal question, “these two
talked to old Spens for a coupbe of min-
utes, then the three of them got up and
left, | don't think Spens went willingly, if
you know what | mean. | think they
ferced him, That's what | think.”




The hostess doesn't hive anything else o
add, She didn't hear whal they talked
about, and she didn®t watch which direction
thiey weanit in after leaving the restaurant
“What do you think, that | can leave my cus-
tomers and staff alone for even a second to
folbow after old Spens?™ she says If pressed

THE Zemo-G Cuup

Another clee the heroes might decide to fol
b wp o leads to the Seno-G Club, a dance
club a few levels below the plaza wherne the
operative known br,l the codename Sibver Fur
died, The heroes received a holocard adwer
tising the dance club if l’rw':.r respanded with
the correct code phrase to the female
Hothan they met ot the lift tubes,

The Zera-L Club affers three rens-gravity
dance doamied indide ity darkensd imkenos
Each dome plays a different style of popular
music and provides plenty of room for free-
style welghtbess dancing. Huge crowds
minghe Inside the domes and around the
full-gravity bounges that surround the
dames. With a litthe patience, some sucoess-
ful Gather Information (DC 10} or Search
(O v} checks, and a bit of luck, the heroes
spot the Bothan female dancing wildly
within ane of the domes

1h|:‘_,' can walt for her to Emege a md
catch up with her in one of the qungr'._ or
ane or more of the heroes can enler the
dance dome and approach her to the beat
ol a I‘.1.=_.1-p|.1:|r|ng s0nE. The Bothan's name i
Tereer Tey'flah, If the heroes convinge her
that they actually work for Alliance High
Command, she agrees to affer whatever aid
she can “Didn't Silver Fur give you what you
carme for?” she asks. if the heroes tell her
what happened in the plaza, Tereez looks
shocked and lets cut a fewe uncontrolied
sobs, Then she gathers herself and provides
what Iinformation she possesses,

s with most Rebel cells, each member
only knows one or two other members
50 that no one can betray the entire cell.”
Tereez explains with obviows pain in her
volce, She pauses for a moment before
continuing. "My primary contact was
Garul, the operative you knew as Silver
Fur. We helped the refugees assemble
here on Cloud City, providing shelter and
new identities until the logistics for get-
| ting them to a safe world were worked

out, A few days ago, after Garul recebved
weord that your team was on the way, he
made sure to gather the assembly info
one group and hide them until you
arrived. | don't know where he took
them. That information was in Garul's
head and on the datacand you were sup-
pased to pick up, Without sither of those
things available o us, | don't know how
we'll find them before the Imperials do.”

Tereez talks through viarisus optiont with
the heroes, including trying (o retrace
Garul's activities for the past few days and
attempting to find the Imperials and follow
them to the hidden location after they
crack the code

If the heroes want ta try the formes,
Tereer tells them that she'd be better off
working that through on her own, She'll
contact them on their private com link
channel if she finds anything that will help

i the heroes want to try the latter, Tereez
sugpests that they first learn the location of
the safe world so that once they locate the
n:‘l'l,:E{'q's I:h-e:j- can leave Clowd l:'_ll::l.' a% 00N
a5 Fll:l'f.sll'lh:' I don’t think ':,lnu'rul:e;-.-.-lnl._rI fo get
the ref UELES away from the Imperials with
oult a Flghi_" she '..|:|r'..".||'||! your best bet is
to try to escape with the refugees at the

first ogort un |I!:,.'.'

LocaTinG THE IMPERLALS

This course af acthon (s the most dangerous
ane for the heroes to pursue in this scene. if
any part af this seene could imalve a battle,
it's this one, By using the Gather Informa-
tion skill, the heroes can attempt to find out
wihere the iImperials might be making their
headguarters on the station, If they haven't
heard about the bwo Humans from the
hastess at The Well-Done Bantha, then the
DC is 2o0f 1h|:-],' possess the hostess's intfor
mation, the DC drops to 15

O & sueeeiiful check, &ninformant Bells
them that some Imperial .]E-l‘.'r'ﬂ 3 have defi-
nitely sat up shop on Cloud City *They'ne hid-
ing out in an apartment on Level 14, Grid 3,
the informant reveals, “Number 14-3-240."

If the heroes succeed at getting the
infarmation and decide to check out the
apartment, they find a locked doos walting
for them. Mo one seerms o be inside the
apartment. The lock can be opened with a
successful Disable Device check (DC 20}

Inside, the heroes find evidence that a
Rroup of people have recently been ut.inﬂ
thie pl.an:n: On a successful Search check (DO
15), the heroes discowver Silver F ||r'1--e'.1|rg.l
pouch, It's empty and has been discarded
inta a corner along with various empty
foad and beverage conlaiiners. Two speeder
bikes float just inside the door. The bikes
are small, bullt for transport not speed o
combat, and they have no built-in
WEIDGNTY,

Ag the heroes start to leave the apart-
e, have them make Spot checks, Any-
one who gets a 20 or better notices the
imperial trooper heading right toward
them. Read

The trooper wears the distinctive black
and white armor of an Imperial scout
trooper. He stands atop a fMloating battle
disk, a personal repulsorlift platform
designed for use in combat, You notice
that he has someone crumbled at his
feet—perhaps one of the refugess
you've come to escort Lo safety. He spols
you a moment after you natice him. He
paints his blaster rifle in your direction
and fires at you! Then he leans to the
left and execules a perfect turn on the
repulser disk. He's trying to get awayl

The heroes can leap onto the speeder bikes
and chase the trooper, or they can ket him
get away. The bilkes can each carry two peo-
phe; one can drive while the other uses a
personal weapon, if the heroes give chase,
have each driver make a Pilot check (D€ 5)
to gel thie 5.pr_=|:c|1:'r mm-lrrg.‘l'hrn fead:

The trooper kicks the unconscious pas-
senger off his repulsor disk and zooms
through an open panel and into the
Besgpin sky.

If the hieroes follow the trooper, cach driver
must make a Pllot check with a DC 15 to
maintain control of the speeder by angling
the repulsars toward the exterior of the
statlon—using the outside of Cloud City as
though it were the ground, On a failed
chieck, the repulsorlift engine conks out a3
the driver isn't able to find anything for it
to push against. The driver and passenger
must make a successful Reflex saving
throws (D 10) to leap off the Lﬂllr'-g speeder
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and grab onto the station. A failure results

in the eharacter missing the p_.r.:h and tum-

bling off into the Bespin sky

any debver who makes a successiul Pilat
check s surprised by the trooper, who dou
bled back to wait for them to emenge. The
trooper gets to act in the surprise round
Then have all of the participants in this
fight make Initialive checks for the follow

ing rounds. [In each subsequent round, the

The crumbled figurne the trooper terssed
from the repulsor disk i a member of the
local Rebel cell, Batral Orcel, the sonof a
wealthy Choud City family, has been helping
the Alliance simce before the desbrection of
Alderaan, Trooper Ferral identified him atter
chie Li”i':- Witk i ptn'.-.'l:l contacts and
grabbed him up when the young man wan-
dered into a relatively quist plaza, Batral has
obviously been tortured and is in need of
medical care, If a hero makes a successful
Treat Injury check or applies a medpac to
the young man, read

we were afraid this whole mission was \n
jeapardy.” She motions for you to move
closer, “You'll find the Caplain, who you
know as Card Coptor, at the high-stakes
sabace tables on the feurth level of the
casing. He's usually the only Sallustan
dealer up there”

The Captain, of Card Captor, is a Sullustan
sabacc dealer who used torun ac AFED COM
pany and still owns a transport [hence the
nickname “Captain”). He's been the leader
of Cloud City's Rebel cell for mare than two

driver must make a Pilot check against a DO years, helping it grow from a couple of

||::||:|||||r|H ks ar her Ndowe ph_1'\,|- Lo kegp the FHERY IS (¥ TR ) ] IJ:I"H.L'[ about their

The young man's eyes flutter open and

he coughs twice. He blinks a few times taxes to a fairly affluent group that provides

speeder properly aligned to the exterior of

Cloud Ciby) The trooper must make the

gamee chieck If the trooper falls, the rl.‘|:|LI|‘E-I:Ir

disk boses its orientation and it and the
trooper spins off ey from the station
disappearing into the clouds

The battle ends when both speeders
break off or the trooper is defeated

Justor Farral, onoger sergeant

Justor Ferral, Male Human Thug 6/5ol
4 Init +7 (Dex, Improved Initiathve);
Defense 21 (+3 Dex, 48 armor); 5pd 8m
(armmor); WPIWE 4007 Atk +12/+7 meles
[ul3+2, punch), 413748 ranged [3d8,
blaster rifle); S0 Mone; SV Fort +n, Ref
+B, Will +4; SZ M; FP 2; DSP 7; Rep 5; Str i,
Dex 16, Con 14, Int 1, Wiks 12, Cha o,
Equipment: Blaster Rifle, medium battle
armor, comlink, repulsorlift battle disk.

Skills: Computer Use +6, Demolitions +6,
Intimidate +10, Knowledge (Imperial
Military) +5, Listen +3, Pilot +13,
Read/Write Basic, Search +4, Speak
Basic, Spot +7, Survival +7,

Treat Injury +6.

Feats: Alertness, Armaor Proficiency (light,
miediurm, heavy), Herole Surge,
Improved Indtkative, Lightning
Reflexes, Power Attack, Toughnes,
Weapon Group Proficlency [blaster
pistods, blaster rifles, heawvy weapons,
simple weapons, vikno weapons).

a4 i to focus his eyes, then looks directly
at you, e you from the Alliance?” he
psks. “The trooper?” he suddenly remem-
bers and tries to sit up. It takes a
moment for him to calm down, " dido’t
tell him amything.” the young man says
"Mot that | know very much, but what |
do know | kept to mysel”

Batral doesn't know where the refugees ane
being hidden, and he dossn't have a lot to
tell the heroes. He provides them with a
place to rest up and find medical heldp if
they need it, though. "Doc Drase has & clini
on Level 15, Grid 12,” he says. “The Doc is def-
initely a frimnd of the Alliance, She has no
love for the Empire—not since they blew up
her homaeworid,”

MEETING WiTH CarD CAPTOR

High Point Casing, a multilevel gambling
complex, owerbooks the Cloud City skyline
from high atop a jutting tower. The heroes
can easily locate this well-known entertain:
rment destinatbon. Inside, a throng of cus-
tomers minghe, They E.rmbll.-,e.'ﬂ..ll'ld drink
through all howrs of the day and n .ghl; B:,-
Judicious use of the irJE|1t|1"g'Il1 4 mde phr.i:.-l'_
and a lot of sympathy from the other gam
blers, the heroes eventually receive the
retunm phrage, Read:

The bartender shrugs. "Too bad for
you,” he says, “That'll still be 15 credits for
the drinks.” A moment Later, & woman
sitting at the bar turns your way and
whispers, "That's why | always carry a
skifter, The Captain has been hoping
you'd show up, With Silver Fur's death,

money, supplies, and obher ald to the
Alliance

Wihen the heroes meet Card Captor and
use the identifying code phrase, read:

The Sullustan regards you for 3 moment
with an appraising look, then says in
thickly accented Basic, "That's why |
always carry a skiften” With a hearty
laugh, he tosses a handful of the rigged
card-chips onto the table, "Have @ seat,”
he says. "Let’s play a couple of hands
wrhile wie talk." With remarkabde skill,
Card Captor seoops up the rigged card-
chips and deals unrigged card-chips to
everyone, &s you play, he says, | am sy
that this affair has gotten out of hand,
We ware not expecting the Imperial hit
sqquad. Perhaps we should have antici-
pated their involvement. And now my
friend Silver Fur it dead” He sighs. "I
exprct many more good friends will die
before this war ends.”

The Sullustan takes a long drink from
his mug, then continues. "1 have two
pieces of information to offer you, The
first is that a clindc on Level 15, Grid 12
caters to operatives such as yoursehies,
Just give the code phrase to Doc Drase
and she'll be glad to patch you up if you
need it, The second s that we've got a
lizad to the location of the datacard, One
of my informants tells me that two
Humans have the slicer Spensor Kludib
locked away at the Grand Bespin Hotel. If
anyone can decode that datacard, It's old
Spens, Amyway, my informant tells me
they're holed up in Room 564."




Card Captor doesn’t know exactly where
thee n:fng.a_-:'nu. are. To protect them, |:Il'l|:|-' il
wer Fur knew the location. Now, everything
that Sileer Fur knew is locked on the
encoded datacard that the Imperials now
possess, The Sullustan suggests that the
heroes must recover the datacard, or follow
the Imperials to the location after they
break the code and dowhatever it takes to
save the refugess. "We have no army here
to help you,” Card Captor sadly admits,“nor
da we have many operathses with the skifls
wall Ased. Dur _||:||:| 15 1o pass .l|i.'ll'lz: FESINCeS
and Information. or {0 serve 35 3 -:|-L'.rI|r|;.:
house fior safe worlds as in this situation”
Before the heroes depart, Cand Captor
reaches into his vest and produces a datac
ard. "I almost forgot,” he says. “This contains
the nav coardinates for the safe world, Do
it decodis it until after you have rescued
the ||_"|'.|'!1\'_'|:"f| anud your transport 5 well ;aay
from Bespin If hj- some chance, you fiee
that the danger to you of the mission has
become too great, destroy this datacard at
all costs. The location of the safe workd must
it fall into Imperal hands. Good heck, my
friends, amd may the Force be with you

THE CLikic

The clinic on Level 15, Grid 12 is a friend to all
Alliance operatives. The oode phrase admits
the hieroes to the offices of Doc Drase, a
Human female with the skills of a healer and
master surgeon, The clinkc can provde meed-
pacs or bacta tank treatments, depenting on
the seriouiness of the hemoes’ injuries
Becauve ol ther connection to the Alliance,
the heroes don't have to pay for treatment
Hovweeser, because medicine is in short sup
pihy, she won't glve the heroes by medpacs
to take with them, "IN treat your injuries
whille your'ne here, dhe Bells them " Cnde you

step out Thase l:||.lLlr‘\-.:|-l.ll.Illl.' OF Your own i

Doc Duase, Expert G: Skills: Computer Use
+4, Profession (doctor) +9 Read Write Basic,
Speak Basic, Speak Sullustan, Treat Injury #1,

Empamc Teis ScENE

Once the herosd leadm that Sikser Fuer's dat
acard might be in o room in the Grand
Bespin Hatel, this scene ks pretty much over
They've gotten as much information as they
can, they recehved the nav coordinates to
thie safe world, and now they re ready 1o
retrieve Sikver Fur's datacand. Bow it s time

towvisit the Grand Bespin Hotel

Gyene ¥ Monsled In Boom b

The Grand Bespln Hotel is & luxury hotel
fhat overlooks Grid 10 on Promenade Leyvel
16 I.l'n.':_-.::llh:,- wisibors, tourists, and business
|'_'I|_"~|_'\'Fl||_" enjoy the expensive but tast eful
services offered by this hotel. The henoes
can casily enter the loblby, find a lift tube,
and head wp to the fifth floor When they
FEach Boom ghy. read

The door to this reom stands slightly ajar
Insicle, the room is dark and silent. The
place has a vacant feel o it, abandoned,

If the heroes push open the door and either

turn on a light or use a gltu-"-' rod, read

The darkness retreats to reveal a room
that has been turned upside down. Fur-
niture has been overtummed or smashed,
and compter monibors and datapads
of warlous sizes litker a small table and
the floar around It Slumped on the
floor amid the computers, you see a
body—a male Twilek. For a momaent, it
looks like the unforfunate Twi'lek ks
dead, but then you hear him moan and
start to stir, From the doonway, it beoks
as if there's no one else In the room
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The Twd'lek & Spensor Kluub—old Spens,
o his friends. The computer equipment
appears to be expendive slicer gear, now
abandoned. From the doonssany, the hedroes
can see that Kluub has been hurt, but not
horw badihy Though he is stirring, he's still
wncomnicious. I the heroes want 1o be cae-
tious before entering the room, they can
make Search checks to look for any traps on
the door (there are none) or Listen checks to
s if they hear anything from anywhere
else in the darkened hotel room

& Listen check with a result of 30 or better
allpwss @ hero to notice the almost imper
ceptibie breathing, as if a predator were
stalking prey. The larger of the teo Hurmins
the mad Kal Vorusk who weorks with 158
Agent Thane, hides in the darkened
refresher walting for the heroes to enler the
room before rn.il-c:nl.; his attack. In this cade,
call for Initiative checks and bet the battle
begin. Otherwise, he surprises the hengses
When the heroes enter the hotel room, resd:

Az you meoee into the room, you can see

that old Spens has been beaten, tor-
tured, and left for dead. & huge slash

Kal Vorusk, Mdms

1 i i _ﬂ | —

Kai Voruss, Male Human 5S¢t B: Init +3

[Dex); Defense 1o [(+3 Dex, +6 class); 5pd

1o VRAWEP Ga/48; Atk 411046 melee

[zdvo+s, vibro-ax), +8/+3 ranged (348,

heavy blaster pistol); 50 Trailblazing,

uncanny dodge (Dex bonus to Defense
and can't be flanked); 5V Fort +6, Ref +7,

Wl +2; 52 M: AP 3: DSP v0; Bep 3; 50r 20,

Diex 16, Con a5, Int B, Wis g, Cha g

Equ:lprnl:rll:: Hr.-.:v}l blaster p15t|3|, wibro-
ax, comlink,

Skills: Climb +7, Demolitions +4, Hide +4,
Intimidate +8, Jump +10, Listen +5,
Move Silently +10, Read /Write Basie,
Repair +8, Speak Basic, Spot 45, Sur-
wiwal +4.

Feats: Heroic 5urgr.-, Martial Artist, Power

Attack, Toughness, Track, Weapon

Group Proficiency (blaster pistols,

blaster rifles, simple weapons).

across his throat looks like i1 wird meant
to kil him, and by the amount of blood
pocded around him, it might still suc-
ceed, Obviously, the Twi'lek needs imme-
diate aid. The small room is suddenly
fillbed with a sound like thunder explod-
ing all around you, But it's much worse.
With an insane roar, a huge Human
rurshies out of the dark aloowve on the
other side of the room, stashing wildly
with a huge vibro-axe.

Kal Vorusk has one mission: 1o kil as
many of the heroes a3 possible before
fleging to rejoin the rest of the Imperial
hit squad. He prefers to use his vibro-ax in
combat, but he will drawr his heavy blaster
pistal if the heroes prove (o be tougher
than he anticipated,

If Kal Vorusk |s reduced to 20 or fewer
witality podnts, or vo or fewer wound points,
he tries to flee from the scene, He tries (o
accomplish this by either leaping from the
hotel ream's balcony {the same place lodo
East fired his missie at Sibver Fur from) or
by rushing into the hall and making for the
lift tube or the stalrs. If forced, the madman
fights to the death

CUTCDME

This scenes ends with the defeat of Kal
Vorusk, the escape of Kal Vorusk, or the
defeat of the heroes, (I Kal Vorusk manages
to knock all of the herpes b0 o wounds, who
ever sunvives wakes up later in Doc Drase s
climic, pri_'sumnbly stabilized wartkin an
hiowur’s :lmc..ﬂ.n:lr heroes witd Tail their imiteal
Fartitude saving thinovs are diead. )

Prosided the héroes deteat Kal Vormusk o
b HI:{"E..'I"II.‘TI:.HI Exarm ine e foorm and its
contents. The Impemnals wene very I:lla-ruugh
and professional, leaving very Hittle evidence
behind. The two bigpest exceptions to that
g Ui Towi lek wlicer and the computer
edpuipment.

Spensor Kluub has been reduced to o
wounds, He made his first Fortitude check
and is hanging on, but who knows for how
lang? if the heroes stabilize him or provide
ather medical treatment. he regains con
sciousness and tells them whene the
refugees are hiding.



The Twel'lek struggles to sit up, despite

his grievous woeund, thanks to the treat-
ment you provided. in a hoarse voice that
barely comes out as a whisper, Kluub
says, “You must hurry. The evil man, that
I5B agent, he knows where the refugees
are waiting, You'll find thern at Cargo
Bavy DC-218, on Level 24, Goid 107

The Cargo |'h,,'|:|| i located on the same
oyl amd g|u_1 coordinates as the landing

pad where the heroes docked their trams-
port. Silver Fur chaose that location to make
it easier on the heroes, that way they
weouldn't have bo mave a mass of people
wery far, They just need to get to the cargo
bay before the |r'|'||,'||_'||.=||<.

Meamwhille, the scattered compulers
have been rigged to cxplode, The trap is
shmpile: if blowes up if it receives a signal
from Kal Vorusk's combink or if amyone

attempts to acoess the data The makeshift

bomb deals sdb poinis of damage o every
ame in the hotel reom. If the heroes defeat
the madman and attempt to use his com
link, the bomb explodes

if Kal Vorusk escapes, the makeshifi
bomb explodes right as Spensar finlshes
telling them the g ation from the datacard
One round before it explades, all of the
soneens start to blink funioushe Ay henoes
not paying attention to the computers

make Spot checks (DC 15] to see if they

notice the change. Any heroes who sucoeed

L T2 merems |

can make a Reflex save (DC 13] to reduce the
damage dealt by the bomb by one-hall
Arvgane wha falls to notice takes full dam
age fram the blast

If the heroes examine the compuler, any
application of the Computer Use skill cawses
the bomb to explode, If the heroes decide (o
check out the computers first, a sucoessful
Search check (DC 10) alerts them to the
presence of a bomb. The heroes can seEmply
run gt of the room and avodd the danges
altogether in this case, or they can try to
disarm the bomb with a successful Disable
Desvicd (DL 200 Check

THE FLOATING PLATFORMS

The red circles indicate control kiosks for the extendable walk-
ways, It takes a Move-equivalent action to operate the controls
to elther extend or retract a walkway, When the heroes step
onto the balcony leading to the floating platforms (lecation 1),
only walkways E, F, and G are extended. A walkway fully extends
or retracts in one nound.

1. Balcony: The heroes emerge from the doors onto this baleany
that clings to the side of a tower on Cloud City. There Is no pro-
tective railing around the balcony. The walkway labeled 8
extends bebween the balcony and a massive floating platform
(location 2).

The distance between platforms at walkway & is § meters
{DC 19 for a running jump, DC 34 for a standing jump).

The distance between platforms at walkway C is B meters
(D€ 28 for a running jump, a standing jump is not possitdle].

2. Landing Pad 1¢: This landing pad Is currently unoccupied. A
small werk shed (lecation 1) is located towand the near end of
this platform. A large transport, about the same size as the one
the herses arrived In, rests at the far end of this platform.

The distance bebween platforms at walkway D is 4 meters
[BC w6 for a running jump, DC 2B for a standing jump). The con-
trols for walkway D located on this platform have been dam-
aged and do nok work,

3. Work Shed: This small enclosure on Landing Pad 10 tﬂllltalm\\‘
oppoments waiting to ambush the heroes, See the adventure
text for details.

4. Landing Pad 1: & couple of cloud cars hover in park mode at the
far end of this platform. Otherwise, the platform is emply.

The distance between platforms at walkway E is 8 meter
(DC 28 for a running jump, a standing jump i not possible).

5. Landing Pad 2: A huge labor droid unloads cargo from a small
transport on this pad, The labor droid is actually DX-2K2, an
ancient war drold working with Govin Thane. See the adventune
text for details,

6. Floating Platform: This platform provides a path between Land-
ing Pad 10 (location 2} and Landing Pad g (location 8). The con-
trols for walkway D are operable from this lecation,

7. Floating Platform: This platform provides a path bebween Land-
ing Pad 10 [location 2} and Landing Pad g {location B).

8. Landing Pad g: This platform contains the heroes’ transport.
Once the heroes get the refugees to this platform, it takes three
rounds to get all of the refugees on board. Any round thereafter,
the heroes can board their ship and escape from Cloud City.
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AT N: E50RPE FROM CLOUD CITY

The climax of thit adventure moswes pretty

guickly. How you pace the events for your
EarmE LeLuind ks up to you, but make sune

you give it a sense of urgency no matter how
you let [t play out. This portion starts with a
race against the Imperial hit squad a5 the
heroes try to reach the hidden Rebel
refugees before them. The Imperials malke a
half-hearted atbernpt to win this race, but in
fact want the heroes to beat them to the
location, 5B Agent Govin Thane wants to
confront the heroes outside of the oty on
the fleating platferms leading to the landing
pads, Becawse of this, the final battle takes
place an these open, floating platforms,
wherne the slightest misstep could send a
hero or villain spiraling into the etemmal sky,

Soene ERoce 10 the Casgo Bay

Theere's no map for this scene. Assume thit
thie heroes take the fastest, mos] direct

route to f.irgl:- I'!.l:,rI:I-C i, on Level 24, Garigl
#61, You can embellich the trig as you see fit,
adding the level of detall that works best for
youer groug of players. At two spots along the
wary, the Imperials throw token resistance
into the heroes” path. The first ocours when
they reach the lift tube tubes. Read:

The lift tubes are about 20 meters ahead
of you. Before you can close the distance,
a voice calls out from the corridor to the
right of the [ift tubses, "Halt!” the volce
shoults, by Imperial decree you are
ardered to surrender!” There, taking
coved behind everturned cango bins,
three stormitroopers walt to pick you if
you move any closer.

The three storminoopers ane described in
the Star W Roleplaying Game. They fight
to the death, 1|.'|H|:rl.-.li||t|; onders that ane
meant o make the situation look desperate
for both skdes. The storage bins provide one-
half cover to the bwo stosmtroopers kneel-
ing behind them (+4 cover bonus to
Defense) and one-guarter cover to the one
stormirooper firing from a standing posi-
tion [+2 cower bonus to Defense)

Once the hevoes defeat the three, they
can ride the lift tube to Level 24

HHE VOLUME | HNUMBER 3

The second ambush takes place as the
heroes traverse the final corndor to Cargo
Bay DC-218. The heroes can make Spot o0
Listen checks (DC 15) to notice the thugs
I:,ung in wait for them in the contidor's shad
L alcoves. Any henoes that secoeed et Lo
act in the sunprise noand .lflurl:lr-:m-e1 witd Laibed
the check can't act until the first regular
round of combat. After detesmining who's
surprised and who isn't, call for Initiative

checks and read

armed thugs leap from the shadows and
attack, yelling "Die, Rebel scum, diel”
Wielding batons and vibroblades, the
thugs close inaround you,

Thie fouar I!hl-g'. iThug 2 Init +0; VROWIF =N
Atk 43 meles [1cdB+1, baton) ar +7 freles
{a2el6-+1, wibrablade), +2 ranged) wene hired
by 158 Agent Thane bo showy down the
heroes. Two of them fight with batons, the
other two with vibroblades. They try to stay
within melee range with one of the heroes
ot all times, hoping to keep the fight to a
brawl since none of the thugs carries a
ranged weapon. Each thug continees o
flghi wntil his wound pl_'lirﬂl.-:lmp to g or
feweer, At that point, the wounded thug
attempts to flee. Once the henoes drive the
HIII‘H'. Ay, theere § r|-:r1|1ir|3_1|.1 stop them
from entering Cargo Bay DC-n8

Geene & The (eilian Rssembly
When the heroes ascertain that they ane
alone and it's safe to enter the cargoe bay,
read the following:

Thie massive doors slid open, revealing &
huge bay filled with cargo containers of
various dhnped mid 425 You hear noises
coming from one end of the bay, low
vodces from behind a wall of contalners
“ihe qubet, Taly,” one voioe says, "they'll
heear you,”

If the heroes call out, a man calls back,
“Leave us alone,” he Lays, “we dai't wanl
any trouble,” The man and the people with
him refuse to cooperate or trust the hemes
il the identifying code phrase is given

Iif the heroes walk around to see what's
behind the wall af containers, or IF they con-
wince the assembled refugess to show
themse lves, read:

A group of men, women, and children,
inchuding more than a few non-Huimans,
appears from behind the containers.
There are aboul two dozen people in
total, looking scaned and tired. "We place
g lives b your hands,” one of the
womeen says. A man nods, “We've beft our
homes for the Alliance. | hope its worth
it In the end.”

Mow the heroes must determine how they
pan to move the rr:fug-l'r'. from the cango
b.;g.l_ down the 100-mele Iu-ul.[ Cofrdhod, and
out onbo the landing pad whene thelr trans
port is parked. Let the hemes take whatewer
precautions they deem necessany, Mothing
befalls them on the trek down the corridor
in fact, ewerything looks clear until after the
group steps through the doors to the floal
ing pl.'ttfl:.hrrn:. thiat lead to the I.1|uiin|_.1 pad
G on to Soene 3

Seene % Ambush tn te Shy

Eefer to the map of the floating platforms

wihirn rurlning this climatic scene. The map
lcations are described in the acoomparny-

ing sidebar

STEPPIMG InTo THE CLOUDS

When the heroes and the refugees accom
panying them step cut of the station and
onto the balcony, read:

Tha wind whips around the station and
across the open baloony as you step out-
side the station. Beyend the balcony,
wilkways lead toward varlous landing
pads and fleating platforms, including
the pad whiere your transport is parked,
In the distance and above and below
you, the platforms give way to an end-
Iess expanse of clowds and sky.

The henoes have a clear path to Landing Pad
i (location 2). Walkwiay B |s extended and
safe to cross. Looking around, the only things
the heroes see ane those things described In
thie sidebar, "The Floating Mlatforms.” As
soon as the refugees ooss walkway B, 158
Agent Thane (whao's watching from within
the work shed at location 3) triggers a
remote that destroys both sets of controls
for w.alhw.a:,r B and immediately causes the
walkway to retract, Any heroes still an the
weallowiay at this posnt have one reund to get




bo satety. Mote that the walkway parts in the
madddle, weith one half retracting toward loca
tion 1 and the other toward location 2.

Afver this ooowrs, as the refugees start to
panic, call for Initlative rolls for the henses
and the willains. The final battle hl'i: sl

Tian Fisaan BatTui
Onee the w.lll.wn:,rn: ontrols explode xnd thie
'.-'.-.l'l.wn:,- starts to retract, the villains make

their move. Bead

The doaers to the work shed slide open
and four starmtroopers spill out. They
arder the refugess to be quiet and force
them to start marching toward the
transport waiting at the far end of Land-
ing Pad 10, At the same time, p man
waarlng an imperial Security Buneau uni-
form steps out, takes cover to one side of
the shed, and fires a heavy blaster pistol
At youl "Die, Rebel seuml” he shouts.
Your troubles aren't over, either. The
labar drold working on Landing Pad 2
turns toward the commation and reveals
its true mature=it's an anchent war
drold! Two heavy repeating blasters
emerge from a cavity In its chests and it
Joins the battle, obvioisly on the same
side as the 158 agent.

This is a straight up fight to the finish,
though the heroes have 3 number of
aptions thanks to the varety of floating
plutforms where this battie takes place. The
stormiroopers won't joln in the fight
wiless they are atiacked; they have orders
to escort the refugees to Thane™s walting
ship, If the heroes don't try to stop them, it
takes four rounds to herd the u'lug-l'r'. Lo
the 1.h|p and another four rouwnds IS ;...:et
them boarded. As soon as they are
boarded, Thane leaves the battle and runs
tor his ship.

The war drobd can't leave the platform it
starts the batthe on, but it can fire [using
Rapld Shot) at heroes on any of the other
platforms. It fights until it is incapacitated
or destroyed

Thane uses the war droid to keep the
heroes occupied., tilﬂerh he gladly jumps
into the fray until the stormtroopers have
gotien the refupess on board his ship, He
uses the shed to provide one-half cover,

gainkng a +4 cover bonus to his Defense

wehrnewer e gets to take advantage of
that protection

If the heroes defeat the war drosd and
Thane too easily, the stormitroopers tumn to
join the battle. You can even give them a lit-
the help from one of Thane's other allies
{preferably Sergeant Ferral and/for Kal Vorusk
il either |s still alive, lodo Kast if neither is)

QurcosE

The heroes win the day by defeating Thane
and the war droid. getting the ||'1'u|_.:|.'-e". on
their transport, and HL"['. Mg Sy The*y €an
achieve these goals in a vaniety of ways, S0

rmany of the detalls are left up to you to fig-

ure ouf after the players come up with
plans for thelr characters. For example, the
heroes can attempt to immediately rush
the refugees to their ship, fighting a run
ning batthe al-:nl._; the Wy instead of !.1Iu||r|3
out the bad guys first, Or they could
attemipt to take over Thane's transport
after allow ing the stormirosopers to sately

lead the rrrFqu'[“. to it

Gowvin Tharna, 56 Agest
o el .
|

Govin Thawe, Male Human Sl B: Inif +3
[Dex); Defense 1 (+3 Dex, +8 class); Spd
soim; VIRFWIP gufis; Atk 47742 mebes
[2dE&41, vibroblade), 494 ranged (348,
heavy blaster plstol); 50 Better lucky
than good, sneak attack +2d6; 5V Fort 43,
Rt g, Will +3: 57 M; FF 2; D5F 13; Eep &;
Sitr 12, Dext 96, Con 12, bt 13, Wi 12, Cha o

Equipment: Heavy blaster pistol, vibrob-
Lade, comllink.

Skilly: Appralse +7, Astrogate +5, Bluff 44,
Computer Lise +5, Demaolitions +5,
Disable Device 45, Disguise +5, Gather
information +g, Hide +8, Intimidate
5, Jump +5, Knowledge [Rebel
Alliznce) +6, Listen «6, Move Silemthy
+8, Pilot +30, Read/Write Basic, Repair
«6, Speak Basic, Search +8, Spot 10,

Feats: Herokc Surge, Point Blank Shot,
Skill Emphasis (Pilot), Skill Emphasis
(Seanch), Toughness, Weapon Group
Proficiency (blaster pistols, simple
whea o, wibroneapons),

Once the heroes and the refugees get
aboand a transport and take off, read

Chowed City and the gas glant Bespin
shrink behind you as your transport rock-
ets avway, With the refugees safely aboard,
you decode the datacard and feed the
coardinates to the nay comgirter A
raament later, the ship jumps to Mght-

speed and you're on your way to the safe
world of Kaliska,

i the heroes successfully complete this
adventune, avward them 1000 experience
poinks multiplied by the group's average
level then divided by the number of heroes
that participated in the action The Fienoes
should alse gain ¥ Reputation Point for thelr
service o the Alliance, You should award
Farce Points based upon each hero'’s actions
throughout the adventure, determining if
anyone accomplished something that was
dramatically herobc. 5

Dx-2K2, Walking War Drold 5ol 7: Init +5

(Dex, Impreved Inftiative); Defense 20

[+1 Diex, +g heawy battle anmor): Spd Bmy;

VRAWE nuih; Atk 410045 melee [2dio+3,

retractable vibro-ax), +8/43 ranged (448,

two heavy repeating blasters, crit 19-20);

5Q DR 5; 5V Fort +8, Ref +3, Will +1; 52 M;

FF o O5P 4: Str b, Dex vy, Con ub, int 10,

‘Wit 8, Cha B,

Equipment: Betractable vilro-ax, two
heavy repeating blasters, heawy armor,
comlink, improved sensor package,
wocabulator.

Skills: intimidate +9, Knowledge (Tactics)
+10, Listen +g, Search +2, Speak Basic,
Spat +g.

Feats: Alertness, Armor Proficiency (light,
miedium, h::q:l.ﬂrm,lmplmd 1118
tiative, Point Blank Shol, Poswer Aftack,
Rapid Shot, Weapon Group Proficiency
[blaster pistob, blaster rifles, heavy
Ve A, LIFTIPhE e oS,
vibroweea o),




&5 It's time once again for a plum-
met down the Shaft. Bemember, we

may not win o the tournament, but we

guarantes you a fun gamel

Jabba is a Hutt whio knows that its all
about the little differences. To all outward
appearances, the mighty Jabiba is having
comie trauble findi ng pood help these
days. Fumaor has it he’s even hired a band
of nasty little drobd scavengers bo do his
dirty work for him in the desert heart of
Tatooine. But like many of labba's plans,
this one s more than it appears

These nasty little Jawas have brought
along a nifty trick from the labba's Palace
Official Tournament Sealed Deck, as wiell
as some oh-so-fresh surprises from
Reflections Il [which released about a day
before this reporter mashed the key
board until a deck article came out).
While Jabba himself rests comfortalbly in
his palace, his lawa lackeys [and a few
special mercenary guest stars) have mat-
ters well in hand.

Jarwias love drolds, and Wittin's crew has
picked up a bizarre assortment of the
cruelest mechanicals in the galaxy out
thiere in the Jundland Wastes: IG-8B, -
LOWA, L3P0, even Guri hersell has shenam
up in the sanderawler. The lowas have
picked up Boba Fett as '|.'l.-|.-||.Fl.1'-.'|l'l|..l1 Lo~
fused his Mandalorian armor with a drosd
chassis [hey, these things happen)

The deck is bullt on the falrly simple
objective that comes packed with the
labba's Palace Sealed Deck. Your Rep will
be Herat, giving you a surprising number

DECK PLANS

Tips. Tricks and Tactics for thid SteF Wars Customizabile Card Gafmd

BY CORFr J.

of alien leaders that can benafit from
jabba's Twerps, Boelo, and ather cards.
But what's worse for the Bebels and
their do-gooder alien friends is the
Sandwhirl on the horizen. Oris it a

Gravel Stormf

BoELD

Bib Fertuna may get all the
press svith his amazing
brain-in-a-jar trick {and he'll
help Jabba add to your bat-
the destiny when you flip
yiour ﬂlhj1'|:'1iv|.']. bt Boebo will be the char
acter who makes your opponent say,
“Wha— Oh, crap.” He can cancel a just
drawen battle desting when with an alien
leader of which there are teveral in this

deck, including Herat, the lawa Rep), keep
ing your opponent honest on the ground

MNOME SHALL PASS

Lo Luiks 'E-l:',.'w.l“:f.‘l Just
dru;lppa_'n;l- bj" fonr a Lo mias-
sacre! Sonry, he's got o go
back whanoe e came. Me,
I'm going to put this g deg-
tiry back in my deck

HUTT INFLUENCE

This card, easily accessible
thanks to Power of the
Hutt, is an important part
af your draining strategy on
Tatooine. If you happen o
get a Mercenary Pllot and a Jawa together
in a battle, all the h-l,'1|:rr—tl‘|-e-:|r'|l reduce

The Shaft:
Tiny Evil Seeks Fat, Slobbering Evil
for Long Walks in the Desert

)

"My kind of scum . ..

fearless and diminutive.”
HERNDON

attrition against you by twa, buying your
deck meore time to blesd tha nghl Side
dry, Very, very, dry

MERCEMARY FILOT

One of the cards from the
labba's Palace Sealed Deck
that hasn't received a lot of
attenthon [s this fellow, who
adds a destiny when driving
n transport vehicke {you won't be getting
much use out of his cloud sector function,
howerser | He's also the other non-unique
alien in this deck other than Jaowas, mak
ing him impartant for full use of Hutt
influence and numerous other cands.

Mo BARCAIN

The thin £ i Baut Imper lals
Is, they make Jawas really,
rq'.ill:,' nervous. Man, you
mercilessly assault one
sanderawler ... Anyway, this
card is one of many i the deck designed

:T"

to keep your relatively low-powerned army
safe from big cheese Rebels like the EPPs
and those pesky Skywalker twins, As an
added bonus, your Jawas will get even
mone extra forfeit, and Revolution need no
konger be feared

MIGHTY JARBA

This person af labba, a gre-
midum card from the Jabba’s
Palace Sealed Deck, |s very
hand to kil wien |:lr|:||:i.-|.h'|J
by even a few retainers. Lise

101
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lawsas as those retainers, then retrieve them
with Fearless And Inventive. He also adds a

battle destiny (that's two, since he gets one
all on his owmn] wehen with an alien leader
such as Wittin [who you already want in the
Audience Chamber anywany).

Anyisin ORMAMENT &
w_ﬂl.ll'lﬂlﬂm IEE
Mimmm, Reflections 11 This
combo card helps cut down
an the dutter in your non-
unigue alien deck and seems
custom made for the Jawa (OK, maybe |
think about lawas a little too much) The
flest part ensures you ahways have a lawa
or Mercenary Pilot at the rif.id}l, wehile the

Powire OF THi HuTtT + lasaa's Sail BARGE +
Jappa's San Barci: PAssiNGIR DICK +
MERCENARY PILOT 4+ LOTS OF ALIENS

Look out, labba gave Wittin the keys! With
Poweer of The Hutt on the table, labba's
Sall Barge goes from floating casine to

second half will keep the EPP characters
from getting too cocky.

the blazing sword of lawa vengeance, It's
not enclosed, 50 allens on board can still
add their power in a battle—and they're
immune to attrition <6, Be sune to occupy
the Passenger Deck, too, so that the Barge

Jawea + BONTD 4+ SANDWHIRL

The Banto from Special Edition turns exch
individual lawa into a desert-bound threat.

Deploy a Sandwhirl (to which your Jawa is bh
immune) on the desert farthest from

Tatooine: labba's Palace heading that way.

Then, stick a Jawa on the back of a Ronto

and have them follow the Sandwhirl ’
around to drain. If the good guys come

l:r.alp Ing 1I|;|r13 I knock your lawra off its

mount, they'll have to wait until the Sand-

wilirl runs its course.

itself gets immunity, Top with a Merce-
nary Pllot to add a destiny and even the
baldest bedi will think twice before com-
ing after you. §

Jawas of Doom
This month's deck is all about ting evil, which it of course the scarest kind of evil

wias Insplred in part by an old issue of the Marvel Comics Stae Wars series called

Jawas of Doom,” in which Boba Fetf blasts his way out of the Sarlaac pit but is
aflicted with
even pay lip service to space, but it should hurt your opponent’s Force pile enough to

amnesia and mistaken for a draid h:.' curious Jawas. This deck doesn 1
taax them down to the turface of Tatooine—where they will tace your lawa horde
You'll probably want to use Twi'lek Advisor to start with Power OF The Hutt on the
table, which will help you draw numerous cards you®ll want quickly—B8ib, Boele, and
the Sail E.Hi!l’" =—a% well a3 p
the Barge. The Jawas can spread easily across the Deserts on their Rontos, draining like

rotect your gang of tiny droid merchants when Lhey nde

crazy, This deck forces your apponent to lose fardd through a number af divarse meth
ods that
FiTel

labba and all his buddies

don't often see play. Be prepared for your opponent fo give you that same

Lela had an her face when she realized she'd been smooch ng Han In feent of

._.,'
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mnyl hing can be yours for the right
price if you know where to look.
When you look in Jabba the Hutt's palace,
you won't be disappointed. Force drains?
Got it. Direct damapge? Got it. Retrieval?
Got it. Character rermoval? Got it. High
destinies? Got them too. Aliens that
deploy for three less Force? Mot unlikely.
See, you can get everything in Jabba's
palace, and the price ks right.

Take it from the Top

When playing this Court Of The Vile Gang-

ster/| Shall Enjoy Watching You Die deck
{commaonly known as "Court”), there are

two potential opponents you will face:
those playing You Can Either Profit By

This/Cr Be Destroyed [commonly known

1 All'wrapg
f..':‘,w{"*ﬁ’!fﬁ:p-

Disorder in the Court:
The Empire isn't the only force to
be reckoned with

BY MICHAEL MIKAELIAN

a3 "Profit™), and those not playing Profit.
Even though Profit is only one of many
possible decks you might face, it is a pow-
erful one. Court agalnst Profit requires
extra care and an alternate set up. if you
must know what to do in that situation,
skip ahead to "Non-Profit.” it also goes
without saying that what you read next
doesn't necessarily apply when playing
against Profit.

On your first turn you activate at least
g Force, which is enough to deploy Mara
Jacde, This is the best thing to do, even if
your opponent has played Battle Plan, If
you have to, use your Audience Chamber
game text to deploy her. While you're
searching your deck for Mara, you want
to confirm that Mara Jade’s Lightsaber is

Lt

1 14 ‘-‘

1 be

.'.:.\1. Prif&hﬂmﬁ_ Al
. on [€C) |

also there, since it can deploy from your
Reserve Deck if you have the one sddi-
tional Farce,

Court is in Session

Once you've got Mara providing a steady
Force draln of two, your epponent can't
just sit back. He or she also boses 1 Force
each turn if there isn't & non-droid Light
Side character on Tatooine. By the time
your opponent can address these issues,
you should have plenty of options. Don't
be too quick to spread out. Instead, make
the Audience Chamber more challenging
the longer your opponent waits to go
there. Do this by deploying Boelo, labba,
Ephant Mon, and Chall Bekan as early as
possible. You want to hold onto your other

by
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I: The Standard Setup

2: Varsus "Profit”

Thaugh you mivs out on ke benefits yous
theee Effects provided initlally, you gain a
deploy =3 and the abilfty to convert your

apponent's Audience Chamber with your
o fudditicsnalty, a fiesf-turn Ephant Man
presents your opponent's ipies, gamiblen.
snd thisves from deploying or moving thene
Phus, veheer Ephand is with labia in 2 battle,
hie's poravet 4 2 andl may b lont (o cower a8
hallks damiage and attrition agaimst you

3: Feading the
aarlanc
Wi et ve b bes, you
probably won't be taking
nidvantape of the Sarlacc’s
Foere nefrieval game bexd
Sl the Force ks cawsed
by U Djective and the
threat of loding chasacter
to the Sarlact combire o
make it worth playing. After capturing a char-
acter with one of your dickd Bourly hunfers,
walt patiently while the Sarlace sitempls to
eat the capiive. This happens every battle
phase and during each of yous coabred phases.

This sefup ghees you protection againid Clach
O Sabers, Sense, and Albes 1t abeo ghees youl
the ability 1o capture chasacters your oppo
nerl keses during battle

LTS
Teiw o Pali
Ha 1 o froren (pewer and
by = o capifve fhat ron-
nod ke g end oF torgefed by
itk plapre
o
Eraeevi

[l LT PYer

& Feeding the
Rancor

It's ienportant that you
don't ghwe your opponent’s
characters a fighting chane
agaansi the Rancoe Linkew
you"ve gof 2 high desting sel
up, avokd dropping a lighisasber
irrle the Rancor Fit along with
Luke or Ohi-Wan, Lise Déanmeed
and Weapon Levitation 1o keep
ke bonest in the cave of Luke
Shoywalkes, Jedi Enight, nat anly
i e weaponiess, be diops Hom

R Perdt B 1 Povwt _/l

characters and walt for your opponent ta
make the first move

When an opportunity presents itself,
you should be able to do more than just
battle There are plenty of ways to get
extra hatthe :]I:-!.iil‘l.}l_ FEMOVE WERpons, and
capture characters before the battle is
over, Characters like 1G-EB With Riot Gun
and Bossk With Mortar Gun can captune
characters, as can Dengar's Modified Riot
Cium, 1G-88 also adds a battle destiny
when battling alone or with another
bounty hunter, while 4-LoM also adds a
battle destiny when with Jabba or

Zuckuss, and Boba Fett With Blaster Eifle
adds a battle destiny when with Han or
labba. Dr. Evazan & Ponda Baba and
Sniper & Dark Strike both allow you to use
your weapons to get rid of characters
before they have an opportunity to fire
thelr oven weapons, Weapon Levitation
and Disarmed make it difficult for your
opponent to hold ento his or her weapons

Fringe Banefits

Battling isn't the only thing this deck does
well The Objective causes Foroe loss
before and after flipping, as does Tatooine

Occupation, Additionally, the Rancor Pit
provides Force retrieval at the same time
thie Rancor causes Foroe boss and remowes
its victim from the game. Scum And Vil-
lainy provides a tidy two Force retrieval
gach time you initiate a battle and keeps
costs down, No Escape guarantees that
Honor Of The kedi won™ maln your day and
alsa lets you take the top card of your Lost
Pile into hand when you deploy it.

Non-Profit
it's no secret that Court and Profit were
designed to be played against each other.
While Profit has been popular since its
release, Court 4 lets popular than Hunt
Dowen, Bring Him Before Mae, and a varety
of Set Your Course For Alderaan decks that
have no intention of fipping that Objec-
tive. Against Profit, the setup is completely
different, as are your first few turms

First, your opponent’s Objective lets you
deploy up to bwo aliens to the Awdience
Chamber before the game begins. Choose
latsba (your aliens deploy =1 at same site)
and Chall Bekan (your aliens deploy =1 al
same and adjacent site). When you deploy
Chall, you get to search your deck for a non
unique allen and add it to your hand. Since
the game hasn't started yet, you get Cloud
City Engineer and still get B more cards!
Second, instead of using Preparned Defenses
to d:u-pln:.h- thres Effects, use Twi'lek Advisor
to deploy Scum And Villainy, Before the
game even begins your aliens deploy =3 to
the Audience Chamber, This frees up your
Force for J rrlwinE cands which, in turn,
alloers you to play more aliens

Don't hesitate to dump everyone you
have Into the Audience Chamber, Your
nppu;ull:nl: i% p.lr.l|].'ll!'d a5 |EI‘|E as Han
remains a captive. Your jol is guarantes
that as long as possible. Start out with the
Clowd City Engiineer, Lise his game text to
convert the Audience Chamber back to
your oven, Thin, use your ance per game
tet on the Audience Chamber to deploy
Ephant Mon from your Beserve Deck. Now
your oppanent can't mowe or de r-'|l!l:,' and
spies, gamblers, and thieves to the Audi-
ence Chamber. Hang onto those Imperial
Barriers, E;pl:{i._lll:,r since Master Luke
deploys for free. §




m ecall, for a mament, the final bat-
tle in The Phantom Menace, when
the Gungan Grand Army lines up
against the mighty Trade Federation in
the plains near Theed. In the film, the
tide of battle turns against the Gun-
gans, who are routed just moments
before Anakin Skywalker destnoys the
Trade Federation’s Droid Control Ship,
The droid army falls inert; the Gungans
have teen saved

But, what if the droid control ship
survlved and the Trade Federation con-
tinued the battle without interruption?
Or, what if the Gungan army was 50
well equipped, and its commanders so
brilliant, that they overran the draid

army long before Anakin even reached
his M-1 starfighter? Both scenarios are
possibile in Lucasarts Entertainment’s
Srae Waes: Battleground, a Real-Time
Strategy game being developed for the
P and due to hit shelves around
Christmas of 2001

Ruaal-Timae Star Wars
A Real-Time Strategy [RTS) game puts
players in control of warring civiliza-

tions. While leading a warring faction,
the player must harvest resources (in
this case, llum and ather Srae Waes spe-
cific substances), bulld settlements and
bases, and ultimately assemble an
army to march against the enemy.
According to Battleground's Director,
Garry Gaber, this newest offering from
Lucasarts will “fall squarely into the
RT5 genre,” which is currently occupled
by titles such as StarCraft and Age of
Kings."In simplest terms,” Gaber
explains, “Battleground will allow you
to simultaneously contral hundreds of
STar Wiaes units in massive battles.”

Like other RTS games, Battleground
will feature several modes of play,

"Battleground will allow you to
simultaneously control hundreds of
Star WARS units in massive battles.”

including a single-player Campalgn
mode, Multiplayer for up to eight play-
ers (over modem, serial, IPXSLAN, and
Internet connections), and a Skirmish
miode that pits a human intelligence
against up to seven computer-con-
trolled armies

In the story-driven Campaign mode,
players will progress through over forty
rrikssbons contained within six different
storylines, Each of the campaigns
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Lucashrts Rallies for
Victory with STAR WaRS:

Hattlegraund

BY HADEN BELACKMAN

focuses on a unigque Stk Wies anmy and
spans several different eras, “We have
the Galactic Empire campaign,” Gaber
reweals, “which basically follows Darth
Wader from the Battle of Yavin to the
Battle of Hath, And, of course you get
to defeat the Rebels on Hoth ad your
final mission.” The Rebel campaign,
which takes place before the events of
A New Hope, revohies around Prinoess
Leia's effarts to aid the fledgling
Rebellian

Wookiees appear as a fighting force
in the tutorial campaign, where players
will learn the game s basic mechanics
by assuming the role of Chewbacca's
father, Attichitcuk. The Wookiees also
return for the final campaign, in which
Chewie must fight to lberate
Kashyyyk. O0M-g's efforts to crush the
Gungans will be the focus of a Trade
Federation campalign, and the Gungans
make a major appearance as well, The
Gungan campaign culminates with the
clash between the Gungans and the
Trade Federation, While the Naboo
don't have a full campaign of their
own, an RSF division rounds out the
playvable armies avallable in Multi-
player and Skirmish modes.

Securing victory in campaign mode
will reveal cinematics and unlock spe
cial bonus missions. "l call these "What
17" missions,” Gaber says. “We've taken
these battles and given them to the




player as bonus missions, where the
outcome is not predetermined.”
Through these bonus missions, a player
can lead the Rebels to victory at the
Battle of Hoth or take command of the
Gungans to destroy the Trade Federa-
tion at the Battle of Naboo, all without
disturbing current continuity.

The Multiplayer and Skirmish
modes, which both allow players to dic-
tate which armies are involved in a bat-
tle, add another dimension to these
fantasy battles.“Players might assem-
ble a combined Gungan/Naboo force to
take on OOM-g," Gaber says, “Or, they
could array everyone against the Galac
tic Emiplre.”

Multiplayer and Skirmish matches
won't simply hinge on which army can
destroy the other in the least amount
of time. Gaber tells Gamer that Battle-
gﬂ:lr_rnn' Eq_'ru:'r.;ﬂs will have several dif-
ferent options when creating
Multiplayer and Skirmish bouts, Game
styles include “'King of the Hill," where
the object is to hold a specific site, and
"Commander,” in which each player

Star WaRSs:
Battleground
Field Reports

o 1% SPECIALIZED ARMIES:
(WookiEes, TRADE FEDERATION,
MNapoo, GUNGANS, GALACTIC
EmPIRE, AND REBEL ALLIANCE)

w 300 UnigUE LINITE AND
BuUilLDINGS

s 200 Maximum UNITS TO A SIDE

= B PLAYERS PER
MULTIPLAYER GAME

s G SINGLE-PLAYER CAMPAIGNS

w 42 SINGLE-PLAYER MISSIONS
(INCLUDING BONUS MISSIONS)

v 3,000 ART ASSETS

v» 150 CHARACTERS

w 3,500 Lines oF DiALOGUE

w TH MONTHS IN DEVELOPMENT

tries to eliminate specific leaders on
the other sides, While the single-player
campalgns cover Naboo, Kashyyyk, and
a number of additional worlds, the Bat
tleground team is also creating land-
scapes specifically for the other modes

The number of units also represents
a sharp contrast between the two
titles: Force Commander was limited to
fifty units on a side; Battleground will
allow up to 200 units per army in Mul-
tiplayer matches, with even more units

“Battleground is as different from
Force Commander as you can
get while staying in the same genre.”

of play, Portions of Tatoolne, for exam-
ple, will only appear as battlegrounds
in Multiplaer mode.

Finally, even when players have
mastered all of the single-player mis-
sions, multiplayer maps, and skirmish
matches, Battleground will continue to
present challenges thanks to a scenario
editor shipping with the product. The
scenario editor will provide players
with the game’s art set and mission
design tools, “We're giving players the
ability to create scenarios, just like our
mission designers here are doing,”
informs Gaber. “With the editor, players
will be able to design their own scenar-
ios and either put those out on the net
or share them with their friends.”

Force Commander |17

Star Waes: Battleground immediately
invites comparisons to one of
LucasArts' recent efforts, Force Com
mander. Like Battleground, Force Corm-
marnder is an RTS set in the Star Wass
Universe, Gaber is very open when dis-
cussing Force Commander and its influ-
ence on Battleground, but he is also
quick to point out that this new project
should not be considered Force Cam
mander II."Battleground is probably as
different from Fovce Cammamder as you
can get while still staying in the same
genre,” he says. “First off, Force Com-
mander was a 30 game; Battleground s
a 1D game._ 3D is a really different expe-
rience, and it's very contained. 20 give
us much more freedom, in many
respects.”

avallable in the single-player cam-
paigns. This s all in accordance with
Gaber's vision for the product: "1 have
this dream of controlling an absolutely
massive army of AT-ATs and AT-5Ts and
wiping out hundreds of Trade Federa-
tion battle droids,” he grins

In addition, while Force Commander
reguined hardware acceleration and a
robust PC, Baltieground is shooting for
fairly low minimum system specifica-
tions and will not require hardware
acceleration. “We wanted Battieground
to be very accessible,” Gaber maintains.

Probably the most dramatic differ-
ence between the two products, by
ever, Is the fact that Battleground will
use a pre-existing engine licensed from
Ensembie Studios, developers of Age of
Kings. Using the licensed Genle Engine
glves the Battleground team a huge
advantage that Force Commarnder did
not enjoy: “Force Commander was built
from the ground up, three times actu-
ally,” Gaber admits. “As a result, it took
us over three years to finish, Baltle-
ground will be completed in about a
elghteen months.”

"We're going to have a much more
extended beta program,” Gaber prom-
ises. "We're also seeking a tremendous
amount of feedback from the company.
Because Bottleground plays on a rela
tively low-end machine, it's really easy
to get everyone at LEC playing it. We
plan to conduct heavy multiplayer
games until we ship the
product.”
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Cheat To Kill:
Secret Codes
For Demaolition
(uagga's Future Revealed!

u enter codes, access the "Prefer-

ences” screen, under the "Options”
menu, While on the Preferences screen,
simultaneously press R1.and L1 [or R Trig
ger and L Trigger on the Dreamcast). This
will bring up a "PASSCODE" entry option
Lise the directional buttons on the key-
pad to enter any of the following codes.
Press "% to activate the code on PlaySta-
tion; Press “A” to activate the code on
Dreamcast,

w MOVIE_SHOW: Watch all of the vic-
tory movies in sequence, Find out
what Quagga did with his win-
nings!

= SAD_MOVIES: Watch all of the
defeat movies In sequence. Learn
the final fate of General Otto.

= MULTI_CARS: Allows mirror
matches. Discover whao's tougher:
Boba Fett or ... Boba Fett?

= WATTO_SHOP: Unlocks all vehicles
and characters. Have fum
(cheaters!).

w EXTRABUTTS: Enables camera but-
tons. Watch the action from new
perspectives

w [T5_A_TRAP: Allows three enemies
to attack at once. Mot for the falnt
of heart,

= NO_PEEKING: Enables a “random

colection” feature in the shell,
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Battle Engine

Using Ensemble’s Genie Engine has
freed the developers to focus on
Battleground's overall design, rather
than a long list of programming
tasks. It also brings with it a poten-
tial audience: the Age of Kings fans.
"One of our major design mandates
for this game was to please both
the Sme Wars fans and the Age of
Kings fans.” Gaber says. “We haven't
taken anything out of Age of
Kings—there has been nothing that
we couldn’t make work in the con-
text of Srar Wars—we've only added
to the gameplay experience as
much as possible.”

Among these gameplay addi-
tions are aircraft and submersibles,
neither of which appear in Age of
Kings. Players can expect to control
X-wings, Y-wings, Naboo N-1
starfighters, and droid starfighters
during combat. In addition, many
armies, including the Gungans, uti-
lize watercraft. "All of the Gungan
ships are basically subs,” Gaber says.

Along with providing the engine,
Ensemble has given the team sup-
port and advice throughout the
development process. “Working
with Ensemble is wonderful,” Gaber
smiles. “They're going to help us
test the game, and they've revealed
tips and tricks for tuning and bal-
ancing this type of game. They're all
big S7ae Wars fans, so they're really
excited about this project.”

The Art of War
Although the major programming
concerns have been largely
addressed, the Battleground team
still has a sizable task ahead in
terms of art and design. When the
garne ships, it will contaln over
3,000 individual art assets."We're
not sharing any art across any of
the armies,” Gaber says. “"Each army
will have its own, special look. That's
a huge challenge—and it's not nor-
mally done in this type of game—
but it's resulting in some really
gorgecus, civilization-specific stuff”
Gaber defines the overall art

style as "more colorful” than other
LEC Srar Waes products. "We're not
going so much for the realistic,
harsh look,” he says. “We have a lot
of bright colors; all of our player col-
ors, for example, need to be pretty
bright so you can easily discern the
different sides, The game still looks
very much like Stae Waes, but it is
definitely a very colorful game
that's a lot of fun to look at.”

Although the game uses a fixed
camera perspective and is, in
essence, a 20 game as far as the
player is concerned, much of the
artwork will be created in 30.*We'll
be using sprites for all of our units,”
say Gaber,“which means that we’ll
have really beautiful rendered ver-
shons of everything. from kaadu to
TIE Bombers,”

To complete the game and gen-
erate the hundreds of troops, vehi-
cles, and bulldings required, Gaber
has assembled a team that includes
four animators, elght modelers, five
level designers, a dedicated inter-
face designer, twao programmers,
and varlous leads to manage the
team effectively.

Along with actually building the
required models for the game, the
artists also have to spend a great
deal of time designing new Smae
Waes content, such as never-before-
seen units and vehicles, OF all the
armies, the Wooklees have proven
the most challenging in this regard.
“With the other armies, we had a
great deal of reference,” Gaber says,
"Fortunately, Greg Knight (Lead
Concept Artist) and Chris Williams
{Lead Artist) have developed a look
for the Wookiees that combines
wood-based, organic materials with
high technology and metal, We've
come up with some cool designs
based around those combinations.”

Combat Mansuvers
Battieground promises to include
great depth of gameplay and a
wide variety of combat opportuni-
ties for players, largely due to the

unigue nature of each army."For b




L e T

the six armies in the game, we're
including nearly every unit and
ground-based vehicle ever seen in the
filrmys, comics, or games,” Gaber prom-
ises. “We'll have around 300 separate
units, including troops and buildings,
which is more than any other game
in the genre,”

Along with AT-ATs and AT-5Ts,
Imperials will have access to AT-PTs,
speeder bikes, several different types
of stormtroopers, and a host of other
units, Rebels, meanwhile, will produce
hovertanks, tauntaun riders, swoop
bikes, and infantry, among other
units. The team has also invented new
vehicles for each army, including a
"Wookiee speeder” and a Naboo
weapon-of-war known as the Stead-
fast. To further differentiate the

armies, unique units will become
avallable; the "Wookiee Berserkers,” for
example, has self-regenerative prop-
erties that no other unit in the game
will possess.

The team has also worked dili-
gently to bring out the Gungan
army’s full potential. Gaber explains
the appeal of the Gungans: "l really
feel that a biological society, with
almost whally biological units, and
these huge dinosaur-based trans-
ports, is extremely compelling. We've
been able to explore those themes
and have created some really cool
land-based units and arganic-looking
ships. It's a great contrast to the high-
tech, military look of the Empire.”

In addition to the central charac-
ters in each campaign (Attichitcuk, =

Battle for Naboo Vehicle:
Trade Federation Gunboat RPG Statistics

Trade Federation Gunboat

Craf:  Trade Federation
Gunboat

Class:  Waler

.{I:iﬂ: SiE.p00

Size: Large

Crew: Mormal

Passengens:

R

40 kilograms

e

Cargo Capacity:

Lo m

Speed:

Weapon: Heavy Laser cannon

Fire Anc:  Turret

Attack Bonus: &3

Damage: sdeo

e laalliy]

Weapon: [Energy bombs

Fire Arc: Rear

Attack Bonus:  +3

D|1'||j-"l' q'|1:| =

E‘.1||_pr Lo m

Battle for Naboo features a number
of new vehicles used by the Trade
Federation and the Naboo. One of
the most prominent is the Trade
Federation gunboat, deployed to
patrol waterways and swampland
The armared vehicle boasts a twin
anti-aircraft laser turret, which can
rotate 360 degrees, and energy
bombrs.

According to Battle for Naboo's
Project Leader, Brett Tosti, the gun-
boat was designed to allow gamers
to experience Srar Waes combat
from a new perspective—in this
case, from a boat. “As far as | know,”
Tosti adds, “this is the first Stae Waes
game to allow players to control a
boat In a combat situation.”
Flaytesting revealed that the gun
boatwas too vulnerable bo attacks.
“Talsolve tha problem,” Tosti

- -dplaini ‘We justdecided that a

is the bést defense
gunboat gnie of the
| weapins in the

By E

for (NEAE GO

NB4 Secrets:
Battle for Naboo Nb4 Codes

s& the following instructions to
uncover a few of these Easter eggs:
To enter the codes, select "Options”
from the Main Menu, followed by “Pass

codes” At the Passcodes Input Screen,
enter any of the following codes:

» KOOLSTUF: Access arbwork from the
development process, including
concept art and design sketches

= TALKTOME: Activates a running
commentary from the developers
at LucasArts and Factor g,

= DROIDEKA: Provides the wvehicles
with shields similar to the destroyer
drold's shields, offering added pro
tection

w RUAGIRL: Turns all player-controlled
vehicles pink. Mo discernible tactical
advantage here,

w PATHETIC: Receive infinite lives.

w LOVEHUTT: Check out a photo of the
development team,

w WAKEUP: Visit the “music show-

=

FOsOTL,

» EWERDEAD; Everything is subject to
a “one-hit" kil

= OVERLOAD: Increases the rate of fire
in the game.

w ADEGAN: Unlocks “advanced lasers”
an vehicles.

s DRIEKYLL: Watch the wacky “height-
map dancel!”
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Boss Mass, Leia, Vader, 00M-g, and
Chewbacca), supporting heroes and vil-
lains will make frequent appearances
and will be available during Multi-
player and Skirmish mades. Among the
guest stars are Lando, R2-D2, C-3P0,
Queen Amidala, Han Solo, Luke Sky-
walker, Captain Tarpals, Wedge, and
Captain Panaka."We also have charac-
ters from the Expanded Universe,”
Gaber adds. “We drew heavily on the
comics, novels, and other games, You'll
be able to control Dark Troopers on the
Galactic Empire side, for example, and
Mara Jade is in.” Armies with credits to
burn will be able to hire bounty
hunters such as Boba Fett, Aurra Sing,
and even Vilmarh Grahik,

As Battleground armles grow, they'll
eventually gain the ability to recruit
Jedi, dark Jedi; and Sith to their cause.
“We do have a developed ledi tech
tree,” Gaber reveals, “but because we
know that the Jedi are limitad in num-
ber In the movies, especially the Classic

trilogy, we won't have Jedi in every sin-
gle-player mission in the game. The
ability to recruit and train Jedi units
will really reach its full potential in
skirmish and Multiplayer modes.”

As with most other RTS tithes, play-
ers will be able to improve units and
buildings through upgrades and tech-
nology. “We'll have a ton of 5rar Waes
tech,” Gaber promises. “We'll have
scanners and macrobinoculars Lo
improve infantry capabilities. And we'll
have upgrades to buildings; you'll be
able to construct bigger, better battle
droid factorles, for instance.”

Sound will also play a role in differ-
entiating armles. “Many RT5 games
reuse a lot of sound assets over and
over agaln,” says Gaber."But, in our
game, each type of unit needs fts own
sound effects, for each civilization, The
AT-AT has its own unigue sound, just
like a fambaa on the Gungan side will
hawve its sound effects. This creates
another huge list of required assets.”

Many units will respond to player
commands with pre-recorded voice
lines. “We'll have about 150 different
characters with actual dialogue,”
Gaber says. “We have so many charac-
ters because we need to delineate our
speaking units by giving each one a
recognizable voice and a strong per-
sonality. As a player, you'll get used to
what a tauntaun rider or an AT-5T
driver sounds like."

Understanding the inner workings
of each army will be a key to victory.
“You'll need to develop different tactics
for each side,” Gaber advises. "The
Gungans, for example, have the ability
to build underwater; this is a huge
advantage in our game, and it's some-
thing that players will need to master.
As the Empire or the Trade Federation,
players will be able to generate lots of
infantry fairly inexpensively. The Rebels
have stealth capabilities that none of
the other sides have.” Exploiting these
strengths, along with understanding

S1AR WaRrs Galaxies Update!
Imagine the Entire Universe Is Your Playground

m evelopment on Stae Waes Galaxies,
the first-ewer Star Waes massive
multiplayer online roleplaying game
(MMORPG), Is moving forward at a
break-neck pace. The official web site
[www.starwarsgalaxies.com) continues
to be a source for new information on
an almost daily basis. Amang the recent
revelations:

w Fayers will be able to own pets,
including S1ag Waes creatures and
droids.

= Players ean own houses, vehicles,
and a wide array of equipment,

w The Developers are drawing heavily
on the Expanded Universe [games,
comic books, and novels) to flesh
oul the virtual world,
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= Players will be able to fight one
another, if they wish (In Player ver-
sus Player, or Py combat).

= The game will affer a skill-based
advancement system. Players will
learn new skills as they advance
through the game, and Force pow-
ors will be handled as » separate
“skill tree,”

The St Waes Galaxies web site contin
ues to update its list of Frequently
fsked Questions on a weekly basis, and
members of the Development Team
post messages to the site nearly every
day. In addition, the site has recently
announced plans to host lhve chats with
the developers in the near future and
will be revealing the full list of playable
species befone May,

Building a Virtual Waorld:
Concept Art in STAR WaRs
Galaxies
When LucasArts announced its inten-
tion to partner with Verant Interactive
and Sony Online Entertainment to pro-
duce Star Waes Galaxies, a massively
multiplayer online game set in the Smae
Waes Universe, few fans knew exactly
what to expect. The sheer amount of
virtual space required for any MMO is
immense, and fans have been left won-
dering whether LEC can deliver a faith-
ful representation of the Sme Waes
galaxy while producing a game of this
size and scope. That is certainly the
company’s goal, and one of the first
steps in creating an immersive envinon-
mient is often concept art

To better understand how concept
art works in video games, and Srae
Waes Galaxies specifically, Star Waes
Gamer visited with Amie Jorgensen,
who is one of the concept artists work-
img on the MAO.




which friendly unit counters which
enemy unit, will prove vital,

Fortunately, Battleground offers an
In-game tech tree to help players
familiarize themselves with each
army’s capabilities.“This is something
we're catrying over from Age of Kings,”
Gaber says. "Players will be able to use
the tech tree to learn about all the dif-
ferent units before they play the game.
This will allow players to formulate
plans and strategies.”

The game will ship with an in-game
encyclopedia (*Behind the Magic Lite,"
according to Gaber). The text-based
gulde will describe all of the units in
the game in Stk Wars-specific terms
and provide history lessons on each of
the major civilizations and armies.”|
know that the encyclopedia will con-
tain a lot of good little nuggets that
fans haven't read before,” Gaber states,

The March To Victory

Star Waes: Battleground is set to ship in
Christmas of 2001, and the team seems
well on its way to completing the prod-
uct, "Wa've just finished the initial
mock-up of the game and are bullding
scenarios,” Gaber reveals, “wWe have all
the units in the game, in some state—
they might just be coneept art right
now, but they're in and theyne work-
ing." The mock-up version allows the
tearn to continually tune and balance
the game from a very early stage. “We
should have every possible feature
implemented within a month, By the
time Gomer if3 hits stands, we'll just be
concentrating on mission design, tun:
ing, and polish.”

And, the excitement is clearly bulld-
ing on the team, especially with multi-
player functional. "Yesterday, | threw
ane hundred stormbroopers st ane
hundred battle droids.” Gaber tells us
with a smile."Now that was cool” &

Battle fur_Habﬂﬂ on _PE:

Spar Wart Gamer [SWG): Thanks for
taking time to give us some insight into
your job, Arnie. Can you start by telling
us a litthe bit about your background?

Arnie Jorgensen (Al): Sure, My back
H'-:_m-'d i mainly In Sequential story
telling . .. comic books

SWG: Do you have any formal art
school training?

Al Yes. | went to the loe Kubert
School of Graphic Art and Animation for
3 years, | originally went there to study
Animation but then decided to mowe
into Graphic Art for my last two years

SWG: How did you get into doing
illustration

Ak My first job out of school was
working on a summer add campaign for
Rolling Stone Magazine. Then | got an
offer to work at DC Comics an a book
calbed Legion '::j-s_ |_|:|r_|'-.||1!= Back o it, |
wonder how my editor ever kept me on
the book as long as he did: | was harm
ble. From there | went to wark for just
ABoul every ma|or comic house in
America and became a little more

satisfied with my art each month. In
those early years | was kind of getting
paid talearn 1 think

SWG: What was working in the
coamiies industry like?

Al | really enjoyed some ol the
things about the comics industry, things
ltke working wherever | wanbed and just
sending in my art. Also, the people in
comics are on a whole really great to
work with, especially those at DO
Cormbcs, But It was a lot of work. & comic
must come out every month, rain or
shine, which means very litthe time to
take off for things like vacations ofF just
regt, It dossn't matter whether you
want to take a week off to see |.IIII'|_'_-'
for Christmas, because your ook must
come out. | remember taking my work
with me on almost every vacation

SWG: How did you segue into creat-
ing concept art for games?

Ad: | was working at DC Comics on
L& [Justhoe Leag e of BumiErca) whemn |
gat a call from an old friend, Ben Her

mara, who sakd bon Storm was going to

open a comics division and | should
send in some stuff, Well, Pve always
wanted to work in video games and |
figured this would be a good way in. |
got the job, and as it turned out lon
Ltarm trashed the comic division but
kepl mie on a5 a concept artist, So my
plan worked, | still think it was the best
move | ever made, and 1'm happily play
ing more video games now than ever
beforne

SWG: What led you to Verant/Sony
Online Entertainment in Awstin?

Al | left lon Storm to go work fior
a company named Retro Studios. After
about a year and half there, | got a
phone call from a friend from lon, Justin
Randall who said he was woarkii 1 Wit h
a new team developing a Srae W
gamel As they say in comics, nuff said

SWG: What are some of the differ-
ences bebween working in games
and illustrating comics?

Ad: It's different artistically because
vou do concepts rather than finished
sequential art, If | draw a Mon Calamari




& “Here we have a female Bothan In
wear paint and a lightsaber, It was
fun 1o do because the Bothans are
one of the species wherne | kisd &

little leeway in my design.”

with a lightsaber, | don't have to draw
that same guy a thousand more times
throughout the rest of the book, all year

long. & problem that | had
with comics is that | never felt
“done. In games, ifldoa pleoe
and I like it it’s dome

SWG: Coming from
another industry first, what
has been your overall impres-
slon of the games industry?

Al 'l.l".u'u-l:m:.[ in games is &
blast! | love almost everything
aboirt it so far. We have a lot
of creative Input in the ;:lr-::l||
uct, even a product as well
knonsn as Srae Wies, 've said
that I've always loved playing
games, and now being able to
help design them is Swesome,

SWG: What advice would
you ghve to an artist Interested
In working In games?

Al If | planned from school to go
into games, | would set up my portfolio
in a well-rounded way. | wouldn't rely
o I|-"|rIH Ju".1 a F,'l.‘:r:‘ul fexture artist,
modeler, animator, or concept artist. |

Shayl Le"tah, Bothan Scn 4/0G 4 (ledi Investigator): Init +6

(Dew, Improved Initiative); Defense 22 (+10 class, +2 Dex);
Spd 10 my VPANP 3650, Atk #8/%3 melee (2d8s10crit 19-20,
lightsaber] ar +g/+4 ranged (3db6, Blaster pistol); 50 [HE
barter, better lucky than good; 5V Fort +5, Ref 410, Will +3;
52 M FP 7; Rep 6; Stra. Dex vg, Con 10, Int 12, W18 11, Cha 13
Chiillg: Bluff 6, Computer Lse +6, Disable Devioe 48, Lhs

guise +11, Gather Infarmation +g, Hide +g, Listen 47,

Move 5|I||_'-r|l.l:,- +4, Sense Mative +2, Spot +6, Tumble +7
Force Skills: Battbemind +7, Enhance Ability +8,

Farce Push +7.

Feats: Exotic Weapon (lightsaber], Force-Sensitive,
Improwed Initiative, Skill Emphasis IEI-'.Hui'.f."I.'i"fl!'.l )]
Group Praficiency (blaster plstols, simple weapons)

Farce Fealts: A Iti:-.'_-.'_-:l-r'r_rqul_t.ght-..\hﬁr Defense, 5enie,

Equipment: lign'|1'..1lr-r'r. blaster pistel, macroblinoculars,
fake ID.

wient 1o see the movie
for the first time

SWG: From an artist’s
standpoint, what do you
ke most about Stae
Wiies?

AJ: The designs on
Smaw Waes are creative,
The 5mae Wars universe
has a look of extremes,
from high tech to stone
age. | know when com
ing to work that I'll be
able to draw stuff that is
totally different than
what | drews :f'\ll_".llf'l'll'.l.'l:"_
and that keeps it fun

Also there's a real sense
of history that we must work with
SWG: We know that working within
this particular license brings with it
some challenges, along with the (obvi
SWG: Everyone assoclated with this  ously) tremendous benefits. Let's start
project seems to be a Srar Wags fan. with the challenges.
Are you? AJ: The challenge for me is to live up
Al: Let’s just say that I've been wait to what's come before. With people like
Doug Chiang, lain McCaig, and Terryl
Whitlatch to follow, | have to concen
trate on just making my designs look

would learn as many of these skills as |
could, You can get a job by being good

at any one of these disciplines, but your
chances increase when YOu Can da it all

ing ftar this |r.'-|'_: SIACE | Was SEVEn, STAE
Waes, along with The Lord of the Rings,
has helped to mold my life. Almost

Mogget, Mon Calamari Sct 6 (Trallblazer): Inkt +1 {Dex);
Defense 16 [+5 class, +1 Dex); Spd o m; VEOWE 3802 Atk
+6 melee (idy+d, punch) of +§ ranged (348, blaster car
bine); 50 Trallblazing, uncanny dodge (Dex bonus Lo
Defence), wkill m ¥y [Move Silenthy), amphibois, +1
ipecies bonus on Fort saves in molst environment, =1
pi_'-n.1|1:.l on Fort saves In dry erviironment; 5 Fort 44, Rief
., Wl +5: 52 M FP 3; Bep 3 50r 04, Dhex 1, Lon 13,
It 17, Wis 14, Cha o
Shills: .ﬂ.'.rrr.-E;rl'Ir #13, Climb +b6, Computer e +9, Craft
[maps] +7, Jurmp +6, Listen +n, Move Silently 410,
Pilot «10, Repalr +10, Spot +n, viwal #11, Swim +13
Feats: Henolc Surge, Skill Emphasis (Sureival), Star-
ship Operations (Space Transports), Track, Weapon
Group Prof clency (blaster pistols, blaster rifles,
simple weapons)

Equipment: Blaster carbine, modiflied light frelghter,

.'1'_\ 4

everyone on this team came here
because wie are Srae Waes fans, | would A “A male Mon Calamarl. We're try-
ing to explore different skin pat-

terns with our aliens. lt's o TRAP/

like nothing more than to have people
play this game and get the same feeling
af weonder that I,Iw',' had when 1h|":,.'

| lowe Mon Cals ...
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& krayt deagon will pursue a fos wntil £ has 15 meal the relerence books from the

ar the prey escapes the boundaries of the moun miovies and Lake a piece from
taing. it prefers to attack from among the rocks ki gun ard add a plece from
where an opponent must come within range of the that doodad, and whamog, | ve
lo launch an attack of it own Eot acool belt buckle

SWG: How does it feel to
Erayt Dragon, desert predator B: Init -2 (Dex); have your art translated into a
Defense B (+8 natural, =B size, =2 Dex); Spd 15m; 30 model?
VWP 150 geo; Ak 417 meles (2d844g, claw) o Al: To be able to see my 20
+12 melee (4d 6 +1%, bite); SV Fort +21, Ref +4, drawi ng turned imbo 30 walk
Wil #1; 52 C; 5tr 44, Dex 6, Con 40, Int 3, Wis 8, Ing, talking character is really
Ciha 1g; Challenge code: G great, when the artists working
Shills: Intimidate +13, Survival +14. on the model are talented. It's
Feats: Power Attack, Ti kind of a let dowen if the model

ers aren't 50 hot. Fortunately,
or two small lights on around the draw-  I've yet to be disappointed in the result
ing table, and the rest of the room kind ~ with the artists 'm working with here

of dim. it helps me to focus. Also, | have SWG: Can you describe the Star Waes

miusic playing constantly, anything from  Galaxies art style overall?

the Pixies to the Smae Waes soundtrack Al: It's as chose to the movies as we

And | take breaks every now and again can get, with the polypon count that we
Kirayt Drngon. We tned to combine to school people in ping-pong have to work with. We're not trying to
elements from all the published ver SWG: You've already created anum-  set any new “style” here. We're trying to
slons of the creature.” ber of new creatures for Srae Waes miake it St Waes, and I'd say that

Cralaxles, What's been the hardest part already has a pretty good style. §
like they fit into the same universe. The  about that process?

I.|‘I.I||{'F'EI_' % to mald creatures and char Als Jusk |n._|'-;||1|;1l therm look like they

e Into an .rlr-e:.lrl'_-.- l':n:l:.l_lnt: g | oLkl e and breathe b a real world

and make them look like H1|_-_l,l belon g WG What do YOL LS for reference?
SWik; And the benetits? AL I | need to dranw a panther-type

A We'ne going 1o hive people '|'.|II:,' creatune, 'l seemetimes look at a
looking chosely at this
PELLRVE RIS LRI Mabat WValla, Twilek Nbl gACL 3 (Information Brokee]: Init +)
becauss (s Srae Wass, [Dhen); Defenie 20 (+7 class, &3 Dex); Spd o m; VPOWP gBNE; Atk
cxpectations are r!'.'|||:|.' +4 melee (1dy, punch) or +7 ranged [3dyg, sport in_ﬁ Master): 5§

nigh for this to be a Call ir a Favaor re confldence 1, command +3, confact,

great game, and that's a [EEEETTTEETEE e fear —2; 5V Fort +6, Ref &7, Will +7; 52 M;
RIS TDNPEINRT  FF 4, Rep 10; Stroo, Dex 17, Con b, ink 12, Wis w0, Cha 15
realize that peopie are Shills: Appraise +5, Diplomacy +13, Gather Information 1%,
going to look closely at edge (Calactic Politics) +8, Knowledge (Streetwite] +g,
this game and expect it HEn +4 sion [Gambler) +7, Bead/Wiite Ryl, 5
to live up to the S Motive +10, Seanch +3, Sleight of Hand +8 (bonus Mbd class
Wt miystique, and I Speak Basic, Speak Lekku, Speak Byl, Spat 4.
Wi re working our hand- I 3 Eyed, Trustworthy, Weapon Group Proficiency
esh not to disappaint. b i imple weapon).

SWC: A St Woaes Equipment: Sporting blaster, expeniive [Ewelny, regal rabed.
Calaxies concept artist,
what do you do on a daily basis?

panther on the web, then go back to my

Al: Usually the day begins with tabde and draw from memany. On S
checking e-mails to see if anything new  Waes, I'm not trying to draw a panther & “A rather nasty looking Twi'lek
has popped up that might affect my exactly, but rather a creature that has male, Sorme of the Twi'leks ane
grhedule for the rI._q:,' |11|_'-|_=I:.|'|ﬂ!. or same similarities to a |:|:|."|:i'l|=| s this :!‘l\l.l":.l El,'.n:-tl ||'J¢-h.:np_:-l:|hﬂl'"|..htl1
wiliitever Thed | 5.;|:I: to E;_-L'II:I‘ aft. b:,- just process works weell. As far as (I:-nﬂnnu‘: unfortunately it seemd Bib Fartuna

o e Mg a | d,_lr.l ] |_|1.1,.|J|||5-' -;:-n?:.l have one new weapons or eguipment, N go to has given them a b l'-ilp."
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