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adly in ihe Tall o rocap—a kange Wizasds of
the Coast meeting room: Jeff Quaick and |
sat bn a Srar Wt Gamer planning mect
ing HIHH'IIIH likee & couple of 5« |'IJ-CI||.'_ ils. The

podsibilities of our pew magagne seemed limit

bess, an our childhood diesrms of working in the

wiodld of Sear W camee o fruilion. The esormity

of the woik abead of ws had yet (o onush our spir
fh TI""i.‘;" sharted (o get silly a5 we wamed nostal

fic. “You krsovw who I'd love Lo Biing Back im the

magazine! lefl whispered 10 me The meetin "
wiadn T quite emndugh 1o hold erther of our Irber
ests, w0/l bit h.l.:r|1|.|!.:|| | py ety e horse attemndban im
meetings (pause for comedic effect ] "No, who!™
et v rEmmEm bser laxscn, Han 5ol glantd

green rabbit pal from the ofd 7o's Marve! Comicss

"Hioww could | Torpet® He i a Hiooy
I FT FTHTS

i, g T

woil ne thinkeng of something efse

I'm P-"".':"' e e W |_I'FII|'H.!: AF MR

Miorve, far be it from me to questicn the judg
rreEnd of am editor, but §was gosng 1o th K b iy
guns that Jaxon was a Hopjlb Lepes Carnag
rous—pub-lees We weie getting caned away
witth the comspiritorial nature of eur huiskhed

=fimg. "1 thénk it's of ilhe

“meeting-within.a-mi
ufrmost importande thatl we get laxaon on a oover
a5 soon s possible.” beff challemged, smirking

- The HooWh mpercnve] | et onded Hron gy

WETE S0 0Dl

“1 kmow.” hefashehe, W left the meeting and set
aboul beinging you the first three issues

Ored [ miExt Ty msandhs, | tl‘:ll.l_.:|'| i Hrange
that | couldn't setile our disagresment as o
faxwons specied. There seermed 10 e mo mmsenticn in

it Eaterishee STar Want Whrary of Foojib, Leg

Cadmivoroun, of even L son, Was Ehis a mene oser
sight, o were bl Bolles B8 Lcastilrm e ing soamse

thing? Could they be 3 little embarmassed’ Was

these i roam in the Spar Waes mythos for &n
anthropomodphic, chartreuss, Wpsted hase and hes
raller-disco, go-go boated femime fatale comipan
loe, Amialzal Seventies camp s Buge Rowidays,

right? Framkly, | was peltting frustr ated, Perhaps |

wias riding a bit 1oo h _!:l' Fiy PuCiess with the
C-3P corver, bt daen B Candd | ahierys sy "darn (],
|'wels poing to get Jaooeon on the cover of our

wildemess miue!

Down the Rabbit Hole:
The Hogjib Imperative

Gaeal minds think alie imagine my shadk and

wheer Ber Harper at Lucasfilm called

amazer
pidt of nosrhere and '|-_|.||I:|. kil Wi gt

axxnr an be oorvern, Who kreew ! This 54 ue woidkd
I Bact, feature Both Hosils and Lepus Caambaonous

[weith a slightly mod fied spechkes name), The chal

lenge became finding arfists who would apprec

sity oof this assignimeent, though | was

ate the
ceriadn that | could sell themn on Hs inberent ool
neess. However, upon receiving the Hoojlb commis
wbvErhure,

ion for the “Welcome to the Jungle™

Winad Rams responde was less than nthusisstic
Canml they be Ewoks? Please.

Luchily, selling people on dodgy ideas is a pri

mary Tunction af the Art Directon, mot 1o mssntion
Hoo

|

one of my ipecal @i "0 mon Vinod, | saldl

ibes are just like r e ralbbes afe osol, O

you see Watership Down? They're the archetypical

tricksied-herpes. Look 31 Bugs Bunmy, Brer Eabksit
e Trix

the mmicee fdo rves wrlF ey SEevwiaa
Rakbba Thee fact that he hadn't |

s Encoisraging, so | pressed on. “Bedides,

el CImE & mew Concept in

Liie et L g !

[raak Horse Comics tRat thes in pErfectly with all

this; " Srar Waes Ineamies” Infrmiies allows for all
the siranger, peripheral matenal that's babbled up
in the past by
‘camonikcal We're all stoked abowt this. The RPG is

all aboud ruiting arcund these dark, forgoiien oo

|"'.'||'1; { a% ‘officlal,” but not

mers and imagindng what 7 Rabbits weinald be an
ide=sl mascot for this Rsoe. just (hink of fhe ole of

the White Rabbit in Alice in Wonderland,

Sormsthow | managed to tran wfer some of iy

eucitemernt to Vinod, who went on (o Blusirate the
coplest and most dignified Hojib Il ever seen
Talk about pullng a rabbit out of a hat. Unforiu
retely, | weas ol uttery victomous, The Hoopb

adwenture got pruhiesd b Ty & lssue, and Jeff

act, Lepes CEimivOroLs

e

Kyle Humter, Art Directar

wWas fight; lasomn was, in f

St B
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T fell & greal cisfurbancd in (e Forcd

ra@ Waes Gomer had what our pub

lishiEr. .II.'I!I-I'IH}' Wilson, refers to as a
“ralling launch.” Altthough we debuted in
Decemiber, lssue §1 appeared on news

stands throughout January and February.
Mo wwonder we're still getting mail regard

ing lssue #1l Don't get me wrong
bring it up to explain why in lssue &
we're still printing letters that pertain to

:nnly

Issue #, like this one

Distributon Solution

| have finally managed to obtain a copy of
the first issue of your new magazine and |
1h|;|||gh1 that | would take this u;:-|:|1:lr1ur'-|1_!.'
to congratulate everyone related to the
miw STae W license on the launch of the
Srak Waes RPG system. | would have written
sooner, but getting your magazine in the
LI s @ rend pakn. fry chance of distribut-
ing it over here!

Anyway, the new game is easy to learn,
fast to play, and holds a kot of promise for
the ful e .ﬂ||1hﬂ-ugh thei 1!!.'I1h West End
Games took before you will take somae
beating, | believe you are off to a good
start. My enly gripe with the system is the

" A T (s ]
ﬁ}rwﬁj - s

i T"‘ pii 6 b

>

as If miffons of volces suddenly oried out_®

But Issue #1 Will Be With Us

ship statistics; | hope that you will be
addressing the differences in ship maneu
'..'-'_'.'._1!'-|II:|.' and speeds in the futurne.

I thoroughly enjoyed reading through
Issue #1 0t wias well lasd odt and WETY
pleasing to the eye. The adventures were
woell weritben, as were the fiction pieces, but
accompanying game statistics would hawe
added a lot to their value

The Duel of the Fates and Shipbuilding
Secrets articles wene fun to read but ane
nol something that | will have much use
for. The non-RPG articles were gurte inter
esting, and the game information for Mym
from Starfhghber was a nice surprise. | par
ticularly .-r|||1!.--:'|l the articles concerning
the Anzati, although | was a bit disap-
pu:unl:-q_'r_l about not |'|.r-.'l|1t: standard species
statistics for this gruesome race

My favorite piece of this issue had to be
the Marvel Aliens article. | always enjoyed
the old comic series and am pleased that
they finally have a chance to get turned
into game-usable material. Rich Handley
and Joe Bongiomo did an excellent job
with their selection of some of the more

|n1|_'r|_~:.l_||1H species from the serles

We've Come Far!

... Always.

.I'l.n:,'w._q:,'. | el ik ] know witiat | think
of lssue 82 when | finally pet hold of it
May the Sme Waes RPG license be with
yioru . alhwins
Craig C. Atkins

Hastings, East Sussex, England

It is a r|:.1||t:|.' of |iH"rI'.-irI_E that we canmot
distribute Gamer outside of the LS. and
Canada at this time. This i also the case
for our sister magazine, 5tar Wars fnsider,
| kv that's sad | but swch ks the way of
licensed products. We might be able to do
something about it in the future, but for
now this is how things must be,

My advice to you ks to find a Uinited
Ctates or Canadian citizen, befriend him o
her with meaningless promises, and then
[-nldl:,r use hirm of hér as a dupr.' o send you
issuwes. As most Imperial officers are
British. | would X t thit 1ot of behay
ior to come naturally to youw,




It's A Krayt Dragan
Dear Gamer,

Why is your magazine not exactly like
Descos Mogazine? | like the Marvel aliens
and hove the starship name generator
from Issue #1."Duel of the Fates," Under-
standing the Jedi Code,” and the short sto-
rigs were great. Where is the new prestige
class? The question of the month? New
feats, Jedi abilities, planets, weapons, cam-
paign settings? Random bad guy of the
manth? Even the stats for the characters
in thie stodes. Where is all the RPG info?
WEG had the Smae W Adventure Journal
thing going well—that was actually a
valuable and entertaining resource for
S1az Wars Ghs and players.

It's cool that you are supporting Decl-
pher and Lucasirts, Please continue. | play
the CCC, but | buy the mag for the RPG
stuff, just like | buy Descon Mogezine for
D&D stulf,

Mike Moran

Fayetteville, NC

5. Why did | subscribe in October to
Garmer and not receive the first issue in
the mail when it hit the stands?

Our high-paid cohorts at Deacon Mogaerine
were pleased to learn that you enfoy their
magazine, particularly since they throw it
together during commiercial breaks on
Tuesday nights while watching episodes of
Bufy the Varmpire Sayer and Angel.

Srar Wars Gamer bsn™t exactly like
Dracosn Magazine because we all know
from reading comic bookes that if two ver-
sions of the same thing exist in the same
space-time continuum, the universe
explodes. That's a fact.

But seriously, Mike, our magazine is
ehock full of BPG info, and we'ne getting
better with every Issue. [We've started
stealing all of Deacow’s best ideas and
dlaiming them as our own,) If you're still
concerned in a couple of issues, write ud
anather lether or seck professional help.

MNow, about that postscript. This time
I'm seriously serious. Here's the deak:
Subscriptions requine & to B weeks to
process, Dur first issue went out in early
December. If you didn't subscribe before
October 2000, you missed getting the
first [ssue in the mail.

The Last Issus #] Letter

I am officially impressed, Smae Wi Gamer
s WOT just another Stae War magazine, it
ks thie definitive magazine for Sae W
gaming.

"Understanding the Jedi Code™ was def-
initely my favorite part of the issue. | have
a couple bedi in iy camipaign and have
abways wanted to dehve into what makes
them ledi, other than the lightsabers at
their hips. This article gave me what |
needed. "Duel of the Fates™ demonstrated
hows to handle certain combat situations. |

Federation Basicfom JL 8 @ 4 W
B C

Ky Translation & | R
foderution Basicfost W « T B 0
KeyTronslstion ® O P O R
Foduration BasicFort | 0 1 N W
Keylromsletin | 2 3 & &
commend Andy Collins on what couldn
hawve been an easy task, breaking down
the last few minutes of the battle into
game terms, Please include the “Guide to
Intelligent Life” in every issue. | think |
came up with an adventure for every one
of the species listed.
Jan Bowman
Monroeville, IN
A TTTTTTA el S TT T ke T T i

A Font of Infoarmation

Hi. My name is Eric Clark. My question is:
Where did you get the symbols, writing,
and glyphs on your web site? Is there an
actual alphabet your artists use? If so,
where can | get a copy? |5 there a Huttese
language dictionary?

Please make a stand alone Sabacc deck,
| harve my oown version from Crisis on Clowd
City. it would be great to play with a real
one. Thank you,

Erlc Clark
Wia internet

Yes, there is a font of strange characters
called Federation Basic that serves as our
alien "alphabet.” Look at the box above for

a symbol-by-symbol translation of this
enotic font.

My contacts at Lucasfilm tell me there's
no Huttese dictionary, but there is a Srae
Wars Galaxy Phrase Book and Travel Guide
by Ben Burtt that will be published by Del
Rey Books Later this year, which will give
you enough Huttese to stay alive should
you find yourself on the wrong side of
space, Here are a few choice Hultese
expressions to add to your game or your
answering machine message:

U kulte rah doe kamkee kung. You are my
kind of sowm.

Jeeska do sookee koopa moe nanyal Keep
youl suction cups where | can see themi|
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e
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Je killya um pase doe beeskn wurmpa,
Kill e, and ten more will rise inmy place,
Dopo mee guiha, peedunkey? Do you
fieel lucky, punk?

Vo hunka be. Cha wana wankee. It's my
naptime. Leave your message.

And yes, it would be great bo play with
a real Sabace deck. lsn't that an Intriguing
ideal Hmmm ...

Get ‘Em Early

Let me begin by saying., WOW! I love this
new gaming magazine, | have been an
avid Szar Wi fan since 4 months after |
was bormm and an avid BPG pla]"H since |
was 12, | loved the WEG Srar Wass game
and | have every book, adventure, boxed
set, and accessory you can think of. |
eagerly awaited the publication of the
Wizards of the Coast version. My faith in
the designers paid offl | am impressed
with this game, as well as the lavasion of
Theed bowed set,

Your team did well with the mix of fic-
tion, RPG stories, and reviews of other
Srar Wars games coming in the future.
Thank you very much.

STAR WARS Gamon B




You need to save reom or add room for
mare RPG stuff. | also think you should
make special offers to subscribers such
as new token sheets (like the ones in
Invasion of Theed), fold-out maps, and
possibly even new character templates.
You have the perfect forum for expand-
ing and detailing a wonderful universe
enjoyed by so mamy.

One subject not discussed is that of
miniatures. At the very least, I'd like to see
a list of what's available. HEY! That's an
idea—publish a list every six months of
the RPG books and sets available and
what to look for in the future, This could
b invaluable,

Thanks again for a fantastic mag,

Seth Harris
Maonroe, LA

Ouestionabla Behavior
5o far, | love the game. | have some ques-
tions, though. One of miy characters has a
cybernetic limb, and | was wondering if
there will be cybernetics rules coming out
in any new books? Second, is it possible to
have a drold character in the new system?
Finally, | showed the first issue of Smae W
Gamer to my group and they loved that
you gave statistics for the character from
the Starfighter video game. Will you be
giving more statistics for electronic game
characters?
Love the magazine,
Shawn King
Spokane, WA

You know what | love? Numbered ques-
tions. You didn’t start numbsering until
“twen” and, well, actually that was the only

against youl | respond in kind.

We have no plans to print cybernetics
rules in any upcoming books, That doesn™t
mean the magazine won't have them,
though. Second, yes. Had you seen [ssue
#3, you would know that. However, since
yioru wiroibe this letter a couple of months
before Issue #3 appeared on the news-
stands, that oversight is forgivable. Finally,
yes, wie will provide mone RPG stats for
LucasArts game characbers and pretty
miuch everything other non-RPG-related
thing that appears in the magazine. We
have heard your cries to include stats with
fiction and video game previews. We lis-
ten because we love you.

number, But there's no reason to hold that (Continuwed on Page 113)
CMTTTTTT A TTT TR TA i T T
. Page 213, under Starfighter Page 241, under Luke Skywalker entry,
Imperial Dispatch:  mcus s eney fistipdtrty
E E Skill Points at Each Additional Level should ~ Master Mind should be Master Defense,
ﬂmE ﬂ'ﬂtﬂ be 4 + Int modifier, not 2.

i 248, under Cerean Commoner entry,
EHI'I:E.EtIIJ.I'IE Eﬂd Page 226, under Qui-Gon Jinn :Eﬁpndn Features
Clarifications from stabietics, ndar Fork feats 11 Add 42 .

Knight Mind should be Knight Defense.
the 57R Wars RPG e Attt L
Fage 2z, Table 1=3: Enight Defense should be listed as a Force  Change the following: “+2 bonus on Sur-
Notable Dexterity Scores ] Feat, not a regular Feat. vival checks" to “+2 bonus on smell-based
The madifier for Obi-Wan's score [18) Search checks.”
should be +3, not +4. The modifier for Page 230, under Darth Sidious statistics
Darth Maul’s score (19) should be +4, Darth Sidious should have 32 Dark Side Page 249, under Sullustan Commaoner
not +5. points, Darth Sidious should have g Force  enbry Bjpig:

Points, not 2. Strength score should be 1o, not 8. Consti-
Fage 1o, under each Prestige Class entry tution score should be 8, not 10. These
The Vitality die listing is a feature of the Page 231, under Sebulba entry, under 50Q were accidentally switched,
prestige class, not a requirement needed Add the following: "Great Shout—Sebulba Under Special Features, remove bonus
to take a level in the prestige class. can inflate his throat and issue a bellow feat (Track). Also, replace "+2 bonus on all

that can be heard over a distance of 3600  Listen and Spot checks™ with “+2 species
Page 113, left column, under Class Fea- meters.” bonus on Climb and Listen checks.”
tures, under Weapon Proficlency Change the following: "+4 to Climb/
Repeating blasters should be replaced Hide/lump checks” to “+2 to Climb and Page 250, under Gungan entry
with heavy weapons. Jump chicks.” Under 50, add Hold breath,

Under Special Features, add the follow-

Page 213, under Starfighter Ace Require- Page 240, under Luke Skywalker entry ing:"A Gungan can hold his breath for a
menis entry, Feats line should reac: Will save should be +g, not +5, number of reunds equal to 25 times his

Feats: Starship Dodge, Starship Operation
[starfighter].

10  WOLUME | HUMBER 4

Constitution score before he needs to
make checks against drowning.”
(Continwed on Page 129)




A 15t-level sooundrel gets a +5 bonus to his
Diplomacy skill checks for buying or selling
ilicit goods—but Diplomacy isn't a class
skill for scoundrels] 1t's the same with a
fringer's Jury-rig and Repair skill checks. Is
this intentional?

Wes. For a Frmger_ the point was (o skress
the lack of technical training but offset it
with “tinkering.” For the scoundrel, the
skill list was already long, and we wanted
Diplomacy to be the domain of the noble.
in both cases, we prowided a bonus to
cross-class thills a4 imncentive bo take the
skill [fr.pfri.llernr a3 frir‘lger. wiho can
choose the Repair skill a5 one of his '.ﬂud.lp-
bive Lq_'.irning"l.kllhr Diplemacy can (73
used untrained, 5o it made sense to give
scoundrels a +5 bonus for the situations at
which scoundrels excel—haggling for
conftiaband—and leave real Diplomacy to
the nobdes and diplomats.

The nilebook seems to indicate that a

character can never be higher than 2oth

bkevel. s that really the upper lmit?
Far the purposes of the nilebook, yes. By
the tirme a character reaches 2oth level,
she willl have done nearly everything
there ks to da n the universe, and chal-
lenges that knterest her will be few and
far between—swell beyond the scope of
thiz nulebook to describe. it's possible that
future supplements could detail rules for
high-level play in the Szae Waes galaxy

I'm thinking of taking “Jedi" as a profes-

shon skill. Does that make sensed For that

matter, what counts as a "profession?”
The Profession skill is better used as i
backup vocation, rather than a reflection
of what your character does. Profession
reflects having learned the ins and ouls
of a type of job—lawyer, doctor, waiter,
teacher, or what-have-you, the skill
allows you to determing how mudh
maoney your character makes ot that pro-

12 vOLUME | MUMBER &

Answers To Your

HOLONET TRANSMISSION

Srtar Wars RPG Dilemmas

BY /D WIKER

fession for a week's work, Unforfunately,
it's not exciting work—even for & ledi—
and gobng out and being hergic thould be
your character's goal

If you take your class as the type of
prﬂﬁ:;s.in:ln for the Profession skill it
reduces your character's exploits to a
once-per-week skill check to determine
whether of nol e &arns his I:-r.-ep.
Unless your Gamemaster is partic ularly
detail-oriented, you shouldn't have to
WY about such Lrivid. Wodr ||:||'.'| a5 a
hero is to go out and save the galaxy,
nat to prepane IrE.tl briefs, Bive phj‘il-
cals, serve salads, of grade exams.
Unless you rrall:,r want toroll a die to
determine whether your Jedi has medi-
tated to the satisfaction of the Order
this week, skip taking Profession (Jedi),

Can | use Herade Surge bo act before my
action comes up in the inltlative order?
M, On your turn you can use the partial
action from Herole Surge immediately
before or after your regular action, if you
weank to “act out of turn,” you must delay
your action from the previous round.

I was going over the sample drobds in the

book, and I've noticed that their skill

points don’t add up comectly. Am | missing

some important rule about drodds?
Uinlike other entries in the book, drodds’
skills are listed as thelr base ranks in the
skill—not as the rank plus ability modi
fiers pdus miscellaneous maodifiers , This
was done because a drobd's skill ranks are
reprogrammable (see page 286 of the
core rulebook); you can swap out ranks in
one skill for ranks in another skill, giving a
protocs drold ranks in Filot, for example,
The intent was to avoid having to sub
tract abdlitles score and other modifiers
before determining how many ranks
could be exchanged.

Speaking of droids, what purpose do the
shields serve on a destroyer drold? They
don't seem to affect its Defense at all,
What do they do?
The shields on a destrayer droid func-
tion only when the droideka is in walk-
ing made 'I'hcjl are g:n:r.rll.-d hj’ ]
starship-class fusion engine housed in
the bulb at the juncture of the destroyer
droid’s legs. The power output is so high
that the shields recharge instanta-
neausly funfike a starship's shields,
wihich cover a larger area and take a
while to recharge).
5o, rather than providing shield polnts
fas with starships), the shields an a
destroyer droid provide the drold’s
damage reduction (DR), as noted in the
Special Qualities (5Q) portion of the
destroyer droid's stat block. Whenever
the destroyer droid is damaged, the
shields stop the first 15 polnts of dam-
age, with the remainder overpowering
the shields and inflicting damage to the
drgdd, The shields then Instantly returm
to full strength—powered by that limit
less fusion engine—before the mext
shiot can land.

When you spend a Force polnt, you get a
bonus te d2o checks for the next round
util you act again, Do you roll separately
for each task?
Mo Roll ance when you spend the Force
point, and note the total—and at what
point (the initiative number) you spent
the Force point. This is your Force die
banws. Until that same initiative number
iri the next reund, you'll add that number
i thie die rell whenever you roll 3 d2o .

in arder for my character to switch toa
Force-using class, | have to purchase the
Force-Sensitive feat instead of gaining it
autamatically, like a wt-level character
does! Why this restriction?




The penalties for changing claises are
mimor, 50 if a character can gain the
Force-Sensitive feat just for multiclass-
ing to a Foree-using class (even for one
bewel), a lat of characters would pick up a
bevel or two of ledi guardian to gain the
free Force feats. That would make Force-
users a lot less special, Insisting that the
character use a feat to become eligible
for a Force-using class is a way of mak-
ing the player consider how im portant
using the Force is to his hero.

all, becoming sensitive to the Foroe does
not wipe clean a character's moral slate.

It looks to me like the Move Object skill is
open o all kinds of abuse, Why can’t | just
nisdge someone out of an airspeeder mov-
ing at high speeds over rocky terrain, or
switch off their air supply while they're in
an environmental sult? just how fine of a
control does Move Object have, really?
Move Dbject books powaerful at first
glance, but when you look at the rules in
the context of the uses we we in the

Observations & Clarifications

It doesn't make sense that | can suddenly
become sensitive to the Force just
because | picked up the feat during my
adventuring career. Shouldn't | have to
take the feat at vt bevel ar not at all?
The GM could Impose that restriction,
but that limits players’ freedom of
choice, which is never fun, You could
easily rationalize that the heno always
had some latent ability with the Force
that never surfaced until she took the
Force-Sensitive feat, A GM could even
build the hera's burgesning awaneness
of the Force into the adventures—
prompting him to seek training.

How can a character in the Rebellion Era

Just become a bedi after znd level, with-

out any Jedi around to teach him?
The GM ean handle this in a number of
different ways. but the important thing
is to make it fun for the players. The GM
could rube that without a teacher, a
character can never gain maove than one
level of Jedi; conversely, the GM could
treat all Fosce skills as cross-class skills,
even if the character has the Alter, Con-

mavies, the intent becames fairly chear:
Mave Object lifts and mowes objects. It
doesn’t allow you to operate fine instru-
ments as though you were holding them
in your hands. You couldn’t switch on a
lightsaber and have it “fight for you™
wihile you do something else, for
instance. The contral Ba't that fine,

That still doesn't address the question
of throwing people out of open hatch
ways of dropping them into smelting pits
of whatever. Assuming the target can
grab hold of something, the GM should
allow the target a Reflex save to aveld
being throwm around, with a DC equal to
the Force-user's Move Object check—and
the GM should probably allow the target
to add a positive Strength modifier to the
save, Of course, the odds of being able to
hang on against the full power of the
Force are fairly slim. Force Defense can
help if the target is a Force-user—and
bweo can play at that game, With a high
encugh Move Object check, a Force-user
thrown from a great height can simply
float gently to the ground,

AR, Padawean . .. the will of the Force is
never gasy to know, While we'll explore
thils conoepd miuc h e i I-'u:-n:uughlj' n
The Dark Side sourcebook, the best way
to measure evil intent is to determine
whether there was ever a moment whien
it became clear that thene wis no point
in killing any more of the solders. In
some situations, that point occurs very
early—the character might have con-
winced the soldiers, for example, that
“these aren't the people yoarne looking
for"{using Affect Mind or plain old Bluff).
At other times, that point never comes—
the opponent fights to the death and
refuses to yield or run away.

But if that point came—and the playes
clearly recognized it—then carrying on
afterward was overklll Cverkill is almost
ahways a sign of either hatred or fear,
bath of which ane clearly of the dark side.
Buit, before you decide that the character
acted improperly. congidéd whiether he
had less drastic means of subduing the
soldiers, If there's any doubt in your mind
fand the player might present a very con-
vincing case], don't award the Dark Side
Point—baut make it clear that you'll be
examining the character’s motives for the
next fow sessions, IF he's trying to play
wiithin the spirit of the ledi, then he
won't do anything questionable during
that time, and he'll have proven his char-
acter's “innacence.”

Does a character still get Dark Side Points
when dolng something evil if he doesn’t
spend a Force Point in the process?
Oh, yes, young Padawan. The dark side is
ahways watching—whether a character

trol, or Sense feat prerequisite. (OF
course, the character could still purchase
Empathy, Enhance Ability, and Friend-
ship as class skills.) If that's too daunt-
ing. the Jedi hopeful could go on a quest
to fimd a dedi Master or infiltrate a vil-
lains stranghold to obtain a long-lost
Jedi hielacnomn,

Can non-Force-users gain Dark Side Points?
¥es, they can. Keep track of such a charac-
ter's Crark Side Points in case they ever
purchase the Force-Sensitive feat. After

A Jedl character in a recent game session |
ran got Into a series of incidents that cul-
minated in him wsing a heavy blaster
mounted on a vehicle to wipe out a squad
of local soldiers who were detaining his
companions. He sald he was acting out of
self-preservation, arguing that were he
captured, the Jedi-hating soldiers would
execute him. 5o | gave him a Dark Side
Polnt, but he sald he shouldn't get one.
What do you think?

calls an the Force or not. When a charac-
ter does something evil, the dark side has
found a way in, and it doesn't matter that
the character hadn't opened himself up
to the power of the Force. §°

Got rules guestions"
send them to:

HoloMat Tra
c/o Star W

Apa i1 Lil
Lamer,
P.O. Box 707
Rentan, WA 88057
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O3: Tree-Huggers

ILLUSTRATED BY DAN VEESENMEYER

Rogues Gallery is a recurring feature that shows character portraits
around a theme. Each partralt is sized to fit in the “character |Hus-
tration” box on the back of the Star Waes character sheet. Players
can use the portraits as depictions of their heroes, and GMs can use
them as characters for the heroes to encounter, Have you got a
theme you'd lke to see in Rogues Gallery? Let us know|
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Deep Spoilers

By Ryper WINDHAM

JLLUSTRATED BY OLE SORENSEN




Gungan danced at the starting line, frantically waving a
fan of translucent opee fins. The crowd roared within
the great bubble of the Otoh Gunga Garden, muting
the engines of thirty-two bongo subs as they
blasted out of thelr pens and gurgled onto the water track.

The Otoh Gunga Challenge was open to anyone with a single-
engine sub that could achieve a speed of at least 100 longos,
fast enough to outrun a klaa fish on its best day, Weapons were
not allowed, and military subs were prohibited unless they had
been decommissioned. Beyond that, the rules were as wide
Open a5 an Opee’s eyes.

The contending subs had varied designs, but all were rigged
for speed. Some were organically engineered monobubbles,
with single hydrostatic field canopies to protect the cockpits.
Others were the more prevalent tribubbles, with their port and
starboard compartments sealed and flooded. This left the
“blinded” sub with only the forward cockpit bubble, enabling
the power unit to direct more energy to the electromotive field
generators. Some cockpits carrled three Gungans, but most con-
tained a single pllot.

The bongos sped out of the launch pool and into the half-kilo-
meter-long water-filled race tube that wrapped around lower
interior of the Otoh Gunga Garden. The race tube led to a portal
that emptied into Lake Pagnga, where the race would continue.
Commanding the early lead was the Opee Fleer, a decommis-
shoned military sub with a crew of three. Compared to the
sheeker designs, it was a cumbersome vessel that needed to
show down to make the sharper turns, but its breadth magde it
difficult for okher subs to pass it in the narrow race tube. Pursu-
ing the Opee Fleer were three blinded monobubbles piloted by
Tup Tup Grizbain, Friggy Squig, and Zak *Squidfella” Quiglee.
After them came the purple custom-grown monobubble bongo
helmed by Brooboo Seep, the oldest pilot in the race and
favored by many on the Rep Council,

The first five subs tore through the portal and into the dark
waters of Lake Paonga. Spectators in Otoh Gunga Garden
quickly redirected their eyes to the large orb-shaped monitors
suspended from the arena bubble's ceiling, but others kept their
gaze on two subs that were still heading for the portal, oper-
ated by Spleed Nukkels and Neb Neb Goodrow.

Humming to herself as she weaved past a broad-bellied
bonge, Spleed Nukkels felt downright cozy in her blue blinded
monobubble, with its distinctive elongated forward diving
plane. Her wake flipped the broad-bellied bongo into a roll, spin-
ning it toward the green, custom monobubble bongo hounding
her tail. In the green bongo, Neb Neb Goodrow was chewing on
a stick of gimer bark. Neb Neb's bongo had a bulked-up engine
with rotating, clipped electromotive fins that allowed for tight
turns. Certainly it was not the design of these two bongos that
captivated spectators; rather, it was the reckless manner in
which the two Gungans steered them,

As Spleed and Neb Neb accelerated through the race tube,
other bongos got out of their way. By the time they reached the
portal for Lake Paonga, they were traveling side by side and had
Ieft a dangerouskly churning wake behind them, While the trail-
ing bongos slowed to navigate through the swirling bubble
trail, Spleed and Neb Meb bolted after the leading subs.

Early in their racing careers, Spleed and Neb Neb had been
accused of collusion by their competitors, Working together to
ram or drive other bongos off course was not allowed in any
official competition, These accusations ended after race officials
reviewed recordings of the two in action, and determined that
Spleed and Neb Neb were indeed competing against each
another, The problem was that they weren't competing with
amyone else, As Spleed had been widely quoted, “Mesa racen
Neb Neb Goodrow. Everybody else just inda way”

Mot surprisingly, several bonge racers had submitted requests
to have Neb Meb and Spleed banned from the sport. The com-
mon gripe was that they were too reckless, that they had given
the sport a bad name. Squidfella Quiglee stressed that unless
officials revised the rules of the game, it was only a matter of
time before Neb Neb and Spleed's breakneck antics got some-
body pasted. Responding to Squidfella’s accusations, Spleed
commented that any racer who worrled about getting pasted
should stay at home. Neb Neb laughed, adding, “Squidfella’s got
mesa un Spleed all wrongo. Mabee wesa lookee reckless, boot it
taken a botta skill to blast past da otter racers un let dem lve”

Squidfella Quiglee had gone so far as to file official charges,
cosigned by his fellow whiners, Tup Tup Grizbain and Friggy
Squig. Unfortunately for the disgruntied trio, the charges were
tossed out by the Gungan race commissioner and never reached
the Rep Council,

The Opee Fleer maintained its lead and was the first bongo to
reach the buoy making a confident, wide turn before heading
for the next transport tube, a floating construct tethered to the
lake floor. The tube had a larger diameter than the one in Otoh
Gunga Garden, and its five-kilometer length spiraled downward
along the continental slope to the water-filled underwatenways
below Lake Pacnga. Dozens of orb-shaped remote-seein devices
floated beside the transparent tube, ready to broadcast images
of the race to the spectators in Otoh Gunga Garden.

With a great burst of speed, the Opee Fleer shot into the
transparent tube, followed by Squidfella, Tup Tup, and Friggy.
teconds later, Brooboo Seep's bongo entered the tube. Brooboo
had his eyestalks trained on the tall of Friggy's craft when Neb
Neb’s green bongo shot underneath him, its wake propelling
Brooboo toward the tube’s ceiling. Brooboo pushed down hard
on his controls, sending his craft into an angled dive. Spleed's
blinded monobubble soared over his canopy and forced him to
execute a tight roll to avoid collision. As Brooboo straightened
eut and watched Spleed's blue bongo 20om ahead of him, he
realized he was holding his breath. He sucked in some air,
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DEED briefly wondered whether he should retire
: fram bongo racing, then stomped on the
Spc'ﬂera accelerator,

Spleed shot past Meb Meb and came up fast behind Friggy. She
did not have to look at her navigation sensor ficld indicator to
know that Neb Neb was right behind her and would try to over-
take her before reaching the end of the tube, Even if she had
looked at her sensor, it would have been little use, since it was
still broken from the fost race. In front of Spleed, Friggy was
maintaining a long twisty, steering his sub through a controlled
roll in an effort to prevent Spleed from passing him.,

“Tube hog.” Spleed muttered, then sped forward, aiming for
Friggy's fins.

Seated in his spectator box in the Otoh Gunga Garden bub-
ble, Boss Mass grinned as the bongos—yisible on the Garden’s
large monitors—careened through the race tube in Lake
Pagnga. However, the ruler of Otoh Gunga was nok looking at
the monitors but at the gathered crowd. Naturally, many of
them were, like himself, Gungan bongo racing fans, but there
was also a new element to the audience.

fourisls,

And not just the human population of Naboo, although they
were well represented in Otoh Gunga Garden that night. Boss
Mass had to admit that he would have had difficulty distin-
guishing one humanobd species from the next were it not for
their clothes. In his eyes, the Naboo dressed better.

Since the Battle of Maboo, word had spread of the courageous
and resourceful people that had crushed the Neimoidian Trade
Federation. Although Boss Nass was immensely pleased and
proud of his alliance with the humans of Naboo, he was even
maoie delighted by the countless representatives of Republic
planets who had contacted him personally, requesting visits to
Otoh Gunga and audience with the Boss who commanded the
GCrand Gungan Army, With great discretion, Boss Nass had asked
around about whether Theed had received as many requests
from eutlaurnders, I the information he had gained were true,
Otoh Gunga was definitely the more popular destination.

As it showdabe, he thought—and without any malice what-
spever to the brave citizens of Theed.

Theed was a city rooted in soil and exposed to sky, like so
many other cities on Republic worlds. Otoh Gunga, on the other
hand, was mysterious, Far below the surface of Lake Paonga,
Otoh Gunga was unaffected by clouds or starlight, representing
the most advanced underwater civilization im the known galaxy.

Boss Mass narrowed his eyes and surveyed the crowad. He rec-
ofznized some of the mare distinctive alien species, including
contingents from Duros and Moonus Mandel, who winved
penants that displayed the names of their favorite racers, It
seemed that everyone had been caught up by Bongomania,

Boss Nass noticed one of his advisors, Rep Teers, hopping up
to his box. Rep Teers leaned close to Boss Nass and said, "Da
ithorian ambassador sayen dat da Otoh Gunga Challenge is
mure exciten dan da Podracen on Malastare!”

Baoss Nass grinned. He did not know anything about Podrac-
ing, but if the Ithorian ambassador thought it was inferior to
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bango racing, that was good enough for the Boss.

Suddenly the crowd gasped, and Boss Nass followed their
collective gaze to the monitors. “What gooie-on?|™ Boss Nass
demanded. "Where da replay?”

Boss Nass had missed a crash in the race tube.

e -
= it

“Cuches,” Neb Neb Goodrow commiented as he steered deftly
past the wreckage of Friggy Squig's bongo, just before the
arganic race tube—engineered to eject slow-moving objects—
opened at the side and spat the demolished sub and its
seething pllot into Lake Paonga,

Meb Meb wondered, What was dat lame-noggin bimken?! Any-
one who perpetrated a twisty in front of Spleed Nulkkels was
about as stupid as . .. well, Neb Neb was at a loss for an appro-
priate metaphor. Sometimes, Neb Neb suspected that Splesd
fived to teach painful lessons to show-offs like Friggy The
instant Spleed’s extended diving plane had tapped Friggy’s fins,
she threw her sub forward and pulled up sharply, forcing his fins
back against the underside of her bongo. Friggy might as well
have steered into the side of the tube on purpose,

Distracted by Friggy’s lack of brains, Neb Neb almost did not
see Brooboo Seep creeping up along his starboard side. Neb Neb
wagged his side stabilizers, which alarmed Brooboo and made
him show down, then sped after Spleed's bongo.

Spleed was right behind Squidfella Quiglee and Tup Tup
GCrizbain, who were swerving along the interior of the tube,
apparently working together to prevent Spleed from slipping
past. Neb Neb dropped below Splesd and maneuvered into a
narmow apening between Squidfella and Tup Tup's bongos. Neb
Neb heard his engines whine as he swooshed between his rivals
and was swept up in the wake of the Opee Fleer, which was
nearing the race tube's exit. As the Opee Fleer approached the
mouth of the tube, Meb Neb deftly hurtled past the larger sub
and maneuvered in front of it, then swerved out of the tube and
into Lake Paonga.

The Opee Fleer hit Meb Meb's hard wake, shuddered, and
slowed. The over-eager Tup Tup slammied into the larger sub's
stern, nearly pulverizing both bongos. Squidfella frantically
steered his bongo past the disabled vessels and miraculoushy
exited the tube without damage.

Spleed shot from the tube after Squidfella and Meb Meb,
stealing a glance to check on the other racers. She spotted Tup
Tup, who had abandoned his damaged bongo and was rising up
to the surface in his escape bubble. Then she locked eyes on the
cockpit of the Opee Fleer, in which three Irate Gungans seemed
on the verge of strangling one another,

Spleed steered through an open crevice and plunged into the
dark depths. She caught sight of Squidfella’s navigational
lights and chased his bongo, gliding past a school of lumines-
cent fish. Spleed couldn’t spot any remote-seein devices in the
crevice, but a moment later she saw why: An electric kreetch
eel was chomping on the last one—quite a disappointment to
the eager spectators back at Otoh Gunga Garden.




The eel ignored her, so Spleed accelerated and came up along-

side Squidfella’s bongo. Perhaps Squidfella had noticed that the
remote-seein’ devices had been eaten, or maybe he was frus-
trated with Spleed's tenacity. In any event, without any specta-
tars watching aver him, he smiled at Spleed, swung his bonge
to the side, and rammed her hard.

Spleed gritted her teeth but kept her composure, Swerving in
front of Squidfella. Up ahead, she saw Neb Neb's bongo angling
through the cavern. Squidfella rammed her again. This time
Spleed slowed down, figuring that she would let the goon pass
her, but then felt Squidfella’s bongo slam her a third time.

He wasn't passing.

4pleed flashed her navigational lights three times at Neb
teb, signalling him that she was in trouble. Traditionally, racers
used the signal to warn others of dangerous beasts, but under
the circumstances, the signal seemed in order. Squidfella
slammed her bongo again, shorting her lights. Spleed didn't
want to be anywhere near him, but she didn't much like the
idea of flitting about in the cavern without lights.
Fortunately, she still had engine power. She tight-
ened her grip on the controls and sped after Neb
Web's sub, with Sguidifella chomping at her fins.

She lost sight of Neb Neb's sub, the only light
source coming from Squidfella’s bonge behind
her. She threw her sub into reverse and bounced
off Squidfella’s hull.

Bright lights appeared from behind a jagged
outcropping of volcanic rock up ahead. Spleed could see Neb
Meb's bongo. He had seen her signal after all and turned about.
Web Meb sized up the situation in an instant and headed for
Squidfella, aiming his forward diving plane at Squidfella’s cock-
pit canopy. Squidfella’s eyes went wide as his rival's diving plane
pierced one of the canopy braces, Spleed spun around in time to
see the momentary collision, a flash of light, and the look of
horror on Squidfella’s face as water sprayed him through cracks
in his canopy.

While Squidfella tried to secure the canopy and halt the leak,
Meb Neb and Spleed gazed out through their own hydrostatic
canopics to see Brooboo Seep tooling through the open water
in their direction.

Spleed’s navigational lights came on, as if on cue, She smiled
and stuck her tongue out at Neb Neb, and then both took off,
leaving Squidfella with his sinking sul.

Brooboo Seep's purple bongo was now in the lead, followed
by Neb Meb and Spleed. Brooboo emerged from the crevice,
returning to Lake Paonga, then skirted around a marker buoy
and headed for an underwater mountain, The racers veened
toward a narrow, rock-walled tunnel cut through the base of the
mountain that would take them back to Otoh Gunga Garden
and the finish line.

Web Neb and Spleed cleared the crevice and chased after
Brooboo. The three submersibles knifed through the deep
water, racing over the mountain's foothills and toward the pas-
sage. Several remote-seein’ devices bobbed around the tunnel's
entrance.

Neb Neb's sub lifted and rolled. The daring Gungan feit his
long earlobes flop against the celling of his upside-down
bongo’s canopy, and he stomped on the accelerator. The ol was
a deliberate, perhaps even clever attempt to make an inverted
pass over the Brooboo's bongo and gain the lead, There was
only one problem with Neb Neb's tactic: Spleed was attempting
the exact same manguver,

The collision was spectacular, There was a loud whummyf as a
bright spark flared between Neb Neb and Spleed's bongos,
which had swung directly over Brooboo Seep’s sub, and an
explosion of bubbles spilled outward in all directions, The blast
pushed down on Brooboo's bongo, tearing at his sub's rotating
fins and causing him to swerve, but Brooboo held his course.

Neb Neb and Spleed were less fortunate. Spleed's forward
diving plane had been sheared off, Neb Neb's starboard buoy-
ancy tank had ruptured, and both subs were spinning toward
the jagged cliffs of the underwater mountain. As Brooboo van-
ishied into the tunnels dark orifice, Neb Neb and Spleed

The collision was spectacular.
There was a loud whummfas a

bright spark flared between

Neb Neb and Spleed's bongos.

punched their respective ejectors, and both pllots—still con-
tained within their hydrostatic cockpit bubbles—were cata-
pulted, seats and all, away from their subs, A sphit second later,
their bongos crashed into the mountain, spraying debris across
the lake floor.

The two ejected bubbles carried thelr occupants up from the
depths, rising with a current that flowed past the side of the
mountain, The bubbles were close enough that Neb Neb and
spleed could see each other, and they exchanged knowing
glances. Having crashed in previous competitions, they could
easily anticipate what would happen next. They would have to
face their sponsors, who would no doubt be angered at the loss
of the expensive bongos. Then there would be the outcries from
the sport’s critics. Dubbed by bongo racers as “fun-boggers.”
these were the clean-up squads and safety consultants, conser-
vation groups and concerned parents, all of whom would be
relieved and delighted were bongo racing abolished.

Despite these concerns, both Neb Neb and Spleed took cer-
tain comfort in one additional bit of knowledge: They were
famous. By the next Otoh Gunga Challenge, some race enthusi-
asts would have to consult a datapad to recall that Brooboo
Seep had claimed the last trophy, but nobody would forget the
incredible crash and the two Gungans who had survived it.

Neb Neb and Spleed's hydrostatic spheres broke the water's
surface, and the Gungans squinted at the brightness of the
daylit sky. They deactivated the upper half of their spheres, leav-
ing each of them sitting in a transparent saucer. Although nei-
ther had won the race, both had survived, which was reason
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Dm enough to perform their post-race ritual. As

'l they were rocking with the waves in their
SDO‘ m floating hemispheres, the ritual’s degree of
difficulty was increased greatly, but both believed that to forego
the ritual would almost certainly bring bad luck.

Meb Neb and Spleed faced each other, nodded once, then
spoke simultaneously: “Mayda bubbles always bees behind
yous.” Then they cocked back their necks, hawked, and spat high
into the air. With some satisfaction, they watched the twin gobs
of saliva arc over the water and collide with a stomach-churning
splat. Their aim was true and thelr good luck was intact.

Or 50 they thought,

A AL e
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“Yousa revoken uss-ens bongo licenses?|” exclaimed Spleed,
who stood beside Neb Meb in the Otoh Gunga office of the
bongo race commissioner, Cova Burmooze. Hearing the words
“revoken” and “licenses” in the same sentence, Neb Neb looked
like he was about to fall ill. it was bad enough that Cova didn't
believe a word they'd said about Squidfella Quiglee. It was even
waorse that Squidfella’s bongo had been found empty in the
crevice, and that no one had seen him since the race. Even worse
wias the fact that Neb Meb and Spleed were widely suspected of
having killed Squidfella in the crevice. But now, having their
lcenses revoked . .. well, that was the very worst indeed,

“Da Rep Council,” Cova informed the devastated pair, “also
suggest-ed yousa showdabe thrown inda lock-up place until
wesa know Squidfella Quiglee isa live, boot Boss Mass say dare
gotta be mure evidence. 5till, a lotta Gungans isa callen youse
deep spollers, un a lotta elders isa pitty irate wit yousa for
boomin yousa bongos into da mountain.” ]

“Dey wowdabe mure heppy if wesa got pasted?” Neb Neb
asked with genuine concern, unphased by Cova’s remark about
“deep spoilers.” Neb Neb and Spleed had heard that one before.

Cova shrugged. “Da elders say da moutain is sacred.”

“Sacred?l” Spheed sputtered, "Wesa broken no rules! Wesa no
da ones dat putta tunnel threugh dat mountalnl Since when is
dare no crashen law in an official bongo race?”

Cova ignored Neb Neb's remarks, "Yousa duey crash-ed at da
wrongo time. Da Rep Council gotta complaints about bongo
racen. S5ome sayen too nolsy, some sayen too messy, some sayen
possible maxibad gamblin and corruption—"

*Camblin and corruption?l” echoed the racers.

“Dat’s right,” Cova said, and his fixed gaze carried a hint of
casual suspicion. "Dare’s some sayen dat you duey throwen da
races un crashen ... on purpose.”

The accusation hit Spleed and Meb Neb Hke a blast of hot air.
Eyes wide and earlobes tensed, Spleed protested, "Yousa tink
sumbotty payen uss-ens to crash? Den yousa tell me whosa dat
sumbotty (s, causen mesa wanten to see dem clams!”®

Before the race commissioner could respond, Meb Neb held
out his hands, palms exposed. “Lookee, Cova,” he said. "Wesa got
nutten to hide. Yousa wanna investigate uss-ens? Do it.”

Cova drummed his thick fingers on the top of his desk.“Yousa
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tellen mesa dat yousa always rilly racen to wint”

“Absolootlyl” Neb Neb answered without hesitation. "Wesa
nebber competen to kosel”

"So all-n yous crashes .. . "

“Axadentes happen,” said Spleed.

Apparently skeptical, Cova said, "Axadentes, huh? What if
some say both-n yous no lucky un clumsy?”

“Haw!” Neb Meb laughed. “Wesa da luckiest un da moto
skilled too! If wesa no lucky un clumsy, how comen wesa still
breathin, standen hair in yous office, instedda maken liken fish
food?!™

Cova clapped his hands together and smiled. “Yousa lucky, afl
right. Boss Mass liken bongo racen, un tinks yous duey is good
sports. Dat's why he talkie tooda Council, un tell dem dat youse
only ganna get a short suspension.”

“How longo is a short suspension?” asked Neb Neb.

Cova grinned. “Mesa tinks youse be back in da races just as
soonest yousa do Boss Nass a favor”

Spleed gulped. "A favor? For da Boss?™

“Dat's right,” said Cova. "It Involves hisen old heyblibber”
Major Fassa met Captain Tarpals in front of a crowded restau-
rant bubble that adjoined the City Bigspace. Fassa wore a chvil-
lam outfit and could not help but frown when she saw that the
kaadu patrol chief was still in uniform, "Yousa worken over-
time,” she said.

Tarpals nodded. “Sumptin come up.”

“seems liken sumptin always comen up. Any word about
Squidfella Quiglee?”

“MNo yet,” Tarpals replied. "Patrols still lookee for him.”

Fassa noticed that Tarpals was carrying a small rolled scrodl,
and asked, “What's dat.”

“A message from Boss Nass. My have to take it to Lob Dizz.”

“Miy take da message to Dizz for yousa,” Fassa offered.

*Tanks,” Tarpals said a5 he handed the scroll o Fassa. "Boot
firstest, let's take-a walk.”

Leaving the restaurant bubble, they entered the City Bigspace
and stepped onto the Grand Walkway. In every direction wan-
dered hundreds of tourists. Many of them were first-time visi-
tors to Otoh Gunga, and several were clearly neither Gungans
nor Maboo, In the aftermath of the Battle of Naboo, the ambas-
sadors of other Republic planets had taken a keen interest in
Maboo culture, Otoh Gunga in particular, At the sight of two
humanoids exchanging a long kiss before a Gungan ceremaonial
fountain, Tarpals winced,

“Da tings some people do in public,” Tarpals commented.

"Wy tinks daza honeymognen,” sakd Fassa,

“Honeymooneni” sald Tarpals. “What's dat?™

“mesa nut sur,” Fassa sald, "boot mesa hear talken. Ward s
dat eutlaunders tink dat Otoh Gunga is ‘good place for honey-
maonen.”

Tarpals stole a quick glance back at the kissing couple, who
remained locked in a tight embrace. “My wonder if dat meanen




honeymoonen Is no good in otter places. Mabee some places it
even illegal.”

Fassa stopped walking and said, "What gooie-on, Tarpals,
Yousa tryen to tell mesa sumptin?™

Tarpals gazed into Fassa's eyes, then looked away, "Tings is

changen too fast in dis city,” he said at last. “At firstest, mesa tin-

ken dat some change is good. Bein friends wit da Naboo seem-
ed liken good ting, un still seems liken a good ting. Boot all dese
otter beings ... Fassa, daza drivin mesa nutsen.”

"What?" Fassa said, surprised by Tarpals’ admission.

“Maoto of dem is okeyday,” Tarpals continued. “Boot some ..
dey bringen dair own food un talkie-ways. Dey traden garments
wit uss-ens, boot dair garments isa no good for wearin under-
water. Dey comen hair to get a leokee round, boot dey no learn
da local laws or customs, Dey walk where dey no supposed to
walk, un mesa tinks dat some of dem been swipen locap
plants.” Tarpals shook his head.

“Ini otter words,” Fassa interjected, "Yousa confound-ed
becausen some outiounders got no respict for
uss-ens culture?”

Tarpals nodded.

Fassa beamed. "Den yousa no avolden mesa
becausen mesa uncle is Boss Nasst”

“What?" Tarpals gasped, lifting the lids of his
eyestalks. “Doan be ridicubous, Mesa beyond all
dat." Then Tarpals booked past Fassa’s shoulder
and said "Uh-oh.”

“What yet?”

"Duty callen,” Tarpals snarled as he moved away from Fassa,
"Dat honeymoonen couple just cimb-ed into da ceremonial
fountain,”

Fassa watched Tarpals walk toward the soaking couple, then
looked down at the rolled scroll in her hand, Deciding that she
didn't want to wait around for Tarpals, she turned to exit the
City Bigspace and headed for Lob Dizz's laboratory bubble.
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Lob Dizz was one of the most respected engineers in Ctoh
Gunga, especially for her expertise with bongo propulsion
systems. She was passionate about her work, and most of her
assignments were official jobs for the Otoh Gunga Transit
Authority or Grand Gungan Army. Her current project was more
personal in nature; Boss Nass had asked her to see whether she
could do something with the engine to his old heyblibber, the
luxury sub that had been totaled by Jar Jar Binks,

Specifically, Boss Mass wanted the heyblibber's engine
restored and installed into a tribubble racing bongo. He also had
some specific ideas about the bongo's design, insisting on the
input of a pair of racers. Lob Dizz had agreed, but when she had
learned that the two racers were Spleed Nukkels and Neb Neb
Goodrow, she immediately wondered whether Boss Mass were
trying to punish her.

Lob Dizz heard rumars that Spleed and Meb Neb might know
something about the disappearance of Squidfella Quiglee, but

she didn't believe them. in all fairness, she liked Spleed and Neb
Meb. She had dealt with them in the past and had employed
them as test pilots, but that was before their recent string of
crashes. Although Spleed and Neb Neb had never damaged any
of Lob Dizz’s prototypes, thelr reputation as crash survivors did
not inspire much confidence.

As the engineer watched Spleed and Neb Neb at work in the
sub pen that neighbored her laboratory, she figured that Boss
Nass might not be trying to punish her after all. Perhaps the
Boss intended to use the pair's cleverness and teamwork in
maore productive ways. The two racers had thrown themselves
into their assignment with great enthusiasm and had offered
several good ideas for increasing speed and navigational con-
trol. The main problem was working with the heyblibber engine
itself, as the power unit had been originally engineered for a sub
that had been quite a bit larger and longer than a typical bongo.
Instead of being frustrated by the challenge, Spleed and Neb
MNebb were thrilled by it.

With some satisfaction, they

watched the twin globs of saliva
arc over the water and collide
with a stomach-churning splat.

“Pliz hand mesa dat flik-tweezer, Spleed,” Neb Meb sald from
his station atop of the bongo, just behind the cockpit, where he
was trying to tighten a brace on the sub’s main hydrostatic field
generator. The new bongo was floating in the sub pen's central
work-pool, and Spleed stood in the water at the bongo's port
side. Spleed passed the tool up to Neb Neb, who commented,
“Dis bongo Is ganna rip da slippity come next blur-spin.”

“Mure dan dat,” Spleed responded as she broke off a fresh rod
for the sub's port trim control oil cyclers. "After wesa snap da
snout un shave da flippies, dis swimmer's ganna do some bom-
bad plorkscrewen dat'll leave da fun-boggers cryen dryl”

Lobb Dizz closed her eyes and shook her head, trying to purge
the lingo-riddled banter from her skull. Except for the word
“bongo,” she couldn't fully grasp what they were talking about.

There was a heavy knock at the sub pen entrance, and Lobb
Dizz turned to see a fermale Gungan under the arched doorway.
“Major Fassal Mesa almos no reckonize yousa outta uniform.”

"Mesa on short leave,” Fassa sakd as she stepped forward and
handed the scroll ta Lobb Dizz. “Dis for yousa from Boss Nass.”

Lobb Dizz unralled the scroll, read the message, and sighed.
“Da Boss wanten to take hisen new bongo for a test plunge
tomonrow.”

Fassa looked at the bongo floating In the pool and nodded at
Meb Neb and Spleed. “So, dat’s mesa uncle's newest toy, huh?”

“Toy?" Spleed said. "Wit all due rispict. Major Fassa, dis no toyl
Dis bongo ganna make Boss Nass da Boss Nastiest!”

"Is ganna what?” Lob Dizz said with some alarm. “Yousa tryen
to maken da Boss angry?™
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DEED Neb Neb chuckled. "No worry, Dizz. Spleed
: no meanen da Boss ganna be angry. "Masti-

Spo".ler'i est’ meanen no sluggin un sleepen, da

exspeediest un moto maxi-bombad bongo on Naboo.”

Lob Dizz kooked at Fassa and asked, "Yousa know what daza
sayen?”

“Sorta,” Fassa admitted, and her tone revealed that she did
not like the sound of It If Boss Nass wound up owning the
fastest bongo on Naboo, his head would swell so much that he
would require a larger crown.

A squawk sounded from Lob Dizz's communications console
and a voice barked, “Lobb Dize, yousa dare?”

“Yep, my hair,” Lobb Dizz said into the comm,

“Dis Wilk Nilkers of da Cleanup Squad,” the voice bellowed.
“Wesa gotta 'mergency. An outlaunder at da Bigspace Hotel
axadently flush-ed some boiled quench weed down a waste-
pot, un now all da hotel's waste pipes is stuck shut.”

in the sub pen, all four Gungans groaned, It was common
knowledge that flushing even a small amount of bolled quench
weed down a waste-pot would plug up the waste pipes for
days. Mot even the most simple-minded Gungan would do
something so foolish.

“Lousy tourists,” Lob Dizz grumbled into the comm. "My on
mesa way.” Lob Dizz grabbed her utility bag and headed for the
doorway, then stopped, turned to Fassa, and whispered, "Pliz
stay hair til mesa get back. My afraid if nobody watch dem, Neb
Meb un Spheed is ganna taken da bongo out for a test run.”

"Okeyday,” Fassa said. She didn't have any other plans any-
way. As she watched Lob Dizz leave, she caught sight of a large
object gliding past the exterior of the laboratory bubble,

It was a military bongo. And Squidfella Quiglee was in the
cockpit,
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it hadn't been easy for Squidfella Quiglee to return to Otoh
Gunga and evade detection after the race. It had been even
more difficult to skeal a military bongo from a Gungan Grand
Army sub pen and locate Neb Neb and Spleed, But Squidfella
was determined, and he knew his way around pretty well. He
wanted to restore a good reputation to the sport of bongo rac-
ing by making sure that Neb Neb and Spleed would never com-
pete again.

squidfella had faked the call from “Wilk Nilkers of da Cleanup
Squad” to get Lobb Dizz out of her laboratary bubble. From the
military bongo, Squidfella peered across the watery expanse
that seperated him from the bubble and had seen Lobb Dizz
grab her utility bag and leave. He had hoped that the other
Gungan who had just arrived—a female whom he didn't
recognize—would leave with Lobb Dizz, but when she stayed
behind, all Squidfella could do was shrug, “Yousa win some ,,."

Squidfella fired an energy torpedo squarely at Lob Dizz's bub-
ble."...and yousa losen some.”

e e e
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“Get down|”™ Fassa shouted as she hit the floor and rolled under
a sturdy table. Spleed and Neb Neb flinched at Fassa's command
and snapped their heads to look in her direction.

There was a loud explosion as the energy torpedo detonated
against one of the bubble’s utanode braces. The bubble's hydro-
static field flickered, and a brief, hard shower of lake water
thumdered down imto the bubble’s interior before the emer-
gency generator kicked In and restored the field,

Soaking wet, Fassa sprang out from under the table. Neb Neb
had been driven headfirst into the open cockpit of the bongo,
and Spleed was cursing as she hopped out of the work-poal.
Fassa looked out through the bubble’s transparent walls, trying
to locate the military bongo, but water was still fizzling against
the re-energized hydrostatic field and she couldn't see a thing,

“What da boom:-hey happened?!™ Neb Neb shouted as he
righted himself in the cockpit.

"Wesa under attack!l” Fassa answered. "Wesa gotta get outta
hairl” Eyeing Boss Nass’ bongo, she asked with some urgency,
“Diat ting worken or what?”

Neb Meb siid into the pllot's seat, punched the ignition, and
Boss Nass's bongo engine roared to life."Hop In,” said Neb Neb
a5 he quickly secured his safety harness,

Fassa and Spleed leaped up to the bongo and scrambiled into
the cockpit, Fassa had intended to take the navigator's position,
but Spleed beat her to it and Fassa fell back into the roomy rear
seat. A moment after Fassa activated the bongo's cockpit bub-
ble, the sub pen was struck by a second energy torpedo, and
more lake water came pounding down, hammering the hull of
Boss Nass' bongo.

Meb Meb rotated the bongo so its nose pointed at the exit
portal, then threw the sub forward, launching it through the
gossamer sphincter and into Lake Paonga. Even though Spleed
and Neb Neb knew the bongo would be fast, they were sur-
prised when they felt thelr bodies press back into their seats.
“Whosa tryen to paste uss-ens?” Neb Neb asked as he steered
away from the lab bubble and the underwater city.

“squidfella Quiglee got hisself a militia-bongo,” Fassa replied.

“What-a weence,” Spleed commented as she scanned the
sub's sensor screen, happy to have a working one for a change. A
red dot was moving fast toward their position, and Spleed said,
“Boomer-blip comen in speedest onda starboard.”

Meb Neb steered the bongo into a steep climb, and Fassa
looked out through the cockpit canopy, watching as an energy
torpedo salled under and away from them. As Neb Neb looped
the sub back toward their attacker, he heard the torpedo
explode on the lake foar, Dutside the cockpit, the militia-bongo
came into view.

Meb Neb headed straight for it.

In the Grand Gungan Army, Fassa was known for her unflap-
pable calm under pressure. However, in all her experience, she'd
never been in a bongo with Spleed Nukkels and Neb Neb
Goodrow. Clutching the armrests of the rear  seat, Fassa
gasped, “What yousa doen?”

Meb Meb's volce was calm as he answered, *Squidfella’s boren
da daylights outta mesa.”




The militia-bongo began angling to face the incoming sub,
but its speed was no match for Boss Nass's bongo, Neb Neb
rolled and sped for Ehe militia-bongo’s stern.

“Hang onto yousa thumbs,” Spleed advised as she tightened
her safety harness,

As per Boss Mass's instructions, the bongo’s forward diving
plane and skeletal structure had been heavily reinforced. Boss
Mass had wanted the bongo to be extra durable as well as fast,
and Spleed and Neb Neb had been happy to oblige.

With a bone-jarring impact, Neb Neb slammed into the rotat-
ing dome at the base of the militia-bongo’s fins. The reinforced
diving plane sheared through the dome, effectively separating
the militia-bongo's fins from its body. Fassa glanced back
through her cockpit canopy and saw the fins whip back through
the water and smash into the militia-bongo,

Fassa was speechless.

“Un dat,” Neb Neb said, “isa howta rilly take out da competi-
tion."” He decelerated and circled back to inspect the damage.
The militia-bongo and its severed fins were floating dead in the
water. Squidfella was visible inside his cockpit, unconscious and
slumped over the controls,

Happy to be alive, Spleed and Neb Meb turned to face each
other and said simultaneously, "Mayda bubbles always bees
behind yous," Then they hawked and spat.

In the back seat, Fassa sald, “Yuck."

Wiping off his face, Neb Neb said, "Mabee da good-lucky rit-
ual a no smart idea when wesa sitten so close.”
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Boss Nass was mortified when Lob Dizz informed him that her
laboratory bubble was destroyed and his bongo was missing.

But when Major Fassa returned and informed him of the details,
the Boss was relieved that no one had been seriously injured. He

was also delighted that his bongo had performed so admirably
in the apprehension of Squidfella Quiglee.
For stealing the militla-bongo, endangering Major Fassa, and

firing on Otoh Gunga, Squidfella was banned from bongo racing

and sent to a remote correctional clinic. Despite all that he'd
done, Neb Meb Goodrow and Spleed Mukkels bare him no
grudge and hoped that proper counseling would eventually
lead to his rehabilitation.

Although there was some protest from a few members of the

Gungan Rep Council, Spleed and Neb Neb had their bongo

licenses reinstated. Boss Nass referred to them as vital players in

a sport that was drawing intergalactic attention, and he looked
forward to seeing more tourists come to Otoh Gunga.

When Captaln Tarpals learned of Boss Nass's plans to further
promote tourism, he proposed that clearly posted warning
signs—written in Basic—might keep the outlanders from get-

ting into trouble. Boss Mass didn't much like the idea of warning

signs all over Otoh Gunga and tokd Tarpals he'd think about it
In their very next race, Spleed and Neb Neb survived yet

another explosive collision, Their fans were hardly surprised, but

delighted just the same. B

New Vehicles

Monobubble Racing Bongo
Craft: Modified Otoh Gunga Bonmeken Cooperative
Monobubble Bongo; Class: Aquatic (submarine);
Cost: 16,000 (used only); Size: Gargantuan [13.75 m);
Crew: Expert +8 (1 pilot); Passengers: 2; Speed: 100 m
(max. speed 300 km/h); Cargo Capacity: none; Alti-
tude: n/a; Defense: -n* (-4 size, +5 armor); Hull
Points: 25; DR: 5.
Weapon: None,

*A racing bongo provides full cover to its

passengers.

-;Illunﬂnhnl:l Military Sub

l:rifhlu'admad Grand Gungan Army Submersible;
ﬂmﬁqwﬁmtfumm}-mﬂ 18,500 (used only):
l;_ihr E]mrﬁﬂh (17.5 m}; Crew: Expert 48 1 pilat);
gers: 3; Speed: 9o m (max, speed 275 km/h};
ﬁiﬁﬂmui#ﬂ kg Altitude: n/a; Defense; —15°
e, 4 npntl-'lql] ﬁmmmm
Mﬂﬁﬂ
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‘l he Wildlife of Star

Wars: A Field Guide

(available November
2001 from Chronicle
Books) explores in breath-
taking detail the flora and
fauna of the S5tar Wars
universe. lllustrated by
Terryl Whitlatch and writ-
ten by Bob Carrau, this
lavish tome takes you on
safari to the farthest
reaches of the galaxy,
from the forest moon of
Endor to the rolling dunes
of Tatooine to the depths
of Naboo's oceans.

The following eight
pages are a 57Tar Wags
Gamer exclusive sneak
peak at The Wildlife of S1ar
Wags. As a bonus, we've
provided Star Wags Role-
playing Game statistics
for these selected crea-
tures. Whether you're a
GM who needs new crea-
tures to surprise your
players or a player who'd
like her noble to have a
special pet, this book is an
exciting supplement for
the roleplaying game.

—%
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'E;:T.lirs are m'lﬂ Frovindg, Itrr’éﬂivﬂfﬂug
mammals that can cover leng distances

with miner meisture less,

-l"ll.‘rll -;ﬂ:ia.l_. live in Lir q-t' ll:-E'n!E.

o 20 or meore.

Tough kide covered with

. B et e
sparae, ameoth hair . W ' % i

Thiek foot pads broaden on impact
for maximum shock absorpfion.

Elbow and knee colluses _
prodect against the deserls —\)l

alkaline silicen grains,

BY woLUME | NUMBER &




T:.I'\E'Lﬂ'_'i-lfidfmi A Sped ial I'llnl}t‘c‘
5‘|:r.-|” i[lm-h'_ii. 'lr.'lr a wery ﬁlt‘ll‘&'lt‘.

S ondabed snowt and a broader
range &or _:Iu.r? I SO,

E-E'Fii-'ﬁ il:‘!‘ .a.li Fheir m-tﬂi,-bllurr:
from desert lichens and tubers.

En-i.ﬂitl.l domesticated;
used mainly as beasts of
Furden and

in Caravans.

Toung eopirs can walk wilhin
minutes of Lheir birth,

I-"..Irhl:'ﬂ H'F'if_'i Lﬁl:ﬂ"ﬂl’
teo old ko werk, many
Takocine families give
them bo their children
as pets, as H‘ll:'ﬂ become
completely acclimated

ko :luru!riug.

atooine
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Yoorprak

Diminutive carnivores m'tq cal small redents, insecks, Large '{H l'ﬂJF B
lizards, ete.), \-mrf.l.]u are much beloved 55 JSVabocian ladies. /' i
D-,—;Fil_'r their E:eguilinﬂ appearance, Hu'g are brave, |ﬁ§|=1,

an.; Can -Ehr ?ﬁlh Fi.-rte wl'lﬂn F'lﬁ'-ﬂ‘iét‘l or {'I'l&]‘lttﬂﬂi.
'TI-}-_-H possess a Eu” set of nﬂJ!E-slurp beeth.

'l.-".mrFa.ks emit a soothing, cooing purr; rises bo a
hem when alarmed.

They rest with legs tucked under body to conserve
heat. Fuer is extremely seft.

-.l"ll-m‘rilh!i come into heat once a wear.

-ﬂ'nth- rrnhqcc Iil.l:crsvf
three te Fw praps.

\ Eartufts

r.-:llml:rg- H-lt : ) ,-:'
b powlin o welatand

Naboo

38 voLUME | NUMBER 4




to the veorpaks light weight,
me sbruchure can support

legs with ne 1WH("T‘H.

Yer cenburics, noblewomen and ar istocracy
an JNaboo have kept voor paks as mascots
and peks, carrying hem about in their pﬂ{h-
ets and sleeves.

-I—F"'_Ii make excellent hand warmers in
the winker. ‘ﬁ:l{‘*-ir |i:|-|:-a.5;.nE scent is also
a much-admired :lmll'l‘j-j.

'F; tghtened voorpak

Jaboe ]
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NRRGLATCH

The narglabch—the stealthy .1|1=]1.1 P edator of the
SwrATR, _'-"-‘i:.' -,q'.-lii:..'u_. Yy hnu!--r Fhat ';.llm'nr[q shallia ,'|_|1.;1
1-.;|I-|I-|.'l-d||..| demolishes his prey: '|-'rl"||l'l s haadu and jirmwia,
G-'i_'l'u_"l .;l”_l.‘ .J.Wi.-:ll*_: én‘F w.l.['ul, .l.”l'li’-“lilﬁh A '-'gl:'I:“-.l'

e E T r|| Err-;-,u,-.;]. ..‘-"1"5.:! .wci..'l-. zalaacas.

51.'!.!1.1' Jilhmy]ﬂﬁm in coat—
|1-|.1.|4' ]1.“,' Jﬂlg'ii'i{-'lhll '|lll.‘-;11l|
-,?riln'ﬁ, ‘H'l'l.rl-l' H‘q'mu.[r". are

more smocth.

Naﬂr etractal I:'

P illa“'s

Fan-like tail acts ke
a ridder durimg
high-speed chases

and Fierms,

&




Drn_-;t'llr,[ Fa.!n!-rﬂ EL‘(‘L make il:-r silent M‘H'

immrg!ial!niﬂ Lapen EFrl:I'I.
mothers abandon them.

Since yeung can hunk ﬂ
Cabs huwt together

bl SN, ant bemale gives birth e bwins—
aiwan-: a male and a "('rru.[r.
I:ll'].*il I‘nJ.‘l.'I.-lrl't:I. Hﬂ‘l'l.l-'ﬁg
themselves less vilnerable
. ke :lgfin]-ia.,. veermokls, and Feinale enk Hale cub
-‘T'_l_-“ivtrl rore abure
' l"r*'-i_.l.:' narglatches.
ﬁfh‘r a cau!ﬂr "‘i YCars,
bs 5¢1;ur.1tt.




. C ONDOR “DRAGONS

Large ﬂﬂin_q replavians that nest in
caves, canyons, and on crags, condor dragons are

carmiverows, both necturnal and divenal, and prey upen
: srn,:.” ko mf&ium-iltr crealures .I.T'H; tht.uts.

Vot above scavenging.

:l: Largﬂ coridor Jr.:ﬁ_-url.-: have feen
ksewn to smatch Eawoks off pony
backs. However, a mounted
awok has a betber chance ﬁ||'
ESCAPT, A8 miost u.-l” peETCenee pony

and rider as ene beast and teo

11:.11.-1:' ke ||||'E. 1

Hrq:.lhhﬂr penies
A HE‘! t‘lI'-EI'I L‘I-I

the condor dragon.




Lawnches itselt from high but-
Fresses and hunbs in a
.-.pirat SWOOR.
Srmt-linql'r-n_ﬂ] screech
en accompanics attack.

Toww adults fighting
wver hapless Ewek

[pechags they Tl
drap him T

Conder c‘ra_anﬁ alse prey ugen
giank cave "-.-Fiﬂrr; as well as
Friany |:||:]I|r'r creabures.

Forest-dwelling Bordoks are also ised
a3 Ewek brasts of Eurdes,

EWOK PONY

The origins of the E-wok pony are mysterious.
The SPECIEs gt is Ewrd on several plan:*s.
including a large, black breed ridden by the
Daathemir witches, Eawok ponies run wild in the
-ﬁfmwﬂﬂd'l-lru'rr-ud rl.u'hsoi Condor, buk are also
kept as transport animals by Ewoks. Brave,
bowgh, and switt, these ponies do not exceed ene
meter at the shoulder. L.iﬂtgrr equines are luzpt
by the JYlauraders.




étarHDpperS

NDLUR/ 3

ﬂ DUBA-3 1S ON FEW
STAR CHARTS, AND
WITH GOOD Fems.um

n as a religlows agric
oftworlders furned it ink

largest mineral scams in the Quter Rim. in

ars of the Galactic iblic, the

Id sawr a Hurry of activ

itw as a chromium rush brought offeord
imvestors and shipbublders 1o the planet
The mines p it im |
and it w
ity cf
thie wor g :!Il'llt'-:,'r.ﬂe'l'!.' planted, Many
ruined by e, Wk el @
credits needed to hawl off their capital
expenditures, businesses left behind plants
Into §

Modirin M

VOLUME | NUMBER 4

im found within the crust of

BY PABLO HIDALGO

WITH CORY J. HERNDON & MICHAEL MIKAELIAN
ILLUSTRATED BY MIKAEL NOGULCHI

Dear Arbul,
Tou've never Known me 10 Miss & deadline of
hard in work that I'm not proud of, but I'm afrasd
e Achiba-d BESIgnment has me L my w0 s end
Hy patience has grown quantum-1hin. Kever have
| Com OO 60 mianiy conllicting stores & to
what sccusred on this Cone-foreaken woeld twa
YEErS ap0. A scant twa yeare! 've had batter luth
pcirg '||:Iit1hl||" tales decades old

The whiole mass began in trying fo trace Cap-
tain Solo's steps after his departure from Yavin d
for Tatpaine. While | was able to confiem his
encourier with Lrirdan Jeck's pirate forced, the

story therealter grows increasingly sketchy. |
e Aried 1o pet clearanos 10 BCCESS 1he Firlcon's
logs, but gince it's a prreate ship and not pan of

thi Alliance Flawt propss, Fen had o luck. Ao,
i lunaw e difficul [t B to wht Capialn Solo
dasmn for an inbervie,

Evidence shirws that Solo went to Aduba-3 to
1wy low for 3 while. Tnying o get & siraight siory
a8 1o 'what happenad thare is harder than pulling
ke homa off & barikae, TriMebula Entertainmant

certalnly hagn't helped, since that gaudy enber.
prise has gone and made it another unautho
rized hola-doc an Solo, dramatizing | ar skl 154y,
muploit -ng| thir events on Aduba.3. This madks the
third bogus dotumsvisny dong on Solo by that
company. A% a journalist, | kndw the sanciity of
frewdom of speech, but | wouldn mind sesing
thisirg fevoked

Unfartunately, that fanciful tale 4 all | have to
work with, and A really has colored people’s per
Cepitaans of 1he 1naih. My desdline REs Come and
pona, and Imi redrafieng fearer URGoeritg wihan
readly happaned on Aduba-3, | would request an
extengsan, but | know the budgetary consiminis
thae Alliance archivists are ursder,

' pkamd ineg My pariad Fopoes o MiSLRERR
Mriemas now with the understanding 1Rat thay
mre 81 bt Incomplate and at worst, the biggest
poodon this side of the Rishd Rift, Hany apologies

Yours,
Waren Ma'al
Assisiant Historian of the Rebel Allance




the Tenloss Criminl ‘:yl*dl-:’.ltl'.' from the
Bajic sector and were likely responsible for
the initial mine-seeding has not gone
unwhispered. Smart spacers who wish to
remain in gne plece, however, know better
than to voice such suspicions too loudly.

Hawing miade a profit from the scam,
Modirin left the mining towns intact, The
structures located around the principal
spaceport were eventually rented out to
hard-on-theirluck indigents who turned
them into shops catering to the transient
spacer population. In a few short years,
Aduba-3 was afforded new |ife as a shadow-
port—a largely lawless spaceport where
those on the run can et down for needed
supplies, repairs, and recreation

it is sald to be a true mark of desperation
if & spacer need set down on Aduba-3. There
are dozens of fringe workds where spacers
can lose themselves that have considerably
are to offer than Aduba-3. What the tan
and barren planet does offer, though, is
seclusion. The Hutts, Trade Federation,
Republic and later the Empire have left the
planet alone, not |:|-e:!'rr'||r'|g it worth their
efforts. Even Tenloss, who arguably owns
the planet and its port, doesn't have much
of a presence there and only occasionally
sends a vessel to collect rent from the
property-holders on the planet

Tun Aduban Spaceport
Ter call Tun Aduban a “spaceport” |5 a
stretch, During the chromium rush, there
was never enough time to build a proper
port, and ships landed on the flat desert
hardpan as they saw fit. & single control
tosver directed traffic to and from Tun
Aduban, and victuallers mowed from ship to
=,.hr|:| pru;n.lldlll.g consumables and fuel,
Today, the control tower is vacant, tended
by a half-functioning PK droid whose sole
purpose is to ensure the signal beacon is
functioning. Incoming ships don't receive
any landing instructions and simply use the
signal as a directional landmark. Once on
the ground, smart spacers balt up their ship
tight and leave their vacant vessel well pro-
tected. Aduba-3 is home to desperate spac
ers, and shipjacking is alarmingly common
Conversely, reputable mechanics qualified
to repair damaged vessels are rane.

Although crime is rampant, it is mostly
contained to drunken disorderly conduct in
the Tun Aduban streets. The local ship serv-
lce providers who maintain the fusion gen
erator supply tanks and parts barns are well
armed, and spacers know better then to
mess with those who feed their ships’
power cells

Theft would be a problem if there was
anything weorth stealing. For the most part,
down-on-thelr-luck spacers just come hene
to investigate rumors of job opportunities
and to drown their sarrows at the local can
tima, Other traders fence Hlegal wares at the
spaceport but do so with the understanding
that they won't receive top credit. Prospec
tive customers on Aduba-3 typically have
little disposable income,

Houses of vice and indulgence are inter-
mixed among run-down dwellings and
boarded-up tenements. Unlike busier seedy
spaceports, like Nar Shaddaa and Atzerri,
where any depravity can be indulged for a
price, the prices are cheaper on Aduba-3 but
the selection is deplorable

The one untainted blockhouse in the port
town is a misshon of the Sacred Way, the
founding religion of the planet. The House
of a Higher Power is run by a Verpine priest
known only as Pera. Since he doesn't cut
into underworld profits or push his faith,
the spacers leave him alone, Still, scuffles
have occurred, and Pera is willing to bran-
dizh 4 simple farmer’s spade ot 5 wWeapon in
self defense

The Verpine missionary has the daunting
task of finding converts among the rabble
and Instilling his philosophy of "for every
sin there is an egual and positive retribu-
tion" to a mindset that has never cared for
consequences. He likens his impossible task
to gathering pebbles on a beach—sure, he
could never hope to collect them all, but the
few hie does have merit and beauty. Given
the amount of despair rampant in Tun
Aduban, he manages to find a few pebbles
to polish with his sacred tr uths.

What cements the spacers’ respect for
Pera is his maintenance of Spacer’s Hill, an
informal cemetery located outside Tun
Aduban. Smiugglers and fringers ane gener
ally superstitious, and the fact that their
remalns can be given an inspired cast off at

Aduba-3

SvtlEmsStar &

Lirawity
Climate/

Length of Day

Government: &
Malor Exports
Major Im
Orbital B
Mame

Moans

the end of a shady life does count for some
thing. Much of Pera’s week is spent collect-
ing corpses from brawls and gunfights and
transporting them to Spacer's Hill for a
proper buirial

Locru's CENTRAL SALOON
Located near the center of Tum Adulan 15
Locru's Central Saloon, the largest and
cleanest drinking establishment the seedy
town can boast. The original owner, Locru, is
long dead and buried—one of the first plots
at Spacer’s Hill—but most of his name still
adorns the half-functioning holographic
sign above the entrance

& pair of low-tech swinging doors leads
into the dimly lit cantina. The current owmner
has done little to spruce up the dive, since
the knows her clientele ks hardly discerning.
The only thing that matters is that the
drinks are cold (or hot, or super-saturated, oo
whatever condition a particularly exotic
recipe calls for),

A human bartender sits behind the
curved bar along one wall, consulting an

STAR WARS gaMmer UWH




antiquated but functional com-
puter to mix up various drinks
from whatever he has available,
The patrons aren't that demanding, and
simple Corellian -.'.hl-',l.:,'_glzu_'r ale.or nikta
LS .1!i:.- suffices

A flight of stairs leads up to the second
flooe. wehich acts as an inn for the weary
spacer. A 12 credits a n|EI1I;, Ligscru’'s b5 mmoae
cxpensive than other inns in the arca, but
the owener turns a profit h_y rh._lrt:l.llg those
spacers who pass out at the bar

The Aduba Plains
Despite the ravcous and wretched nature of
the port city, Aduba-3 is a fairly quiet woarkd
with peaceful plains covenng iolated areas
ol atherwise bamen desert h.'lrl:l;un. ol vy
arterial rivers FH.‘-II'IH'.I!IHE: Aduba’s eru,
these patches of vegetation are hardy and
vigorously protect themsebes from herbi
wines with Tearsorme thorms

Alt hough Aduba-3 would never meet
.ll'l:.ﬂJr'lE"- crileria a4 a E:.H-I.'I'rl warld, it was
nanetheleis originally setthed ai an agricul
tuwral colomy In an efort to find & quist
retrent, followers of the Sacred Way erected
farming communities on Aduba-3 according
to their relighous tenets. Quiet, tiny villages
sprang up, clearing the growing patches of
cactl and other harsh plantlife to plant theis
own transplanted crops,

The staple food—and the only real crop
grown by the Followers of the Way—is
maze-stalk. Once a year the tall grass bears

Researcher's Motes

rathered Tor Adubis-3

ek of the information

pang | h

wihan Az

&l UM

Fitl & Thas

trouble.” Hardly & wortkwhile s

Bist on thes assipnmaent, | 0ok what | could pet

MY yoLuME | HUMBER &

succulent, nutrient-rich reddish-hwed
meebons which are harvested and made into
a wariety of bland meals, The plant husks are
Fashioned into cloth or other material
needied hg.- the Followers. When not ripe, the
maze-stalk appears as otherwise unremark
abde tall Brass

Having néwver evolved the protective
mechankms that the native florm did, thewe
CRgeps Are asy prey for Bduba-3s wildbife of
particular threat are the IalEh Faard s, roe
ing flocks of semi-humanoid avian preda
fors who have I|.1n|:1 pI.JE:u-w! e warsoug
Farming communities. Since the Righ-
hounds are migratory, the farmers need
only deal with them once a year, Ta help
frighten off the beasts, farmers have taken
to burning efigies of the beasts on the cor-
mers of their fields, The avians instinctnely
fear fire—the shape of the blaze prabably
has ligtle effect on their animal psyches.

HIGH-HOUNDS
Given another millson years, the high
hounds will probably evadve sentience.
That's of litthe consolation to the Aduban
farmer whaose crops and family have been
torn o shreds by the screeching, diving
avians. High-hounds are omnivonous, well-
equipped to eat both meat and the thom-
protected plants of Aduba-3. They have
quasl-humanold builds, with powerful
wings for arms and talon-capped feet at the
ends of thelr short legs. The face of a high-
hound Is unsettlingly humanokd, with a
sharp beaklike nose over a ghastly tooth
filled meouth. Unlike most avians, hIH hi
hounds hawe camp-n-und Yy The facels of
thieie eyeEs vary in function—those néar the
center make out shape and color, while the
OIS alnng the pﬁiphcr:,r are better suited
at pln:lung out quick movement

H |gh hoands are migratory, fl:!ll-::-wirlg the
raini-fronts as they travel fram hemisphene
to hemisphene. Even though their flocks ane
a foreboding silhouetie in the Aduban tky,
they are harbingers to the life-bringing
rainy seasons, High-hounds gather most of
their needed moksture from feeding off
plants and protein from eating fleshi. Thedr
metabaliums are highly efficlent ghaen the
scarcity of meals during the drought sea-
sons, When food is scance, they will resort to
stavenging corpses of &ven cannibalism

HicH-HOoUND: Alrborne scavenger 3; nit +3
I:-1 Dhex, +2 species bonu ] Daf 13 {+1 Dex,
#2 natural); Spd 1o m, 20 m fly (average);
VRIWP 1B Atk +7 melee [1dg+2, 2 claws),
#2 melee (1d3+2, bite) or +6 ranged; 50
Low-light vislon; 5V Fort 45, Ref +4, Will 4y
S M; Rep 3; Str g, Dex vz, Con 1, Int 2, Wis
v, Cha 1. Challenge Code: C

Skills: Spot +B, Survival +6,

Feats; Flyby Attack, Track

The Cloud Ridars

Ferrorizing the numerous farming comimu
fities wedt of Tun Aduban wene an unruly
swoop gang knowen as the Cloud Riders. Led
by Serji-X Arroganius, the Riders marsuded
atop stripped down skyspeeders and
swoops. These despicable miscreants ralded
farming villages, stealing crops and women,
and selling them to traders and slavers in
the port town for quick credits.

The Cloud Elders maintalined a small
camp bn the mist-shrouded hills near the
farming villages. The closest target for thelr
rampages was the community of Onacra
Rather than allowing themselves to be ran-
sacked repeatedly, the villagers worked out
a compromise with Armegantus, In exchange
for an annual tithe, the marauders would
leave the tiry community alone

This worked for a while. i saved the lazy
hioods |'I.'-|I|I|I'|E to haul the griin and slaves
back to town and still resulted in credits
The |mp|_'|-.l|:|i'=.h|:-rF HIJ".IEI_' h.1rq'|:|.' el the
g.ooa-credit-a e gxtortion fee and did o
only by selling a significant partion of the
grain set aside to feed their own people
After only thres years of this arrangement,
Arrograntus grew restieds and amused hirm-

welt once more by burning crops and steal

ing a tew slaves,

SERI-X ARROCANTUS
Serfi-X Arnogantus
was a professional
swwoop jockey on
Caprioril for several
years. He earned his
nickmamie “the drro-
gant One” due to his
flagrant disregard fos
the hazard of the sport or what little rules
governed the races. His showboating
earmed him many adoring fans, but he soon
learned that audiences can be fickle,



Arrogantus was repeatedly upstaged by
newcomer Hodrlx, a Dug from Malastare
with corporate backers. As further insult,
Arrogantus’ manager took a job with
Hodrix's backers, leaving Serji to fend for
himsedf In a last ditch effort to regain his
maverick reputation, Armagantus
attempted a foolhardy stunt and suffered
a nasty spill. His prize speeder was dashed
apart=as his head would have been were
it not for his helmet. Even still, Arrogantus
sustained cranial trauma and was deemed
unfit to race. His career in tatters, he gravi-
tated to the Outer Rim and eventually
began racing with cutlaw swoop gangs,
retelling his tales of glory to dregs who
could never hope to be any better.

The extortion racket on Aduba-3 was
Arrogantus’ idea, His followers were loyal
by virbue of their stupidity. Arrogantus, a
bully since childhood, took naturally to
harassing the farmers.

His one particular weakness was a young
blonde farm-girl named Merri Shen. Ao
gantus was truly smitten with her, Despite
his uncouth exterior, the Arrogant Cne
secrethy fancied himself a gentleman, if a
maladroit ene. Though he cowld have taken
what he wanted through brute force, he
wanted to conguer Merr with his charms,
ewen If he had to kidnap her to succeed.
Arrogantus was set to attempt this, but he
found the Onacra village protected by a
freelance band of gunslingers led by Han
5080, In the resulting skirmish, Arrogantus
wirs killed, trampled by a mysterious crea-
ture that interrupted the fray. After the
death of their leader at Onacra, the Cloud
Riders dissotved as they began fighting
each other for what little remained of their
savings back at camp.

SER-X ARROCANTUS: Male Human Frg 3/
Son 3; Init +2 [Dex); Def 19 (+7 class, +2 Dex):
Spd vo m; VWP 23/13; Atk +4 melee 3,
punch) or +6 ranged (3d6, blaster pistol);
50 Barter, adaptive learning (Intimidate),
iicit barter, better lucky than good; 5V Fort
+5, Ref +8,Will +3; 5Z M; FP 2; D5P g Rep 4
St 0, Dhea 15, Con 1z, Int 10, Wis vz, Cha n.
Challenge Code: B.
Equipment: Blaster pistol, skyspeeder,
fake 1D,
Skills: Diplomacy +4, Gather Informiation
+4, Intimidate +g5, Knowledge (street-

wise) 45, Listen +12, Pilot +14, Profession
(racer) 47, Read 'Write Basic, Search +49,
Speak Basic, Speak Dug, Spot +12.

Feats: Alertness, Far Shot, Polnt-Blank Shot,
Precise Shot, Skill Emphasis (Pikot),
Weapon Group Proficlency (simple
weapons, blaster weapons).

Warto

& hulking green-
skinned Boltrundan
weith a short temper
and a dull wit, Warto
weas one of the more
recent Cloud Riders to
fiodlow the Armogant
— B0 One. Warko was work-
ing as a laborer aboard a Corellian freighter
when the crew abandoned the bellicose
alien on Aduba-3. Warto held a grudge
against Corellians ever since. He made a
meager living mugging weaker beings and
as astarport crate-buster, hauling strong-
boxes for spacers who couldn’t afford to
rent binary load lifters.

Miost of Warto's credits went to Locru's
Saloon, as the Boltrunian had a taste fior
strong nikta, During one bleary-eyed
evening, Warto convinced himself that a
flirtatious Wroonian female named Azoora
was his girffriend and challenged a Corellian
pllot who was wooing her, That Corellan
was Han Solo, and though Warto got ina
few good punches, he hadn't counted on
Sobo having Wookiee backup. Warto was
tossed through a plate-glass window
shortly thereafter,

When Solo began organizing a posse, the
dimwitted Warto tried to sign up, unaware
that Solo was behind the effort. Warto des-
perately wanted to get off Aduba-3 and saw
this as a chance to raise the credits requined.
While cutting through the snaking queue
from Han's roam at Locru’s inn, Warto
erossed paths with a short-tempered spacer
named Jaxxon. The green-furred lagomanph
made short work of Warto, with a swift kick
that sent him reeling.

Linable to join the posse, Warto instesd
joined the very threat it was out to chal-
lenge. His great strength and hunger for
vengeance was all that was needed o con-
vinge Arrogantus to give him a speeder left
wacant by a high-hound attack

Warto met his end at the hands of Chew-

bacca, who did not pull his punches during
the fight to protect the village.

Warro: Male Boltrunlan® Thug &; Init +o;

Def 12 (+2 class); Spd 10 m; VEWP —/22

Atk +g./+4 melee (1d3+3, punch) or #6141

ranged (3d6, blaster pistol); SV Fort +8, Ref

+2, Wil #0; 52 M; FF 1; DSP 4; Rep 2; 5tr 17,

Dex 10, Con 16, Int g, Wis B, Cha 7. Challenge

Code: B.

Equipment: Blaster pistol, skyspeeder.

Skills: intimidate +7, Pilot +7, Read/Write
Basic, S5peak Basic.

Feats: Armor Proficiency (light), Power
Attack, Skill Emphasis [Pilot), Toughness
[=2), Weapon Group Proficiency [simple
weapons, blaster weapons).

“Boltrumisas ife @ near-heman ipeos.

SKYSPIIDIRS

Mast of the Cloud Riders pilot pared-down
repulsorcraft simply known as skyspeeders
Originally Aratech Peregrine-3405, these
skyspeeders have been stripped of the con-
sumer-based features—the windscreens,
cargo-cowling, nodse-bafflers, and speed
governors—and refitted with Mobguet
Nebulon-Q thruster jets. The end result is 3
virry lean, very loud, very fast machine. The
Riders generally do not arm their craft, pre-
ferring instead to fire from them wsing
standard blaster pistols.

Mobifiiln AxaTicH PEREcRinE-340
AlpsPEIDER

Coass: Air; Cost: 2,500 [used; limited avail-
ability}; Size: Large (3.25 m); Crew: Skilled
#4 (1 pilot]); PassencERs: 1; CARGO CAPACITY:
morme: SFEED: 125 m (max. speed 350 kmifh);
ALTITUBE: Up 1o 50 m; DeFeNsE: 10" (-1 size,
#1 armaor); Huwl Poisrs: 14; DR: §,

A 1k perder afffords mo cover 1o it pilal,

The Star-Hoppers

When Tri-Nebula Entertainment, a sul-
sidiary of TriNebulon News based out of the
Minos Cluster, released Eight for Aduba-3:
The Saga of the Star-Hoppers, they had a
moderate hit on their hands. It was the
third bogus Han Solo “documentary” that
the company had produced, using sampled
halobit imagery gathered from various
sources, The artists at Tri-Neb are experts at
crafting holographic magic that looks con-
wincing, though their writers aren't known
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for spinning credible tales.

Wheat really happened at

Adubia-3 has forever been
buried by the more popular, whimsical tale
The term “Star-Hoppers,” thought to be
crafted by marketing execs at Tri-Meb, has
also stuck as the name of the posse that
Han Solo organived to protect a simple
farming village from the Cloud Riders.

laxyom
Quibck-witted. 1.9
meters tall, Blpedal.
Armed to the buck-
teeth. Green. laxxon
ks mot a spacer to be
trifled with,
His unassuming
appearance has
caused many a foolhardy spacer to regret a
flippant remark and spit out teeth.®| aln't
no rodent,” laxxen is guick to point out to
ary who disparage his Lepd features or her-
itage, He usually punctuabes such remarks
with a powerful kick from his huge feet.
Despite a lack of & formal educathsn
(which ks evident when he speaks), laxwoon is
well-schooled in fringe culture and pos-
LESSeS 3 FAD0r wil_ lax was born on
Coachelle Prime and raised in a quiet com-

maumnity with a doren siblings (he usually
exaggerates the number for effect). Jaxxon
wias a rambunctious youth who spent many
of his formative years in juvenile remand
centers, Although his mother had hoped he
would settle down, marry a nice girl from a
nice burrow and raise a dozen or two kids,
laxzon had longed for the stars, A spacefar-
ing species (having codanized all fve warlds
of the Coachelle system and the asteroid
belt therein), the Lepl had plenty of avall-
able and poorly-guarded spaceships lying
about. At the tender age of 12 standard
years, laxxon stole away with a rickety
freighter and blasted off to the Owter Rim.
Eventually settling on Mar Shaddaa,
laxson earned a living taking on varioars odd
Jobs and learned the basics of streetwise
survlval. He leamed marksmanship working
with a cut-throat mercenary group In the
Corus system, When the boys of Corus broke
up, the result of a double-cross in the Corpo-
rate Sector, laxxon returned to Mar Shaddaa
fo try his hand at smugghing, He took his
savings and invested in a beat-up Corellian
freighter he named the Robbit’s Foof. lax
would have been better off buying a new
vessel, The Fool was plagued with problems,
and e had to set down on Aduba-3 to
gather affordable supplies to enact repairs,

Researcher's Hotes

While stranded on the world, he answered
Han Sodo’s call to protect a farming village.
After the Aduba-3 showdown, laxxon and
Amalza tearmed up as a smuggling duo.
They operated out of lax's obd haunts on
Nar Shaddaa, There, a couple of dim-witted
goons working for the bounty hunber
Valance jumped the green-furred spacer.




With help from Amaiza, Jaxxon was able to
escape, They next returned to Aduba-3 to
once again protect Onacra village, this time
from Valance who had misidentified one of
the villlagpers as his quarmy

Jasiwons; Male Lepl Son g/Sct 4: Init +4
[Dex); Def 23 {+4 Dex, +8 class); Spd 10 m;
VRIWP $1/10; Atk #10/45 melee [1d6+2,
kick). or #10/+5 ranged (3d8, 2 heavy blaster
pistols): S0 Bonus feats (Alertness, Martial
Artist, Weapon Finesse: kick], better lucky
thai good, feet of fury, ilicit barter, sneak
attack +2d6, trallblazing, uncanny dodge
[Dex bonus to Defense); SV Fort +3, Ref +10,
Wil +3: 5 M; FP 53 Rep B; Str 14, Dex 18,

Con 1, Int 12, 'Wis 10, Cha 15.

Equipment: Two heavy blaster pistols, mod-
ified WUD-5o0 star yacht [Rabbit's Foot),
lucky charm.

Skills: Astrogate +13, Bluff +10, Computer
Lise 4g, Gather Information +1o, Jump
+B, Knowledge (Outer Rim] +5, Listen +8,
Pilat +vg, Profession (gambler) +8, Pro-
fesslon (racer) +10, Bead "Write Basic,
Read/\Wirite Lepp, Repair +8, Sense
Motive +8, Speak Basic, Speak Hutbese,
Speak Lepp, Spot +6, Tumble +10,

Feats: Alertness, Ambidexterity, Herokc
Surge, Martial Artist, Point Blank Shot,
Skill Emphasis (Pilot), Starship Operation
[starfighter), Two-Weapon Fighting,
Weapon Finesse [kick), Weapon Group
Proficiency {simple weapons, blaster pis-
tols, Blaster rifles).

Rannir's Foor

Crart: Modiflied WUD-500 star yachity

CLass: Starfighter; Cost: not available for

sale [go,000); Size: Tiny (18,5 m long);

CrIwW: 1 pilot, 1 gunner (unique); PASSEN-

GERS: 7 CaRco Capacimye: 3 metric tons;

ComMsuMABLES: 4 months; HypERDRVE X0.5

[backup x8); Maxismus SpEno: Ramming:

MaNEUVERS: +2 [+2 size]; Defenie: 22 (#2

size, #10 armor]; SHiELD PoinTs: Bo; HuLL

PainTs: 11o; DR: 5.

Weapon: Quadlaser cannons (2); FIRe ARc: 1
right, 1 left; Arracs Bomus: +6 (+2 size, +4
fire controll; Damaci: 6o & 2; RANGE
Mooifiees: PR 5, 5 -2, ML n/a,

Weapon: Dual ion cannon; Fire Asc: turnet;
ATTACK BonNus: +6 (+2 size, +4 fire con-
trol); Damaci: Special; RANGE MODIFIERS:
PR +0, 5 -2, M/L nia.

AMBAITA

Amaiza and lodelle
Foxtrabn were the
sole members of a
sultry dancing/tum-
bling act on Ord
Mantell. Young and
inexperienced, the
18-year old twins were preyed upon by a
scheming Twi'lek entreprensur named
Quatrain Pudundruh who offered to man-
age them, Although Pudundruh did well
with the Foxtrain sisters for a year, a rough
season forced him to sell off his assets—
and that meant selling both Amaiza and
lodelle into slavery.

All things considered, it could have been
worse. The Faxtrains ended up being owned
by the Black Hole pirate gang out of
Delphon. While they weren't abused, the
pirate lifestyle was quite a shake-up for the
sheltered girls. When Jodelle was acciden-
tally killed in a raid, Amaiza was determined

wanted dead or alive in six systems. She ks a
crack shot with the twin blasters she keeps
slung around her hips. Although an average
pilot, she Is a very competent mechanic

Amaiza: Female Human Mbl 2/%on &; Init
+3; Def 22 [+3 Dex, +9 class); Spd 1o m;
WRIWE 32/10; Atk +5 melee [zdg, vibrodag-
ger) or 48 ranged (3d6, 2 blaster pistols); 50
Better lucky than good, bonus dass skill
(Bluff), call in a favar (1], inspire confidence
+1, lllicit barter, sneak attack +2d6; SV Fort
+2, Ref 410, Will +5; 52 My FP 5; Bep g9; 5o,
Dex 17, Com 1o, bk 16, Wis 13, Cha 1g.
Equipment: Two blaster pistols, vibrodag-
ger, cat's-eye macrolenses”, dancer’s cos-
tumes,

Skills: Appraise +4, Bluff 415, Computer Lise
+u, Diplomacy +n, Disguise +12, Enter-
tain {dance) +8, Forgery +12, Gather
Information +13, Hide +8, Enowledge
[organized erime) 49, Knowledge (Outer
Rim] 45, Listen +4, Move Silently +8, Filot

“No offense, but if /hung around with a guy who looks
like a big green rabbit, folks might start to talk.”

to pick up the skills necessary to defend her-
self Amaiza learned more than how to fire a
blaster, becoming a capable pirate.

Leadership in the Black Hole gang
changed frequently and violenthe Amaiza
was exceedingly popular amang the band
of cutthroats, and mone tham once a fellow
brigand suggested to her that she should
lead the group. One unsavory pirate chief,
Kayso, mismanaged the pirates and
hoarded booty for himself. Amaiza discov-
ered this and shot Kayso, inheriting the
leadership of the Black Hole gang.

Her rule was short-lived, however. An
Imperial Navy crackdown of the Delphon
system sent the plrates scattering and left
Amaiza on her own Destitule, ihe graa-
tated to Aduba-3 to sniff out work, What
she found was a job and a future smuggling
partier in laxxon.

Amaiza looks remarkable for a woman
her age, the result of beauty secrets gath-
ered from scattered worlds. She often wears
decorative corneal lenses that alter her
pupils for a more catlike appearance. She is

—Amaiza

+£, Profession (dancer) +6, Read Write
Basic, Repair +g, Search +7, 5ense Motive
+12, Slelght of Hand +12, Speak Basic,
Speak Huttese, Speak Rodese, Speak
Shyriwook, Spot +8, Tumble +15.

Feats: Ambidexterity, Dodge, Mobility, Skill
Emphasis (tumble], Two-Weapon Fight-
ing, Weapon Group Proficiency [simple
weapons, blaster pistols).

*+4 equiprent bonws fo Spot and Search; incerdisd

range imgrermend by o 10000 credis

Dom-Wan EiHoTAY
The addest member
of Han 5o0lo's
already odd assem-
blage of protectors
wiat an exuberant
ald mam wiho swone
e was a ledi
Enight. Going by
the unlikely name of Don-Wan Kihotay,
this Knight spoke of the Force and even
carried a yellow-bladed lightsaber.
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Droni-Wan Kilotay was, In
truth, a librarian named Hess
Korrin who worked on the aca-
demilc world of Obeoa-skal, cataloging
antiguities. Having much time to himself,
Koarin spent years reading up on the Jedi of
odd. An absolute fanatic on the subject, Kor-
rin ingdialged in his fantasies to the paind
where he slipped the bonds of reality. He
wias completely unprepared whaen, by order
of the Imperial Security Bureauw, his antigui-

adopted the name of Don-Wan Kihotay The
156 left Aduba-3, thinking their work done,
The curious truth of Eihotay i that he
wirs Force-sensitive. Had his midi-chlorian
count been higher, he might have been part
of the Jedi order of old, and ironically would
have been exterminated along with his
cherishied Knights. Instead, Kihotay proudly
held his lightsaber (liberated from the
antiquities collection prior to its destruc-
tion) and reproduction armaor while he

“Fie upon you, foul feathery fiend—In the name
of justice, let this planet be cleansed of

such filth as you and your brethren!”

Oon-Wan Kihotay, to a high-hound

ties section was shut down. Citing a "public
safety issue,” the 158 destroyed the entire
antiguities wing.

Korrin snapped. He sought to protect the
memary of the fedi and saw it as his sacred
duity to champlon the causes of peace and
Justice. Realizing that Korrin's heresy would
end up getting him kilbed, his sympathetic
Ithosian manager secretly transported him
offworld. The thoeian could not avold the 158
forever and was killed when he set down on
Aduba-3. The ISE was simply taking care of
locse-ends from their Obroa-skal mop up,
bt they never knew about Koerin, who had

recited the entire Jled| Code. The Aduba-3
spacers found him amusing and harmbess.
Don-Wan Kihotay died a short time after
the Aduba-3 incident when a mercenary
attack destroyed the medical station on
Telos-4, where Kihotay was convalescing,

Don-Wan Kinotay: Human Male Exp 2/FA
2; Init +0; Def 12 [+2 class); Spd 10 m; VPIWP
13/g; Atk +o melee (2d8-2, crit 19=-20,
lightsaber], +2 ranged; 50 None; 5 Fort +,
Reef +2, Will +8; 5 M; FP 4; DSP o; Rep 2;

Str 8, Dex n, Con g, Int 17, Wis 10, Cha 1.
Challenge Code: A

Equipment: Lightsaber, replica armer (pro-
wides no bonuses or penalties), cloak,
ledi robes.

Skills: Appraise +5, Computer Uie +8,
Enowledge [alien species) +g, Knowl-
edge (beauracracy) +8, Knowledge
(galactic politics) +g, Knowledge [Jedi
lare] +13, Profession (librarian) +5,
ReadWrite Basie, Read/Write Cerean,
Read/ Write Zabrak, Speak Basic, Spot +6.

Force Skills: Affect Mind +5, Empathy +7,
Enhance Ability +6.

Feats: Exotic Weapon (lightsaber), Force-
Sensitive, Skill Emphasis [Knowledge:
Sl lore], Weapon Group Proficlency
{primitive weapons, simple weapons,
Master pistals).

Force Feats: Alter, Sense,

Huon

A laconic spacer with
a rigid code of hono,
Hedji weas a rane
example of the Spiner
species, Long thought
extinct, Spiners hailed
from a world con-
sumed by a super-
nowva. The natives of the world had not
developed space travel, and the Republic of
the time managed to rescue only a thou-
sand or s0. A genetic flaw that allowed
reproduction only on their homeworld has
caused the Spiners’ slow extinction.




Hedji was a quiet, stoic individual who
kept to himself. Hedji abhorred technology
that simplifies physical tasks. He abided
starships and medical technology that
could accomplish what he alone could not,
but mot Iterms of comfort or convenkence, In
that regard, Hedji refused to carry a blaster,
preferring instead to trust his accurate, nat-
wral quill-throwing ability.

Mo one knows for certain why Hedji was
on Aduba-3 or why he sought to join Solo's
posse. He remained tight-lipped throughout
the entire venbure, a hurmoress tacitumm
warrior devoted to defending the weak.
Hed|i was killed by a mysterious creature
that emerged from the caverns beneath
Onacra vill.:ﬂ-:.

Hedji was a stout humanoid male, cov-
ered in stiff barbed quills, which grew
longest on his arms and begs. By flexing his
musches in a particular way, Hedji could hurl
his quills with amazing accuracy up 1o 10
mieters away. Spiners are constantly grow-
ing more quills, 5o his natural coat provided
an unlimited supply of defensive weaponiy.

Hipdi: Spiner Male Frg 2; Init 4o; Def 15 (+1

Dex, +4 class); Spd 10 m; VPWP 11/73; Atk

+4 melee (1d343, punch), +3 ranged [2d4+3,

quills); SQ Quills, barter; SV Fort +4, Ref +3,

Will #0757 M FP 1; DSP o; Rep 1 5tr b,

Dex 12, Con 13, Int 11, Wis 10, Cha g. Chal-

benge Code: A

Equipment: All-termperature cloak

Skills: Astrogate 45, Listen +7, Pllot +6,
Bead/Write Basic, Search #5, Speak Basic,
spot +7, Sureival +5,

Feats: Alertness, Exotic Weapon (quills),

weapon Group Proficiency (simple

weapons, blaster pistols).

The Onacra Village

Dnacra village is one of dozens of farming
communities scattered across Aduba-3, The
Sacred Way missionaries who settled the
planet set up simple farming villages in
accordance to the tenets of their beliefs, As
time went an, a few colonies rejected some
of the more rigid codes dictated by the
priests, The Way allowed such dissension,
and a few families seceded from the other
Followers, Onacra village was founded by
one of these families.

Though not as dogmatic and ritualized as
the ather Sacred Way communities, the vil-
lage is still very spiritual and does follow
garmie of the rituals of old. To thelr way of
thinking, they are adhering to the original
intent of the Holybook scripture, if not the
outdated formalities.

For three years the villagers of Onacra
became the favored targets of Serji-X Ao
gantus and his Cloud Riders, only because
their community was near Tun Aduban. The
spoils from raiding Onacra could easily be
sold in the port town. Desperate and weary
of the assaults, the town leaders—including
Onchio and Ramiz—offened Arrogantus

the Starkiller Kid and bringing along FE
g4, the tractor droid that raised him since
he was orphaned as a child, limm ventured
to Tun Aduban for the first time, He even
managed to sneak into Locru's Saloon and
into Solo’s apartment.

Jimm had enough moxie to impress Solo.
That, and the kid reminded Han of a certain
other desert farmboy who recently made
his acquaintance. In their brief time
together, 5odo taught Jimm the basic princi-
ples of marksmanship and defense. Jimm
proved valuable in the fight against the
Clowd Riders, and when the thieving hoods
were chased off, the kid managed to win

“| am just a tractor-robot ... not really
programmed for this sort of thing!”

credits instead of pillaged goods. Arrogan-
tus agreed, and each year the poor comma-
nity of less than 100 farmers had to
scrounge up 9,000 credits to pay the gang-
sters, The last year of this terror, Ramiz and
Oncho refused. They instead took that
g.000 credits and offered it to a dashing
and capable offworkder named Han Solo.
solo took the credits and offered Loco cred-
its aplece to protectors who would join him
i saving Onacra.

Jinamy

THE STagKiLLER KiD
limim Doshun was
furious that the
Onacran elders never
even consldensd
defending them-
sebves from the
marauding Cloud
Riders. With his sling and harvesting knife,
he was positive he could hold his own.
Granted, e was 16 at the time and never
once faced combat, but he wanted to
prove to them, to himself, and particularly
b Merri Shen that he had what it took.
Jimm was further incensed to hear that
Ramiz intended to go to Tun Aduban to get
help—to the very den that spawned these
thiewes! Donning the “clever” alias of limm

—FE-30

the heart of Merri Shen,

Firm and Merri were wed shortly there-
after. The two now have a daughter named
Hanna and are expecting their second child

lisama Dossum: Human Male Frg v Init +
(Dex); Def 14 [+1 Dex, +3 class); 5pd 10 my;
VEOAWE 1212 Atk 41 meles [1d64, hanest-
ing knife), +1 ranged (3d6, blaster pistel); 5Q
Mone; SV Fort +3, Ref +2, Wil =1 52 M; FP y;
DS o; Rep o; 5kr 12, Dex 13, Con 12, Int 10,
Wis g, Cha 13. Challenge Code: A,
Equipment: Blaster pistol, harvesting knife
{1.5 kg, slashing, Small, simple weapon).
kills: Handle Animal 45, Listén 43, Profes-
sion (farmer) 43, Ride +5, Search +4, Spot
+3, Survival #3.
Feats: Dadge, Run, Quickness, Weapon
Group Proficiency (simple weapons,
blaster plstols).

FE-9Q

wWhen three-year old
limm Doshun's par-
ents were killed by a
high-hound attack,
the villagers of
Onacra took to collec-
tively ratsing him.
Though many took
part, much of the day-to-day nurturing was
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undertaken by an unlioely
Lource—a retired tractor droid
o narmed FE-gQ. One of the few

tractor diolds i Lhe '.rllnglr.' [tk Limphe
larmers take more pride in doing the work
themselves), FE-g0 fell into disrepalr and
wias cast aside, The Daoshuns, though, valued
the draid s strong personality, and he
became a howsehold servant of sorts. When
they died, he helped pass on the elder
Dodhiuns valued and lesions to o resiiess
lirmrm, who reciprocated the love if f.rl!-l:.l'
internally and not demaonstrably.

A% Firmem grew Bo e o difficult teenager,
he resented Effie's efforts ab raising him and
rebelled ai ol teent do Mo matter wihal
troubde he tried bo EL" {ivbe, EFfie wirs ot far
behind, ready to pick Jimm up should he
fall, This was complicated by Effie’s pro-
gramiming, which largely dictated (within
reasan) that he should do as Jimm says
While Effie becaime crealive in !nllnwulg
Firmmi s directives, his vocabulator made ng
secret ok to who really was in ¢ h.rrEr

Sad Ig,r. Effie was destroved in the Tinal
|IB|‘I| .13.:irl-:.1 Ehe Cloasd E‘irJrr'..Thuug.'l Effie
ould not direct I:,rh.ar:rrl another sentient,
his programming had developed to the

point wihere he could creatively bypass

Researcher's Motes

Jirem s

3@ deatht
r,of a
rigliy Spaak wilh hes

wile M. (mough defindely a sweed, beautl

dowen upon the prerancead, but she STruck ma

BS & vy crsdulous perscn, and har laks on

Camt Mg St

tFink. it hag tasbed her msmory, She even

R ON 10 QEECTDE TRE §88mi unbiiy Mdlk:
ng reptilian b
1Fal BaF I

torphaad! iwas than that | RBed 10 cut mi
riarviaw SR, BINCE mig iranspoe was

@ e i 1, Al
Hadalr

BO oLk i Wusiign 4

mizst inhibitive dampers. For instance, in
battle, Effie used his telescoping arms to
target the Cloud Riders’ speeders, and not
the criminals themselves

FE-9C: Tracked labor drold, Exp 1; Inlt +0;

Def 12 (+2 armor); 5pd 8 my VPIWP —i4g;

Atk 43 melee (1dB+3, claw), +0 r.mErl:I. 50

Reach {10 m); 5V Fort +2, Ref 0, Will s 5

M Rep oz Str a6, Dex 1, Con 14, Ink 10, Wis

13, Cha 8. Challen g Code= A,

Equipmeni: Telescoping arms

Skills: Computer Use +4, Handle Animal 45,
Listen +3, Read/Write Basic, Repair 44,
Search +2, Speak Basic, Spot 43

Unspent Skill Points: o

Feats: Herolc Surge, Weapon Group Praf
clency (Eimple weapans)

Oneora's Secrat
Aduba-3 has one mone secret, omne nod
kmoswn Do any living being, one buaried Fiiier
dresds of meters below Onacra and hiun
dreds of years in the past. Cenfuries ago, the
ancient Sith had arganized themselves into
thie Brothedhood of Darkness, under thie el
leadership of Lord Kaan, One of Kaan's
preatest pnderlings was the Sith Lord Seviss
Waa, a scholar who pouned aver ancient
alchemical texts written by Naga Sadow
hirmseldl. Vaa longed to revive the long-bost
arts of 5ith alchemy and create a store
houte of wwicked creptures pulled from the
chilling recedsed of the dark side

O o Viaas Bedl worlds was none ather
than Aduba-3, though the planet bone a dif
ferent name at that time, It was the site ol
an early experiment. Vaa mutated a native
lizard inko a dark side abomination It wat
an early experiment, Mlawed bul worthy af
further study. He had developed a beast
that was driven mad by the presence of a
Jeli lightsaber, This creatune would target a
bl anvd attack relentlesshy, using a specially
devised organ to fire blasis of deadly light
ning fram its head, The creature, though
wias unistable, The dark side |.*|1|=||:;i|:".- that
held it I;r_lgr-l!hi'r could easily lose cohesion
As Waa moved onto other projects, he placed
the mutant into suspended animation ina
cave deep below Aduba-3's surface, A short
tirme later. Vaa was killed &t Ruusan and was
never able to return to his experiment

Centuries later, the Sacred '|".|'.1g,r colonists
arrived. Later still, separatists founded the

-.-:II_1j!4: of Cnacra not far from the crea
tune’s burial site. & Force-sensitive villager
somirhow learned of the creatiure's exis
tence and passed down such hl'li.'l'r'-'h"lltl:l" iy
hils heedrs, Over Hime, folklone evabved to ekl
tales of a behemoth from bebow that
would protect the village

The last keeper of this tale was an elder
Enown |;!lll-|:||'.1'. the Old O, An eCoEmlric, he
wias nonetheless touched by the Force and
wias able to summon the creatune from its
cavern, The Cld One was not able to confinod
the beast, however, and the giant Sith
spawn trampled the old man to death

The behemaoth from below was defeated
by a lightsaber appropriated by Han Solo
Had Lerd Vaa been alive to witness it, he
would have marveled at how close he came
to recreating one of Maga Sadow’s earliest
expeEriments.

BiMisoTH Fros BEiow: Predator E: Init 41
(=2 Déx, 43 species bonus); Def 16 [+12 nat-
ural, =4 size, =2 Dex); ':'ppd & m: VPP
16840; Atk +23 melee DdBs15, punch), #1B
melee (qdbeig, bite) or +6 ran ENI |qd 8,
energy beam); 5Q Darkvisien (20 m), vul
nera bl!li1:,l to |IEh1"...1 bers, DR §; 5V Fort 418,
Ref 44, Will #5; 52 G; 5tr g0, Dex 6, Con 35,
Int 1, 'Wis B, Cha 3 L'h;llll:ng[' Code: H
Skills: Listen +2, Spot +2
Feats: Power Attack
Speclal Cualities: Vulnerability to
I|gh1_'..1 bers, The behemoth from below
s extre mrly sensitive to the r'n-r'lgii.-':-
emitted by an activated lightsaber,
Within 20 meters, the behemaoth will
.lea:,'g. prrrl‘n:r to attack the nearest char
acter wielding a lightsaber, Lightsabers
Ignore the behemoth's damage reduc
tion. Whenever a lightsaber “threatens”
the behemoth (3 natural v or 20 i3
rolled on the dzo attack roll), the crea
ture must succeed at a Fortitude saving
throw (DC 35). On a falled save, the crea-
ture explodes, washing all beings within
20 meters with a wave of energy that
deals zd8 damage; a successful Reflex
save [DC 15) halves the damage. On a
successful save, the creature is still vul-
nerable to a critical hit. §
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How To Use This ARTiCLE

“secrels of Kashyyyk” [s meant to give
players enough information to flesh
out Wookiee characters, while provid-
ing GMs with solld data aboart the
Wooklee homeworld, an introduction
to its geography, climate, sochety, and
culture, and hopefully plenty of ideas
to create inbe n:'.1ing acventungs both

in Its cities and In its wild depths



S, the wisitor n{;:l-_.r-uu.]“]r catches a
glimpse of something dark far, far below,
accompanied by a frightening flash of
mowement, Such wisions senve to remind
off-worlders that the dties of Kaxihyyyk are
but tirmy outposts of civilization in the for-
est. The depths are ruled by predators so
terrible that even Wookiees shudder to
think of them.

GEOGRAPHY o CLIMATE

Offwarld wisitors tend to think of Kashyyyk
as covered in wrothyr trees, but the swrfsoe
of Kashyyyk is almost 40% water. Because
the upper branches of the wrashyrs mesh
so well, an object dropping from the helghts
is considerably more lkely to come 1o nest
o a tree Hmb than it is to strike water. Even
o Kashyyyk's seas, there is 2 considerable
amount of tree cover far, far above.

The steamy temperatures in Kashyyyk's
swamps and inland lakes cawse a tremen-
dows amount of evaporation. Most of it
rarely rises more than a kilometer above the
ground before it is trapped by foliage,
where it condenses and falls back into the
wiater table as dark, soil-rich rain. What
evaporation occurs on the upper levels
makes for light cloud cover and periodic
light rainfall. Windstorms are infrequent,
and usually not very strong—certainly mot
strong enough to shake the treetops. Light
ning Is extremely unusual on Kashyyyk, as
thie wood of wroshyr trees [s an insulator
against negative electrical build-up.

Kashyyyk's geographical regions are bro-
ken down mone by climate and terrain, and
less by geopolitical boundaries. The most
populous regions are the central northenn
and southern hembisphenes, wihere the tem-
peratures are comfortable for the heavily
furred Wookiees. The populathon drops off
as the temperature rises toward the equa-
tor and drops toward the poles. The seas
are, of course, uninhabited by Wookiees,
who are fot comfortable that close to the
surface—dry land or not,

Each of Kashyyyk's four continents are at
least partially inhabited, with at least one
miajor city per continent, The Largest cities
inchsde Truvwhhuer, Kamarkila, Hoomrkhuklk,
Maarwraawroo , and Beoakrrorro, all of
wihich are built arsund manufacturing facil.

ithes that provide Eashyyyk with trade
goods for offworld commerce. Smaller com-
munities, such as Kroohhuhwoor, Orriofr,
and Rarrhkrrorrhe, tend to focus on agricul-
tural goods sold on Kashyyyk itself

T WeosHYR FORESTS

Kashyyyk might be almost half water, but
the rest s wroshyr trees. The wroshyr
forests of the Wookiee homeworld extend
many kilometers above the surface—so far
that fesy Wiookises ever see the surface
Wookiee scientists calculate the diameter
of the wroshyr trunks at several kilometers.
They further suggest that Wookiee cities
may not be built on the commingled
branches of multiple trees, as is commaonly
believed, but rather on the widespread
limbs of a single wroshyr tree. The upper
reaches of the wroshyr trees, whene Wook-
iees bulild the nurseries for thedr young. can
mieasure half a kilormeter thick,

The wroshyr forests blanket the planet,
even hanging a half-dozen kilometers out
owver the seas, a few kilometers belaw,
Kashyyyk's poles are also forested, though
not as heavily as other regions. Only at the
wery tip of the poles and in the planet’s few
meager deserts are wroshyt brees com-
pletely absent. Land without tree growth of
some kind accounts for only half a percent
of Kashyyyk's surface,

The Wookiees divide the wrashyr fonests
into seven vertical levels, The top level 5
occupied by the Wookiees, and it is further
subdivided into the highest level (the niirs-
ery ring, where Wookiee chikdren are
minded and educated while their parents
work), the habitation level (where Wookiee
farmilies dwell and work), and the mainte-
nance level [whene most Wookiee public
utilities are located, including sewage and
powwer generat ion)

s one travels farther down, the levels
become increasingly more dangerous. A few
predators exist on the level directly below
the Wookiees' level, but these are small and
easily circumvented. On the third level
down, carmibvarous syren plants exest in
massive numbers and sizes. They play a part
in Wookiee “coming-of-age” rituals, though
only the most reckless Wookiees dare to
verturne so far down 1o prove thelr courage.

Wooklees

o Losal

Don t Liki

Below this level, things swiftly turn
lethal The fourth level down ks inhabibed by
deadly predators, to whom a full-grown
Wookiee warrior is little more than a pass-
Ing challenge.

The next twe levels are known as the
Shadow Forest—the part of the forest too
far below the canopy for light to penetrate.
This is the domain of the webweavers—
ghant, spiderlike creatures capable of
devouring the most powerful Wookies in a
single bite, The Shadow Forest ks a colossal
maze of adhesive webs, where the slightes
tremor attracts the attention of at least one
webweaver, Those few Wookiees who travel
this far down rarely return,

Finally, the ground level is given over to
swamps, inland lakes, and sluggish rivers.
The fauna at this level is mere strange than
lethal {though thene is a fair amount of the
latter], and most of the creatwres live in
eomplete darkness broken only by the occa-
sional patch of phosphorescent flora, A few
creatures provide their own ilumination—
which usually attracts the attention of the
ground-level predators, so these creatures
are either prolific or extremely dangerous in
their own right.

HISTORY

One legend suggests that the first Wook-
iees to appear on Kashyyyk were visitors
from ancther world—pioneers or refugees.
Wookiee reconds are vague on the paint
when they mention the subject at all

Kashyyyk




Conventional wisdom 1 4 that Ll e mmerely the
rmost capable climiers in an ystern full of predators. Thedr abil

ity o maree higher in the wroshyr trees than thelr natural enemies

In either case, no re s exist amynwnere “'I-‘lr.':-|.|"I:i:r."-t1|'l.|1 theere

wWiars 3 tirme when no 4 liwed an K _'|'=||‘I:r'!,':|-r.

Lig = h.1'-'||'1_r!_ o ciers devel
oped the ability eir homeworld only a few thousand
f 1. Even then, they acquired the nec

jal n 1bars, the Tran

ested planet in hopes of -!"-.LII‘I|I-JI-I1E

colonies. They weere driven off by the fierce Wookiee natives, leav
Easily dig
d replicated. S« the first ¥
explorers set off into the black depths of space
The Wookiee spacefarers were quickly discovered by the Corel

lished trade relations with the Tran

against their r

with the Wookiees and, in typical fashion, immeadiately began
piting them, This state of affairs

some time had it not been for the ind

Diplomatic Corps, who petitioned the Bepublic tor a senate seat to

be created for a representative of Kashyyyk. Thus, Eashyyyi

became a Bepublic world

AGR

The predatory agr averages 2 meters from wingtip to wingtip
Though relatively short-lived, these blrds command the skies
above what was once Kashyyyk's industrial sectos,

The agr are blood-colored raptors with an aggressiveness thal
Increases as they near the end of thelr lifespan. Once agrs reach
siu seasons, they are belligerent beasts and threats to their own,
They often meet thelr end at the talons of another agr; few live a
full eight seasons.

Thie agr have made many abandoned baild iI'IEi. and lowers
thedr aeries. Thr:,r hunt in ‘I'Iit:hh of 12-36 birds: they commanly I'I:pI
I beeo "V formationd, one over the ather, While in formatien, 5
few of the :.I:rqngﬂ.l hunters spread in random positions around
the group, The formation provedes an excellent defense against
other airborme creatures that |:|i|E!Il threaten agr, and also pro-
vide for quick dispersal when hunting Nesing prey.

Agr: Airbarne predator 3; It +6 (+2 species, +4 Impioved Initia-
tive); Def v (41 tlze); Spd v fy (good]; VPP v Ak +4
melee 16+, beak), +4 melee (1dg+1, 2 claws), +2 ranged; 50 +2
species bonus Lo Spol checks; SV Fort +4, Refl +3, Will #1525 p.am
tall, 2 mowingspan); Rep 3; 5tr 12, Dex 1, Con 1z, Int 4, Wis 12, Cha
1o, Challenge Code: A

Skills: Listen +6, Move Silently +4, Spot +8,

Feats: Improved Initiative
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Once in the Senate, the Wookiees
promptly dissobeed the unfair treaty the
Corellians had made with them and made
e treaties with other worlds and
specics—and a more equitable new treaty
with Corellia, They purchased hyperdrive
technology from the Dures, established
Wookiee cultural studies programs in Alder-
aan's finest universities. and traded with
the Verpines for state-of-the-art manufac-
turing processes. n the Senate, politicians
spoke admiringly of “the wisdom of the
Wookiees," who were perceived oS 4 spedes
more |n touch weith the Farce, due to their
integration of nature and technology.
Kashyyyk had becorme a distinguished
member of the galactic community,

Tean RiSE &F THE EMPIRE

Throughouwt the cenfuries before the
foundation of the Galactic Empire
Eashyyyk grew and prospened, An initial
influx of offworld fourists created a
booming sightseeing industry, The Wook-
bees quickly realized the toll such visits
wiould take on Kashyyyk's ecosystem—not
to mention their culture—and created

lawes aimed at curtabling such activities

Linfartunately, the restrictive Livs werne
not popular with their neighbors, the Tran-
doshans, The Trandoshans had arranged o
profit handsomely from the tourist trade
When the Wookies laws caused the tourist
industry to dey up, the Trandoshans—
;-|l:r|:.=||:.|:|| n ur'.ing & hatred for the VWookiees
over the failed colonization efforts—cam
menced a serkes of ralds on Kashyyyk, plun
dering natural resources. In the Senate, they
claimed that the Wookiee laws governing
affwoarld visitors applied onty to the chvilized
areas of Kashyyyk, The enraged Wookiees
determined that regandless of wehat the law
waid, they wiould not stand till wihile aliens
destroyed their homeworld

¥While the debate dragged on in the
senate, the Trandoshans contineed to visid
I:;,:is.h!,r:,.'.,'k Mearly every time I:hn'.‘g.I EnCoun
tered viobent apposithon from the Wookiees
Terribbe battles took place on the surface
and in the skies above Kashyyyk—and, as
the ¥Wookiees became mone proactin, In
the skies above Dosha, as well, Finally, the
Senate ruled that the Wookiess werne the
rightful caretakers of their world and that

Hiw Fiat: WooliEs BRACHIATION
¥ou can move through the trees as if
you were an the ground.
PrenequisiTes: Climb 4, Jumip 4.
BENEFIT: You can move vertically
and horizontally through trees at
your normal rate, provided the trees
have branches large enough to sup-
port your weight. A Climb or lJump
check might be necessary to get you
to branches of sufficient size [reach-
ing them from the ground, or leaping
from a nearby perch], but once you
reach the branches, you can move
without danger of falling.
NosmaL: Without this feat, you
rmust make a Climb check to traverse
even horlzontal spaces among trees.
SeeciaL: At their option, Gamemas-
ters may rule that Wooklee characters
galn this feat automatically (as a
bonus fieat) if they have the prerequi-
site ranks in Climb and Jump.

their rubes on visitors applied to settied and
wnsettled aneas equalhy The Tramndoshans
beroke off thedr rodds, but the hatred

BANTHA, KASHYYYK
Banthas, along with various breeds of
narfs, are among the most ublquitows
specied In the galawxy. Even o, it comed
as somewhat of a surprise Lo many that
the large herbivore is also found on
Kashyyyk. A massive, plodding creature,
the bantha would certainly never have
evolved on Kashyyyk, as it is ungainly
with poor climhing ability, but the
Wooklee traders who intraduced the
greature correctly guessed that banthas would adapt to the top
mast ecolevel’s platforms in and about the major Wookiee cities
Banthas thrlve In hundreds of subspecies, and those that
inhabit Kashyyyk ewolved from their “standard” stock rather
guickly. The telltale horns that usually distinguish the huge
beasts have all but disappeared in thelr centurles on the Wook-
lee homeworld; in their place, the males have developed mas-

sive cranlal bone plates used as pawerful armored batlering

rams. Also gone iz most of thelr trademark shaggy fur. The
Kashyyyk bantha’s build, which contains the awesome p

far which banthas are so renowned, has changed little. Finally,
Eashyyyk banthas ada pted to climbing betier than anyone

expected, developing more articulated toes to grip the thick
wiroshyr bark
Banthas typical I']' hawe few natural enemies, but on Kas hﬁ"g"p'k.

o cieature ls 50 ||.|1;l:}' Ka hl‘l}':.l_'lrh. banthas suffer the predation af
many creatures, and herds are often harassed by gundarks and

nlghtdwellers

Kashyyyk Bantha: Forest herd animal 3;: Inl +2; Def 18 [+10 natwral,

=3 size); Spd G VPIWP 35/58; Atk +8 melee (3d6+9, gore). =1

ranged; 5Q +2 species bonus to Listen and Survival checks {in

forested aneas); 5V Fort 412, Ref +0, Will 1352 H (2=3 m tall); Rep 8,
g, Dex 10, Con 29, Int 3, Wis 1, Cha 3. Challenge Code: C
 Climib +w, Listen +6, Survival +8.

& gurlous feline creature that inhabits many bevels of Kashy)
blastall is a small and dangerous cambvore. Blastails are kRown o
carry a number of infectious diseases, many of which can be danger
ous to even Lo a healthy, full-grown Wookiee

Skilled climbers, blastails ane typically orange or dark beige mot
thed with spots or long stripes. They have Large, haunting eyes and
thick sensory filaments. Thelr short, painted ears phtk up many of the
minute sounds that indicate danger in the perilous Kashyyyk wild.

The fuzzy bulb on the end of the blastall’s tall cross-pallinates the
jungle by collecting seeds and spores as the creature roams in seanch
of prey. Blastalls have also developed the ability to “throw” their
pollen-laden tall bulb at would-be predators; the pollen results in
such a violent allergic reaction that the blastail can flee some dis-

tance before the target can attemipt to puriue
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ISR |1 was this
hatred that led

to the ensbaverment of the Wookises, cen
turies later, when Emperor Palpatine came
to powwer and .'I-!"E.II'I '-'I‘I:'Il:III-E: iR EN S e
altermatives to mare traditional warkiartes,
':-:I:li'il'lg the qlppqlrl‘unrl_:,l fo take their
FEVENRE 0 thedr old Enemies, the Tran-
doshans reached an agreement with the

NEW EOUIPMENT

Ksrivy Vines

Eshyy vines are organic cables cut from
wioshyr trees and kept alive throwgh
regular treatments of nutrients, On
Kashyyyl itself, the vines are frequently
left on the trees and simply re-guided
inte whatever application is necessany.
Liftcars, for example, which carry hun-
dreds of kilograms of material up and
down the entire height of a Wookier
city, are often ralsed and lowered via
kshyy wines. After all, what better way to
anchor something as fragile as a liftcar
than a live vine, still attached to the tree
where it originally grew?

A kshyy vine is dq centimeters thick
and has 1o wound palnts per centimeter.
Thiose still attached to the trees are
twice as thick, The vines have a hardness
rating comparabie to metal (hardness
10}, and while still attached to trees can
actualty heal 1 wouwnd point per hour. Cut
kshyy wines that are soaked in the proper
nutrients for at least B hours each day
leven when not damaged) recover 1
wound point every 26 standard hours, If
a kshyy vines goes longer than 1 week
without a nutrient treatment, it loses

Bvye BLapis

Empernar: They would deliver regular
shiploads of Wookiee slaves in exchange fou
varigus concessions, including economic
sanctions against Kashyyyk—sanctiens that
favored Dosha. The Empernor consented, and
the Weokiees suddenly discovened that it
wikd illegal for them (o own starships based
on Trandoshan designs, which included
nearly every ship the Wookiees owned,

Wookiee supporters in the Senate

half it wound points and hardness and
can no longer heal itself

A ro-meter length of cut kshyy vine
costs o credits, and a month's supply of
nutrients cosis an additional § credits,

PHOSFLEA LANTERN
With the blending of technology with
nature comes the need for an efficent,
nonpolluting light source. Fortunately,
Kashyyyk provides its own answer in the
form of the phosflea.
Wookiees use the easily captured
phosfleas the way other species use
tow rods and glow panels. A single
phoaflea provides Mumination to 5
mieters, and each additional phosflea
adds ancther 1ocm to the radius of light.
A phosflea requines a small amount of
organic matter (plant life, usually) to sur-
whve; left untended, a phosflea will expire
in about a day, Organic feed is freely
available on Kashyyyk and most planets
with a forested biosphere, but 1 credit
will feed a phosflea for 10 days else-
where Note that any light utilizing phos-
fleas must be enclosed: otherwise, the
phosfleas escape, (On Kashyyyk, the
Wookiees use mesh cages.)

Ryyk blades are the traditional hand weapon of the Wookiees, who eschew using
their claws in hand-to-hand combat for reasons of personal honor. A Wookies treats
his ryyk blade with the utmost respect, just like his bowcaster, and some ryyk blades

are passed down through family lines.

The ryyk blade Is a curved, machete-like weapon, with a handgrip set elther in line
with the blade or perpendicular to it Wookiees who practice regularly can become
adept with the ryyk, moving with great precision at blinding speeds. (Wookiees can
sehect the ryyk as a weapon for which they can take the Weapon Finesse feat.)
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protested—and protested even louder

when Imperial troops arested the Wookiee

senator for treason—but by that time, the

Senate was powerless to stop the Empernos

from dolng more or less as he pleased
Wookiee slavery had begun

SEMATOR YaRUA

Yarua is Kashyyyk's main representative to

the Galactic Republic and a highly respected

Senator. A firm supporter of various senate

refarm movements, he believes that the

existing Republic povernment Is rife with
corruption. Having served as a senator for
almost 100 years, Yaruea's fondest wish ks to
retire and go home to Kashyyyk—though
he feels he cannot until the Senate once
again serves the public, not just itself

In his youth, Yarua wanted (it he more
than to take over his family business. When
his father died in an accident, Yarua became
the family patriarch at the tender age of

i He Laught himel! to deal with situa-

L :Iiplmruhmll:,r rather than physically

ansd qulchl:lr earned the respect of

k'.11.l|}fﬂ.'k". elders. When the Wookiee repre-
sentative to the Galactic Republic retired
the chiders l.IrEI_'d Yamua to vie for his place,
and Yarua soon found himael bownd for

Coruscant aboard a diplomatic shuttle
Yarua, Male Wooklee Frg 3/Nbl 19: Init +0;

Def1g (+g class); Spd 1om; VEIWE nodE; Atk

+12/4+7 melee (dmig wd3+3, punch], +6/ +4

ranged (dmig sdwodcrit 19=20, bowcaster); 50

Woakdee rage, extraordinary recuperation,

barter, adaptive leaming (Diplomacy), call in

a favor (xg), Inspire confidence (43), com-

mand {+4]; 5V Fort +10, Ref +7, Will +12; 52 M;

FP 3; 5P o; Rep 20; 5tr 17, Dex 1, Con 18, Ink

1, Wis 13, Cha 14. Challenge Code: D

Equipment: Bowcaster (rarely cartied], proto
ool drobd, assorted datapads, private shut-
tle, apartments on Coruscant.

Skits; Bluff +5, Climb +n, Compauter Use 46,
Craft (boweaster) +12, Mplomacy +16,
Gather Information +12, Handle Animail
+8, Intimddate 416, lump 49, Knowledge
(Kashyyyk) +6, Knowledge (politics) +14,
Enowdedge (Galactic Republic] +10, Listen
+7, Pllot +1, Profession (merchant] 449,
Read Write Basic, Bead /Write Shyrilwook,
Sense Motive +13, Speak Baslc (under-
stand anly), Speak Shyrliwook, Surdhval 2.

Feats: Endurance, Exotic Weapon Proficlency
Ill-cw-'ta'tter:l.lmn W, Persicasive, POwWer




Attack, Trustworthy, Weapon Group Prodi

ciencies (blaster r_:u-;.r,n:||1.,1.||r111lq' WEapons)

Trik REBELLION ERA :
F-*.{:'ﬁ"ru"!" under the heel of the Empine, the
Waookiees of Eashyyyk were ralded regularly
for slaves to work in the Emperan’s factories
Strong and 11:-ut|;h but with mechanical

eupertise, Wookiees made extremety useful
slaves and were [ess expensive than droids
that could be designed and programmed to
do the same work.

Trandashan clave ships [among mamy
mary others) visibed Eashyyyk daibe The
Wookimes had little choice but to fight,
caught between the slave raiders and the
even more horrible creatures in the wroshyr
forest depths. Being proud and strong, they
hardly stopped to consider army other strat-
egy. Every raiding party was met with vio
lemt resistamnce. Sometimes scores of
enraged Wookiees would overwhelm a
group of slavers, tear them limb from limb,

reant that they captured maore
Wiookiees than they lost slavers,
With the high price Wookiees
fetched, the risk was worlh it

Though Eashyyyk was under
the Emplre’s rule, the Wookiees
wiere allewed to carmy on with
thedr lives more of less as they
had before. Imperial patiol Ships
aibited the Erechn wod Id, bt Uhwiar
job was maostly to prevent the
Wookiees from sending of recely-
ing ald from the Rebels. The
Imperials kept no ground troops,
l:nr_lw.nE fuill wiell that ewen
stormtrooper armor could nok
withstand the fury of a city full of
blood-mad Woolkiees, When they
did land ships, they did 5o quickly,
efficiently, and with considerable
force of arms.

Though many Wookiee free-
dom fighters distinguished

and toss them into the forest depths. More

themsetves as herogs during

often, though, the superios weapons of the these dark times, the one most

dpvers—guaranteed by the Empenses tech-
nology embargo agalnst the Wookiges—

Blastall: Forest predator 2 Init +7 {+3 Dex, +4 Improved Initiative);

Def 17 (+3 natural, +3 Dex, +1 slze); Spd 15m; VAWP 18.013; Atk +3

melee (1dE, bite], +3 melee [1dg, 2 claws), +6 ranged (special, tail

bulb); 50 Darkvision 20m, disease, +2 species bonus to Listen and

Survival checks {in forested areas); SV Fort +3, Ref 43, Will +0; 52 §

{1-1,2 m longl; Rep 2; 5tr v, Dex 16, Con 13, Int 4, Wis 15, Cha 8. Chal

lenge Code: A

Skifls: Climb +2, Hide +&, lump +32, Listen +6, Move Sllently +6, Spot
+4, Survival 44

Feats: Improved Initiative,

SA—Toll Berlb: The blastail can hurl its tall bulb, composed of &
dusty ball of collected pollen, once every 1d4 days. The range
increment for the attack is 4 meters, and if the tail bulb strikes
its target, the victim must succeed at a Fortitude save (DC15) or
be blinded for 2d4 rounds (see Chapter 12 of the core rulebook)
While its opponent is blinded, the blastail flees

LA—Dsease: A creature scratched or bitten by a blastail must suc
ceed at a Fortitude save (DC 14) bo aveid becoming diseased. The
sepais in blastall saliva has an incubation perhod of 4dib hours,
causes 2 points of initial Constitution damage, and causes an
additianal g+ Constitution damage one day later,

Dt;pitt sta nding gver four meters tall, the cream- or gree fi-Brown

colored bolstyngar is one of the quietest creatures in the noisy
melange of beasts of the Wookies homeworld's bonver levels,

Wiookiees remarmber |5 Chew-
bacca. He had been away from

The bolstyngar possesses bwo auditory clusters that contain
hypertympanic membranes, As a result, it notices virtually every
sound in the jungle—sometimes to its displeasure. Loud creatures
such as the grove hamiers annoy the bolstyngar to no end and ane
often the first to be crushed within the creaturne's jaws

Bakityngar: Forest predator B Init +o; Def
16 [+7 natural, = sipe]; Spd B VPP
v Atk +n melee (adé+4, bite], +8
ranged; 50 +2 species bonus Lo Lsten
checks and Survival checks (in forested
areas): 5V Fart 410, Ref +6, Will +7; 52 L
(3.5=4.2m tall); Rep 5: Str o8, Dex 10, Con
ig, Int 2, Wit 20, Cha 12. Challenge Code: C.
Skifts: Climb +6, lump +6, Listen 431, Mowe
Silently +g, Survival +12.
Feats: Skill Emphases (Listen), Skill Empha-
sis [Maove Silently], Track

CLAW WINE

A common nuisance (o crealunes and other plants of several
ecolevels, claw vines are aggressive, thomy plants that serously hin-
der movement. Some claw vines are simply thom-laden branches
that tear at travelers’ clothing and skin and attempt to strangse

smiall animals. Older groves, especially those indigenous to the lower

lowals, can be hastile. Nelther insectvonows nor carnbeonous ke mast
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1l.1.r.l||:|r||||::.'..\.'l1|=n
the Empenar
came to power and imposed the technology
ban. When he refurned home, he flesw

y into the jaws of a trap. Captured, he
was placed amoeng the other Wookbees in
the hold of a slaver ship and was dismayed
to find that the Woolkiees were too busy

fighting among themsehaes to organize an

escape. Chewbacea pulled them together,
and with parts they had smuggled aboard
in their m.:u.nhr._ll'u_':,' bauilt a crude fusion
cutter, Saon, the Trandoshan slavers were
dasd, and the Wookises ware (rap Howeer,
Kashyyyk iteell would not Be free frorm the
Empire’s comtrol until the Emperor's death

many years later

Katapna, FREEDOM FIGHTER

Chiring the years when Kashyyyk |5 a “pro
irate” of the Emiplne, and the Wookiee:

are constantly threatened by slave raids, the

leader of the Kashyyyk resistance is a Wook-

e female name KEatarra ':11_i||_||.|1.|: a :,-'-;u.lih_

K rra nonetheless commands gr:.ﬁ

respect for her wisdom and courage, a5 well

predatory plants, claw vines feed off of the nutrients provided by the
decomposing bodles of any creature they kill. Claw vine bushes
often grow so thick that scavengers who attempt to feed off the car-

casses become anather meal for the vine

as her battle prowess and I:IJI'IJIiI'I[:: Sl iy
also quite resourcetul. AL her uggestion,
the Wookee freedom fighters stopped tak-
ing stormitrooper anmeer as trophies and
started collecting it to trade to offworkd
smugglers for arms and medical supplies
Katarra s an impressive Wookiee, despite
her youth. 5h
caster her father [Tarkazza) made for her,

generally carries the bow-
and she keeps a r_].:|,-'l: ia |rJI'IE-|'I|.-II_'.|I:‘1!| knife)
handy for when the fighting gets close, She
prefers steakth fo frontal assault because
sh longrwes thart it's the Last thing Imperials
epech from VWioodk

Eatarra, Female Woaokiee Sct 3/MBl 2
Iniit #o; Def 56 (46 class); Spd v VPP
goiig; Atk +6 melee [1dg+3, knife), +3
ranged (3dvoicrit 1p=20, bowcaster); 50
Trallblazing, Bonus class skill (Disabbe
Device], Callin a favar (1), Inspine confi-
dence (+1); 5 Fort 44, Bef +4, Will +5: 57 M;
FP 2; D59 o; Rep 5 Strab, Dex 1o, Con 15, Int
14, Wis 11, Cha 13 r.'h.1F|rnE;:- Code: B,
Equipment: Bowcaster, knife, comlink
Sking: Climb +10, Computer Use +6&, Demoadi

tions +6, Diplomacy +g, Disable Device

b, Hide +4. Intimidate +5, lump +8,

Enomwledge (Kashyyyk) +8, Knowledge
| Rebedl o) +4, Listen +4, Move Siemtly
+2, Rend /Wnile Basic, Bead Write Shyril-
woalk, Repair +4, Speak Baslc (under-
stand only], 5peak Shyrilwook, Spot +4,
Survival +6, Treat Injury +2

Fieats: Exotic Weapon Proficiency (bow
caster), Skill Emphasis i:l.'hplu;lma:;!,-'_l_ Skill
Emiphasis (Survival), Weapon Group Pro
ficiencies [blaster pistols, blasber rifles,

simple weapons),

THE MEws REFUBLIC ERa
Slave rabds on the Wookiees continwed wntil
shortly after the Battle of Endor. With news
of the Empersr's death, the Wookipes,
already sympathetic to the Bebellion,
quickly lent their strength to the Rebel
Alliance. Kashyyyk began to rebasild

The Wookiees became mose insular after
the Empire’s domination of Kas Ty _,-}'l:
el Thf_hlgh |._:r.114_'1'|ll fo the Rebel
Alliance for hedp, they restricted aocess to
Eheir 'i'-'l.'ll'|||!,‘|l|'l'l|1|l'lE: thie number of Human
visitors and exdusing Trandoshans alto
gether. With few exceptions—notaldy the

Salo 1'..1r'|1ll':.'. Lo wham the hero Chewbaoca

its strengt h or feroc i1',l_ bart because of its resistance to damage,
Mot |n|'|-Er' nous Ka 1I-.3,-:,-:,-a creatures avoid angered porryls
becawse 1h|-,l are redentbess and difficult ta kill.

Gorryl: Scavenger b Init =1 (Dex); Def 16 (+6 natural, =1 Do, +1

size): Spd 2m; VPSWP 2110 Atk +4 melee [special), +5 ranged; 50

Claws Vine: Forest scavenger 3; Init +o; Def 14 (48 natural): Spd &m;
VROWE 20 f6; ALK 5 melee (2d4+4, claw thorns), 3 ran gr'-:l 150
Hlinn:lmghl: igm), improved Ernl:l_ reach [4m), +2 species bonus 1o LS
ten and Survival checks (in forested aneas); SV Fort +6, Ref +1, Wil
+i) 52 M [average 2m); Rep 4: 5tr o8, Dex 11, Con 16, Ik 1, WWis B, Cha
2. Challenge Cosde: B

Skifisr Hide +¢, Listen +3. Move Silently +g, Suneival +3

Feati: Multisttack.

A purplt and brown prnl:{:-pl.am1 [ '.IuE_ thie Fnrl:,-l % at anoe visu
.1II:,I n;hf,gu-','l:ng and plrasant tasting Most H{.hrryll. are approxi
n:.1|r_-l:,' 1.5 meters o ng, 1I1|'_|:|Eh SOME can grow up to 3.5 meters,
The creatunes wene onde harvested for use in many culinary deli
cacies galaxy-wide

Though quick for its size, the gorryl is still a slug. Typically, it
calmly slithers along the boughs of the larger wroshyrs of the sec
ond level, grazing on small mites and arganisms within the bark.

i anather ereature steps on a gorryl, however, It becomes hos-
tlbe. It rears te near "standing position, both to appear aggressive
and ultimately to smather s anemy. A goreyl ks fearsome not for

N EER 4

58 miuger

Swallow whole, DR 20, +4 specied bonus ta Clhimb checks, +2

specied bonus to grapple checks; S Fart +g, Ref +1, Will +2; 5T M

Rep 5 Sir B, Dex 8, Con 10, Ink 1, Wis 10, Cha . Challenge Code: A

Skilts: Climb +5, Hide +5, Search +3

f—Swallow Whole: The gorryl deals no damage when it suc
cessfully attacks an opponent n melee, Instead, it attemplts (o
envelop and d.gr:ﬁ its foe. The ﬂmrl,.ll makes a Er.jpgllr‘ check,
Balning a +1 '.pm:iﬂ. bonut to the attempt. If successful, it can
attempt a second grapple check on its next action, If this sec-
ond check is successTul, the gorryl has enveloped ity prey, deal
ing 2d6 paints of adid damage each round

A swallowed creature can cut or burn iS way out using

claws, Small or Tiny slashing weapons, or enengy weapons that
dieal 20 points of damage ta its inside (Def ¢, no DR). Once a
trapped creature exkts, muscular contractions close the hole;
another swallowed creature must cut s own way out. & gor
ryl can hald twoe Small characters or one Medium-size charac
ter in its stomach




oweed a life-debt—Humans who wanted to
visit Kashyyyk had to submit requests well
of their planned arrival. Those

who landed without permission werne
unceremoniously shoved back into their
ships and escorted out of the s

These harsh measures may have helped
e Wookises recover thedr sense of species
identity, but the Rebel Alliance—and later,
the fledgling Mew Republic—understood and
honored the Woakiees' rules. Their enslae-
ment by the imperials had almost pushed
the Wookiees back Into a state of barbarism
Only the famous “wisdom of the Wookiees™
enabled them to restore their culture with-
gut undue wialence, and to once again find
their place in the galactic community.

Lowaaoca, Jeoi STUDENT

The nephew of the famous Chewbacca,
Levbacca (“Lowie”) is ane of the second
group of students bo begin training at
Master Luke Skywalker's new ledi academsy,
Although he misses the trees of Kashyyyk,
Lowbacca ks perfectly at home in the ju-
gles of Yavin 4, and with the miniaturized
translation drobd that his uncle builf Tos

him, he i quite capable of comversing
with the other students. Within hours of
his arrival, he became fast friends
with Jacen and Jaina Solo and the @/
Dathomir warrior-girl Tenel Ka,

Lowbacea is still a faledy new stu- |
dent, though he has learned much \
from his encounters with the ’.n.
Shadow Academy. He has con .‘|
structed his own lightsaber, L.
faced the stormiroopers of the Sec-
ond Imperium, and defended both

yyyk and Yavin 4 from attack. He still

has much to learn, theugh, before he i
Eruly a bedi Knight

Lowbacca, Male Wookbee Frg /G 5: Init
#1 (41 Dex); Def 18 (+7 class, +1 Dex); 5pd
1am; VBOWP 1117 Atk +8 melee (dmg
1d3+3, punch), or +g melee” (3dB+35crit
19-30, lightsa bir), +5 ranged; S0 Wookiee
rage, Extraordinary recuperation; 5V Fort
+6, Ref +5, Will +3; 5Z M; FP 4; D5F 1 Rep §
Str 17, Dex 13, Con 17, Int 12, Wis 12, Cha
Challenge Code: B
Egquipment: Lightsaber”, translator droid

(Erni Teedee], T-23 skyhopper, ool kit

* Lowbacca has constructed his own

KLy

The ikow is one of Kashyyyk's
smallest scavengers, The crea
ture feeds largely off the anl
mals that fall from the highest
levels of the wroshyr canopy

Those creatures s&ldom survive

the fall, and though the ikov is too weak to fend off ather scav
CNRers fraim rl!l'l_‘lll'.ﬁ an the strleken oreature, it is almost always
the firit to find them

An kov's jaw containg a mouthful of serrated, badelike teeth
The effectiveness of its teeth guarantee that while it might be
chaved off by a larger, maore intimidating creature, It can abhways cul

a fair plece angd sun with it

ikew: Forest scavenger 1; Init +6 (species); Def 14 [+2 natural, #2
sipe); Spd Bm, 16m chimb; VIROWP Bho; Atk +2 molee (14, bitie), +2
ranged; 5Q +6 species bonus to Initiative checks, +8 species bonus
to Climb checks, +2 species bonus to Listen and Survival checks (in
forested areas); SV Fort +a, Rel +0, Will 4% 52 T; Rep 3, 51 10, Dex n,
Con i, Inl 3, Wis 12, Cha 4. Challenge Code: A

Shifg: Clirmb +8, Hide 44, Listen +3, Move Sllently +4, 5pol +3,

Survival 3,

KEEKKERE ARD
The kkekking rro ts one of the Tiercest creaturnes on K..I'i-l'lj':r":l'h.'lﬂ'\-l"ld
ini the infamous Shadow Forest along the Rryatt Trall in the Bwooks
rorro jungles. Fortunately, they are limited to that small hunting
range, an area approximately so or 60 square kilometars, and are
it Tound elsewhere

The kkekkrrg rro, also carmmonly knawn as “shadoy keepsers,” ane
five-limbed monsters that stand a4 camfortably on their o hind
legs as thiey do on all five. The peculiar design of the kkekkerg mro
has captured the curiosity of many xenobiologists, but no kkekhkmg
110 body—alive or dead-—has ever been obtained for study

The thres farelimbs of the kkekkong mo are particularly odd, The
two outside limbs, similar to thase of most quadrupeds, are sharply
claweed with thick pads for easy gripping. The central imb s slightly
shorter bul stronger, and nearly teice as thick, Bundied swilh poes
erful cablelike muscles, the limb sprouts fram the center of the
creature's chest. All limbs have two retractable claws §=10 centime
trd From ils heels

The kkekkrrg rro's vaguely canineg muzzle is a collection of sharp,
rending teeth. The abrasive tongue can rip the fur off of most crea-
tures, exposing the victim's tender flesh—though the kkekkirg mo
appears bo have no qualms eating a creature whole

Exclusiwely carnivonous, the tailless kkekking rro cpitomize the
shulking, unseen enermy n ook iee lore, Their ambush tacthcs
chiefly invalve raaming the underside of the levels’ prominent loam

|;|,||fnrn-.-:_ and siriking as prey moves fraim one section (0 another,

GLTAR WARS GASATR 58
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Skilfe: Climb +g,
Craft (lightsaber)
#6, Intimidate +4, lump +7, Knowiledge
[Kashyyyk) +5, Knowledge (Jedi lore) +4,
Listen +5, Pilot +5, Read/ Write Basic,

Read Write Shyrihwook, Bepalr +3, Speak

Basic junderstand o r|.|:|r|_ ‘_ipl: ak ‘;hﬁlni'.'.m-n-k_

Survival +5

Farce Skifly: Battlernind +7, Empathy +5,
Force Defense +4, Move Object 45, See
FOrCE 45,

Feats: Endurance, Exatic Weapon Profi-
clency (Hghtsaber], Force-Sensitive
Power Attack, Weapon Growp Proflcien-
cles (blaster pistols, simple weapons)

Force Feats: Alter, Control, Deflect Blas
ters, Sense

THE Niw JEDI DrDER ERA
The invasion of the Yuuzhan Vang was pa

ticularly rowgh on the Wookieed The alien
imcaders' first attack claimed one of the
great cultural heroes of the Wookiees: the
mighty Chewbacoca. When the Yuuzhan
Vong destroyed Sermpidal with its own
mioon, Chewbacca helped evacuate

They are usually not seen until it is too late

Foer oM reiion, l:k-r'hl:rlg o do not attack adull Wookiees

Degpite that, Wookiees still brandish their bowcasters upan

ENCOWMEEr g Ome.

Klekkerg Rro: Forest predator 12; Init
+B [+4 Dex, +4 Improved Initial i'.rq.':l;
Def 20 (+6 natural, +4 Dexl Spd vbrm;
fil; Atk +16 meles (1d6+8,
central claw), +m melee (1d6+4, 2
claws), +7 melee d8+4, blite), +16 t
+ 90 42 speches bonus to Listen VIPOWIP 4655 Atk 11 melee (wdg+2, bite) or +13 ra nEr‘r!; S0 Venom.,

WH'WF

rang

checks and Survival checks [in
forested areas); SV Fort +13, Bef 12,

WO +5: 52 M; Bep 10; 50r 18, Dex 19, Con &, Int 4., Wis 12, Cha o

Challenge Code: E

Sieiresr CHim b +10, Hide +16, lump +8, Listen 3, Move Silently +16,

Spolt +3, Sunival 43

Feats: Dodge, Improved Initiative, Mability, Power Attack,

Spring Attack,

RETCASTER

One of the three most prominent and dangero
Ka '..'|:,'!|I','l:_ the netcaster is a small, lethal spider that inhabits the

top four bevels of the Wookiee homeworld

B0 voluibte’ Mumdes 4

rrfugr:ﬂ, and gave his lite to save Anakin
Salo, the 4on ol kit Innﬁlmw COMpEnion,
Han Solo. On Kashyyyk, the Wookiees held a
rremerial service for their fallen hero,
ALthowugh the Yuuzhan Yong passed
extremely chose to the forest workd, they
spared Eashyyyk even though its myriad
deadly lifeforms would have been quite
useful to them as Ernr"lil: stock. New
Republic military strategists have guesied
that the Yeuzhan Yoeng would Hke to make
use of Kashyyyk's deadbier creatures but
cannot yet spare the time—or personnel—
to capture live specimens. It is entirely pos-
sible, though, that once they consolidate
their hold on the worlds they already hawve
they will tumn their attention to KEashyyyk
Linderstandably, the New BEepublic is not
Imhing forward to the prospect of web
weavers implanted with surge coral by the
Yuuzhan Viong thundering across battle
fields to devour grownd defenders
Tmturl.:tl.-l:,', thnugh e Wookiees well
remember the lesson of slave ralds and
Imperial occupation, and have shored up
thedr defenses. Even so, they cannot watch
all of Kashyryyk at once, and it is well within

the realm of p-n'l.'r.lluli'l:,' that Yuuzrhan Vong

scoul troops may have already landed

WaaKIEE SOCIETY

Wookiee life begins at the nursery level
Expectant Wookiee mothers take resikdence
im the highest reaches of the wroshyr
trel:-s—1r.1d|l:|-!}n.1ll:|r_1h|: safest place for
Wookiees—and remakn there until Ih:}'
hawve recovered enough from childbirth to
refurn o work. Their children remain in the
nursery fings to learn about Wookbee his-
tory and culture, garmer an appreciation of
the wroshyr forests, and most importantly,
Fbearn how to intersct in Wookiee society. At
the end of the work day, Wooklee parents
retrieve their children and take them home,
to foster a sense of family identity.

Once a Wookiee child reaches a certain
age—urually 30 standand years—ormal
education i4 over and the child I'I-I;'Eiﬂ'- |i'-|'||'||:':
witlh his or her parents full time, Within a
Pes short years, the child is given respons
Bilities in the o, usually relsted Lo oook-
ing. cleaning. and aother housekeeping
tasks. This period generally lasts until a new
child arrives to take over the duties

Thouwgh the netcaster grows no longer than 75 centimeters, its

largely mysterious, the effects of the netcaster's

plied exponentially upon contact with the chemi

mammalian blood

LCon 15, Int 2, )

M- M mimals aF

made evldent by its e

venom 4 among the most Boxic. A single bite has been known to

kill creatures as large a4 a bantha. Through a process that remaing

T are ritl-

structure of

. nffected by the netcasters venom, as

ect on [thorlans and Cha'a

MNetcaster: Forest [-‘ll'.'l.'l ator 7 ik +7 I:+] Ehe, 44 |rl"|:'fl.
}i Dief 4B (3 natural, 43 Dex, 2 size): Spd 14m, vgm climb;

l.'l.'rl_'.-l':mﬂ_ #1 Species bonis 8o Listen and Survival checks [in
forested arcas); 5 Fort 47, Ref «8, Will +3; 52 T; Rep B; 58r 14, Dex 16,

Wi 13, Cha B. Challer

Siilts: Climb 10, Jump +10. Listen

Survival +3.

Feati: Improved Initiative, Point Blank Shol, Weapon Focus (webbing)

S4—Venom: The venom of the netcaster is partsoularly lethal. On &

successiul bite attack that deals darmage, the netcaster injects
Its venom, forcing the victim to make a Fortitude save (D€ 1g). If

the save falls, the wict

15 arachnids of

an effective fll.l'lf'l'lEHl
consldered Ih'_-lpl{--',; One minute later,

attermpt another Fortitude saving throw (DC vg). Mammals who

fall suffer 646 Constitution damage; those who sutcsed taks




ard with nalure
iee youths imarably cannot wait for a
child to amrive so that they can join
thelr parents in the workplace
Higher learning on Kashyyyk i strictly
woluntary—a Wookiee student seeks a
teacher undertaking a project in which the
Wookiee has an Iinterest, effectively appren-
ticing himself. When he no longer has an
intesest, he s free to leave, though a Wiook-
cached his hindredth year

winthout sele ting a vocation finds himse|f

b welbD has

assigned by the Wookiee elders to fill any

ed position in Wookiee society. Most

tions tend to be the jobs that no one wants,
elther because F.||.1':|r are too unpieasant or

too dangerous

cied to prowe his or
feee bravery in some fathion—the most
commaon being the gathering of sk fi
center of a syren pl

priake this endeavor alone because,

Wookiee s no matchior a syren plant s
entrapping pekals

I_,I;u.].ll:,' Wiookiees |.||:-|I|.'|H-:-|n|_.': this test of
COUFSEE do so in nurmbers: it takes at least
bawo Wookiees to hold the syren petals back,
.'r|||:I','.'||'IE another Wookise 1o harvest the
fibers. A few unusually courageous or clever
Wookiees have managed the feat alone, but
even then must still contend with the dan-
gers offered by traversing those levels
of the forest alone, Bull to some, the
risk is worth the reward—espe-
|:i.:l||."|.l mnsidr_rillﬂ oy attractinve
Wookiees find courage

Wookiee courtship s an informal
affair. with a Erl.'..:t many superstl-
tions and collogquial practices
Most invalve Woaokiees seeking
out the object af thelr affec-
!|r.ln'._=.|.-.||-'.1'a|r|:.I s0me sgn
of mutual intenest, then oon-
tacting the family of their
intended Tor 4 marmiage
arrangement, Not codnciden
1.1II!|-_'II'||-. % further incentise

for a Wooksss to select a

rarchy gives its permission for a betrothal
unbess both huthand and wife are gai nr'ullg.l
o the |:u.'-|r1'..'.-".l-:u:-|t-r.'i.-'~

yource of income are

cmpl:_'lf.l:'-rl Mioae
without a e B
socially and economically discouraged from

bearing children

v with thesr Gamones '.1||.'|'-|!.|:|'|. i i=|'lg|l:'

half damage. Non-mammals who fall suffer 2d6 Consitution
damage and take no damage on a suciess
Certain non- mammalian speches are resistant (o netcasters
wenom: tharans, Cha'a, and Trandoshans are not |:l.||.||:,l!t'r.‘|
unbess they fail the first save by 10 of mone

tA—Webbing: The netcaster can create a bundle of adhesive web-
I.1||15|_-, wh|.:-|-. it can huil up bo o mebers away as a grena delike
wieapon [tee Chapter 8 in the core rulebook), The webbing cov-
ers 4 2-square-meter area, and creatures within that area ane
allowed a Reflex save (DC 20) to get clear, If a creatune in the
webbing fails its save, it suffers a =2 penalty to attack rolls, a =4
penalty (o Dextenty, and cannot move

A greatune stuck in the webbing can break loose by -.il!'r'ld'-l'lg 1

rowund tearing at the webs, provided the creatune makes a suc-
cessful Strength check (D 20) or Escape Artit check {OC 25). The
strands of the webbing are not particulary flammable, but if
the welbs are set afire, they burn away In dg+1 rounds. Any crea-
tures or objects still within the webs at this time suffer 2dg
points of fire damage each round

e af the most valued ceremonial foodstuffs of the Wooklees, the
orga root is an extremely iImpartant part of Wookiee culture. The
orga tree is a gnarled, hoary organism that inhabits some of the
middie levels of Kashyyyk, To provide itself enough sustenance for
survbval, it extends a long, durable netwark of roots similar to

career: 3 Wookiee fam l|§|r

Netcaster

those of the wroshyr groves. Those rools are an integral part afl the
ceremony vital to the Wookiee Life Day celebration,

Many developmental sentientologists and xenoaoologints
believe that the orga is on the verge of achieving sentience. Evi-
dences of this emerging sentience Include the orgas” attempts o
communicate with Wookiees and coordinate attacks with thels
acidic seed pods. Many of these newfound abilities have bean
closely documented,

Because the orga is stationary, all attack rolls made agamst it
gain a #4 situation bonus Thie orga’s primary means of attack Is
grappling, which it can do up to b mebers away, If the orga suc-
ceeds in a grapple attempt, it deals damage every round. The
orga’s multinttack special abllity applies to this attack, but not to
its ability to hurl its seed pods

Orga: Forest hierd animal 5; Init -3 (Dex); Def 13 (+10 natural, -3

Biex, -4 slze); Spd o (stationary); VP/WP 32/72; Atk +1 melee (2d6+3,

6 roots), -5 ranged (special); $Q DR § against slashing weapons, DR

10 against bludgeoning weapons, blindsight 15m, multiattack, seed

pods, +3 species bonus to Listen and Survival checks [in forested

areas); SV Fort +10, Rl =2, Will +1; 52 G {on average); Kep B:5tr17.

Dew 4, Cad B, Int 4, Wis w0, Cha g, Challenge Code: B

Skillg: Listen +g, Search 1, Survival +4

Featy: Great Forbifuce

SA—>Seed Pods: The orga can hurl its seed pods as grenadelike
wiapons [see Chapter B in the core rulebook) with a range
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sometimes even revered, Wookiees can live

Ini odd age
Wookiees ane
cared for—

to be over four centuries old and in that
time can develop the kind of wisdom that
‘Wookies sociely (and much of the rest of
the galay) finds admirable,

By the tirme of the Yuuzhan Vong lnva-
sion, the oldest Wookiees can rermember
wihen Kashyyyk was a respected member of
the galactic community—and they remem-
ber howe and when that ended. They recall
how slave ships dropped out of the sky to

kil and capture Wookiee children and o

the ‘Wookiees F:_'ulghl: fﬂLIIiEI:*I_’.-II_’-lF to stop
them, They were alive when the Empire was
fimally driven from their woarld, and they no
daubt ook part in

Exshyyyk's reconstruction,

Tty rememiber TIE

fighters soreaming

across in the sky and

the sound of burn-

ing wroshyr

trees=—twio

1h|ng1. no Wook-

B EWer Wanks

1o heear

again, §

B2 volume | RUwEed a

incremaent of 3 meters. (ignore armor
banuses to Defense. ) The pods break
open an contact, splathing a caustic Hg-
wid over a 2-meler-squane area, dealing
2d6+2 damage to any creature in the
area and sdy splash damage to other
creatures within 2 meters of the square
af impact.

This small, wrngu'r'n., bloodsuck inﬂ Insect
I comimon in many |r'3i|;||1'. of the upper
ecolevels, Phosfleas Elnw rnnlilpu.lll:lr
and are wied a% an inexpensive light
source in residential districts af many
Wadakiee cilies.

Phosfleas have hard, laterally com-
pressed bodies that make them excep-
thonally difficult to damage. Like most
insects, they are an annoyance though
mastly harmless to Wooklees and most
other sentients

Harvesters collect phosfleas in trans.
parent or mesh contalners filled with the
extract of sweel '.fnrlling planis mdlgr
nowt ta Kashyyyk. The micture proves
irresistibly draws the phostieas. Hundreds
of the containers are placed throughouwt
Wiookies redidential districts to provide a
natural, pollution-free light source.

Phosflea: Forest parasite 1 Init +2 [+2
Dex); Def 24 (+4 natural, +2 Des, +8 size);
Spd 12m; VPP 273 Atk +3 melee (3, bite],
+1 ranged; 50 DR 3 against physical dam
age aonly, +2 species bonus to Listen and
Survival checks (in forested areas); 5V Fort
=3, Ret +3, Will =1; 5Z F [0.2-0.5 centime
ters I':'"Hl- Rep 4: 5tr 1, Dex 14, Con 2, Ink 1,
Wis g, Cha 2. Challenge Code: A

Skilter Listen +1, Move Silently +6, 5pot 3,

Survival +5

STREM PLANT
This large, carnivarcus plant s comman
to the reghons beneath Rwookrrorro. It is
but one type of aggressive, carnivorous
planthife that traps a nd devours its prey
The syren plant has a"mouth™ that
choses on prey, Acidic digestive juices then
gnter the recess where the unferfunate
wichim has been trapped, eventually
allowing the plant (o digest all the nutri-

Enmld it desires,

The plant regularly reaches a height of &
ar 7 mebers, and the langest varetes can
trap two Wookiee-siped creatures at once
The plant typhcally has bwo green or yellow
glossy oval petals (which serve as “jaws™),
The two petals are seamed in the center
and supported by the stalk, The plant
emits a broad spectrum of pheromones (o
attract creatures into 15 mana

The plants live for almast a Tull WEaf,
from spring to winter. In winter the plants
dry aut, shrivel, and die. They become o
fragite that when winter winds pick up,
the plants are blown apart, their seeds
dispersed. In spring, the seeds sprout and
within weeks have grown to thelr maxi-
mum helght.

Some species of the trap plants also pos-
LS Er.a.;ping wines which aid in fr:rr.lmg.

Because the syren plant 4 1.l..1li|:lnar:r.

all attacks rolls made .'lE.1iI'I'|.I it galn a +4

situation bonus

Syren Plant: Forest predator wo; Init &5 [+
D, +4 Improved Initiative]; Def 1g (410
natural, +1 Dex, =2 size); Spd o (cannot
miove]; VR/WP niBAg8; Atk +1p meles [1d6+7,
bite), +9 anged; 50 Improved grab, con-
strict, 2 species bonus bo Listen and S
vival checks (in forested areask 5V Fort +14,
Ref +8,Will «2; 5T H [§m across); Rep B; Str
28, Dex 12, Con 24, Int 2, Wi B, Tha 10. Chal-
Irngr Code: D

Skifls: Hide +13, Listen +b6, Survival +14.

Feats: Improved Initiative, Weapon Foous
{bite)

SA—Improved Grad and Conitricl: The
syren plant dees not hunt [n the ordi-
nary sense, iInstead using pheromones
to attract prey, When the prey lands on
the soft, fleshy parts of the syren
plant’s open modth, the plant detedts
the prey's presence and slamd shut
reflexively, usually trapping the prey
inside. i the syren plant makes a suc-
cedsful melee attack on a crestung in ils
maw, [t immediately attempts to star
a grapple as a free action. The plant
then condliicts its wictirm for 18647
paints of damage on each of the plant's
iubiequent actions,

One Large creatune, two Medium-
sived creatures, or four Small-sized
creatunes can be trapped by a single
Flant at a time.
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EUREGEE
The sureggi is one of the most sure-
footed creatures to noam the jungles
and lower marshlands of Kashyyyk.
Ranging In length from 8 to 20 meters,
the creatures can have upward of Bo
begs that aid their nimble climbing.

A sureggl has a broad, shovel-like

often white or light beige, with yellow
flanks and orange or ruddy pink legs.
Unlike most other amphibians, sureggl
skin is dry and durabdle. Because of their
strong hides, they can carry cargo that
wigrdild be awlkward for other pack animals,

The surregi's nose has a number of thick tentaclelike sensory
organs, These “whiskers” detect burmowing grubs and such crea-
tures that are the mainstay of the sureggi's diet, and they also aid
in its ability to determine the safest route of travel when carrying
CAEO OF passangers.

Sutregies are surprisingly able swimmers. While not quite capa-

ble of defending themselves from all aquatic predators, they

manewver well enough in water to avald danger during occasional

stream of river crossings.

Sureggi: Forest herd animal 6; Init +1 (+1 Dex): Def 17 (+10 natural,

+1 Do, =4 size); Spd sm, sm cmb, B swim; VPWP 66503 Atk +7

melee (2d6+8, bite), +0 ranged; SQ Amphibious, +2 species bonus

to Listen checks and Survival checks (in forested areas); SV Fork 413,

Ref +3, Will 43; 52 G '8 meters long): Rep 5: 5ir 26, Dex 13, Con 26,
Int 3. Wis 12, Cha 6. Challenge Code: B.

Skills: Climb 414, Listen +g, 5earch 41, Surdlval +3, Swim 4,
Feats: Athletic, Endurance.

WEHWEAVER
The webweaver, or wyyyschokk, is the most dangenous creatune
knowmn to Inhabit the jungles of Kashyyyk. Webweavers reign
supreme in the lowest levels of the planet. These huge arachnids
are startlingly fast, stronger than the native Wookiees, a5 large as
some repulsorlift vehicles, and smart enough to conduct trial and
einar tests and remember prey pattems.

Webweavers develop large, elaborate web networks that have
been known to stop speeder bikes at full velocity. Their adhesive s
strong enough to rip the clothes from an person's body. The web

strands are often as thick as a Wookiee's forearm and more durable

than the kshyy vine, yet they do not walt for prey to become

emsnared in their kilometers-wide web networks; they actively seek

food, roaming the jungle floors in search of their next meal,
Litthe else is known about webweavers. Only through observa-

tion drolds were Wookiee schentists able to monitor creature activ-

Ity on the lowest levels near the webweavers, and even then the
drolds were destroyed in minutes, revealing little data,
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snout and a high-ridged dorsal region, A
sureggi's head and dorsal ridge are most

HKIPKEXEX

Webweaver: Forest predator 12; Init +1 (#1
Dexl): Def 17 (+10 natural, +1 Dex, =4 sloek
Spd 23m, 14m climb; VRWP 189528, Atk
+18 melee [4d6+10, Bite), +9 ranged; 50
Webs, blindsight (In web), terrifying pres-
ence, +2 species bonus to Listen and Sur-
wival checks (in forested areas); SV Fort
+19, Ref +g, Will #6; 5Z G 16 meters); Rep
1 Str 30, Dex 12, Con 32, Int &, Wis 14, Cha
14. Challenge Code: G,
Skitle: Climb +33, Intimidate +w0, Jump
+14, Listen +6, Spot +4, Survival +7.
Feats: Power Attack, Cleave, Track (in
wieb only).

SO—Webs: A webweaver gets its name from the labyrinthine webs

it ereates in its hunting anta—a vast field of webbing often
spanning kilometers. These webs are extremely strong and
sticky. A creature that comes into contact with the webs is
ensnared, An énsnared ereatiire cannat move and has an effec-
tive (but not actual) Strength and Dexterity of o for any purpose
other than freeing itself. An ensnared creature loses all of its
dodge and class bonuses to Defense, leaving it with an effective
Defense of g plus any armor bonuses, and is considered helpless.
To escape, a creature must make a DC 25 Strength check or DC
30 Escape Artist check, after which it can act normally, Coming
Into further contact with the webs automatically ensnares the
creature again, Those that succeed in escaping still leave behind
a falr amount of clothing, equipment, hair, and skin,

Cutting the webs is Aimost impossible, A single strand has hard-
ness 15 and 6o wound points. Any physical object touching the
wieh becomes tluck, so usually only energy Weapans can cul
through a strand,

Even vehicles and starships are subject to the effects of the
web. The pilot of a vehicle or starship that comes in contact with
the webs can attempt a Pilot check (DC 30] to pull free. A vehicle
adds a +4 bonus to this check for every size category it is above
Huge, while a starship gains a +4 bonus for every size category it
i absorve Dirminutie,

S0—Webweover Blindsight: While the webweaver can hunt out-

shde its web, it is far more effective inside it, where every tremor
in the webbing alerts the monstrous arachnid to the presence of
a potential victim. While the webweaver I+ in contact with its
web, it gains bindsight against any other creature also in its
web.

SQ—Terrifying Presence: When a webweaver initially attacks, it can

atternpt an Intimidate check as a free action. The DC for this
check ks 15 + level of the target. If the check is successful, the vie-
tim must make a Will save [DC 1g). if the target falls this save, he
may take only a move action or an attack action on his next
turn, If the opponent falls the save by 10 or more, he cowers,
{See Chapter 12 in the core rulebook.] The opponent continues to
eower until he makes a Will save (DC 10); he can attempt this
Aew save each round, The webweaver can attempt this ability
only once, at the start of the encounter.
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:Explnring Itharian Herd Ships. . .

BEY PETER SCHWEIGHDFER
ILLUSTRATED BY COREY MACOUREK

the thaorians, With their

homeworld -:|".1||_'|:.-|-|1_ thiey now hawe The peace:lowing ltharians sought to lhwe

ittle choice but to roam Eh M ANTony with thelr surroundir

K ng L]

E double in

sErve as the

only places im the universe whene the The advent of repulsorlift technology

il ket Eherm to Turtbier profect thie &0

diwverse wonders of lEhor's lush Mother

Ithorian @y Tarss Hers nir

herd ships to preserve the natura

beauty and balance on thir

repi
itarsh ps
transp
could ¢

ithorian herd ship system became a

Class: Capital; Cost: nol for sale; Size; Colossal (1,800 meters long); Crew: Noomeal +2 1,500

to 3,000); Fa SEENFErs: 10,000, E.trgcri.u_r..u.lt:,r- 10,000 metrc tons; Contumables: g years;
Hyperdrive: %2 (backup xg); Maximum Speed: Cruising; Defense: 12 (-8 size, «10 armor);

destruction. The matural Sur Shiald Palnt: ;l:H:l,HuH Padnts: goo; L 2o
roundin
the in

shelter even medicines for the

most dire allments. Mature played

Weapan: Laser cannans (20); Fire Arc: 5 front, 5 left, 5 right, ¢ back; Attack Bonus: =2 (-8 size,
#2 orew, 44 Tine I:-I,'.!I'Ilr-l_'.ﬂ:l. n.lm.ig:; oKz E.1|1g: Modifiers: PB -6, 5 -4, M -2, L +0.

Weapon: Tractor beam projectors (4); Fire Arcz1 front, 1 left, 1 right, 1 back; Attack Bonus: -2
(=8 size, +2 crew, +4 fire control); Damage: Special; Range Modifiers: PB =6, 5 =4, M =32, L 40,




Although many Ithorian herds
remained near thedr homeworld, some
equipped their ships for space travel and
rommied the stars. These immenie herd
vessels plied the hyperlanes, bringing
Misorian culbure and the bounty o
Maother jungle to far-off worlds. Visiting
starships landed on a grassy plain, while
an entine level hosted a lush jungle
planted from cuttings 1|;-|r'|‘5.|'.'l|.?ll'l|:l:“:f from
tthir ikself The hend ships soon accumu
lated small market comimunities. Traders
settled in the serene tropical setting and
sold their goods to people in the systems
through which the herd ship wandered

After the destruction of 1thor, the
herd ships became much more than
extensions of itharian soclety and
Mother lungle—they now serne as arks
housing the few surviving remnants of

thorian society, its refugees, and the
anly samples of Mother Jungle's rich
bounty in the entlre galaxy. They ply
the spacelanes, some along established
routes and schedubes, and others at the
whims of their captain-chiefiains. Like
the homeless expatriates they harbar,
the herd ships meander through the
galaxy, offering sanctuarny to ather
"-'{"'ﬁ'-""-'- purveying the wares of the
settled merchant villages, and sharing
the medicinal bounty of Mother Jungle

with those who aid them

aonthviel, lovrses, anb e Maz
Today the remaining hérd ships wander
warious courses like massive traveling
bazaars, trading with those they
encounter, taking on new merchants,
and sharing news from systems they ve
wisited in the past. They visit [thorian
enclaves an ather worlds, sharing new
breeds of plants derived from Ithorian
stock and resupplying expatriate [thor-
ancs wikh cuttings from Mather Jun-
gle—all part of their effort to
transplant a bit of their homeworkd
elsewhene, Ithorians commanding the
herd ships alio support settlements of
persecuted or refugee aliens, and seek
other worlds promoting harmonious
co-existence between the environment
and technology,

Each herd ship follows a different
sehedule and courte. Some wander aim
essly through entire regions of space
others follow exactly plotted courses
along a predetermined timetable, The
spacecraft seem to head when and
whene the chief ithorian desines depend-
ing on his whim, the needs of the herd,
amd the volce of Mother lunghe that
insptres him

Every few years all the herd ships
gather at an apparently pre-set location
for the Meet, a massive communal
assemibly of all herds. Before o
destruction, the Meet gathered on the
ithorian homeworid to udertake herd
political business. The Meet also served as
a spectacke for outsiders, and a chance to
weandes the market villages of several
herd ships all in one kocation, Mow Meets
are extremiely rare. The ithorlans recog
nize the need to remain connected
thircugh their communal government
{such as it i in 3 period when the R
ans have no hemewaorld), but also realize
that the concentration of Itharians and
herd ships at Meets offers their enemies
strategic opportunities to exterminate
them with a singhe blow,

Unfortunately, the ithorians no longer
reveal the times and places for Meets to
outsiders. When asked for this informa
tion, ithorian herd ship chiefs enigmati
cally reply that the Meet will gather at
the “sacred Time of Meeting™ in the
place o which Mother Jungle directs
them. Mow only lucky spacefarers
encounter herd ships congregating fof
the Meet, though the Ithorians still wed
come and invite them to sample the var-
ied trade goods from the collected herd
ship merchant villages

The pacifist Rhadans have long toler
ated others, During the rise of the
Empire and the era of Rebellion, thi
Ithorians welcomed many visitors to
their herd ships and homeworld
Tourists vacationed in the lush Ithoman
jungles, shopping for souwvenins amang
the market settlements. Rhorians gladly
recelved everyang wha maintalined
peaceful relations wirthibm e ‘-"I:‘-h1

The Rebels frequently used the fraveling

ships and remote jungle market villages
for clandestine meetings, dead drops,
amd athier ||:.I:(=II|E|=|1|:|.' [LFPOSES,

The annihilation of thelr homewarkd
has hardened some [thorians, and some
are becoming incheasingly protective of
their herd ships. The degree of Hhor-cin-
tric atlibudes varies from ship to ship
Most now screen visitors rigorousiy,
requiring special permits, fees, and
promises agalnst viplenoe betone grant
ing permission to land. Local militias
enforoe bans on Carfying wWeapons
aboard herd ships. Some herd ships ane
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less tolerant of outiiders
especially alens w ith
known viosert bendencies
A few herds hire mercenary units con
siting of other galactic refugees to pro
vide protection while traveling through
unstable reghons of space

Dec-Br-Decs

itthoran herd ships look like immense
'“I'.\."Irlﬂﬂ ks, Pressgire domes ooer Lhe
dorsal surfaces, allewing light o filter
into the jungle deck bedow and any city
comstructed in the cenfer, lon engines
and PypErdrives oover the veriral por
tion Defensive emplacermenls, Lo nuoe
pads, and controller stations dot the
disk’s perimetesr, prn:r.'uﬂng.lu_-lu,-n:tu_'u: and
protection for every approach

[ B e P A

Herd ships usually consist of theee

P ek Spamn img the en tire diarmeeler
of the vessel's disk-shaped hull: the jun

gle, transit, and engineering levels, Some
ships also include a small, pressurized
oy abpve the uppermost level Turbolifts
affer passage between the oy, jungle
and transit bevels, thowgh Ithoran con
stables screen ATIVINE VISoes beefare
s ng themm to pass o other areas of
the herd ship. horians closely guard the
enginesring level—they do not allow any
putsicers near the ship s vita '.l.ll_llhllh"':.
o Bhe dorme b witich th ry PrESETae
pure sample of Mother lungle

When a herd ship arriees ina system,

thee chaet Ithorian often places e vesis]
i an orbil arcund a sun of planet. He
makes certain the domes face the best
source of matural I.EI'.I (st often the
5

,.* . +o ETTIT

L ..j.i'

gyslems sun )l While traeel g through
race, Uhe chief arients the herd ship o
catch the optimum amount of starlight

passehdp given the ship s headir i

Presdwrized City

Same hend ships feature a city atop the
|-I|'||!':||"|‘||_"~{:': aften protrisd Mg o Space
Frosm the center of the disk-shaged ves
w2l Most consist of domes protecting

it -
Ans e fer tio hanee somie 'hl.:r o i

the organic architectune below

heads, and do nat engoy the claustropho
bic confines of starthip corridors and
compartments

Small by galactic standards, these
cities pravide housing and public facili
ties for crownds of Ithorian refugees
While enclaves of ot her aliens exist, the
urbian deck senses mitde o preseme tho
Pl 1hnpu|.|1|r.~l' and culfure than to pro
mate the diversity and industry of ather
cities. Those vessets with city domes
tend to tolerate outsiders more than
herd ships wathout wrban levels

ithprign urban domes endlude bualld
ings of wariows hedghts and sizes, all con
structed in a pleasing crganic style that
incorparates small gardens and fhorl
Baboanies, Hhosans and vsitors orowd
the tew paris and bowlevands, rmaking
passage by foot difficult. Locals actively
ENCoUTARE Ot sidiers o st iy on ||'||'_|||||
gle deck, wehene they can wander and
shap withowt exposing themselves to
the hardships of a refugee species

Junate Lewet

Domes cover a herd ship's dorsal surface.
allowing natural sun and star light to fil
ter down onto the vessel s prinople

l&vel. Here the IEhorians nurfure & vast
jungle transplanted from seeds and cuwt
tings from Mother I-.uﬂg;lnr.ln:-l-.u;*lf Polar-
|zakkon and raddiation flters in the
plastistes] domes allow controllers to
adjust the phaton levels penetrating the
dome to ssmulate the color of Phor s sky
and make sure the flora receives the coe
rect level and composition of sun or
-=.r.||I||:':hr for optimal ﬂrnwrh Burst blow-
ers dlong the perimeter help circulate ar
and simulate Ithor's warm breseoes
Pumips recinculate and purify the water
fll‘u.'rll'lg ||'|I¢'.|k:h e deck s C I1_'I'|_|||:||




engineered berrain: ponds, STreams, ivers
and even a few waterialls

| thoran eco-priests maintain this s
twary Tor lthat's natural flora and fauna
come harvest vegetable matter uied to
sustakn the herd ship's population, while
athers replant double in its place, often
taking sprouts and eutt ngEs IO NWrseries
or the samiple of Kot hed _|_|||!|:|_ on the
engineering ek, WisiEors I‘l’l'l'|l|l"'ll|'-'
encounter teams of these quiet stewards
af this level. Some eco-priests dedicate
themselves to monitoring the conditsans
af the flora, while others nurfure the com
munitics of manollium birds, shamarok
flitters, and arrak snakes nesting among
thie _|||l||'_||-"ulu_||'_|- & few welect Ithoslans
meditate near the semi-intelligent bafforr
Lreses, abiorBing thelr wisdam, imterpreting
the trees’ wehims for the herd, and passing
el desires to the vessel’s chiet |:.5:.II|'-|.:
the Meet, eco-priests exchange samples of

their jungle’s flera and fauna with those of

[thorian Muareet

Herd ship market villages collect an sclectic

anray of merchants from across the galaxy.

same board the ship and make thelr home
in one of thess communities, while others
stay for a short while, using the heed ship as

3 massive tra nsport between destinations.

Goods offered in shops and batzaar stalls

varies widely, from the mundang and read-

Ily avallable to rare iberms and hand-crafted

neasungs,

Here's a sampling of the kinds of pur-
chases one might make while visiting a
herd ship's merchant
o &4 crafted from v .'_gt't.:ll.'llt' com

pounds found within Maother lungle.

« Unigue cultural items from long-dead o
extinguished socheties, such as paintings,
sculptures, and literature

= Culinary delicacies from various slien cul-
tures acnoss the galaxy

« Works of arf incorporatling organit themes
and natural elements.

« Oolete technology and devices long ago
abandoned for more efficient items,

= Artifacts uncovered on worlds the herd
ship wisited, or brought from excavations
in unknawn T ] IebIY

= Knowledge from sages who ieek dhelter
from the galaxy's Injustice and turmodl in

the tranquil shagde of Mother lunghe,

MaJor (aracterd

Herd ships carry a variety of crew and pas
sengers, from eco-priests, starship Inspec-
tors, and engineers to Hhorkan refugees,
alien expatriaies, ec |.1I|:||.1Ir..l| sCiEmEEsts, and
merchants in the trading villages. Those
witio lhve histe sdapt to the peaceful ways
af the Itharans—those who cannod
accept pacifist tendencies are encouraged
1o leae as soon as possibée, The [therians
native to each ship's herd and those seek-
ing shetter from the ravages of the galaxy
treat the ship, visitors, and thelr fellow
inhabitants with respect and gentle kind
ness Disputes become the sole respons
bility of the herd's elders and those
appointed to positions of responsikality,

CHIEF DuumaL

The captain of the Errant Trader i typlcal
of herd ship captaing: benevolent, respect-
fFul, and l;|m;|_5n;-l; caufious and suspscious
wehien mnq.-urf{rnng thee sately of his vessel,
passEnpers, and Mother lunghe. He senses
not only as captain, but as political and
spritual leader af his herd. Dnuumiu regu
lasly commiines with Mother Jungie,
sometimes spending hours in the sanctu
ary dome an the engineering deck while
his subardinates handle the practical
duthes of running the ship, He makes him
solf available to those inhabitants and wisi
tors with grievances, listening patiently,
then pronouncing solutions with the
sagacity of an andent shaman

CringF OMUusU, MALE ITHORIAN MOBLT T
Init +o (Dex): Defense 16 (46 class); S5pd
acemy; VPPWIP 3102; Atk 45 melee (1d6/d 6,
ataff); S0 Call kn a favor, inspdre confidenoe
2 oommiangd +2: 0V Foort +2, Bl +4, Wil
+6; 52 M FP g; Rep 6; Str n, Dex 1o, Con 1z,
Int 15. Wis 17, Cha 15
Emﬂpmrnr. Comink, simpe tunic, staff
Skills: Apprakse +6, Astrogate 48, Bluff +6,
Compuler Use +7, Craft {sculpture] +4
Diplamacy -+, Entertain (chant) 48,
Cather Information +n, Intimidate +&,
Enowledge (life sclenoes) 46, Knowl
edpe (nature) +5, Listen 45 Move
Sllenthy +3, Pilot 46, Profession ko
chemist) 7. Bead"Write Bosic,
Read Write Calamanian, BeadWrite
Cerean, Read\Write Itharnese

Bead AW rike Sullustese, Sense Molive 41,

Speak Basic, Speak Calamarian, Speak
Cesean, Speak [thonese, Speak Sullus
tese, Survival g, Treat Inpury +7.

Feails: Persuasive, Spacer; Inistworthy,
Wieapon Group Prafliciency (simple
wieamodns], Weapon Group Proficiency
[l aster pistols)

SuPERVISOR LIMGIVA

I'-'ul;l‘ﬁ Plain Supﬂlunur Uimgiya rules the
vast savanna where vessels dock within
thee herd shig Errant Trader, She overseres
all operations reganding visiting ships,
from refueling and resupplying details to
the ithorlan delegations that greet new
carmers, carry out inspections, and aedign
access passes. Umghya keeps offices in the
deck’s central control huk, but fregquent |:,l
rides around the plains in an official lamd-
speeder, checking In with visiting starship
ohpws, answering guests guestions aboul
the hend ship, and looking to head off trou-
ble. Her subordinates often summaon her
when inspectors encounter difficulties
with visitors, Umglya resobves disputes
with a firm yet respectful hand, reminding
gueits that while aboard the Errant Trader
they are weltame -:-I'-|!|| as Inns{ as they

abide by the FI.Ii.'ll:I".t ruiled o Lhe WisiariEns

SurkgvrroR UsMciva, FEMALE ITHORIAN
Scout 4: Init 41 (Dex); Defense 15 [+4 class,
#1 D) Spdd 1o VEANP 3104; Atk 44
michee (ulBNd6, staff] 50 Trailbdazing,
urcanmny dodge; 5V Fort 42, Bl 42, WIN +3;
57 M:FP 2: Bep 1 St va, Dexiz, Con 14, Ind
12, Wis 15, Cha 16
Eguipment: Comlink, datapad, tunic, staft,
Skills: Apprakse #4, Astrogate +4, Bluff + 6
Computer Lise +4, Craft {surveying) 3,
Dipkomacy +8. Gather Information +1.
Intirmidate +5, Knowledge [natune) &4,
Listen +4, Move Sllently 43, Pllot 43, Pro
fession (explover) +5, fWiite Basic,
Read Write Calamarian, Bead/\Write
Ithsorese, Repair +3, Seanch +2, Sense
Motive +4, Speak Basic, Speak Calampr-
lanm, '_-.|-_u:-.|l Ithiorese, Spot 44, Surmal +7
Feats: Persuasive, Starship Operation
fspace transport], Trustworthy, Weapon
Group Proficiency [primitive we apons),
Wieapon Group Prafickency [simple
weapons], Weapon Group Proficiendy
{blaster pistals).
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Abventure
Hooss
The herd ships transient nature allows char-
acters to encounter them nearly anmywhene
iy thee galaxy, Thiy can sefve as environ-
mierits for entire adventunes, of o5 elements
within a scenaria, Merd ships posieds several
elements to inspire adventures. The mer-
chant villages provide places to find rare
exuipment and commodities, relics, medd-
cines derived from Rthordan flora, or unique
items from one of the smaller vendors. Herd
ships serve &5 o traveling trade haven for
smugglers and merchants, an ideal place to
deal in cargoes, hide from a foe, of travel
unchirusively from one systemn to the next.
& herd ship might also serve as the set-
ting for an entire campaign. Perhaps the
characters require passage from one region
af the galaxy to another, and decide to
ke the journey aboard a hend ship head-
ing their way, Or they might join a merce-
nary unit hired to defend a herd ship while
traveling through hazardous territory.
Here are some more specific adventure
hooks you can use to develop |nto full-

fledged soenarios.

Tiie Peizan PLant

The team must retrieve a particular plece
of flora from the dome of Mather Jungle
deep within a herd ship. They might
require the plant sample for a special med-
ical treatment to help a friend or lmpos-
tant leader, or for special beological
research into a new technology. The char-
acters could try dealing with the herd ship
chieftain, who may ask them to perform
some service in return for the sample, or
obtain an item of equal worth that the
Itharians need but cannot acgudne on thelr

-]
T g

own, The characters might resort to steal-
ing the cutting directly from Maother lun
gle's darme, In this case they mast
penetrate the well-guasded engineeting
deck, evade eco-priests assigned to protect
the dome, find the specific plant within
the dome. and escape

MaRKET VilLASE INTRIGUT

The chasacters must obtabn an iterm from a
trading village aboard a herd ship: medi.
cine, arbwork, sage advice, or otheraise
rare and expensive item. Once they track
down the heed ship and find the particular
merchant, they quickly discover that oth-
ers seek the same prize. Thelr competitors
do ot respect the thorian concepts of
pacifism, and have no qualms about using
any means necessary bo deny the charac-
ters of their ibern. The charactess find
themselves ina hunt through the deme
itharian jungle, seeking help from market
village merchants and wisiting lourists, snd
quite possibly engaging their competitons
shidp writhin the confines af the herd ship's
tramsit dech.

Losr Fugmw

Thee charscters seck a fugitive or other per-
40n with good reason to hide fram the
authorities or a particular faction. Follow-
ing several clues, they track her to a herd
ship prepaning to jump into an unkngwn
or dangenous region of space [possibly the
Junglr Ghost, which sometimes disappears
into Wild Space on trading misskons), The
characters arrive on the herd ship just
before it heads into the unknown. They
miust help defend the hevd ship againsd
enemies, and might even help explone new
worlds and potential trading markets, all
while tracking dowm thelr quarry

other herd ships 1o encourage diversity
and prevent evolutionary stagnation.
Herd ships collect a small papulation of
traders who Ingratiate themsehes with the
IEhosians and receive permission to open
their owen businesses an the vessel's jungle
deck. Paths lead from the turbolifis to ey
eral market villages scattered throughout
the forest, bainging visitors past vistas ot
pristine beauty, bubbling brooks, amnd abuf-
dant vegetation once indigenous to thor
The trade enclaves consist of clustered
buildings constructed in the crgamnic Ftho-
rian architecture. They include dwellings for
the rr‘l'-.lsrr Ithorians, meschant inhabi
tants, and wisitors, plus various business
siruciures: hogtels, restawrants, theaters
shores, banks, even bazaar stalls. Each settle
ment foouses on some prominent natural
feature. Same wene constructed around a
pond or waterfall, while athers overlaok
stands of indyup trees and fields of waving
buil-Terms. The enclasves exist hanmoniousky
wiith their environmenl. Moit olfer 5
speeder pool where wisitors can rent repul
sorlift vehiches for guided excursions
through the jungle. Merchants also use
speeders to transport poods visitiorns pur
chiase to thedr ships on the transit level

Traurstit Levar

Herd ships accommaoadate visiting spacecraft
I a wast transtt lewel sandwiched between
the jungle and engineenng decks

The herd ship's perirmeter spors several con
troller stations and defensive emplacements
wihere horian trackers can mondtor Inoom:
g and outbound starship traffic. Although
docking protocol varies among hend ships,
mist require approaching vessels to provide
the ship narme and regestng captam s name,
nurmber of passengers, type of cargo, and

I gcﬂrul imtention {often refueling, tourism,

or commercel Once the ithorans determine

* an approaching ship poses no theat, the

controllers chear the vessel for entry.

Visitors get their first glimpse inside the
hierd ship when they land on the masshe
transif deck. Spacecrafl enter through acoess
portals that pierce the herd ship's perirmeted
at n:g..ll.'ir intervals. Magnetic fiedds main
taén pressure between the hangar and the
vacuum of space. These partaks and the
h.'lngnr Space Mf,'nnd can accommadate
craft as large as Conellian corveties without




lungle Ecalogy
Great Abrium

Starship Landing Platforms
Upper Obiervation Deck
Bt

Main City

The Itnorian Herbsn

fk !|r||r1r.'
Upper Observat

Platfarm/Fligh

Docking Tubes
:
{maintainanze)

Speeder Landing Bays

AFOUSINEG Maneuering Ooonierms

ithorian controllers direct vessels to
set down on a designated spot in the
vast dnn:k-ng I'|.1|l|_-;.1r .'.||n|:||l||:[ ir & hend
ship’s transit bevel is like setting down
on a cxpansive meadow, Natural grass
transplanted from |Uhar ooers the
entine deck surface like a sweeping
ilain, Mharans cultivated the grass far
thousands of years into a hearty, shori
variety that can withstand the greater
veat amd m::_glll of docking starships,
Beflectors and transparistes] vieswports
allow matural light to filter in, hedping
the grass regrow and further creating
the illusion of a vast, sunlit plain

The transit level's central area con
siits of a cylindrical construction that
rises from the deck like one massive col
e supporting thie |‘|I|5':|'I cilim g This
hub contains controller and security
offices, and a small facility capable of
resupplying starships and effecting
minor repairs. Mamy herd ships main-
tain o general outfitters store here
whine passing Spacers can purchase
basie supplbes and equipment quickly

cal Domes (environments vary)

Before any passengers can disembarlk,
recently arrived shilps receive a visil From
a small Khoran diele gation Thee EEdiTi
werifies the Information transmifted on
approach, making a cursory examination
of thee vessel, orew, passengers, and anmy
Cargo These tharians take great pains
to respect visitors and act humbly in
their presence, They gauge the tempera
ment of thelr guests, using this informa
tion to spot |_u_||;|_-|'.ln.t| trouble-makers of
autright threats to the herd ship, The
mare respect and kindness the cresw
exhibifs, ||‘||"_i_:':".lll" thedr freedom and
respict they recehe aboard the herd
ship

after the casual inspection, the
Ithorians present each wisitor with a
pass they must display somewhene an
thelr auter |:'|_'||:|'|II'|; These passes
allow guests access Lo various pod
tigns of the ship: most often the jumn-
H_Ir: and transil decks, and possibly the
pressurized city level (if one exists)
Turbalifts st around the deck’s
perimeter and around the central con

trod hub allow access to upper decks

wer Vane
Loweer Observation Decks
Repulsorlift Banks

Guests who refuse to wear their
badge are gently asked to do L0 or are

escorted back to their starship

Ersalreeriee Levee
The herd ship's bowest deck contaims the
machinery required to sustain life and
permit space travel. Ithordan technicians
constantly maintain the ship’s systems,
often rigging them to powerful backup
units in case the main components fail
Hastily constructed bays between the
deck’s machinery store carngo necessary
for life aboard the herd ship

The engineering level also hosts a
special dame containing transplanted
2ail and flora fram Ithor, This purne tam
ple of Mother Jungle is neitled in the
heart of the herd ship between the
hypendrives, lon engines, and life-sup
port machinery, ithoran eco-priests
nurture and guard this last vestige of
their homeworld, transplanting cuttinggs
to the public levels above (o ensure
their beloved environment lives on
Visitors rarely recelve permilssion to wisit

the engineering deck, B
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ILEUSTRATED BY JEFF CARLISLE & CHRISTOPHER WEST

s Imperial Grand Admiral Thrawn spread his cunning 0 korrde
E"li across thE QH|EII'|T ”.I an EHHFI: tl] dEEtPﬂy’ thE The Wild Karrde is Talon Karrde's command

ship, a heavily-upgraded Corellian transport
New Republic and restore the Empire, a charis- from the reliable Action V1 line. At great

- / expense, Kamde overhauled the entire ship
matic smuggler named Talon Karrde formed an alliance of the dor prcuties G R ARl

.|u|:-::-|1'-.|li|'|E nearky EVEry '.yhte'rrl Lo @l oy

I ] "
galaxy's rogues and scoundrels to oppose him. This group was ¢ 0 e crew R
the Smugglers’ Alliance, composed of the wily Samuel Tomas are spacious—aimost extravagant; Karde's

practice o IH'.-ﬂiI'Ii! his employess well

billespee, the headstrong Mazzic, the legendary Billey, the embit-  extends to making shipboard lodgings as

comfortable as possible

tered Ho'Din smuggler Par'tah, the sports-hero-turned-smug- ek ind b i st Secs i ot
g . . offices from which Earrde can do business

gler Clyngunn, the vile slaver Brasck, and the despicable ship ok b Tkiat kil Bt

H'."E' Hﬂ ES FEI"I"‘J EI.. cations array, allowing Karrde to conduct

negotiations at a safe distance and main-

These are just a few of the ships they brought with them  tain contact with his operatives
The ',in_gh: |._1-‘!.§|_'1.1 .;idvaﬂt.tgn: of the Wild

to stand by the New Republic against the Imperial battle fleet of xare s its inconspicuous appearance. up

close, the transport looks like o battened and

Grand Admiral Thrawn. A

appreclable armaments. From a distance,

TO voLusd | NuMBEs 4




the Wild Karrde is masked from detection by
sophisticated sensor jamming technology
Computer Use checks made to detect it at
Sensor range suffer a —1o penalty.

Dawn Beat and Amanda Fallow
Prowviding significant firepower, along with
appreciable storage space, the Down Beat
and Amanda Fallow frequently serve escort
duty for Talon Karrdes other ships. Karrde
has had little time to devote to overhauling
these two YI-775% since he purchased them,
and most of his modifications so far have
revolved around making them more com-
fortable for the crew, By relocating four
internal bulkheads, he increased cabin
space for the crew at the cost of a small
amount of passenger space. Karrde isn't
concerned, In fact, he's made a mental note
to convert the remaining passenger space
into improved galleys and a stateroom.
Karrde is even less concerned aboul the
ships' firepower; the two fire-linked turbo-
lasers, pair of twin laser cannons, and palr
of proton torpedo launchers are more
than a match for a single pirate ship. Since
the Dawn and Amanda usually travel
together, even pirate squadrons think

Ship Shaps

twice before opening hostilities. Com-
bined with the Wild Karrde, Etherway, or
Starry Ice, the Dawn Beat and Amanda Fal-
low make for a significant threat to even
an Imperial Star Destroyer.

Lastri’s Ort

Karrde's little surprise is the Lastry Ort—a
decommissiened (and illegally obtained)
star galleon sold to Karrde by a former
imperial moff desperate for operating capi-
tal. Karrde has done little refitting—maostly
converting troop barracks 10 Cargo space—
and has left the formidable weapon sys-
temns intact. He mostly uses the former
imperial transport in the Outer Rim Terrto-
ries, where Imperial ships aren't liable to
show up asking questions—and demand-
ing its return. Karrde tries to keep its con-
nection to him a secret, knowing that one
day he might need an ace in the hole to pull
him out of a sticky situation,

Uwana Buyer

Talon Karrde's personal yacht, the appropei-
ately named Uwana Buyer, is the most
extravagant ship in his fleet, Karede guited a
SoroSuub Luxury 5000, keeping only the

superstructure, and rebuilt the ship to sult
his owen whims. In addition to adding morne
cargo space, Karrde installed a maore power-
ful hyperdrive, and completely replaced the
ponderously slow sublight engines with effi.
cient Corellian Engineering Starchaser Mk. Il
units, Though Karde prefers negotiation to
battle, the Buyer sports a pair of heavy laser
cannons and a proton torpedo launcher.,
Inside, Uwana Buyer is as opubent as a
luxury hobel. it boasts four staterooms, a
gourmet kitchen and dining room, an
exercise room, a miniature casino (com-
plete with two sabace tables and a bar),
and even a spa, staffed by a beautiful
Trl'lek masseuse working her way
through medical school by serving aboard

Wild Karrds
Craft: moaditied Corellian Actlio
transport: Class: Capital Ship; Losi:

] II.:'! millson oredits (neEwl 1.8 m

Crew: 10 [V prlatn
Skilled, +4]
Lapadily: 5

Consumal

Wt [backup

Cruising: Defense: 1g |

ff_ai?u:tiv:m | 2=
TFHI'IEFII]I"t L LohDine Rame

L. DpiCE

A, D CukETiEs

& Chd i ' QikEFiE
i, Coni i i il Bt
T L'y Wicamin

B Gauey

T Caaiie SreEig

Wi

T, i ik e T T
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13, Sescrayrus

W Tumpoua e

15. Camco Hous
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Hull Paints: Goo; DR
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YZ-775 Transport

el 1Y 8445

Ty 160
0 il =

. T

Dawn Beat and 1. Aimoc &, Dousil Busis
Amanda Fallow AR B Coeweer

ko | . 1. 50wy 8, Cunwiil
Craft: modified Corellian Engineering 4 Esangciwoe SToN o, R R
Corporation YZ-775 transports; Class: R Loy AL LT

E-F.ltrl Transport; -.!.: r_'1. o0 credits sinking his money into upgrades. The Prey of prey; Skyclaw's bird of prey s red)

EIM""""I" 350 sed); Size: Medium birds needed upgrades aplenty; SoroSuub Much of the Preybirds’ internal circuitry
152 mete ew: 8 (Skilled, +4); Pas- abandoned the design at the prototype is black market parts—classified Imperial
stage wihen the project wenl *\.lt'lr'llf-.l.'.iﬂtl'g,' technology that, if thie ships were ever

[4 5: Contumables :
fic tons; Consumables: & months over budget and SoroSuub just wanted to ':.-IFr['IJH'Ij by the Empire, could send Mazzic
chup 1 ); Mo

sengers: 1k Cargo Capacity: 400 met

recoup some of its losses to the spice mines of Kessel for life. While
speed: attack; Defense: 20 (+10 gt
; 3 Mazzic augmented the ships'weapons this is a background concern for the
armor]: Shield Points: 180; Hull Palnts: i .
AR systems and sublight engines, and added smuggler, he's actually far more worried
sam. PR
kit '“-'t I 1 the paint scheme in a moment of inspira- that his two favorite ships might one day
s turbolaser canno ;

Weapon: turbolaser r”_-" ans (2 fire tion. (The Raptor sports a flaming blue bird lose a fight and be reduced to scrap metal,

limbkoed); Fire Arc: partial turret

(front, left, right); Attack Banus: +10

[+4 crew, +6 fire control); Damage:

oo x5; Range Modifiers: P8 +0,5

0, M =2, L=4
Wieapan: 2 twin laser cCannans: Fine

Arc: 1 lefl, 1 right; Attack Bonus: +10

[#4 crew, +6 fire control); Damage:

s & 3; F!‘.lrl;:,'_i" Modiflers: PB +0.5%

+0, M/L n/a

Weapon: probon torpedo tubes (2, B

rounds each): Fire Are: front; Aftack
Bonus: 410 {4 crew, +6& fire con-
trol); Damage: 1odws x 2; Range

Modifiers: PB +0, 5/M/L nfa
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Lastri's Ort

Craft: modified Kuat Drive

i i . By’
GallEon; CLASS

miillbon cred|

Painds: 400: DR: 20

arg; Fire Arg: g et

Weapon: 10 tur

Weapon:

|:1IL'| ol

Hange

Modifiers: PB +0. S/MJ/L nda
the Buyer. (She also acts as the ship's doc
tor in emergencies.)

Surprisingly, Karrde spends [ittle time
aboard the Buyer, The yacht is his show-
room to impress gullible clients with his
wealth, At most, it's a useful incentive for
his emiployees; those who render good serv-
ice get to spend their next jump surmounded
by luoury. Karrde much prefers his quarters
and offices aboard the Wild Karrde, wherne
real business is conducted, and displays of
wealth are unnecessary.

T2 woLumd | HUMBER 4

Star Galleon

Kuat Drive Yards
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Distant Rainbow

Mazzic purchased the Distent Rainbow from
a Redian smuggler who retired to the Quter
Rim Territories with a bundle of cash and a
desire to live quietly for once in his life. The
Rodian reportedly didn't ask much for the
Rainbow, not guessing that Mazzic's modifi-
cations would make the old pleasure yacht
into a formidable smuggling ship.

Among Mazzic's upgrades were top-and-
battom quad laser Burrets (an idea he bor-
rowed from holos of Han Solo’s Millennivm
Falcan, though he refuses to admit that
fact), improved repulsorlift engines, and a
suite of electronic countermeasures meant
to foll casual sensor sweaps, ([Computer
Use checks to detect the Disfant Rainbow
at Sensor range suffer a -6 penalty)

Mazzic didn't skimp on amenities,
though, and for a smuggler’s transport, the
Distant Raimbow is a decent pleasure yacht,
Perhaps its only shortcoming in this area is
the minimal cargo space, meaning that
when the Rainbow s hauling a full load, a
crevwman might find his quarters serving
double duty as an auxiliary cargo hold

DisTANT RAINBOW
Craft: modified Kuat Drive Yards Starwind-
class Pleasure Yacht; Class: Space Transport;
Cost: goo,oo0 credits (new), 150,000 (used);
Size: Small (5o meters): Crew: g |:1 pilat, 1 co
pilot, 2 gunners—>5killed, +4), minimum 2;
Passengers: w; Cargo Capacity: @ metric
tons; Consumables: 2 months; Hyperdrive:
11 [backup xis); Maximum Speed: Cruising:
Defense: 19 [+ size, +8 armor); Shield
Paints: 100; Hull Points: 450; DR: 10,
Weapon: @ quad laser canmons; Fire Arc: all
I'lmrr!]_.ﬂlﬂ.'ld: Bomus: +11 [1-1 CRRE, 4
crew, +6 fire control); Damage: Gdo x 2;
Ea nge Modifiers: PB +0. 5 +0, MJ/L nda

Raptor and Skyclaw
Mazzic is very proud of his two Preybird-class
fighters; they are fast, well-armed, and
thanks to the flaming birds of prey painted
on their undersides, thoroughly intimidating.
Maore than once, larger and better-armed
ships have capitulated to Mazzic when faced
with these fearsome starfighters. Their pilots,
Griv and Amber, also take Elr.lt Frlidl: in their
ships and relish the chance to really cut loose
behind the contrals.

Like all the ships in his "fleet,” Mazzic pur-
chased Rapior and Skyclow for a pittance,
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Uwana Buyer
Craft: modified SoroSuub

Luxury S000; Class: Spade

Trandpart: Cost: 1 million
credits (new), 500,
s (used); Skre
mebers); Crew: 5 (1 pilet,) oo
p:l:_'ﬂ.'gur:nr-r_ i
Bunners=5k|l I, #4; Passen-
gers: 16; Cango Capacity: 150
metric tons: Consumables
i ks Hyperdriyve: X
|:I:l.||.l:l.||:l wER Maximum
Speed: Attack: Defens
[+80 armor); 5
125 Hull Peints: 1
Wiea pon: 2 heavy laser can
nons: Fire Arc: 1 lefth
right; Attack Bonus: +12
|+q crews, +8 fire conftrol);
Lamage
Modiliers: FB

M/ILnfa

Wn:npnn i lon canmnon: Fire

fre: front; Attack Bonus

12 [#4 crew, =8 fire con

Eange M

&3, M 40, L Ada
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Etherway and Starry lce
Craft: mo

difsed Coampllian Action vV trans

He knows he’ll never find their equal
again—at least, not at such a bargain

Kern's Pride
Gillespee's flagship is the Kern's Pride, an
aging Corellian Corvette with more than its
fair share of battle scars and a host of minor
systems malfunctions, Gillespee claims they
remind him of himself. While he has newer
ships in better shape in his 20-ship fleet,
Gillespes refuses to transfer his belongings
to a new flagship. "When the old girl dies,
. then Il leave her.” he tells his crew.
Gillespee and the Pride have
been together for over thirty
years, and in that time
he has reconfigured
the ship at least
ONCEe 3 year,
depending an his
needs of whims.
During the Rebellion,
he frequently put Kerm's Pridle into service as
a troop ship, transporting Rebel soldiers to
new battlefields, then turning the ship into
a passenger liner to relocate refugees, later
returning with the Pride—again reconfig-
wied a4 a medical ship—to evacuate

\ Wy

wounded Rebels, When the constant dan-
ger finally got too close for comfort, Gille-
spee retired to the planet Ukio, but kept the
Kern's Pride nearby, not quite ready to say
goodbye to her, As It turned out, this was a
wise mowve on his part.

Eﬂnhrn Huean

Billey belongs to the “fly it hard until it
breaks” school of piloting, and the Geshyn
Queen illustrates the fact by sporting a
dozen different shades of paint, the odd
missing access hatch, and enough scrapes
and gouges to keep a repair crew busy for
weeks, Billey grumbles constantly about
the damage his ship has sustained over
the years since his release from the
Goshyn Detention Center, but rarely drops
credits on fixing it. His thinking is that if
the Queen holds together long enough, he
can afford to sell her for scrap and buy a
brand new ship with the profits. it's a
tremendous gamble on his part that the
Goshyn Queen won't fall apart in the mid-
dle of a run, but no one ever said that
working with Billey was boring.

Eresaits {nev),
Size: Lange (1g mekers); Crew: 10 (1 palof
1 navipat: S5 lled, +4); Fas

AMATTRLETY
Cruising; Defens G [=1 SiDe, 410
abd Points: 140: Hull Paints
13 turbolasers: Fire At
fronts/ left/ right; Attack Bonus: g
ey, 46 fire cont L

P =55

x 5; Range Modifiers

The Queen is a more or less standard Kuat
Drive Yards transport from the Space Mas-
ter line—a designation that refers more to
its ability to hold cargo than its command
of the space lanes. While not a terribly large
ship, the Space Master design makes use of
every spare meter of space to store cargo.
Corellian Engineering Corporation designers
like to joke that most Space Masters are
only hauling half their capacity because
their owners haven't figured out where all
the storage compartments are yet. it's an
exaggeration, but not by much. Some of the
cargo compartments on the Goshyn Queen

STAR WaARS Gamer TB




are o difficult to reach that Billey stores
ks miost |||-e:§_:.|| Cargoes in them and covers
up the access hatches. He has yet to meet a
customns officer who is small enough to
inspect them, or determined cnnugh to
wait while Billey mowves all the other cargo
oul of the way

Lady Sunfire
Chymgunn’s freighter cost him most of his
winnings from his sporting career, but he
considers it worth the cost, After some tin:
kering with the engines and weaponry—
and some scan-shielded Cargo
compartments—the Lody Surfire is, in Chyn-
punmns eyes, the perfect smuggling ship, At
the very least, flying it around, evading cus-
toms cruisers, pirates, and other smugglers,
helps Clyngunn stave off the boredom he's
suffered since retining from professional
combat sports

The Lody Sunfire requires two sets of
hands to operate, but Clyngunn’s distaste for
company has motivated him to come up
with a creative solution. & fees years ago, FE
acguired an obd K3 astromech droid that
rarely “talks,” except to notify him of emer-
gendcics, This suits Clyngunn just fine, He |5
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Raptor and Skyclaw

Craft: modified SoroSuub Preybird-class Starfighber; Class: Starfighter; Cost: 83,000
credits (new), 50,000 [used); Size: Tiny (20 meters); Crew: 2 (1 pilat, 1 co-pllot/gunner—
skilled, +4); Passengers: None; Cargo Capacity: 15 kilograms; Consumables: g days;
Hyperdnve: x3; Mazgimum Speed: Attack; Defense: 31 [+ slze, 10 armar); Shield Padnts:

45; Hull Points: go; DR: &,

Weapon: 2 heavy laser cannons; Fire Arc: front; Attack Bonus; +g [+ size, 44 crew, +4

fire control); Damage: 5cho x 2; Range Modifiers: PB +0, 5 +0, M/L n/a,

Wra pon: 2 concussion mssike launchers [F.: risunds each): Fire Arc: 1 fronth rean; Attack

Bonus: +9 (+1 size, +4 crew, +4 fire control); Damage: Bdio x 3; Range Modifiers: PB

0, 5/MUL RSa.

gradually hardwiring it into the cockpit con
trol panels, which he hopes will one day bring
its efficiency up to the level of an organic co
pilot, That, of course, would prevent the B3
unit from ever leaving the cockpit, but Clun-
gunn hardly conshders that a draswback

Green Palace

Brasck's command ship is the madified
pleasure vacht, Green Palace, a dingy, dismal
ship that began its career as a short-jump
luxury ship for wealthy dilettantes. Brasck
ariginally recovered it from an orbital scrap
',':ln:l ansd pror |'|pr|_':,' tn |:lp:'rJ ot all the inker-
nal bulkheads, rearranging the ship to fit his
needs. What were onoe opulent staterooms
are now cramped, grim cells for Brasck's pre
ferred cargo: slaves. The remainder of the
ship is given to the upgraded engines and

Lpace for morne |11|,||1|:I._:|r||:{.|r|:=|}

Brasck™s primary consideration for the
Green Palace was weaponry, and he tore oul
the forward elevator toinstall a forward
Flrll'lﬂ lon canpomn and a Concustion missele
launcher. Brasck uses the latter sparingly
and the former as much as passible; every
ship that surrenders to him yields addi
tional slaves, or if he's very lucky, important
caplives for ransom ':'rll!r’ the most valuable
captives get passage on Brasck's ship,
though. For common crew and ordinary
passengiers, there is plenty of room on one
of the other ships in his “fleet.”

The Gunship

Miles Ferrier hasn't bothered to name his
stolen Corellian Gunship anything other
than “The Gun thip for two reasons. First,



Kern's Pride

Craft: modified Corellian Engineering Corparation Lorvelie;

Class: Capita Sl ip; Cost: 1.5 millicn crédifs (@), 1.5 mdllsgn

credits (used); Slve: Large [1g0o meters); Crew: 1s (Skilled, +4)

Passengers: 45; Cango Capacity: 10,000 meelrd LOns; LOmium

Al «;-l'."l:'l-.I".'|'|"-|-|-:- wd (backup 5B

Maximiem Speed: Althck; Defense: 19 [=1 LiDe, 10 D)

Shield Palnfs: 2oo; Hull Painis: 4o0; - 29

Weapon: 6 double turbolaser cannons; Fire Arg: § fronthlefth
rightsy rear ALLACK Beoeiis: & (=1 BRI3e, 4 Crevw, 3 T Lo
troll; Damage: §did x 3; Eange Modifiens PE =2, /M 40, L=2

Weapam I ien cannons; e Az partial tannet (fromt/
leftdright); Attack Bonus: +5 (=1 SID8; +4 CPEW, +1 fire control);

Damape: special; Range Modifiers: PE-6,5-4. M/Ln/fa
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ChipS or the
Emu ggl!r 'S
AllVance

nation affords e a certain |_1|:'le|_'-" of

fumply Uusing
its alphanu

meric desig

anonymity that a clever personalized
name wouldn't. Second, because as a ship
thief, he knows that he should never get
that attached to a ship; he may not have
it tomorna

The Gunship’s internal décor matches this
;llllll_l‘i.-;}gll‘l:.l_ FeErrier 15 Tar mone concoermisgd
with function than vwith form, and the ship
s a tangled mess of rewired sysfems, jury
rigged repairs, and poorly malntalned
amendties. The enlive ship reeks of Ferbers
noxiows cigarras, along with a few come
what more subile odors best left unident
Fieel, Fefvper s MERDEAINY CIEW shares hils
vagabond mentality. They e handly con
cerned with leawing half-finished rations

lving about. or spilling thelr bewerages on
man-essential comtro! panels 1rll_':r Caf
barely be troubled to cléean the Matrines Snd
are constantly on the lookeat for a house
ke ping droid ||'.|_':|l can " pabm a .:":"IE': with
theeir mext stolen ship,

Among the varicus nominal “improwve

mients” to The Gunship, Fenber has replaced

TH voLuse | NuMbEn 4

ET A0S Crev Quidrters wilkh LATR0 Space
and wpgraded the engine lo a morne space
efficient one. In fact, to FaciBtate Ris ok
Ferrier has installed a highly effective—if
antiguated—oonner net Lasncher (m the bl i
of The Gurshp, The conned el wodks like an
ion cannon, thorting oull the ebectricad 1ys

tems of

eveny shap It comes Into gontact wilth
Fesreer can linch the net at stationa Ty tar-
et only—and subsequently uies it prima
rily an grownded or docked ships—and it
covErs a radius of 200 mekers r‘l'l]- ship
towched by the conner net i immediately
dizabled wntil the conner net is remowed
{usuadly by small-arms fire from outside), or

1% ion charge gives oul [after 2 hours)

THE GUNTHIP

Craft: modified Corellian Gunihip; Class
Capital Ship: Cost: 1.6 million credits [new),
950,000 credits (used); Stze: Large (120
rrvebEra]: Cnew: 40 i pilat, 1 co-pilod, B gun
ners—Normal, +2); Passengeni: 4; Cargo
Ca p.'l.n::t:,-; 452 metric tons; Lonsuma bles; &
rmanths; Hyperdrive: x2 (backup xb); Maxi-
mum Speed: Cruiting; Defense: 15 |- size,
0 armark; Shield Polnts: 5 Hull Points
y50; DR: 2

Weapom: B double turbalaser canniens; Fire
Arc: 2 frontd 3 left/y right; Attack Bonus
+3 =1 size, +2 crew, 42 fire controll; Dam
apge oD B 3 E.mg:- Moditiers; PE =2, 5/M
#3, L=z

Weapon: & quad laser cannons; Fire Arc: 3
beft sy right; Attack Bomus: +3 (=1 size, +2
crev +2 Fire contral): [:.'II"I\.'IHI.‘ o x 2
Range Modifiers: PB +0,5 +0, M/L nfa
‘Weapon: 4 concussion missile launchers
{6 rounds each); Fire Arc: 2 frontfa rearn;
Altack Bomus: +3 (=1 SIT8, +T Créw, +2 fure
conftrol); Damage: Bdwo w2 Range Modi
fiers: PR 0. S nifa

Weapon: comner mel; Fire e neas; Attack

Beoenuis: +3 {=1 SiTe, +2 Crew, 42 fire con

trall Damage: special; Range Modifiers
PH =3 S/M/Lnfa. B

unnet, 3 gunners—5killed, +4];
Passengers: 4; Cargo Capacity: w000

mEtnc tons: C

b es: § th4:

w4 16a; DR g

Weapon: 4 lwin




Lady Surnfire .h\
Crart: Modified Corellian Engineenng Lonpora- E ar I oz-Cc I ass

tion Barl: v Heavy Freighter LEVEL |

Transport; CosT: §

=] :..l.'.ll T TR
kT HIEEN T
!l el

siths: Hypi Wi X1 (backup
E0 Crulsing; DUPENSE: 31 [+
size, +30 armar); SHITLD PoinTs: 40; HuLl PoiNTs
18a; LDE: 15
Waaron: 3 turbo quadlaser batteries; Firi

1 frantf lefth right; ATTack Bomws: +7 (+1 size,

+1 cnewy, 4 fire contral]; DasMacE: bdvo ¥ 5 KIY
"L.;l.clrll T Lmjoim

RANGE MoDiriEes: PFB =3, 5/M +0,L=2

& R B Boknt e TasF
WiEAPOM: 4 conoussion missile launchers (12 ¥, Lasoan Wi 8, S
[ - i Capm W0 Cennd W LI
: gar; ATTACE BOMUS: +7 E 2
raunds each); FIRE ARC: rearn A 5z #] il Tl G oD LEVEL
{41 slze, +3 crew, +4 fire control); Damace: 8dwo fh, remack 11 Ew i e

K3 RAMNGE MoDirines: PB +0, 5/MJ/L nia

Grean Palace

Crarm modified Lantillian Ship
Wrights G¥1 Short Hauler;
CLASS: Space Transport; CosT
200,000 credits (new),
lused); Saze: Small (27 meters);

Crewi: 4 [ pllot, 1 co-pllatigun

e F—Mormnl, +2); PA

12; CARGO CARACITY: BE metric

tons; Comsumanits: 2 months;
HyrErDRIVE: 01 (backup <B);
Maxinuss SPEED: ATTaOK;
DerFrmsn: 21 [+ size, 10 armor);
SHIELD PoumTs: §0; HuLL POINTS
150 D 10,

WiaroN: 1 laser cannon; FieE
ARC: turmel: ATTACK BonUS: +7
[#1 siDE, +2 Creww, +4 Tire con-
trol); Damace: gdio x 2; REANGE
MobiFiERs: PE +0,5 +0, M/
nfa

WEAPGHN: 1100 canmon; FIRE

BRC: front; ATTACK BOMNUS: +7

141 Lire, #2 crew, +4 Fire con

tralh: DAMMACE:

MopiFiies: PB +0,5 40, M +0, L
alr

WEAPON! 1 cONCusSion missile
launcher (12 rounds); FIRe ARC:
front; ATTACK BOMUS: 45 (41
size, +2 crivwe, 42 ire contral);
Damace: Bdvo x 2; Ramct
MopiFiErs: PE +0, S/MJL nfa
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M 5TAR FEaes F.'-;:-'r;l.'.l:r'-rlhl Laarrae
adventure s designed for four henpes
of 3rd to cth levedl In (8, Ehe heroes unoover

fi indkdious plot against the Wookees
perpetrated by an affworkd consortiurm of
JJavers. They aleo Tace sswarms of one of
Eathyvyvk 5 most |I-'--.'.|'.I.|I|r|i: matural dan
perg: the eplotive flame beetbe

-‘thul-l‘!:" this adventure is sef in the
Rize of the Empire Era, it can be adapted for
other eras by replacing the main villain
with a dark side Force-user (in the Cd
Repubdic era), an In'||:||_'-ri.'|l agent {in the early
Bebellion era and New Republic era), or
even Yuurhan Vong Infiltrators (in The Mew
fedi Order era)

K nl:-,--.,-:,-'-. in Flames" can be adjusted for
larger or smaller groups of heroes, or higher
oF lower average levels of the heroes, by
iltering the encounters. Chapter 12 of th
STAR Wars Reveplaying Gome core rulebook
has advice on how to determine an appro

printe challemnge lor a p:r-:::||.l-::-l' Eroes

CITTING THE HERGES INVOLVED

The Gamemaster must decide what brings
the heroes to Kashyyeyk in the first place

[ !:".'u-ll-.I].'_ Wooakiee heroes could be visit ng

BO voLuME | MUMBER 4

- (& 8 r¥e wiKER

ILLUSTRATED BY JOE coORRONEY

thiedr homeworld. Non-Wookiee heroes
m !-_hr accompany a Wookiee on sudch a visit
or semply e condu ||"!' business |III'|.|I|:,!
gix]| ng, tracin B, oelivening, or p '-l"!'_ up
Whatever the reason. the heroes should
Either haee thelr own r"""""F:"'I or have
chartered one for thelr use

Motbe that under nd circumstances, (N any
era. will Trandothan heroes be allowed (o

it foot on Kashwwwk

ARRIVAL OM KASHY Y YK
A5 the heroes approach Kashyyylk, read the

following aloud to the players

Arriving over Kashyyyk, you are tieated
to a majestic view of the Wookies
homeworld's lush forests and dark bluse
seds. You see some other traffic in orbit,
burt nething approaches you, making
yourr planetfall smoosth and easy. Drop-
ping down into the atmosphere, you
pick up the landing beacon. Within a
few moments, you soar through the
miassive limbs of the gargantuan
wroshyr frees, under a canopy of ver-
dant Rredn. SO0R yol spy the JH‘I.‘IIIHE
1-P[-|:1'.:||.'||: af Wi destination: a Wookies

city suspended on interlaced wioshyr
branches kibometers above The uniesn
ground. As your ship sets down on the
surface of the landing pad—the flat-
tened end of a cut-off wroshyr limb—a
dark green protocol drold steps out of a
nearby bullding and begins moving
toward ywour ship's boanding hatch,

AP INTROIFCEETION TO BASHY Y YR

The protocol drold Is K-27, and he waits
patiently until the heroes are ready to speak
weith him. He introduces himset and
explmng that heswill be thelr llason with

the Wookises wihile Thaey ane on Kashyvyk

“Diespite the presence of Wookiees all
over the galaxy,” says K-27, “very few
man-Waookiees are allowed on Kashyyyk
fior cultural reasons, While you are here,
you will be expected to observe Wookies
oustoms, and it ks my duly to ensume bhat
you are familiar with those customs. Fur-
ther, should you not be comversant in
Shyriiwook, the mast commonly spoken
Wookies language, | will be happy to act
as your translatos It s, after all, my pri-
mary function.”




The protoco] drold E-27 s a recent trans-
plant to Kashyyyk, having arrived with Tur-
ren Lonarr, the president of Temporary
Draids, an offwodd drold reéntal senvice with
a local office. K-27 is on more-or-less perma-
nent rental contract with the Wookiee
autharithes to help with offworld visitors
i-27 speaks Basic and Shyrilwook more than
adequately and also speaks the obscure
xacrlk language of Kashyyyk's Wartaki
islands, He ks overdue for a memorny wipe
and has acquired the quirk of using body
language appropriate to the language he is
'\-\.FII:',]E II1E

K-17, Walking Protocol Droid Dphi:init 40;
Deef 11 (41 arrmcr); Spd Brm; VPP oy Atk
+0 meles (1dB, hand), +0 ranged; oY Fort +1,
el +0, Will +2; 52 My Rep o; 5tr 10, Dex 10,
Con 13, Ink 96, Wis 10, Cha 1o, Challenge
Code A
Equipment Trandlator unit [DC 5), recording
unit [audia), vocabulator
Skills: Computer Use +7, Diplomacy +7
Enowdedpe (Dosha) +7, Kn vl HgE et
quette) +7, Knowledge [galactic politics
7, Kin '.l..'lri:.r_l_' | .-'\-"-\.:.l:\.l\. ¥
Sppak Shyril

3 SangE
Mokae +4 :||'_Il_ Ak Bas

wook, Spe i ATk

A MYSTERY BLAZE
When the heroes begn ta rmove ot into
e Wookiee city, read the following aloud

You suddenly hear a loud nolse, like a
grenade exploding. Flames shoot from a
nearby building. scattering debris. From
inside the building, Wookiee voioes howl
in pain and fear.

The herpes ane the only people anywherns
close to the burning bullding, aside from a
small group of maintenance droids. If they

ﬂ_ Wookiee Victim

BL  Debris

:&r Flames

? Dead Wookiee
me—yn  Window

mwmmm Door | 2m?

=

CIT—7

do not rush to help, K-27 urges them to do
whatever they can while he summons ald.

The heroes can help by tryng to put out
the flames, hauling injured Wookiees out of
the bullding, or treating those who have
already been pulled oul

Entering the Building: The blast has
blocked the door. Getting in requires either
a Strength check (DC 15) or breaking down
the door (Hardness 5, 18 wound paints)
Inside are bwvo uncanscious Wookiees (4 &
8, a third Wookiee trying to wake them
[C), another Wookise succumbing to the
smoke ([, and one more Wookice trapped
by the flames (E], trying to beat his way
through a wall, All five are Wookiee com
moners who have lost roughly half their
wiound points. (Use the Wookiee Com-
moner statistics from page 253 of the Srae
Wars Roleplaying Game.)

Cnce inside, the heroes begin to suther
from smoke inhalathon unless they crwl
reducing their movement o 2 meters per
round. [See the core rulebook, page 217, Tor
rules on smoke.) Moving through a space
containing flames deals 2d6 points of dam
age to the character doing o

Putting Out the Flames: Heroes fighting
the fire fram outside need to make an Intel-
ligence check (DC 1o} each round to dowse
the flames effectively. Heroes fighting the
fire from Inskde can make an Intelligence
check (0C 5] for the same result, Each suc-
eesglul check puts out the flame in one
space. [Start at the spaces closest to the
hero putting out the flames.)

Helping thie Wookiees: The unconsious
Wookiees (& & B) menely nead to be carried
out, requiring three consecut ve Strength
checks (BC B) to drag of haul them to & safe
distance. The Wookiee trying bo reach them
(C) can assist. The Wookiee succumbing to
the smoke (D) has only & wiounds left, and if
she can't be guided outside before she is
reduced to o wounds, she will also have to
be carrled, Lesding her outside will reguine
fiowr rounds

The Wookiee trapped by the flames (E)
will die unless he ks helped quickly; his fur 15
already starting to smoke. In sdyg reunds, he
bl'i; ns te burn, suffering wé points of dam
age each round. After another g rounds
the damage increases to xdb paints of

damage per round, Clearing a safe path to

R requires a 51 rl_'"E”I check (DL ".:'. bt

ATAR WARS Gamin HI




KASHYYYK

IN FLAMES  the Wookice s ao

panicked, and a Diplo-
macy check (DC vg) is required to convince
hirn to run through the Mames to get out-
shde. If @ hero tries to force the Wookiee to
leave, the Wookiee fights back. [Assume
that he Is raging.]

Treating Injured Wookiees: The heroes can
use Treat Injury or Heal Another skills (o sta-
bilize a dying Wookies (DC 15), or at the
LM discretion, Lo restone host l.ul:.lli1.1l.l (al}
wounds to a character who has suffered
from smoke inrul.:hm-.ﬂl:mmu-.l:,r, thee
rules also apgdy to treating & hera wiho was
imjured while helping the Wookiess,

AFTERMATH OF THE EMERGERCY
Help arilves just after the lash heroes vacate
the building. Wookies valunteer firefighiers
begin extinguishing the blaze and watening
down aother nearby hu-ldlllg_'. {0 prevent
the fire from spreading]. If any Wookiees
rermain indide the I:-uII-:IlnE_ L 1|r|'Ii|:',h'!-e'r-.
make attempts to E:l; at them, bt h:.-"lh|=
time they arrive, it 15 too late

If the heroes didn't pull all of the YWook
e out of the bulldin £ the fl‘.l!'flﬂhtl."r'- wtill
Fedcy® Lirrurrovwed, a fermale Wookiee who
mad succumbed to the smoke, Weak and
barely consoious from inhalation, Urrurrowo
tries Bo talk o the heroes, If none of them
understand Sh':,lniwu-nk_ K-27 translates

It was flame beetles, | looked up, and
there were hundreds of them, on the
wall behind paor Murrwoorg, | saw the
first one start to explode—but before |
could say anything, it was too late.”

if the heroes are not familiar with flame

beetles, K-27 explains:

"Flame beetles are a combustible form of
insect [He nathe to Kashyyyk, Measuring
na mone than 12 centimeters long, the
flarne beetle ordinarily potes no danger
unless in a swarm, and even then, gener-
ally anly if the swarm's hatchlings ane
threatened, Under those clircumstances, a
flame beetle king will seif-combust, fol-
lowed by the stags, queens, and workers,
resulting in a terrible blast of fire”

K-27 ponders this for a moment."Oh
deas. | wonder if the flame beetles have

B2 voLume | MusBER 4

been laying eggs In this area. it would
explain the mysteriows fire that occurred
last week, not far from here, The bullding
was gutted, as were four neartry build-
ings. For & while, Rruurrfhurra, the engi-
neer in charge of extinguishing the blaze,
weas afraid the entire wroshyr limb might
have to be sacrificed to save the city”

THE INVESTIGATH N
A3 K-z7 enlightens the heroes about flame
beetles, 2 Wookies approaches wear ing a
flame-retardant overcoat and carrying a
large tank of fire suppressant foamn, The
Wookiee rumbles a friendly “Did | just hear
my named and K-27 introduces Rruar
rihurea to the heroes, Bruunrfhures asks the
hieroes wihat they saw before, during, and
after the fine

Albow the heroes to attermpt Intelligence
checks, and consult the following chart to

s whad '.I1|.':,' can remember

INT CHECE IO RRATION

5 or less Thene was a cloud of flying

Insects nearby that could

have been flame beetles.

Mo one wiss near the build-

InE before the blast

The closest thing to the

bullding was a group of

malntenance drolds,

g+ The maintenance droids
W I:.wlng the huﬁr!lnﬂ
that exploded

G=10

1n-14

i the heroes mention the presence of the
mabntenance droids o Urrusrawo, she con
firms that the drokds had been rl-a_-.mli:h'_ the
office about five minubes befare she noticed

thie flame beetles

BRidUamimuins, WooKiil FiRiricHTin

A Wookiee of middle :,rve'.rr'._i!rl.urr||1||-'l.| Ha
veteran firefighter, and his ability to deter
mime the sawnce of a fire has made him the
coordinator of the city's 1|r|~figh1|u'. He s
geen r.1||:.| wery Frl{'nrl.‘:.l but becomes very
withdrawn when a fire kills a 'Wookiee

SEaRCHING FOoR CLuis
Once the heroes conclude that the mainte

nance deokds werne inside the buildin i just
beerfare it exploded, rhpg.- n1|_g|'|r want to track
them down. Rruwrrfharra El.adl:,' welcomes

the help, but K-27 polnts eut that the heroes
are not duly deputized officials of Kashyyyk,
and to Interfene with the dralds in the
course of their duties constitutes a Class
imisdemeanor—Tor which they can be fined
and possibly deported off planet. Rruurrf-
husrra sadly agress and asks the heroes
wihether they would Hike ta help him [nves-
tigate the ruins of the building instead. He
growds, i the maintenance dioids really
weene involeed, we'ne in luck, They're not very
'.|ll-.'|'|l—r.rrl.'|l|1|:,' not smart enough to hive
eovened their iracks.”

Examining the remains of the burned-oul
bullkding requires & search check (DL 20) to
rule oufl any other possibie ongin far the
Tiras it weas definitely caused by flame bee

tles, Any heno who makes the check by € or

EELULIERFHUERA

Bruurrfhurra, Male Wookiee Expg: Init
=1 [=1 Dex); Def 10 (41 class, =1 Dex); Spd
10 mi; VPOWP ahME; Atk +B melee (1d 365
punthi, +2 ranged; 50 Wookiee rage; 5V
Fart 47, Ref +0, Will +&: 52 M: FP1: DSP o
Rep 5: 5tr 20, Dex &, Con 18, Int 13, Wit 14
Cha 8, Challenge Code A,
Equipment: Flame-retardant overcoat
(D 5 v, Tine], fire suppressant foam
Skills: Computer Use +4, Demolitions
+8. Gather Infarmation +6, Knowl
|=|!p_.|= IH.lmI'.l.l:,'f.-l:;l #5, Profession (fire
flEh!rrI +4, Read"Write Shyriiwook,
REepair +8, Speak Basic junderstand
onkyl, Spealk 'uhg.l-'u'.'.'-::-:-k_ Survival +g,
Treat Injury +9
Feats: Great Fortitude, Track, Weapon

Group Proficiency (simple weapons)




mare realizes that the flame beetles were
present only on the walls: thene are no signs
of beetle combustion anywhere else, Note
that scent s a factor hene, so heroes who
gain a bonus for scent-based situatbons can
apply the bonus to this check:

The hieroes can also approach this immestis
gation from the opposite direction: Whene
were the flame beetles when they
exploded? Any hero who specifically tries to
detesmine the location of the flame beeties
at the time of combastion can make a
search check (DC 15) to verify that they wene
anly present on the walls—not the ceiling
of the furniture

Once the heroes discover that the flame
beetles were present only on the wally, they
might want ta find out why. While they can
rmake educated guesses about the presence
af chiemical attractamts, they cannot con
firm their guesses without analyzing the
surface of at least one wall Unforfunately
unbess they come equipped with chemical
residue analyers, they'll need Rruurrf-
hurra's help. The Wookiee firefighter has an
analyzer but has never had to use it before
After fiddling with the device for a few
moments, he asks whether any of the
heroes krowws how to use It and gladly
allows one of them to “do the honors,”

& hero trying te analyze the surface of a
wiall with the handheld scanmer must
sttempt a Computer Use check (DC 20] but
gains a +2 synengy bonus if he has 5 or more
ranks in Knowledge [chemistny). A success
ful check indicates thak the restdue contains
the carbonized remains of an insect
pheramoni. (4 failed check cannot olate
the element.) A second Computer Lise
check, also with the synergy bonus for
knowledge (chemistryl,as well as a +2 syn-
ergy bsomis for § or mane ranks in Knowl-
edge IH-ll.hmk]. identifies the insect
pheramone a4 flame beetle hatchling scent,

Morl QUESTIONS THAN ANSWERS

Even armed with the knowledge thal the
flame beetles were drawen to the walls of
the building by what they ook to be the
presence of a large number of hatchlings,
Rruurrfhurea is still beft soratching his head.
He gladly talks the situation over with the
heroes, and if they do not suggest it, he asks
them to fan out and see whether they can
determing whene the drobds went after they

left, He tells them to avoid interfering with
the drolds—the law is the Law, after all—
but ghves them his comlink code, Should
they find the drokds, they should contact
him immediately but take no other action.

Unfortunately, this s something of a
dead end. The maintenance droids are long
gone, having been picked up by Turren
Lenarr and taken back to Temporary Droids,
[See below for details.) The only real way to
track them down at this point is to either
walt for the Injured Wookiees to recover
enough to recall where they hined the
draids, or to sift through the muins of the
bullding ksaking for the cheaning service's
irvoice. Either way, the heroes are looking i
a day’s work—and they certainly didn't
come to Kashyyyk to investigate a fire

After the heroes have regrouped and
recovered from any injuries they sustained
during the fire, a couple of disturbing ing
dents occur, The first should occur when the
heroes have been away from their ship for a
shiort time, but the Gamemaster can easily
alter the encounter slightly so that rather
than immlving a cargo contalner coming
frarm Hisedr '.|1|]:-. It imvodves a cargo container
going to their ship.

The second encounter follows hot on the
hecks of the first, after the heroes have
spent some time explaining thelr activities
to the Kashyyyk authorities

SIGHS OF FOLUL PLAY

At some point, preferably when the heroes
are concluding their business on Kashyyyk
[such as when they're offloading cargo or
taking on cargo from Eashyyyk), read the
following aloud to the players

After the excitement following your
arrival, things have finally calmed down,
and you are getting on with your busi-
ness. Wookiee workers ame taking care of
the last of your eargo, but they seem to

have taken an unscheduled break Four = ——Sm

of them have gathered around a cargo
container and are examining it with
same interest—and rising anger.

£

The four Wookiees have noticed the smiell
of a corpse—a Wookiee conpse—ooming
from insice the container, and they are get-
ting quite agitated, suspecting the heroes
of having perpetrated some foul play while

g -

s are pests in that they can
an extremely paintul bite, though

in ks more the result of 3 mikd

Nookiees go as o
woul be ing bitten by a
some are nesver Fiben

resonted by flame
armenon that gives

them thelr name, Certain chemicals in o

flarme beetie's body give it the ability to

yet to determing (although many sug

gest that the reaction is triggered in

oomparatively minor danger, since a lone
flame beetle inflicts very little damage
[+d3) when it explodes, in a very small
area (a sphere about 0.25 m across)

Unfortunately, flame beatles almost
never explede one at a time, In swarmas
af 100 of maone, the insects can explode
with a force similar to a fragmentation
grenade. (See Chapter 7in the core nule
book.} Immediately after a flame beetle
swarm explosbon, objects or characters In
the immediate vicinity can catch on fine
Se# the “Catching on Fine” sidebar on
page 117 of the core rulebook for mare
information.

Since flame beetles usually do nol
swarm except bn the lower levels of the
wrashyr forests, such explosions rarely
pose a threat to the Wookies communi
ties. When Wookiees do encounted

svaarms of flame beetles,
they generally
- driurtl_-r:rn off
oy -, with simple
' smoke poti

.1
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Eashyyyk. If the heroes
do not immediately approach the Wookiees
to ascertain the source of their problem, the
Wookiees argue loudly among themselves
for another couple of rounds, then decide to
open the containes,

If the heroes approach the Wookiees at
any polnt, two of them roar angrily at
them while twio more continue to poke
around the cango container. Should the
heroes try to talk peacefully and calmly,
they can conwince the four Wookices that
they were not aware that the conbents of
the container wene anything other than
the cargo mankfest indicates. if the heroes
succeed at a Diplomacy check [DC 5], the
Wookiees allow the heroes to approach
the contalner and open it themselves, They
do not albow the heroes to depart until the
container has been opened, though. If the
contabner holds what they suspect, the
heroes have a lot to answer fos,

If, on the other hand, the herges try to
present the Wookkees from opening the
container or otherwise make threatening
meves toward them, the Wooklees attack
Because they are already extremaely suspl-
cious of the heroes, the Wooklees immedi-
ately use thelr rage species ability to fight
the heroes, Once a fight starts, another 1dg
Wookiee workers joln the fray In 1dg+1
reunds, coming to the ald of their friends

Workers, Male Wookee Thg: I:A:I: Irit =1 (=1

Dex); Def g (-1 Dex); Spd 10 m; VRTWP aivg;
Atk +b meles [y, p.||1|:I|:l. #1 ranged; $0

Wookiee rage, Extraordinary recuperation;

S Fort +b6, Belf =1, Will +0: 5 M: FP 1; DSF o
Bep 1 5tr 18, Dex g, Can 16, Int B, Wis 1o, Cha
g. Challenge Code A.

Equipment: None

Skills: Climb +6, Intimidate +8

Feats: Power Attack

CPENING THE r_l.l‘ﬂ-ﬂ COMNTAINER

RES

Once the cargo container Is open, read the
following to the players

W wWookiee Teamster
- Suspicious E:rgn
. Freight

. Loading Ramp |
|

2
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The stench from the open container is
undeniably that of a corpse—a Wookiee
corpse, The body of Rruurrfhurra, the
Wookiee firefighter, sits inside the cargo
container, his body scorched in several
places by blaster marks. In one hairy
paw, he clutches his chemical residue

anakyzer,

With this Eri*_.l:.l dl'.:n'.l'rr:,'.‘lhr REnoed mus]
1mm|_-|:'||.1|_|-|:|l attempt another Ehplnn‘ur.:,l
check (D€ 20) to calm the Wookies workers
juniess 1h|:'_,' have .aln:ad:,r been subdued inoa
previous batthe). IF this check talls, the
Wookiees attack the heroed I:|I..1rm|1|g them
for the death of the aftable Bruurrfhurca

Once the heroes deal with the Wookies
wotkers, the authorities ariive E'i"::.lrr"!"\.'.
of the heroes explanation of the situation
thee Wiookiee authorities Lake the heroes
|n1n{u5tnd:,.'—.1ll of them—espicially if the
heroes have been involved in a hghl with
the workers. Even if the heroes have com
|;u:|r|1:|:| themselves with the utmost
restraint, the authorities still need to ques
tion them and advise dr_ur'-l.; w0 aft the sta
thon, wihere an angry m ob of Wookiees is
less likely to gather

Unless the heroes have been partioularly
surreptitious |_'||,Illl'lﬂ their time on I{.nh-.l:ln.'l-c,
the Wookiee authoritics do not see a reason
to hold them for lang. Still, they require full
and individual accounts of the heroes’
actions since Rruwrrfhurea was last seen,
and the whole process takes at least a cou

ple of hours—longer if any heroes try to

mask activities they might have engaged in
while on Kashyyyk

Eventually, the authorities release the
heroes bul warn them not to leave
Kashyyyk just yet. If the heroes fought with
the Wooklee workers, they are fined 500
credits for disturbing the peace. If they used
any weapons in the altercation, the
weapons are conflscated. (This includes
lightsabers, ledi are respected throughout
the galaxy, but that acooaents for little ina
murder investigation. Beskdes, a ledi who
vy o lightsaber bo subdue unarmied civil-
ians ten't exactly an exemplary guardian of

peate and justice.)

TROLIRLE IH THE AIR
When the heroes return Lo their ship, read
the fallowing akoud:

Something is very, very wrong. Your ship
is surrounded by a small army of mainte-
nance diosds, all busily washing down
the landing pad. There are easily bwo
doren of them. Even more disturbing is
the fact that there are thousands of
flame beetles gathering around your
ship. Most ane on the landing pad itself,
bt hundresd if not thowsands more ane
erawling over the hull of your ship.

It s only a rmatter of bime beloss the flame
beetle swarm explodes, and when it does, it
could do massive |'J..'Irl1|IE:I." to the ship (not
to mention endangering a Large part of the
Wookiee aty with the resulting flames). The
heroes must seramble to either drive off the
bestles, shut down the dnoids, move Bher
ship, or otherwise prevent the conflagra

thon, Whichever course of action they
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choase, they must pursue itw thowt incil
ing the flame beetles to explode

Meving in the Swarm: The heroes can
move through the swamm safely so long as
they don't move too quickly=—about &
maebers per nound |5 the maximum sale
speed. Moving faster disturbs the flama
beetles and results ind4 Fl-l:IiI11!|-¢| damage
as the beeties bite the "intruder” Dnly
armor (natural or wern] or Damage Beduc-
tion can prevent this damaghe; there ane just
too many beetles bo avold them all,

Lifting Off: If a hero can reach the ship, he
of she can warnm it up and move it without
disturbing the beetbes tod much. The pilot
must attempt a Pilot check (DC 20 to oper-
ate the ship's repulsorlifts onminimum
power and nudge it slowly away from the
landing pad. On a failed check, the beetles
react angrily to the disturbance and
explode in 1dg rounds. If the pilot swooceds
at the Pllat check before the beetles
explode, the ship is not only safe bat also
the beetles calm down again and do not

explode after all

&=

i._-‘as'#

Powering Shields: Erecting the ship’s

shields will certainly protect the ship from

thie flame beetles by driving them away and
putting a wall of energy bebween therm and
the vessel, It abso incites the beetles to deto
nate immediately which is unfortunate not
so much for the ship, but for anyone in the
blast radivs—and the city.

Switching Off the Drolds: Shutling down

a droid without locked access (Such as these

JR-B janitorial drodds) ks normally a Repalr
check (DC 10}, Because these dnobds do ol
weith to be shut down=—at least, not by
unauthosized wsers—a hero must make a
suersteful touch attack If the attack suc
ceeds, the hero can then make the Eopair
check to shut off the droid. There are 24
drolds to shut off. To reach them, heroes
miust mowe through the swanm, as
described above

If a hero attemgpts to shut off a droid and
falls, the drold reacts by squirting a jet of
cleaning fluid laced with flame beetle
pheromone, In addition to possibly being
blinded (see bebow), the hem now attracts o

small swearm of flame beetles. Because the

¥ 4
g

_'5:-‘- Flame Beetle Swarm

- Freight

Jf  1R-8 Janitorial Droid

. Loading Ramp

flame beetle Lllll"_ is mat b this smalled

swarm, though, the mink-swarm on the
characher will not explode unless the lrger

swiarm does

Dyviving Off the Beetles: As dangerous as
it sounds, the safest means of deiving off
the flame beetles is to confuse their sense
of smell by creating a kot of smoke iThis is
how Wookiees deal with large swarms they
encounter, as K-77 can explain.) Creating a
sufficient quantity of smoke without
upsetting thie beetles i€ the trick, and the
G should reward creative thinking, Other
wite. a hero with a torch or similar sorce of
smoke can clear a 3-meter square of flame
teetles pveny round

Chould the heroes fail to deal with the
flame beetles by the end of 20 rounds
the beetles finally decide the time is rght
to explode. The explosion deals 12db
damage to everything within 1o meters
and Bd6 damage to everything within the
secondary blast radius of o meters. Any-
one caught in thils area can make 4 Beflex
saving throw [DC 15]; on a successiul save,

the damage dealt to the character is
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reduced to one-half,
rounded down.

IN FLAMES

MaintTEmance DrRoDs

Manufactured by PublicTechnic, the JR-8
series maintenance doold i an all- purpose
janitor. |t cleans, refurbishes, and even per-
forms IiSht r:palr wenrk

The |88 comes equipped with an inter
nal |'|{'|II'III'|E flarid reservoir (with an infe
Hr.ilﬂd Spray nr.|.r:|:|-r:l JR-B4 hiawe been knosvn
fo squird |!|_'1|,'|;_.lhrn'! al anyone who tries (o
prevent them from .:r.:n-rn|:-||*.hln|:_: thedr
duties. A sucoessful Reflex save (DC 12)
albows the tamget to -:I':;-:FEL' the spray; a
failed save indicates that the target is

hlinded for 1dg41 rowunds

IR-B Series, '|I'|.'.1Ihin3 Maintenance Droid

Expi (24): Init =3 (-2 Dex]; Def B (-2 Dex);

Spd 4m; VPOWP o/ Atk +0 melee, =2

ra '111|=_-|! (special, dﬂrrgrm nazzlel SV Fort

+2. BieF =2 WIH 41 52 5 |-!|:-p o Strio Dex 6,

Con 4. Int 6. Wis 8. Cha 6 Lh.‘l"l“:l‘lﬂﬂ' Code A

Equipment: |q:-.l.--|.3 hit wision, tool mounts
[z}, rust inhibitor

Chills: Climb +4, Profession [Jan.l;nl| 4+,
Repair +;|_5p|_'|1 3

Feat: Skill Emphasis [Profession: janitor)

VIEE EVIEHEHCE

LUnless the heroes were reckless or un'ur'-::.-
theey dealt weith the Alame beetles withowt
causing an explosion. (If not, their part in
this adventure I'I'|Iﬂ|'||: b over, as they
spend time recovering from theldr injuries
in Wiookiee-sized bacta tanks.)

Once the danger is past, the heroes
shioubd have at least one droid either deac-
tivated or detained for examination. The
mest ablous clue is the small stencil on

the side of each droid, which reads:

TEamraAasy DIeoion
BEEaio HaEsTEL
o HLL FusFroaes
TngumeE Com CHAMMNEL

AlOQ=-993213

'11 Trandoshan Thug

== Window

-—.- DRieiir

m2

Fr['ighl:
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If the henoses have Rruurrfhurra’s chemical
residue analyzer, they can alse sample
somie of the ;Ir.‘lnrng spldution—either on
the Landi ng pad or direc tI]l froom Ehve droids’
tankt=—and with a successful Computer
Use check (DC 15} confirm that it contains
the flame beetle pheramone,

Astuming K-17 is still with the heroes al
this paint and the heroes inguine about
"Temporary Droids,” K-27 tells them that
this is the droid rental agency that pro-
vided him. " Temparary Drokds |5 a reps
utable firm in this city,  he LAy, “and i you
are inferring some connection between
this unpleasantness and the agency that
supplied my services, | am forced (o
declare that you are doing company pres
dent Turren Lonarr a grave ditservice,

Though somewhat perturbed by the
notion that his owner might be involved in
the recent troubles, K-27 is also pro
-ig_|11'|1'r1-'-rl to be helpful and readily supplics
heroes with the fo ||'|'¢'|I|I'||.': information con

cerning Turren Lonary

"Turren Lonarr is a Human drold special-
ist who came to Kashyyyk six months,
seventeen days, thitfeen hours, bwenty-
one minutes, and forty-four seconds ago
Master Lonarr imported a large number
of much-needed droids to Kashyyyk to

perform a wide variety of esiential tacky,
wehiich the local Woaakiese population was
unable or ur|'.|-.r||||n|:'; to perform for iiself,
These drodds include maintenance
draids, labor drsids, janitorial droids such
as these IR-B models, repair drolds, and
of course, protocol drokds such as rrl:lr'.ulf.
Miastes Lomadr rmalntains friendly rela
tions with the Wookiees and has never

been vvalved in any improprieties.”

If the heroes a4k where Turren Lonare came
from, K-27 replies, " Why, the planet Dosha.
K-27 doet ot undertand why this I'|II|.‘Ih1 g
suspleipus. “After all" he adds matter-of-
factly, “Waster Lonarr ermploys six Tran
doshans at his warehouse, to help maintain

all of the droids in top condition.

SLISPRCROME COMNFIRMED

Armed with the Enowledpe that Turren
Lonarr has a small enclave of Trandoshans
at his wanehowse, the heroes |1'-||::h'. wamnt 1o
check out the warehousesoffice of Tempo
rary Droids. When !l'l':,' arrive, read the fol

loweing aloud

A5 you appreach Temporary Drodds, a
group of six Trandoshans leap out of the
dark warehouse interior and begin firing
at you with blaster rifles,




The six Trandoshans are buying time for
Lonarr Lo escape. Once they have the
heroes” attention, they retreat to just inside
the warehouse entrance, whene they gain
one-half cover (+4 to Defense, +2 to Reflex
sawes) and one-hall concealment (20% miss
chance). Their goal is to keep the heroes
occupbed s bong as they can. They believe
that Lowmare 1:.1q'h:I||nE a transport 1o get
them out of the city,

TRANDOSHAN SANOTIURS

Thie Trandoshams whorm Turfén Lonary
l.'nuﬂglq_'rl onio l:.1~.h:||1.|-|r‘l. from Dosha ane
soldiers-of-fortune empleyed by the Tran-
doshan E:m-r-rnmrn! to stage commando-
style raids on 'Wookiee cities. They are
vicious and tenacious. In combat, they pre-
fer to keep foes at a distance with their
blaster rifles. They use their grenades to
flush opponents out of cover or blast foes
Irresistibly bunched together. In dlose com
bat, they resort to thelr vibroblades

FIRAL COHFEOMTATION
A5 the herses are dealing with the Tran
dathan warrkors at the Termporany Linois
winnehause, Turren Lonarr 5 escaping the
back way. By the time they amive, he is
already on his way up the wroshyr tree,
headed for the Wookiee nursery ring
When the heroes have dealt with the six
Trandashans, read the following aloud

A shorl distance behind the Temporany
Dirodds warehouse, you hear a Wookies
roar in rage, followed by a blaster shot, A
momment Later, a [tcar carried by power-
ful kshyy vines begins smoothly ascend-
ing toward the Wookiee nursery
rings—where dozens of Wookiee chil-
dren spend thelr days, The figure riding
inside the liftcar is Human,

If the heroes h-.|rr!.r1n the liftcar platform,
they can see a wwaunded Wookiese Urying to
reach the liftcar contrals. Th-e':ll Can Easily
operate the contrals if they so chooie, stop-
n |'|5_1I'||,' liftcar or hruml?lglt Back down |at
their disoretion ). I they do, Turmmen Lonarr
makes a desperate keap (and spends o Fore
point) to reach the wrashyr tree trunk and
lands on a nanrow ledige aboul 200 meters
up. He can go neither up nor down, bult he's

wiell-protected from attacks from above o

below. The only ways to reach him are to
dlimb 200 meters up the tree, ride up in the
liftcar, or fly up to him in either an aire
spesder or a ship,

AH IHSIMOUS DEVICE

If the heroes approach Turren Lonarr from
any direction, he calls out to them. Read the
rl:ullowing aloud:

The Human ¢linging to the tree calls out
just loud enough to hear. "l came up here
for a reason!”™ he yells, “Look above you—
just under the nursery ring! Recognize
those barnels? Those are full of the same
stuff that was in those IR-B drolds! And
do you sée this thing in my hand? It's a
dead-man's switchl If | let go, this entire
limb will suddenly be very, very popular
weith flame beetles for kilometers
argund|

“Mow,” he shouts, “Let’s talk about my
dermands!”

Twrren Lonarr has realiped that his time
on Kashyyyk is ower, and he wanis off the
planet. He demands a ship with a hyper-
drive—the henses’ ship will do, if that's how
they'we approached him. He also wants a
clear cosridor to orbit—no planetary
defense fighters piloted by vengeful Wook
iees, thank you, If the heroes do not accede
to his demands, be makes good on his
threat, and within five minutes the heroes
have a sibuation on their hands wery much
like wihat they faced earlier at their landing
pad—aonly about a hundred times larger

If the heroes attack Lonarr, he fights back
with his blaster pistol until he realizes he's
last, then lets go of the dead-man's switch
detonator unless the heroes figuned oul
some way to keep the switch from releasing
[=uch as I;a-:,I gra bbll‘lﬂ Lonarr's hand), Mote
that Mowve Object is not o finely tuned that
it can prevent a detonator from activating

With a successful Bluff check [opposed by
Lomarr's Sense Motive check), the heroes can
comvince Lonarr that they are acceding to
his demands, getting him to drop his guand
Iu:m__n__ tm:l-.mh for them to overpower him,
Sirmilar I:.-_ a Diplomacy check 4:||:Ir.I|.1'ia|.'|'.‘| by
Lomarr's I_Z'lplu:llln.'h:!,rn:he':k coubd EI."‘ him to
surrender peacefully, though only if the
heroes promise that he will be remanded to
Republic custody, (He has no desine (o face

Wookiee [ustice.) Finally, the heroes could
use Affect Mind to convince Lonarr to hand
over the detonator without setting it off.

if the detonator goes off, the barmels
burst. drenching the tree limb with the
pheromone-laced cheaning Muid. The heroes
have ondy five minutes to resalve the situa-
tion before a massive swarm of flame bee-
thes arrives, and only two minutes (20
rounds) after that before the flame beetles
decide to combarst,

The herses can use tactics similar to
thase described under “Trouble in the Alr"
abowe, to drive off the beetle swarm. if they
hawe their ship and it is large enough, they
rould evacuate the children before the
flame beetled combust. It takes v round to

TEAHIMISHAN SAROTELIRS

Sabateurs, Male and Fernale Trandoshan
Solz (6): Init +o; Def 17 (+1 natural, +6
armad]; Spd 10 m; VEWE 22504; Atk 44
mvelee [2d6+2, vibroblade), +3 mnged
(38 erit 1g=20, blaster rifle); SO Darkyi-
shon (2om); 5V Fort 45, Bef 40, Will +0; 52
M; FP v DSP 4; Rep 5; 5trig, Dex 10, Con
14, Int 8, Wis 10, Cha 10. Challenge Code B,
Equipment: Blaster rifle, 2 frag grenades,
padded battle armor,
Skiflls: Climb +2°, Demolitions +4, Jump
+2°, Pilok 43, Speak Dosh,
*Includes armor check penalty
Feats: Armor Proficiency (light, medium],
Foint Blank Shot, Weapon Focus
{blaster rifles), Weapon Group Profi-
clencles (blaster pistols, blaster rifles,
hl:'.a'-'_l|l wiapans, simple weapons,
vibro weapons)
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IN FLAMES reachthe nursery ring

and another two
rounds to comdnce the Wookiee supendsors
to begin the evacuation. The hemes can
then load six Wooklees inko their ship every
round, to a maximam of their ship's passen-
ger capacity times four. If the svacuation
requires multiple trips. they can reach
safety in 2 ounds, and unload six Wookises

TLURREH LOHAKE

Turrnen Lonarr, Male Human 5S¢l 4/Mbda:
Init &6 (+2 Dex, +4 Improved Initiative);
Dot 20 (+8 clags, +2 Dex); Spd 10 my
VPIWP 225 Atk +4 meles (by attack
type), +6 ranged (3d6, blaster pistol); 50
IHcit barter, Betber |u:h].l than good
Bonus class skill (Bluff), Call in a favor
{xa), Inspire confidence (+1); 5V Fort +1,
Rt &b, Wil +4: 52 M FF 5: DSP 10; Rep 8:
Str o, Dex 14, Con 41, ok 14, 'Wis 13, Cha
15 i:_|'|.1|I1,-n-g{' Code C
Equipment: Blaster pl:.lul_ detanator,
drold caller, datapad, comlink, store
front. su |:-p|:,.' of drodds, howvercar,
Shillss Appralse +g, Bluff 412, Computer
Use 36, Demalitions +q, Di |:-|cl.'r|.a|::.-
#12, Disable Device +q, Fnﬂj_g_q"':,' +4, Hide
#q, Intimidate +6, Knmvlrrlgr [Dash)
+6, Knowledge (Kashyyyk) +5, Move
Silenthy 49, Bead/Write Basic, Repair
#11, Sense Motive 4',!_"|I1'pgl1l: of Hand
+o, Speak Basic, Speak Dosh, Speak
Shyrihwook
Feats: Gearhead, Im|:|r|:|'.~{'n;| Initiative, Per
suasive, Skill Emphasis (Computer Use),
Weapon Group Proficlencies (blaster
pastols, simp 1 Weapon %)

BB vOLUME | NMUMBER 4

each round, There are a total of 115 Wook-
j=e=g im the IR ring. Herpes could also
use the liftcar, though it is considerably less
efficient. it can carry ol Sk Wookiees ot a
time and takes one full minute to make the
trip from the platform to the nursery ring.
and vice versa

Tumkin LoMARR

Turren Lonarr has no particular love af
Wookiees. and his time AMONE the Tran
dioshans has beft him eeit b distine H].' anti
Wookiee sentiments. When a high-ranking
Trandoshan afficial offered him a consider
abbe sum of maney to help smuggle Tran
doshan commandos to the Wookies
hamewsadld, Lonanr didn™t think beice

hﬂl:ra:s'.:lh!ishing Rimsel! as a EI:-I:III citi
2en on Eashyyyk, he began mesting Tran
doshan shutthes in out-of-the-way spols
and sneaking Trandoshans inko key loca
thons throughout Kashyyyk He has man
aged to hide six Trandoshan warriors in his
warehouse, and several more stay in small
encampments throughout the forest

Their overall poal is to destabilize Wook
lee sochety and force Yarua, the Wooklee
senatod, to return to Kashyyylk to deal with
the prablem. In his absence, the Trandoshan
senator plans to ramrod legislation that will
enable Dosha to operate a "limited” logging
industry on Kashyyyk

Rewards
If the heroes prevent the beethes from com-
busting, ar at least rescue all the Woolkleses
in the nursery ring. the Wookiees are
extremely pleased with them and gve the
heroes a state-of-the-art navicomputer
[granting +4 to Astrogate checks) worth
15,000 credits, The henoes are now consid-
efed guests of honor on Kashyyyk and can
expect VIP treatment whenever they return

if the heroes did not save all of the Wook-
hees, they ane still honored for having tried
and are treated with respect whenever they
reburn ey Kashynyk. They also fimd that
unless they put Lonarr under thelr own
guard, the Wookiees tear him apart in thelr
rage and grief

If thee heroes made no effort to help the
Wiookiees in the nursery ring, they quickly
discover that they are unweloome on
Kashiyyyk and are strongly advised to leave

iImmediately

Expimiscl PoinTs

Fair this shiort .I::-.'I"lIIJFIT“II!'-hI."I-I:lI". FEeCEive 3
hase L0060 experience paints multiplied by
the average vl af the herses, (Divide this
total by the total number of heroes who par
ticipated to determing individual awands)

If the heroes wene particularly brave in
helping the Wookiees, the Gamemaster
should consider .iw.irdlllg therm each a
Foroe Point. 1§

I_i'n Turren Lonarr

. Vire Lift

@ Uit Controls Diﬁll




SPECIAL OPS

GEmEraL DEscmipTION
Sheer distance often blocks fringe residents
from the advantages of more settled areas
Whether through scarcity of resources, lack
of a functioning hyperdrive, natural disas-
ters, or even by choice, many fringers lose
contact with the Core ‘Warlds. In these dis-
tant societies, medical technology and Jedi
teaching give way to shamanism, providing
a simpler type of healer and counselor,
Shamans are vital in their communities.
Their healing skills and native Force use are
particularly useful to societies without
advanced medical equipment

Shamans are respected in their home
soclety, and many feel the call to remain
with thair p:—upll: and serve as healers and
advisors. However, some seek knowledge
in the larger galaxy, either to shed their
rural past or to gather resources to help

80 vOoOLUME I, NUMBER 4

their people. Their Force skills and survival
knowledge make them excellent explorers
and adventurers. They often extend the
protective feelings they have for their own
community to the rest of galactic society,
searching out and combating injustice on
behalf of everyone,

RoverLavinNG NOTES

Sentient behavior tralts are not confined
1] Ay ans lEvel of civilization, amd
shamans are as diverse a group as any
However, all shamans start out somewhat
prowincial, and those who leave their
homes tend to feel a litthe lost in the Core
Worlds., In thelr own cultures they were
redpected and impartant community
members; the shock of a more cosmopali-
tan setting often creabes some awkward-

g%, For this reason, shamans tend (o be

Archetypes

BY JESSE DECKER

ILLUSTRATED BY RAMON PEREZ

THE EIGHT CLASSES in the Srar Wass
Roleplaying Game allow players to portray an enor-
maous variety of heroes, Customizing a character with
skills and feats broadens the selection of possible
character types even more, 5till, however versatile
the system behind them, classes do impose certain
limits. There are far more character ideas than any
one class could accurately represent. Enter the multi-
class rules. Multiclassing allows players to develop
their own archetypes by combining classes in inter
esting ways. Sometimes this is done to develop a
character toward a particular prestige class. Other
times a certain combination of classes better repre
sents a player's intent than a single class, This issue
we'll take a look at making a shaman.

reserved when dealing with outsiders, at
least until they know that they won't
cause trouble 1:-}! L ignur.‘lm‘: or b con
sidered a brute savage.

Most shamans, whether intending to
reburn to their native p-l.'lm_'1 o nit, Tr:.- to
keep thelr culture intact around them
shamans keep at least part of thelr cus-
toma ry dreds and eguipment, .'||l|'|r.'|uEh
they may use technologically advanced
medical or communkcations equipment.

SHAMAMN EQUIPMENT

In general, a shaman carries a simple

Wi pon and the BEar necessany Lo SUFiIe
in harsh conditions. Shamans don't often
use blasters. But they do understand the
value of a ranged weapon. They often
carry modified versions of slugthrower
riffes known as outland rifles. The outland




Tha Shamimn
CLass Basy Armace Foat
LirvaLs ok S

1 Fidn +0 *l
7 FA #1 +2
3 FAXFrg + +4
4 FA3/Frn +1 +4
5 FAQ/FrE +3 #id
6 FAy/Frga il +5
T  FAs/Frgz sl +b
8 FAs/Frg3 +5 +6
9 FAFrga il ] +I
0 FABIFrgd T4l +7
N  FagiFrgs +B743 +8
12 FABIFrgd +ars4 +8
13 FABSFrRs 0 e +8
14 Fag/Frgs -+ +8
i5 FAg/figh #1004 45 +9
16 FA/Frge  +11A6/41  +10
17 FANFgh #1204 Tied w10
18 Rl H13EN3 4T
19 F.ﬁ.]iﬂl:lgﬁ- +13/ 487145 +11
0 FhFrgy 414905 12

rifle, sometimes preferred in the far
reaches of the galaxy, is sturdy enough
to be used in melee combat and
includes a simple bayonet. in melee
combat, treat the outland rifle as a
spear in all respects except for weapon
weight. Qutland rifles use larger slugs
than mest slug throwers, and thus do
more damage. Buk, they are leds accu
rabe at long range. Outland rifles have
an internal magazine that hokds eight
chots. After flrmg a shot, the wielder
must use a Mose-equivalent action to
advance another slug into the cham:
ber. This makes multiple ran H_L'd
attacks with this weapon Impossible
Reloading an cutland rifle is a full

round action. §

Outland Rifle
100 oedits, a0 damiage, Cihil 20,
range increment 10 m, § kg, PlErcing

Medium-sized, Slugthioswer

Brriax

S
+1

+3
+3
+3

45
+5
5
+5
i
6
7
+7
+7

+8
+9
+0
+i0

Wil
SANT

+d
+3
#3

HRELEE S

+5
+h
+h
+7
+1
+7
&3
2
+
+10
+10
+10

CRICLRL ARILITINE

RiFUTATION
Bamus

Divewin
Bk ah

Starting Fa feats +3 0
Sense + o
Starting Frg feats, feat +5 0
#1 to attribube +5 1
Control +5 |
Barter, feat +0 1
Force weapon +1d4 +7 1
Adaptive Learning, +1 to attrisute L1 ]
Jury-rig #2, feal #1 2

+7 i
Comprehend Speech +B 3
Force Tallkman +2, feat, 41 to attribute +B 3
Survival 42 i 49 3

+9 4
Adaptive Leaming, feal +5 5
+1 to attribute +10 ]

+10 5
fieat +11 [
Free weapon +2d4 +11 ]
+1 to attribute +12 (2]

Variant Abilities
Althaugh the chart above sho

fude

stitute some existing ¢ |ass abilities for

theees truer 1o the shaman .'|rrh-:".','[.-l'

VarianT 11 N Jus-RIG
Thit variank stresses the ability of the

shamdan o

condibon

sabe that i

v inalmicst any harsh
gl Fe rrvEve &l o

ral oo o, Smply

arned at gth level

ctil keeps the

shaman at a lower Survival bonus than a

fringer of equivalent bovel

VRRiANT 1 MASTERFUL HEALLR

Replace all jury-rig and Surdval bon

with equivalent bonuses 1o Trealk Injury

and Heal Anather, Thid

shaman's role as a healer. Slthough this

wvarlant gloes bonuses slightly out of ¢hiar

actaer for a frimger, they it the ar

Better. and wont imbaland

VamANT 31 REPUTATION

Shamans ane farmoe (maortant in thels

P CLPIER Ran L ]

1 thelr i

many shamans find thiem
of disn ".I'II'I t ir LOfe

L. tripde the shaman's

|'|r-|r|5--. thint honos s status: e 1 whien
dealing

i Itive sOCHEENES

Master weapons are prohibitively expen

ciency (blaster pistols)

Caroi a ProfeciEnc W || L ﬁl Furoree s |

smething other than frimger or use

another available feal shot

STAR WARS dAMER




mﬂr are a few optional rules that can
#idd realism to your climactic srae
Wart BPG batibes. Instead of merely desonib-
ingy a critical hit as, "That's a crit,” your GM
can say, “Your lightsaber cleanly severs the
battle disid's leg.” These optional rules can
be edpecially deadly fos bow-level heroes, so

the players and GM should agree whether
b wise therm before playlng

Choo=se Your Target

The core nilebock touches on rules for tar
geting specitic body parts, but this
requines some page-turning. Tabke 1: Hit
Locations lists the Defense bonus a spe
cific body part gets when you akm for it
and additional effects on a sucoessfil hit
Eoill a dio to determine the hit location. i a
character wants to foroe an opponent to
drop a held item (such as a weapon) o
wishes to make any other sort of aimed
-'.hm_:apply the Defense bonus and addi
thomal effects from Table 2: Almed Shets.
When o larget it unawane of an attacker
making a called shot aimed a1 an extrem
ity (amy part except the torso), subtract 5
from the Defense bonus Lo represent the
lack of defendive movements.

B2 voLuME

FU A E T a—

CHANCE CLUEBE

Critical Care

BY MICHAEL MIKAELIAN

For mohe infofmation on damage (o spe-
cific areas of the I,md:,r andd |H‘I1|i:ing penal
ties fromm Injuries, see page 139 of the core
ruleboak. Mote that aimed shois are not a3
wiay o get arcwnd vitality points; that's
wihat a critical hit represents

Table 1: HIt Lseations can also be used to
determing a hit lotation randomly Because
miany characters have vitality points that
represent near misses, this table shouldn'
be used when assigning witality darmage
Roll on Table 1 only when necessary, or elie
yourr gaming sessions will get too bogged
dhowwm In details.

SEVERED AMD Brosin Lisins

¥hen o bipedal character |loses the use of
an anm of leg, the results can negale of hin
der certain actions. Obvioushy, a severed
hand can't wield a weapon, and a broken
leg hinders movermeni. Ghs shauld decide
wihat the character can accomplish under
such cincumistances. Any action that
demands the use of the lkmb is impassible,
and actions hindered but nol negated by
the loss suffer a =4 penalty. Movement is
reduced Lo ene-half for a bipedal characters
wilh & severed or broken leg. Apply the

sarme penalty to characters ol imbsng or
swimming with a misting or broken anm

fedical attention is needed fo mend a
severed of broken body part Matural heal
ing will restone the lost wwaund paints but
will mot rermaowe any penalties. To et s bro
feen limib reqguires a successful Treat Injury
skill check (DC 20, 10/if the chardtter ks
attempting it on hirmself ). This check cannol
be made unfrained, Ihmth taking xois
allowed. Once the limb ks sef, the penalties
are reduced by 1 for each full day of rest.

Iy thee Srae Woaes unbverse, severed lirmbs
can be replaced oybernetically or sometimes
EVEN TEPIawT,

|SMAPARED CFPPONENTS

Same injuries can leave & character impaled
by the weapon that cawsed the injury. Only
Medium-size or larger plencing melee
weapans (see Table 7-2: Weapons on page
il af the cone rulebosk] can do so. These
weapons ane stuck bn the character and can
b wsed to further damage him A swsccess
fud opposed grapple check allows the
attacker to use the lodged weapan (o deal
d.;im.;lE-l_' to the impaled foe. i he still has
witality points remaining. the damage is
applied to vitality

Burrning To Deatm

H a character loses a limb os s bleeding
from a wound that Bn'k coulernzed, he can
bleed to death [energy weapons never
cause a character to bleed to death). The
character must make a Fortitude save every
howr a% if he were at @ wound points, The
first check isn't made wrrkil an hour has
passed. and the LA IS 1o+ per additional
o the character is bleeding. The charac-
ter can be stabflized as if he were at o
wound peints (though not naturally) and
can perform first ald on hirmself




WhicH Tanie To Use

Tables 3-5 describe the effects of a critical
Wit If a hero or GM character suffers a crit
ical hit and it's important to know the
result of that mjury, roll on the dppropr
ate table, The lightsaber and gaderffii are
unlque weapons. You'll notice that each

Blood and Guts Gaming

can be used as a sia i-l'lll'lg or plenting
weapan, To avald tnnng [o wWrap your
brain around which way the weapan's
being used, just choose randamly. Or, you
can take your cues from players descrip
tions of their heroes' attacks, B

Critical Hit Tables (Optional)

Tabla I: Hit Locations Table 2: Aimed Shots
do

Hit Lecation Hit Location  Size Defense Bonus  Additfonal Effect
0 Left Arm Arm Deminutive ] Wil save (DC 10) or drog held item
| Right Arm Leg Tiny 7 Willl save (DC 10) or Tall prone
3 Left Leg Torso Timy +2 Fort save (DC 10) or be stunned 1 round)
P Right Leg Head Fine 3 Fort save (DC 20) or be stunned (1d6 rounds)
=g Torso Hand Fine 3 Ref save (DC 20) or drop held item
i Head Foot Fine 13 Ref save (OC 2o) or fall prone

Tebla 3: Critical Hits=—

Lightsabar or Slashing Waapon

dia Result

-2 “Fm done forl” Target must
make a sucoessful Beflex save
(B 12) to avoid limb dismeber
ment, On a failed result, roll wdg
on Table 1 and refer to Sevirio
anD Broxesbisps and Buno-
NG To DEATH.

1=5 Watch your hands! Target must
rmake a successful Reflex save
{DC 12) to avoid losing a hand
{ehoose one randomby). On a
falled result, refer o SEVERED
AND Broxon Lives and BLeeo-
G To Drarh,

6-8  Snmicker snackl Target must
make a successful Beflex save
{0 15) Lo avoid severe leg
injury, On 3 falled save, the
character’s movement rate |5
halved. The character cannot
run and suffers a -8 penalty on
all Climb, Move Silently, Swim,
and Tumble checks.

g-t0 A little off the top. Target must
miake a sucoedofiil Raflex save
(B 16]) bo avold decapitation. A
failed save results In immedi-
ate death.

Table 4: Critical Hits—Blaster.

Lightzaber or Piesrcing Weapon

dio Besult

=1 Onw, My Eyeballl Target must
make a sucoessful Will save (DC
12} to avodd losing an eye (choose
ane randomly). A failed save
Minds the affected eye. Dowble
range p-l:r:aitlﬂ when usin ga
weapon and suffer a -4 penalty to
Pilot, Seanch, and Spot skill checks

=5 Skewered, Target mast make a
sucoesstul Will save (DC 15) or the
attack has pierced a limb. On a
Tailed result, rodl 110 on Table ¥
and refer to lmpaLin DPPONENTS
of BeeniNG To Deard (depending
on the weapon used),

6-7 Could you repeat that? Target
must make a successtul Will save
(DC 12] to avaid boss of hearing in
one ear (choowe one mndomlyl. A
failed save causes deafness in the
affected ear. Characters who ang
deaf in one ear suffer a—4 penalty
o Gather Information, Listen, and
Sense Motive skill checks and a =2
penalty to initiative,

-0 Excuse me. .. running through.

Target must make o successful
Wil save (DC 15) or the attack has
punctured the torso. On a failed
resull, see IMPALED OPPONINTS
of Bueepama To Deatm [depending
on the weapon wed),

Table 5: Critical Hits—
Bludgeoning Weapon
dio Result

6=-8

Smashing! Target must make
a successful Fortitude save
(DC 1o to aveld a broken limb.
On a falled result, roll 1dg on
Tabie 1 s5ec SEVIRID AND
BrROEEM Lisans,

Al thumbs. Target must make
a successful Fortitude save (L
12} to avoid a broken hand
{choose one randomby). On a
falled resull, sec SEVERID AND
Brogin Limas.

Wheseeeer, Target miust
make a successful Fortitude
save (DL 15) to avold broken
ribs, On a falled ave, the
character's movement rate s
halved and she suffers a -4 on
Reflex saves and skill checks
imvolving Strength, Dexterity,
or Constl tution,

What's my name? Target must
rmake a successiul Fortitude
save (DC12) to avoid severe
head trauma, & failed save
results in temparary ability
damage to Dexterity, Intelli-
gence, and Wisdom. The
amount of damage is l.'lZ|1h'-|| to
half of the domage dealt. No
wepund damage |s dealt

cTAR WAl damer B3
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INTELLIGENT LIFE

Yes, Thatis a Gun. .. and No, They Aren't Happy To See You

T he eminent sentientologist Tam Eliss
legrned firsthond u..'.ll_!.- the Advoriec
have earned o reputobion of skeplical pes
srmiiste. While operating oul of the Advom
Learming Conder’s Cualtungd Studles depart-
ment, the capitol city wes struck by one of
Riftars frequent earthguakes—a devastafing
evend Ehat would everndually reguire the
|r1|'.|'\.-'|".lr1|"|':lr-|ﬁj|:.‘||1|" q'::_r:-.-rn.'.rsr-.fll' (It would be
e Bard (me SR O FROVE Wiks MeCessany in
the recorded history of the Advoriec, | The
disaster levehed roughly two-thinds of the city
r.lll_'|||'.;.|'|.ll|_f thre emtine Learning Cember Monammi
ipreses poured fhrawgh Bhe streels, spreoad
over Bhe ruhive, ond suffocated maony sy
wivrs frapped bemeath faflen structunes
Fovfunmbely fov the profesior (and many
dAdvariec), he hod been @n roule from the

BY  voLuME | MusiBER 4

other side of the plamet af the time, His
shirtile was commirndesred o seanch for
sinrvivard, dad the acadeérmie Becamé an
evmergency medic

Eliss hod anly been on n'.;kw |'-'_,f!"-’«- wieeks
tuef oo found himseif up be A forelimbs in
the relief efforl. in the process, he godned
many insights Info the culfure and personeli
ties of the Advorsec. He also did something
tridly rermarkmiye: He garmed Eheir frust
“Advarsec don’t frusl eosily, ond they dont
anytiing—is perma-
merd, e recoved in B fied jowrmal. " They

trist that avitiing

prepare for the woarst, wet for all thei sup
posed pessimnism, they do hope and steive for
the Dest reaivelic possitle autoome, They feel
that their hishare hos towght them that the
best wal! rarely if ever, actuolly hoppen. Lifttle

wander 50 many work in the bureaucnatic
and intelligence sectors.”

Advarse Origins

Mot far from the |‘||:'.;I'||'I|:||'1r.'h'|:'|i:~|| Corellan
Trade Spne in the Mid Bim, the Riflari sys-
tem consists of three planets orbiting a tri-
nary star sysiem that's slowdy devouring
itself, The closest world, Zirku, follows a
bizarre, bwisting ofbat thal passes near all
three stars in the system, rendering the
entine planet molten 1tjr|'n:|z'5_nr1 thie ofher
hand, follows a long, egg-shaped orbit that
brimgs it close enough to nearly graze its
thiree suns, then sends the rn.'l-c:,r_ bamen orb
an @ 17-year spin through the system. Mary
geological experts agree that constant tec-
tonic achuil:,r on the middle planet, Biflor, s




due to three primary factors: the errati
pebits of Riflor's neighbors, gravitational
dtiesses caused by the world's moans, and
an oblang orbst that carries it close to the
system’s primary sLa A few even express
surprise that the entire system functions
without collapsing on tself

Even mane surprising is the advancement
of life on Riflor. Volcanoes belch rock, smoke,
and gasses into the atmosphere, blocking
much af the light and keeping the surface
remarkably cool. Bons aga, with a lot of help
{and heat] from the very forces that wrack
Rifbar. life clung tenaciously until a sentient
race of herbivores emerged as the domi-
nant species on the planet. They call them
selves Advozsec (singulan Advorse)

Zenobiologists believe that the species
evalved from mountaln-dwelling repliles,
altt hn-.lgh they are wanm-blgoded. They are
reughly humangid but slightly sharter than
awverage, They are halrbess, pug-faced beings
with thick, resilsent tkin that ranges from
vy wellow to ruddy brossm. Am Hifvozse's
e afe Large and black due to millennia of
evalution if caives, and thesr ears come to a
point to better resobve laeation under-
ground, The perpetually dim lighting cond|-
{ions an Riflor allow the species bo see
particularly well in low |:ght_ although sud
den changes in beighiness can blind them
far a few seconds, A prominent black harn
protrsdes from the top of the Advozse’s
heead, This eye-catching featune is a matter
of pride for many Advodsec and may onde
have been used to compele for mates.

BrHavioR

The ancestors of the Advaried built their
primitive chdtlization in cave systeims near
available geathermal springs. In fact, the
Achvozse word for “home“—zuzr—Is the
same as that for “cave” The impartancoe of
these hot springs (the primany source of
fresh water on Biflor) can be seen in
Advease physkology, which reacts almast
allergically to cold Bauids, Within these
cavwes, the creatures that would become the
Advarsec lived off the bizare plant life that
5o drew on the samie waler sounces. To
this day, the Advorsec ane purely vegetarian
and become vialentty ill if forced to con

sume animal profein.

T 2

Advorser ane notorously indifferent to
possEssions sase maney While objects,
hapmies, and cities may be destroyed during
the next calamity season, monetany power
can rebuild a sechety and keep it from col
lapsing into barbarism. Thesr gloomy out
look an the universe maans thal they also
seem (rritable to other beings

Although miech of thelr fame comes From
thielr re putation a5 bureaudrats, Advozse
engineers have also been redporndible To
rary advandes in building materials and
construction technlgues, These individuals
care little, if anything, for aesthetics; they
create sturdy, durable structures and vehi-

cles designed to withstand massive geologi-

cal disasters. Most of these designs are alio
madular, so that part of a bullding can col-
laprse without taking the rest of the stric-
fure with it. Many pheces of survival gear
and prefab structures were arlginally
imtended for life on Riflor, and countless
lives—nol just Advorsec lives—have been
saved by Advarse-desipned rescue vesseh

CrLmuRE

HAdvorse society s bullt on a few basc
tenets: Plan for the worst, control all possi
e variables, and survive. Though many
other beings often find Advories contral-
ling, ponderows, and cynbcal, they are in fact
tenacious redearchers with an extremery
secretive spy network that almost thvals the
farmed Bothan SpyNet. According to duriy
Ing records, Riflor made contact wiith the
H‘tpu b over 10,000 years ago when the
Advarser first developed their ovwn primi-
tiwe Iyperdiives. The ruling families saw the
waliee of offworld administrators, whom
they fielt they could keep in line white haw-
ing more time for Intrigue and competition,
Although the Republic, the Empie, and
then the New Bepulbdic have administered
the major governmient agendies of Eiflar for
cenfurbes, thedr bocal politics hawe often
been companed Lo organized crime. Several
“familbes” comtrol most of the resources on
e warld. These families are not blood rela-
tions but geographical and economic clans
that compete for power (both economic
and palitical). Each family places a represen
tative an the Advora coundil, 213- 1o 20
member groug that punparts to speak for

“the comman Advorse.” WMost ADWOISEC Con-
sider this a perfectly natural arrangement,
and the competitive nature of the council
often works in favor of most CItkpens

Tlhse e agency run almost entirely by
Advarser is the Catastrophe Corps. a planet-
wide institution {sometimes mistaken fora
religion) that responds to the many natural
disasters that strike Riflor every peas. The
Conps have always acted independently,
thanks to regular eantributions from ruling
famillies interested in self-presersation and
muaintaining En.:l-rl public relations, The
Cofps absa has a recognized right (abno
gated only in the Rebelllon erm) (o comman
dieer the entire planet if necessany thl:ll..l[!,'h' it
hasn't happened for centuries. Although
historical documents tell of a few timed in
the past when the Corps selzed control of

Ritlor
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the woard sutright, it's widely held that this

AT ary due to an extremely harsh

“calamity season.”

The Advozse affinity for planning and

preparation has led many to become

bureaucrats, information broke
aters, and spies. In all thre

y are valued by the ruling p

troukble-
a5 of play,
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the Humanocentric Empire] for their ruth
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4. This uninhabitalle
zed ball
of rock—has no molten core. Millennka aga,
1l b

on the world, which historians beliey ally

* than a planet-%

o buitt Dadu Lam

zinally meant as an &
uld th

this ultimat '.}r_;istn:nphr_- failed to material ral,
ire after a few centuries, the base became a
thriving undenground city where criminals

uld conduct busin

Eras of Play
Rize of Lhe Empire Era
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Although the Trade Federation has
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Model #1: The Docking Bay




Model #1: The Docking Bay
(at first model wall be a generic, open
roofed docking bay,

infrastructure: The walls of the docking
by consist primarily of a &-inch-tall, 18-
inch-diameter cardboard tube (Lise a saber

s b ourt Hhe G-inch-tall cardbaaid
cylinder, if possible, A carpentber’s saw woubd
aleo do the trick, though the edges might
look more ragged. ] & cut plece of Masonite
seree as the model's base,

The entrances and |_-1-f-;|_1|1|'||:| doors miust
be carefully cut out. The cut-outs from the
entrances can be re-used to make blast
doors that look as though they might drop
davam to seal the docking bay at any
mament! Glee strips of wood around the
inner circumference of the docking bay to
preate sbructural supports, and criss-cross
the face of the doors to oreate a heavily
reinforced ook

Landing Platfofm: A plece of 3/8-inch
|'|I:|.-.-.|~:;h{:a,‘| cult to form a “crosshair™ |.1I1l.'|il'l|-_-‘,
rone with four 3-inch-square work bays, fits
snugly Inte the 1B-inch cardbaard ring. You
can cut out one of the work bays to give the

it ¥You Bulld 1t, They WIill Came "4
gt e 0

impression of a lowered platform

The landing zone's “tread plates” ane
pieces of plastic screen [made for storm
dioor repairs) attached to plastic sheeting
with Cyanoacrylate (CA) glue. Once the glue
{Irl{"!._HI”iI'IH the sheeting vto 1 inch
squares is easy. Each square can be painted
flat black and dry brushed various shades of
blue. To create the red and yellow hazard
stripes, cut half-inch squares of plastic
sheeting. After giving the squares a brown
base coat, paint them red and yellow

Exostructure: The outer walls of the
docking bay vary In height and attach to
the 1B-inch tube, & section of 4-inch 1ul:lmg
with half a Styrofoam™ ball on top com
pletes one tewer. The other tower consists
of an empty artificial creamer container
{stuffed with scrap Styrofoam to
strengthen it) topped with half of a plastic
egg. Once again, cardboard strips are used
to trim the bulldings to add structure.

Texctures & Trim: The ventilation piping
that clings to the drcumference of the
docking bary is act ually flexibie plastic elec-
trical conduwit. The louver over the smaller
entrance i made fram a 2-inch-diameter
model attic vent. Smaller plastic eggs
trimmed and attached to the roof serve as
th remmaning drmes

You can ghve the model a mone wieath-
ered look by brushing on chalk earth tones
A finish of DullCote keeps the chalk from
coming off

‘jnnd]r Texbudi: After painting a sed tign of
the model in an appropriate medium brown
base, sand |5 sprinkled on while the paint 15

Q]

still wet. lrregular splotches of sand here
and there lessen the uniformity of the fin-
ish, Another coat of paint locks in the sandy
texture before the moded is dry brushed
white and off-white

Base: Once the base s cut to the desired
shape——one that fits in the storage box—
the docking bay is glued to the base and the
sntrances “leveled off © wath water ‘I}I.ltljp' |an
excellent product that dries rock-hard and
can be smoothed out just before it dries
with a tool wetbed inwater],

Finishing Touches: The tractor beam
assemblies are made from 11240 schle
model railroad 55-gallon diurms, stra ight
pins, and plastic beads. The fuel hose is a
shoestring with the nozzle from an old bot;
tle of CA glue attached, Coibed cable is made
by wrapping floral wire around a pencil,
slidimg It off. and painting it Ot hier odd bits
include old model railroad pieces and parts
of plastic toys. An even application of Dull-
Cote “kills” the shine from any excess glue
that migm show up

Modiel #2: The Scrap Yard
A storage facility laden with scrapped
droids and ather junk makes a perfect
lecale for a blaster fight or covert meeting
and affords you a chance to clean out that
box of toy parts and odd junk in your base
ment or garage.

infrastmecture: The scrap yard begins as
two 4-inch-tall rings cut frorm @ 12-inch-
diameter cardboard tube. & 2-inch-square
entranceway allows access to the first ring,
while an ope ning wiide e r'-DI.JEh o

The Docking Bay:
Blast Doors

N




Model #2: The Scrap Yard

Finishing Touches
Some of the odd parts
used n the sorap yard
miodel include:

a barrette { ate a toy control panel buildings are

afan blade [taken Trom the Gaoon™ Podracer ilued 1o the base

= amicrachip Hangar Bay set) connects the Textures & Trim:
= potlle caps { a3l panel T various
« dizposable rapor vicely as a wall between 3 machine parts
handles Exostructure: The
s dremel tool parts crafted from an old plastic prape argund the scrap
= flexible plastic julce container, while the small yard can be spray
electrical conduait B ||'|I"|:': isap ic plamter F:.Ilrl|r.'-.| different
« mechanical pencl turned upside dowen. Four-inch-
parts tall slits cut into the tower enable  brushed (and inked in some i5 an easy model to build
= parts from a tele it te fit snugly over the rings. Plas cases), and detailed where Infrastructure: A 12-inch-diam-
phone tic epg halve e nlcely as required eter plastic flowerpot provides
= parts from railroad B dames anlt:ul' depre 2 ding to the [0 the
sch-fl model kits to length and glued, equally the outer building are made from the
& pen and marker caps spaced, around th itside of the strips of 1/&-Inch thick Masonite
radio knobs scrap :,'.lnl oors ane cul, painted, The rubbish pile next to the suter an unsightiy hale in the base of
and glued in place before the building is a plece of Styrofoam the planter, now vitible in the

o pike with kitty litter H A =d with a small

i s with the lops cut off,  topped with halves of a 5t
filled wathy model rallroad ballast foam ball to ene side of the
bullding to make it
Model #3:
The Prefect’s Office be cut to
|;_'|::.I1'|FI._'-|rr_'|_‘| to the docking bay and the main building

= " _ the scrap yard, the prefect
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Exostructure: Bef: "u|r||:5 the building to

its base, a 2-inch-sguare door is cut in the

i3-binch Db The |,|._-||j‘||_"|'| on the cut-out

r is drawn on an inde

ing. The door i painbed Bue [with light blue

trim| and Hlm:-;l back in place

The fromt pillars r-r|_i5_|r|.1l'l.- paslic

s
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The moistune vapora-
cists of av/'8
N
CONLEIer - [PET CAP,
and some flat and
il beads. The
f the

roumnd w
three "
vaparatar are 1/8-inch
dowels !':Im,'rl equidis
tantly to th

edges of flat |

outside wall of the main building consist of

g-inch dowel rods These I‘I-'_'||:l break g the

= 3 WaATTTH
ar scrap yard, use
el colod ) 1o LeE L e
of dry brushed
mae beftover 1/2-inch

i the dock ing

ship rigging line. Use an old paint
coal the  banner with a 50/50 mix of white

|_:||.|1' and water, which |!|"fEI'.'‘I:I'-u'l:'|:|I “shellacs

Model #4: Slaves’ Hovels

bay model provide a
walkway leading up to
the structure. For the
vaporator, use & rmedium
gray base coat followed
by white and off-white
dry brush s

nge from
an old cloth place makes

a festive entrance banmer

The tassels ane ETIJI:'I_'] toa ||'I|Eth ol

inh b

. Once the banner is dry,

a base that fits into a 15-inch =
12-inch office storage box
Infrastructure: The first re
ble =
plask t contalner, and p

the Gauoons Action Fleet Mot Expg Market set

ith a T-shapet

Some of the pleces are painted and dry

farand residente consists |'Ir-|1=|lll|'!|'

ApEfing o r|'_||:|'. turmed

cal plastic lampshade.

Exostructwre: Cardboard tubing, |.l|.l:'-|:l-.'
epgs and Styrofoam balls liven up the oth
erwise dull resoftop, Stairs and landings
leading to the second-story doorway of one

& are it out of a single plece pf
/gl h lumber, Wavy strips of 18- ton/g-

inch balsa wood provide the fagade, §
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recently had an opportunity to visit
our nation’s fair fiftieth state fior
some well-deserved, ISB-recommended
vacation. Maturally, | brought along a cou
phe of boxes of Smae Waes CCG: Beflections |
for a sealed-deck exercise. Over several lazy
I:|-:_:-|:|||:.:1I evenings, the Buy that ran the
Gackelam™ and | each took a box, and
built the best Light and Dark dechs we
could, The st is a theme deck fan's dream.
Each booster includes an expanded wni
vierse card, a “combo card thal combines
tevo useful single cards Into one, a random
rare fil (wehich n1|g|1l: Ju:.i b Chewne SWith
Blaster Rifle—see “Flyin' Wookiee
Squadron”), a lapanese card, and a grundle
of ather random cards from past sets.
Probably not coincidentally, many power
ful -u"-'|:|.1r|-:!|,'|:l unverse characters and
ships work well together, and a few even
work better without old standbys like
Waber or Luke .I'irl]'w.1:.-_rr|.||1l.- hours of low
pressure deck construction Later, we
eritered battle, Thede diecks lait mome oftan
than they won (lady luck is a harsh mis-
tress), but they sure wwene fun to baild
That's the Shaft for you.

When Decipher decided to fold the
Shadows of the Emplre expansion into a
new collector’s set called Reflections 1,
I,hd,':,' helged cr=ate a r|_-.|II'_-.| fun Wiy Io ::-|.'I!|I
a sealed deck game. When choosing cards
from the expanded Sme Waes universe to
incorporate intbo Reflactions 11, they chose
to include almost nothing but characters
ard '\-l'llFl'f- And it jl,l'-t [ 1a] |1.|[|;|-e'r|'.- that
there are a fewser of these powerful cards
l:II'||:||_,||_'|II'I|.'1I the likes of Grand Admiral
Thrawn, a new version of The Empernor,

Corran Horn, and Talon Karrde] than there

DECK PLANS

Tips. Tricks and Tactics for thia Star 'Wars Customizabla Card Gama

BY CORY 1.

are boosters in a box, meaning your
chances of pulling one of each are quite
p,u:n:u:l Mot all are |:|.11|:|| |.|I.|r|1_.l wseful Ina
sealed deck environment overfloawing
with random cards and foil, but moct
work weell h;%l'”‘li'l. Heck, L EVER HL-I: a
foll EFF in each box

The ru:lllu:lwinp: decks were built LIS
ane box of Reflections I Your mileage
may vary when it comes to rares, but

expect to see lols of Cloud City, Tatooine,

The Shaftt:

Reflections Island
The infinite-number-of-monkeys approach to

sealed deck building. Island not included.
HERNDON

)

and Special Edition locations. Aliens
abound, and sometimes starships are easy
to come by, Fortunately, the loose, hard-to
predict card selection gives you deck-
building freedom not seen since Fremiere
This month's dark deck focuses an the
Ern:_:-un{i wilth |1i':-|; a litthe bit of SPACE COVET,
wihile the Light Side focuses on systems
and ships—all due to the luck of the draw
Unfortunately, while the two E'|.'I|EE1.I'1'|:
cards in this set are undeniably cool, you

Flyin®' Wookieas Sqguadraon

STarTING CARDS (3) 2 Luke Skywalker, InTerrUPTS (B)
1 Yavin 4 Rebel Scout 1 Alber & Friendly Fire
1 The Signal 1 Mirax Terrik 1 Darklighter Spin
1 Haven v Owen Lars & Berulars 1 Off The Edge

1 Princess Lela 1 Rebel Barrier
Locarmions (7) 1 Ryle Torsyn 1 Run, Luke, Run
1 Bespin 1 Talon Karrde 1 Sense & Recoll In Fear
1 Bothawui 1 Theron Nett 1 Slight Weapons
1 Clouds 1 Tibanna Gas Miner Malfunction
1 Kessel 1 Wedge Antilles, Red 1 Sorry About The Mess &
1 Kiffex Squadron Leader Blaster Proficiency
1 Roche
1 Tatoonie Stanswips (13) ErrecTs (1)

1 Bwing Attack Fighter 1 BactaTank
CHapacTins [20) 1 Blue Squadron B-wing
1 Artoo & Threeplo 1 Corellian Corvette Wiarons & Devices (T)
1 C-3P0 [See Threepio) 1 Green Squadron A-wing 1 Blaster Rifle
1 Chewbacca, Pratector 1 Outrider 1 Cloud City Blaster
1 Chewie W/ Blaster Rifle 1 Pulsar Skate 1 Disruptor Pistol
1 Coaran Horn 1 Red8 1 Electrobinoculars
1 Dash Rendar 1 Redog 1 Intruder Missile
1 General Crix Madine 1 Red Squadnon Xasing 1 Mercenary Armor
1 Incom Engincer 1 X-wing 1 X-wing Laser Cannon
1 LE-BO20g (Leebo) 1 X-wing Assault Squadron
1 LeiaWith Blaster Rifle 1 Y-wing Apmimar's Orpers (1)

1 Mo Questions Asked
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probably won't p|.1:,' thermn wrless the Force
i weith you and you pop the necessary
bocations, Either The Signal or Twilek Adwi
o would be a happy find, too

And for Palpatine's sake, don't pitch that
Vibro-Ax until Yo riead Snoova s game
text. If you people learn nothing else from
My EXperienos, l=amn that

Chains aof Gommand
CEAND ADMIEAL THRAW N

& CAPTAIN GiLAD PILLAEON
The commanders of the Star
Desbronyer CHAMGERT Werne
poured inte thade big
comfy leather chairs
Each can easily hold his
own in ground combat
[Thiravwen even drawes des-
tiny by himself), especially in this envingn
ment, But both also gain bonuses for
piloting capital starships, and together,
they turn the Chimaena into a 14-power, -
ATTTHOE, G- h:.-'|3'."r=\.|'.'lk.‘~|!l:| manster that's
Immumne to akttrition < 6, &nd Thraam even
lets you play Pellagon for free

PriMce Xizor & Guel

Either the dark prince of
Black Sun or his human
replica bodyguard stands
a5 a potent force in a
ground-based fight. in
their respactive ships,
they ne even better, and
wiill make s.l:.:lnn:ll:l:,". like
Captain Han in the Foloow sweat a bit
When Guri's with her Boss, she prevents
him from being tangeted by wea pons
Period. And both get nice little extras when
they're sway from Darth Vader

Ten EsipEnoR & ARICA

Arica. of course, 9 .'|r:1u.]||g,'
Mara lade, hiding out in
labha's palace while she
waits for a chance to ful-
fill thie Last command
glwen her hj' Palpatine:
kill Luke Skywalker. To
that end, The Emperor

adids to the epponent's attrition as bong as
Luke |5 kept off of—or removed from—~Qhe
table, Arica is more direct—she simply
reduces Luke's forfeit and Immunity to

attrition l::-}- 2, making the farm bﬂl}' WM
der a reduced, it still iricky, pr-::-l:ule-m.

DasH RinDAR

& LE-BOZDY (Luzmo)

Siire, the sm uggltr fielbonw's
got shoulder pads that
would make Cybill Shep-
herd think twice, and the
drold's enly got one eye,
bt they're both whizzes
with Frl:lEhh'n —Rendar

with his beloved Outrider, and Leeho with
any frl,*igh'.-e'r in |.:|.'|1|.'I.'|".Ell|'n.‘rcll'll'.‘ can
also give the Cutrider irmmunity to atin-
tion « 4, and they also stand a good chance
of making many succeisiul Kessel Buns.

TalonN KAREDE

& Mirax Tomeio

Cll;,.:,.-. | just pic ked Miras becaude she's
cute and wears a leather jacket, But Talon
Karrde is acbually an effective godfather
for amy smuggler. Betker yet, use Karrde
and an army of smugglers, Since he adds

not onky to their forfeit
value, but also smugglers’
defense value, those
spice-runners will sud-
denly be a lot harder to
kill on the ground when
they're laying low
between spice runs

LUEE SEYWALKER,

REBEL ScOUT K

CoRRaAMN HORMN

This one's a streach, and
s nnl:,' based on the

knowledge that Corran
Horn will eventually
study at Skywalker's ledi
acadermy. Serlously, look

at Horn. | just can’t see that guy taking
orders from a farm kid, especially when
he's just fallen off of his bike. §

Guri Goes Bananas
STaRTING CaRDS (3} 1 Corporal Frescott 1 TIEFighter
1 Cloud Ciky: 1 Darth Vader With 1 Wirage
Security Tower Lightsaber
1 Twd lek Advisor 1 Dr. Evazan & InTeRRUPTS (7)
i All Wrapped Up Ponda Baba 1 Adter & Collateral
1 Garindan Damage
LocaTions (8) 1 Grand Admiral Thrawn 1 Control & Set For Stun
1 Bespin: Cloud City 1 Greeata 1 Imperial Barrier
1 Cloud City: 1 Guri 1 Jabba's Through
Chasm Walkway 1 Janus Greejatus With You
1 Cloud City: Incinerator 1 Lobel 1 Rite Of Passage
1 Choud City: 1 Mosep 1 Scanning Crew
interrogation Room 1 Myn Kyneugh 1 Sniper & Dark Strike
1 Cloud City: 1 Outer Rim Scout
Upper Plaza Comidos 1 Prince Xizor Errpcrs (3)
1 Cloud City: 1 Rappertunie 1 Bounty
Upper Walkwiy 1 Rystall 1 Reactor Terminal
1 Coruscant: Docking Bay 1 Sergeant Merril 1 Wader's Bounty
1 Death Star Il; Throne 1 Snocva
Room 1 The Emperor Wrearons aND Devices (8)
2 Tibanna Gas Miner 2 Blaster Rifle
CHaracTens (27) 1 Trooper Jerrol Blendin -~ 1 Binders
1 Arica 1 Vigo 1 Cloud City Blaster
1 Bane Malar 1 Imperial Blaster
v Barquin D'an STaRsHIPS (4] 1 Mara Jade's Lightsaber
1 Bossk With Mortar Gun 1 1G-BE In iG-2000 1 Restraining Bolt
1 Captain Gilad Pellacon 1 Stinger 1 Vibro-Ax




or years my pheas fell on deaf ears
F “Limit the emviranment!” | wanted a

re-release of a "base” set, including all the

utility cards from previous expansions and
none of the ";ll-::l|.l|-e'rr| “cards

Instead we got Bespin and Beyond, It
lacked the proper utility cards, and games
degenerated into an eerily familiar envi-
ronment. Problems that had been sobwed
with the A New Hope, Hoth, and Dagobah
expansions resurfaced, compounded by
cands dl_-:,ignrrl wider the Premise that
those sets’ solutions were firmly in place
Fortunately, Bespin and Beyond is a mem-
ﬂl:.l MO,

Enter the Death Star il card s2t, In addi-
ticen B0 180 new cards, DS includes two
preconstructed decks (a Light Side and &
Dark Side) containing a balanced mix of
previously printed utility cards. More than
just playable decks, they round out a tight
icand poal known as the Endor/Death Star
Il Closed Environment. The rules of the
ervironmeEnt ane $im |:l|r. Thi= nnl:,.' cards
allewed are the Endor set, the D5 set, the
D51l preconstructed decks, or carry one of
those 4et's expansion symbols [such as
The Emperor and Luke Skywalker, Rebel
scout both from Reflections i),

Dark Side of the Maoon
For an environment consisting of fewer

than 200 cards for each side, deck bullding

has a surprising n urmber of options. | like
the idea of dominating the Endor system
wiith a flerce Imp{'ri.ll N.IH’_!,I Mok 'l'.'ll"ﬂ:,I 15
there potential for a reliable Force drain,
the Dark Side Endor system provides a

10y
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bonus to the Dark Side’s total power at
related sites, Between the massive Flag-
ship Executor and a stinging swarm of TIE
Interceptors led |i"!|' Baron Soontin Fel con-
I:n:xlllrlg thie Encar *\.]r':-tErﬂ iz not difficult
Felin Saber1and a single TIE Intercep
tor costs 6 Force and provides g Power
twen battle desting, and +2 attrition. That's
comparable to the light side's best plays
for & Force (General Calrissian, Mien Munb,
and Gold Squadron 1 cost a totalof g
Force; Wedge Antilles, Red 5gadron Leader,
Red Squadron 1 and any other Red
Squadron pilot and their ship cost a total
af & Force). With that same amount of
Force you can add maore three more TIE
Interceptors or save Foroe for twio turns to
deploy Flagship Execulor,

Moon Walker

Meamwhile, on the forest moon's surface,
your AT-5Ts provide backup for Emperor
Palpatine and his cronies, Lond Vader and

Go WITH THE FLow

These flow charts details which
cards in this deck can be used to
search for which other carnds,

Closed Environment
Storms the Galaxy

MIKAELIAN

Tempest 1. Battle Deployment is key for
'g.c'zl_inLl up and maintaining thiese
emplacements. As bong as you occupy the
Endor system, your opponent only draws
one battle destiny at related sites. Who
needs to flip their objective? As an added
bonus, Battle Deployment also allows you
to deploy a comirat wehicle from your
Beserve Deck each turn. Combsined with
Admiral Plett's ability to search your deck
for a commander, deploying [gar and Tem-
st 108 2 cinch

Like the starfaring combo of Fel and
interceptors, Marguand, Watts [nr rl:“I1'||'.'IE5'.
Seout 2), and AT-5T Dual Cannon make
committing to a ground battle a daunting
prospect for the light side. What you end
up with is a weapon that can |r|=.1.'||'|1|:.-'
smoke a f-.ﬂtl‘lllt:!' charscter, or several 2-
ability characters if you have enough
active Force and cards to draw for weapon
destiny, Other deterrents include: the

aforementioned Igar and Tempest 1,

Indar Ohpsvalionid

e e B BT
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Emperor Palpatine and Sim Aloo; Emperor
Falpatine and Force Lightning; and Mar-
quand and Watts together on Tempest

Scout 1o 2

Endangering the Mission
in such a limited environment, it's pretty
easy to gauge the opposition. You'll either

Tesmpaal 1
Termpeesd i 1
Tt St 2
Frrrgralt ot )
Tempeal Sosul §
Fermpmil S 1
Tempail Sosul &

be up against a massive space
armada, a |:l|.l|:|.'|l.'|-'l of Rebel scouts,
or an Ewok swarm. i your oppo
nent goes full space, you'll proba-
bly hokd your own at the Endor
system, but you're just going to
hawe ta let thern have the other
systems. Keep your '.I:r..irlglr.‘l'll:dd
on the Endor system and fodus on
setting up strong drains at one or
two Endor sites. Bebel scouts can
be more troublesome. Your best
defense will be to get Battle
Deployment up and running,
deploy combat vehicles, and see
what they think of drawing only
one battle destinyg Ewoks, though
they wiould seem like a natural
chodce, are hardly ever seen
Thanks to Strike Planning and Gen-
eral Crix Madine, most light side players
prefer to use hoards of 2-ability scouts
gwer 1-ability Ewoks. Mot only are the
scouts multifunctional, they have higher
forfeit values too.

The stickiest situations are when the
light side imevitably plays There |5 Good In
Him 5h|.|1|:|n|:; dowwn Luke is the key to vic-
tory. The quickest way to remove him from
the game besides capturing him is to
accupy the Landing Platform with an
imperial. Doing o on the first turn slashes
the light side's Force generation in half
and removes Luke's ability to Ferce drain.
Tor make it harder for Luke to surrender
himselt to yaur I|1'|p|.=||..'|l.d|[-p-‘-::|5- WsAT

Endor sites

Each ane you

play s one

meore turn of

Force denial and
lost Force drain for
the lght side. If you
feel like batthing Luke,

wse vehicles with no
room for PASSENECTS
Since there s no one to
seize him, he'll emain
free and available for

battle. §

Sabar Rattling

Stamminc Caros (8) 1 Endor: Dense Forest STARsHIPS (13)
1 Endor Operations/ 1 Endor; Forest Clearing 1 Accuser
Imperial Cutpost 1 Flagship Executor
1 Endor Cuamacrins (16 2 Saber1
1 Endor: Bunker 1 Admiral Chiraneau 1 The Emperor’s Shield
1 Endpr:l.anding Platform 1 Admdral Plett 8 TIE Inberceptor
(Docking Bay) 2 Baron Soontir Fel
1 Prepared Defenses 1 Commander Igar Vericwes (7]
1 Battle Order 1 Commander Merrejk 1 Tempest1
1 Combat Response 3 Emperor Palpatine 1 Tempest Scout
1 Mobslization Points 1 Janus Greejatus 1 Tempest Scout 2
i Ueubenant Armel 1 Tempest Scout 3
Locanons [4) 1 Lieutenant Watts 1 Tempest Scout 4
i Endor: Anclent Forest 2 Lord Vader 1 Tempest Scout 5
1 Endor: Dark Forest 1 Major Marquand 1 Tempest Scout 6
1 Sim Aloo
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inTEmmwrTS (6)

2 Force Lightning

3 Operational As Planned
1 Imperial Command

EFFecTs (2]
1 Establish Secret Base
1 Dminous Bumars

Wiarons (2}
2 ATSST Dual Cannon

Apsuiral's Oroes (2}
2 Battle Deployment




Sshoot First.

Ask Questions Later.

ucashrts latest Soae Waes tithe,
Starfighter, has been a resounding

guceess on the PlayStation 2. The game

combines furious flight action with a com-
pelling stondine, diverse player craft, and a
wide range of locations, But, at the game's
hieart are fourteen story-driven missions,
which increase in difficulty and comiplex-
ity as the game advances. To uncover the
secrets behind developing and playing the
game, Stae Wit Gamer corralled Lead Mis-
sion Designer Tim Longo, Lead Tester John
Drake, and their respective crews for a
mission-by-mission walk-through

Mission |: Naboo Proving
Grounds

Tue Story: Rhys Dallows hopes to become
a member of Brava Flight, but first he
must prove himsel in a dangerous train-
Ing canyon . ..

Starfighter's first mission familiarizes
players with the game's controls. The first
portion of the mission teaches players
how to fly the N-1 starfighter; later
encounters provide a taste of combat,

“In early development, the canyon was
just going to teach you how to fly,” says
Longe, “but as the design evolved, learning
how to fly didn't betome a major process,
w0 we added other training objectives.”

Aside from finding the right design
direction for the mission, the storyline
provided a small hurdle for the team,
According to Mission Designer Greg Land,
“In the 1.t|;|r}l_._=n Enemy hasn't been intro-
duced yet. 50, we had to come up with a
variety of things for the player to fight.”

.M!I:iu:lugh tha first mission i5 dece P-
tively difficult, experienced testers can
blast through it. The fastest time! Tester
Hugh Moore c_.:_:lmpll_-l:ed i mibkssion n
2:27 Such speedy results led to a debate
between the designers and the testers
over the proper time Hmit for the bonus

Attempting to murder Essara or the
Queen has dramatic consequences.

objective. In the finished product, the
objective is four minutes. "l could com-
plete it in 2:45." says Land, "but after see-
ing p-|:1|:||;|r|: actuial Ijr |:l|..'|:|r the game, I think
we made the right decision. Players can
get under four minutes only with quite a
bit af effort. You have to be a pro to get
much under that."

Mission 2: The Royal Escort

The Story: As full-fledged members of Bravo

Flight, Rhys and Essara Till must protect the

Queen's ship from a mercenary attack.
Another mission that took shape early,

Mission 2 was made more complex by the

addition of asteraids, According to Longo,

In this Issue:

124 Stecfighter Misslon Secrels R Strategies

126  Storfighier Easter Eggy
150 Maidde lr|_||' Kbt Vakiches

130 Secret Codes (P52, PC, Dreamcavt)

ST, S
ErARFIERTLY:

Mission Secrets and
Strategies Revealed

BY HADEN BLACKMAN

“each asterodd is essentially its own crafi.
When building the mission, designer
Harley Baldwin had to contend with colli-
sion problems. In the end, the asteroids
made it a betber mission,”

A great deal of attention was also
glven to Rhys' wingmate, Essara. The
team reveals that Essara can't be killed,
and attempting to murder Essara of the
Queen has dramatic consequendes,
Longo tells Gamer that Mission Designer
Baldwin ensured that, "if the player
starls attacking Essara or the Queen,
Essara becomes an enemy and attacks
until Rhys is destroyed.” The enraged
Essara has different, unique voice lines
and behaviors when turning against her
former thudent,

Mission 3: Contract Infraction
The Story: Unscrupulous mercenary Wana
Sage has taken a job with the Trade Feder-
ation, pitting her skills as a pilot against a
new prototype starfighter. When the deal
goes sour, however, Vana finds herself on
the defensive ...

During Starfighter's development, the
team created a number of important
milestones ta help motivate the designers
and track the game’s progress. The first
major milestone involved building an
entire mission. “Misskon 3: Contract Infrac-
tion™ was selected for this honor,

“We chose that particular mission for
our milestone because it's pretty simple,”
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Flatinum
Objectives:

Mo, there are no “Patinum Awarnds” in
StamricHTER, but the Lucashrts testers
and mission designers have lssued
gamers a few new challenges. Through-
out the game, attempt these "bonus
objectives” to prove your worth:

Complete Mission v Naboo Proving
Grounds in under 3o

I Misson 8: Taking the Offensive, use the
Panetary Cannon to destroy al least one
satellite of enemmy fighter

Complete all missions while flying
upside down

Finksh the entire game on the Hard diffi
culty setting, achieving all Bonus Objec-

tives (but without watching any of the
miovies of cineractives) in under 2 hours

Tag as many enemy craft as you can with
only a single sensor tag, The tester record,
held by Lead Tester lohn Drake, is eight
enemy craft (on Middion 10

The Mew Resistance),

Beat all of Nym's missions
without using any bombs,

Complete Bonus Misshon §: Canyon Sprint
im under 120 (testers have done it Inoig)

Beat Bonus Misslon 5: Dutpost Attack, on
Hard, in the Guardian Montis,

Successfully complete Mission 11: Mid-
night Munitions Run on Hard,
using the unlocked Infiltrator.

Complete Bonus Mission 3: Chanm s Way
on the Hard difficulty setting, in the N-1
starfighter, while ensuring that all nine

frelghters survive, Even the LucasArts
testers haven't achieved this goal yet

says Greg Land, i relies mainly on Scarabs
as encmy units and, at that point in devel-
opment, Scarabs were the only enermy
craft that we had working well.”

Although the initial structure of the
mission was completed early on, fine
touches weren't applied until the game
entered its final phase |:|I'1L“.-1.Illg. I partic-
wlar, the team added a number of vaice
lines to the mission, “Test the patience of
the Trade Federation officer,” Longo
advises, Players can hear the officer taunt,

war” Eventually, the more descriptive and
generic “miner drodd” tithe won out,

While one bonus objective challenges
players to beat the mission in wnder eight
minubes, testers clalm that an experienced
player can complete the mission in under
two minutes. Tips for success include; fly
high abowe the planet’s surface; make lib
eral use of the Guardian Mantis” ability to
stop on a dime; and target pylons with
your sensor tags, taking out thelr shields
before you make an attack run

Nym's bombs are equally effective
in space—something that many
players overlook.

berate, and scold Vana if she ignores the
mission objectives, shoots at the lander.
flies off, collides with a droid, of takes too
long to eliminate an enemy fighter

For those seeking to finish the mission
in record time, the testers advite this sim-
ple strabegy: Early in the mission, “tag™ the
nearby observer droids using Vana's lon-
enabled sensor device, When these
observer droids comvert into the deadlier
hunter-seeker droids, they'll still be
tagged, allowing you to destroy them
miuch more easily.

Mission 4: Secrets on Eos
The Story: Vana Sage discovers a Trade
Federation factory on the planet Eos.
Before she can leave the planet, she must
destroy a shield protecting the facility.

Vana's first ground mission “evolved the
most froem its -::-|I$|r'|.3| mn-:e-pl-' admits
Longe. "Originally, the mission revohed
around stealth. We had a heavy cloud
layer that players could use, along with
the terraln, to hide firam the enemy” The
mission also changed hands several times,
with each new mission designer bringing
his or her own ideas to the bevel

Despite the changes to the mission's
oerall d:'s.ign. the most difficult aspect of
creating the level revolved around naming
the innocwous mining drodds. "It was basi
cally a’'miner droids” versus 'Ore-Bols’
debate,” says Longo. "It turned into a holy

Mission 5: Piracy Above Lok
The Story: The pirate captain Nym leads a
daring raid on a Trade Federation convoy.

One of the game's simpher misshens,
“Piracy Above Lok™ was conceived in one of
the carliest design meetings. “The basic
idhea was to have Nym attack a corvoy and
shoot daown ane of the freighters, which
wiould crash on Lok so that Mym's crew
could get to it (in Mission 6]."

Once the basic idea for Mission § ook
shape, Mission DI_"-iEH‘I.'I JEgte ALOOrE COm-
structed the misshon in four days. The tun-
ing process took considerably longer, but
the overall structure changed very little

As an inbreduction to Mym's bomber, i
lﬂlEh‘t SEET :.IIJIIEI' thal Mission % takes
place In space, where there are no ground
targets for Mym to bomib. The testers,
however, point out that Mym's bombs are
equally effective in space—something
that many players overlook, "If you use
your bombs at the right time, you can take
out a whole wing of Scarabs,” advises
tester Chane Hollander. The bombs are
also useful for weakening TIq:lEh1EH and
other large starships.

Mission B: Valusble Goods
The Story: After downing the Trade Feder-
ation superfreighter, Nym

must protect his crew wntil b
the stolen loot can be trans- /
ported to safety. ;
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"Waluable Goods” fulfilled the team's
second major milestone; completing a
ground-based mission. The result is a fre
netic, fast-paced mission that pits Nym
against tireless Trade Federation forces
Although the mission includes several dif-
ficult primary and bonus objectives, it was
designed to allow players great freedom
and ‘lln:;-ihnlql;:,', F‘I.lf-:r:. LR |:|E".-|:4Clg,- a few
dropships, a recovery freighter, and a num
ber of enemy tanks to succeed,

Mo two besters of designers play the
mission the same way."One of the coolest
things about the level is that there are 5o
many ways to approach the objectives,”
say bester Moore, "Personally, | blow up
the nearest tanks, then go after the tanks

Designier] Jesse Moore was a perfectionist,
though, He had two levels, but Bo% of his
time was spent on this one.”

Balancing the mission proved one of
the most daunting tasks. “Even very small
changes, like adjusting the number of
tanks that appeared, would make the level
really easy or really hard,” says Lead Tester
lahn Drake. “For a long time, it was incred
ibly difficult to complete,”

Although “Eye of the Storm™ remains
one of the game's more difficult missions,
playcri can book forward to the |'|.'I|‘|'l.".l.3!|l
paint, when the acthon slows a bit, "Once
the tanks stop coming, you're in the home
stretch,” according to Drake, "From there,
it's pretty easy to complete the miisshon.”

When first unveiled at a LucasArts
“pizza orgy,” the planetary cannon
sparked a great deal of debate.

miowing inon Mym's crew. Next, | take out
the recovery freighter, and finally destroy
the dropships.” Designer Rich Davis con
centrates his firg on one -:IrL'l[}".-l'lI |J.1her1
turns an the recovery freighter, and Later
destroys the second dropship, Greg Land
demolishes the recovery freighter first,
then takes on the dropships. Protecting
Mym's crew is also important: To do so,
don't let any tanks close in on the pirates

Drespite their different tactics an this
lewel, all of the 1I|:-':-|E:l'||‘."ls. and testers can
agree that wingmen play a key role in this
mission. As the misseon !!ﬂgmi_ SEnd your
wingmen after the dropship by the cave’s
entrance; they'll destroy it long before the
pirates head down river

Misslon 7: Eye of the Starm
Thie Story: The Trade Federation, frustrated
with Nym's thievery, launches an all-out
attack on the plrates’ laie Nym must
defend the base until his crew can escape,
one of the game's most popular mis-
skons, "Eye of the Storm”™ was also among
its most problematie. "k ut'r].'lhll'lﬂ asout
bullding the mission was difficult,” says
Longo “Cetti Mg the turrets to shoot |ust
right was tough, for example. [Mission
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Mission 8: Teking the Offensive
The Story: The three heroes have united
and are preparing an assault on the Trade
Federation factory on Eos. Before Mym's
bomber can reach the facility, however,
Rhys must take down the planet’s orbital
defense network.

In"Taking the Offensive,” players face a
new threat: a gigantic and extremely dan
gerous planetary laser cannon that fires at
random. Inspired in part |:|:|r tise fon Canmnon
seen in The Empire Strikes Back, the plane
tary laser cannon in“Taking the Offensive”
became the focus of numerous redesigng
and testing. "The characteristics of the
CANMONn ¢ h.lrtErd constant) 3,'," Longo says

When first unvelled at a LucasArts
"pizza orgy” [employees come together to
play the game, provide feedback, and con
sume dozens of plzzas), the planetary
cannon sparked a great deal of debate, It
fired frequently, almost abways hit its
mark, and caused an axcessive amount of
damage. As a result, “Taking the Offen
shve” was viewed as the game’s most dif-
ficult mission. Using Input from the
employees, the team massaged the can-
non's attribubes, reducing its damage and
rate of fire. Even the speed of the laser

Starfighter
Easter Eggs

Aside from numenous cheat codes, secred
maovles, and similar goodies, Starfighter s
chock full of "Easter eggs.” (An "Easter
egg’ is a hidden treat, usually located
somewhens strange within a mission.]
Here are four "Easter eggs™ to hunt for
while playing the gamae:

OuTLaws ArT GALLERY

At the beginning of “Mission 1: Naboo
Proving Grounds,” immediately turn
around 180-degrees and fly away from
the canyon as quickly as posil ble. Eventu-
ally, you'll pass through the warld and
into an art gallery showcasing a past
Lucashrts gamae

JaR Jan's Great EscAPE

far Jar s hidden in “Mission 12: Rescue of
the Sollew.” Destroy the turnets, then
search the waterfall for our Gungan
friend.

Coweoy Dnoin

The Trade Federation's newest unit, the
dreaded cowboy droid, can be spotted
riding ane of the “chriscorpedoes” in
Bonus Mission 3: Charm's Way. Use your
sniper feature to zoom in on the "chris-
corpedoes” and look for the high-flying
drald. From the "Did You Enow?" file: The
“chriscorpedoes” in this level were named
after Lead Programmer Chris Corry, while
the character of Reeve Dallows (B |'I§|l'5'l|l-
fated father) takes his name from Pro-
ducer Besve Thom pson,

BEQ Duon

When Meimoidians get hungry, they
deploy the BEQ droid. He's hidden on one
of the early bonus missions, cooking up a
storm on an astercid above the planet.




itself was decrexsed, allowing players
time to dodge the incoming ensrgy beam

The planetary cannon sl plays an
important role in the mission, however,
and can even be used to the player's
advantage. One early bonus abjective
regquired the player to destray & satellite
using the planetary cannon, This can still
be achieved: When the canmon fires, sim-
ply place a satellite bebereen the planet
and the M-, Testers also &n|oy Using the
cannon to |;||;-:.|‘r|:|-}- :-nl-m:lrhghlr."li..

Along with taking full advantage of the
planetary eanmon’s indiscriminate target
ing system, lesters encourage players 1o
use their wingmen an this misslon. Wing-
rrien can be ordered to attack satellites,
frecing the player to take on the misséon's
fighters, freighters, and dangerous mines,

Mission 3: The Crippling Blow
The Story: With Vana on his wing, Nym
Launches an all-out assault on the Trade
Federation’s Eos droéd Factory.

Total destruction is the goal n this mis-
sion, which requires a mastery of Mym's
new weapon upgrade: the Plasma Scourge
{to use the Plasma Scourge, hold down the
secondary fire button until the weapon is
fully charged, then release it to drop the
mega-bomb). The Flasma Scourge can
obliterale |‘JI.I||I'J1|I|..:1. and take out the mis
sion's deadly turrets far more guickly than
lvser cannons or normal bombs

Players should alse remember thit
Wana is a skilled wingmate. "5end Vana in
first to attack the turrels and draw their
fire,” suggests John Drake

The turrets posed some major problems

Weapons of War
Mastering a few weapons and under
standing s i Iy craft are vital to suc
cess when playing Starfightes Fortunately,
the testers and mission designers have
prowided a short dossier for some of the

more mysterous features of the game

lown-EnaBLED Sensor Tacs

Vana Sage’s Guandian Mantis is equipped
welth a special weapon that allows her to
'1.||~_"|_-|'||_'-n'|-,- craft. Bul howw does 3 Senso
tag really work? Against a normal craft,
like a Scarab, the sensor tags begin drain
ng thie I_.i|:,:n-_'|j"\-| shield ENErgy. Ir & imatheEr
of seconds, the victim’s shields can be dis
abded. In addition, ance a target is taggped
Vana's primary weapon will aliways it
that vehicle or unit. Abowt mbdway
Ihn:~|.-|;h the game Vana gains the a beility
to create ¢ I'|.||H|-|:I"-'.-:'r|'.-::l tags: these
charged tags drain the shields of langer
starships like freighters

Thee SEnSor tags have a sl |_;I|'. area effect
and can be used against multiple targets
According to Tim Longo, Lead Level
Designer, "the tag is really long and really
fast. IF it detects collision .|!|1r|J_: any part of
its bength, it weill affect whatever it
towches.” Thus, by caneful by |.|'..l'|l.h-l'l:.'! |
tag. a ckilled plaver can affect more tham

one craft with a single shot, A tag sent

for the designers, “The turrets didn't work
for a very long time,"” says Longo, “and
then all of a sudden they did work, and we
found out how lethal they really are.”

Fortunately, the designers discovered
wirys to keep the turrets from unbalanc-
ing the level, First, the turnets have a lim
ted r.angl:.{an'l: rotate 360 -IIEﬂ:I-E[-E-.iIlHJ
can't lower their cannons. Players should
attack turrets from far away (in sniper
miode, if necessary) or approach from
behind or below the emplacements,

Lilke presions Mym-centric missions,
*The Crippling Blow™ can be completed
using a variety of tactics, "If you want to
ignore the turrets, just fly really fast and
really high,” says Bic Liu, Level Design Tech.
"Wou can cross the level, dropping bombs,
then double-back for another pass.” O,

A The Guardian Mantis can stop on a dime, Use that ability to get the drop on enermy ships.

into a small swarm of starfighters, for
example, could impact three of four ene-
e .:| Eadl Tesker ohin D ke has sufcess
fully targeted eight enemy vehicles with a

sensor tagl)

Byas's TURRET

The Havoo sports a top-mounted rotating

tusnet thiat can |_l||_'|l.-l|‘||"' additional fire
power during particularky hairy missions
In the final prodiict, the tuiret makes
every effort to follow wingman com
mands, If you target something and order
your wingmen to attack that target, the

turret willl do so as well as ||lrl_|! J5 MeLHINS

a chear line of sight. To make the most of
your turret, target enemies that ane
slightly abowe YT rafl, Dufing !.‘;Il.ll.ll'll.‘l

missions, fiy upside down

WINGMEN
Mearly svery mission provides the player

with wingmen, who can be commanded
to perform simple tasks, Most players
don’t realize their wingmate’s full poten
tial until late in the game. Lead Tester
John Drake tells Garmer: “Any time you'ne
going to attack something that has
cover, send your wingmen in first, They'll

draw the fire,”
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players can use a more stealthy approach,
fl'!,ll ng close to the Hrl:l'lll'l-:l- I keep thix
Havor out of the turrets’ fleld of view
According to Mission Designer Doug
Maodie, a third strategy imolwes ﬂylng the
FI{'rII11I.‘tI\,‘r,I!’I""-l“!llﬂl'lﬂ turrets one at a
time while working inward toward the
larger structures,

Sneaky use of the Plasma Scourge is
also useful during this mission. When the
yezapon is unleashed, it creales a ” posver
weave” that .||.lu..1||:,r1.|.bl.-.|:'i across the ter-
main, damaging everything it its path, A
charged bomb can be dropped on one
side of a hill, and the resulting povwer
wave will course over the terrakn, destroy-
ing turrets on the ather side of the hill

For players who have mastered the mis
sion, testers and designers alike suggest
pl.r!.ling “Thi I:1i|a|:l|4ng Blow™ on the Hard
setting and saving the alrfield for last. As
long as the airfield remains intact, it will
continue to produce Scarabs, which attack
the player without wamning. Tester Chane
Hollander challenges players to fiy
through the various beams and other
structures an the level | upside down

we had four misskons covering the trip
from Eos to Maboo,” says Longo. When it
became clear that the game only had
room for ane of these missions, Longo and
Mission Design Rich Davis locked them-
selves in a conference room and found a
way to turn the four missions into one

Uising Vana's ion-enatded sensor tags,
testers had [ittle trouble mastering Mis-
slon 10, "Use your tags and listeén to the
vobce lines,” Lead Tester Drake advises, Mhs
woon ot g vedce line mentions a Eroup of
fighters, those enemy ships are in the
world' and can be :ll-:.trﬂ:,lf'd.".ﬁi SO0 a%
the fighters appear, use the sniper mode
to target the enemy wings and tag them
with thie LEnTors,

*The New Resistance” is noteworthy for
its ability to recreate the epic space bat-
thes shown in the Smae Waes films. At times,
Vana is wirtually swarmed by enemy crafi
The testers pushed this to the limit, often
albowing the enemy forces to build up
around them, Players who avoid destroy-
ing any enemvy craft until the very end of
the mission will face a “wall of fighters”
Drake also suggests reducing all of the

Designers suggest playing “The
Crippling Blow" on the Hard setting
and saving the airfield for last.

Mission 10: The New Resistance
The Story: After returning to Naboo, the
heroes discover the Trade Federation has
ireaded the planet, Fnrluh.'llﬂh'. Retl, the
group's Toydarian sidekick, has a plan: If
Vana can disable one of the freighters,
Reti can highjack munitions for the resist-
ance force on Naboo.

There came a point in Starfighter's
development when the team needed to
seale back thelr effort to finksh and ship
the product on time. Mine of the original
23 missions were deemed expendable
[although mamy would later appear as
bonus misslons), In the case of “The Mew
Resistance, however, several missions
wiere consolidated into a single level

At this point in the story, Rhys Dallows
anid his newlound allies are on thalr way
back to Maboo “In the orginal story arc,
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freighters to a fraction of thelr total
“health,” then making a final attack run
bo destroy them all in quick succession. As
each freighter is -ell_-'.tu:l:.md_ a wave of
fighters will be launched to attack Vana
and her allies.

“The Mew Resistance” s when many
players begin using thelr wingmen com
mands to great effect, Bhys and Nym are
mare than capabie of following Vana's
ordiers and, at ene polnt in the mission,
Vana gains control of a wing of Scarabs.

Mission 1I: Midnight

Munitions Run

The Story: Retl’s starship Is loaded with
stolen munitions, which the heroes must
deliver to the Naboo resistance move-
ment. But first, Rhys needs to lead Reti
through a familiar canyon ...

.H-IF\

A When attacking with the Hevee, den't hold
back. Nym's weapons can take oul arything.

g

i Lok ot Tor cannon fodder, Mo yaur skills
o wmadl ground wnits, e batibe droids

& Experiment with attacking allies theoughowt
the game o spol soeme keen wpecisl effects.

L
& Attack the Trade Fededation command ship
I Mbielon 3 to hear soms alemate wlie linses.

r

& A Vana, sBick and move.




Generally regarded as Starfighter's killer
leved, "Midnight Munitions Run” requines
complete mastery over the N-1. The player
musk navigate a treachentus canyon
while squaring off against dozens of Trade
Federation vehicles, “The level used to be
even mone difficult,” claims Greg Land,
"We started with three very narrow
canyons, but then we opened them up a
bit when we realized how hard they wene
to navigate.”

Reti himsell presented another design
challenge."We had a really hard time get-
ting Reti through the canyons,” says Land.
iOriginally, the misslon designer dictated
Reti's path using a series of navigational
points, called “waypoints.” Reti’s Al-con-
trolled craft would then try to reach each
waypoint, but the system had a few
glitches. “He crashed into walls and
objects,” Land says, "and you could knock
him off course, of an enemy blast might
knock him off course., You just never knew
if he was going to make it through.” Lti-
mately, the designers opted for a “rail sys-
tem,” placing Reti on a predetermined,
rigid flight path that couldn’t be altered

From a player's perspective, just pro-
tecting Reti will prove challenging
enough. Testers advocate using the
“power slide” maneuver as often as possi-
ble, The power slide can be achieved by
hitting boost, followed by a sharp brake;
the maneuver allows Rhys to momentar-
ily face the ground and target land-based
units, sich as the dangefous AATS. Zo0im-
ing in on targets with the sniper feature
will help you pick off STAPs and other ene-
miles before they become a threat, and
players are advised to keep a low flight
ceiling as they navigate the third canmyon.

Mission 12; Rescue on the Solleu
The Story: Rhys and Reti prove that they're
heroes by resculng somie Maboo prisoners,

“Resoue on the Sollew” s one of the most
wisually stunning bevels in Starfighter. Much
of the action takes place near a masshe
waterfall (three kilometers high in the
game's scale). Players won't have long to
enjoy the sights, however, as the Trade Fed-
eration's forces are everywhere. As with
other missions, wingmen should be used to
destroying tummets and encmy vessels,

Mission 12 |s also noteworthy for the
major "Easter egg” hidden within the
level, After destroying all of the island tur-
rets (the first objective), turn back toward
the waterfall and zoom in on the rushing
witer. If you're quick, you'll catch a
glimpse of Jar Jar descending the water-
fall ... ina barrel,

Mission 13: Last Stand on Naboo
The Story: Vana and Mym come to the
Maboo's aid, using their considerable tal-
ents (and weapons) to protect an outpost
from a full-scale Trade Federation assault.
Throughout Starfighter’s development,
the mission designers were continually
secking out new ways to test the capabili-
ties of the PlayStation 2, In Mission 13, the
sheer number of enemies pushes the con-
sole’s memaory constraints, As Nym
attempls to defend the Naboo outpost, he
is hounded by waves of Trade Federation
wvehicles and battle droids, “The player
faces six HAGS, 72 AATs, 26 Scarabs, 14
STAPs, 15 bombers, eight AMTs, and 24
battle drolds for a whopping total of 175
units,” Designer Doug Modie reveals,
Deploying Mym's bombs and the
charged Plasma Scourge at the right time

Mission Debriefing

The testers and mission designers offer these facts for Starfighter fams

Easimst Miasion: Mizsion a4
Hardest Mission: Mission I

Mpost Formidable Secondary Weapon: Yana s ion
Mozt Formidable Enamy Stacfighter: Marningstar L

Toughest Bonus Objective: Destroying the dropships on Mission [/
Toughest Single Dpponent: Nola, the mercenary "boss

Toughest Mission to Build: Mission 14
Toughest Mizsion to Teat: Mission 14

gnabled tags

can push back the Trade Federation with
ease, Also, players should note that they
can fire through the shield protecting the
base, allowing Nym o target enemies on
the other side of the outpost

Missian 14: The Final Assault
Tri Story: Rhys Dallows rejoins Bravo
Flight for the climatic battle against the
mammoth drold control ship. During his
attack run, Rhys encounters an old enemy.

“The Final Assault™ Is perhaps the most
technologically impressive mission in
Starfighter. Not only does it include a
tremendous number of enemy units but
also it features the mammoth droid con-
trol ship and allows players the opportu-
nity to actually fly into the control ship's
hangar. It's no surprize that this mission
was the most difficult to build and test.

The sheer amount of geomekry posed
the biggest challenge for testers. John
Drake explains: "As a tester, you basically
need o erash into everything to make
sure that the player won't accidentally
pass through a wall or object.” And then,
of course, the testers also had to make
certain that flying through the tight con-
fimes of the drold corvtral ship was actually
fun, Fortunately, the designers provided
amphe apportunities for combat and
exploration. In fact, there are several dif-
ferent tunnels that players can use when
searching for the final battle with the
mercenary leader

Balancing the game's final enemy, the
mercenary leader Nolo, requined several
passes a5 well. He's well-armed and ditfi
cult to defeat. Players need full shields
and should ride their brakes throughout
the confrontation

& Try taking on as many droid starfighters as possible
for & true St Waet experience,
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Maobilizing
the Nabono:
Vehicles from Hattle for Naboo

Battle for Naboo, originally developed for
the ME64 and now appearing on PCs, fea-
tures a host of new Trade Federation and
Maboo military vehicles,

Heavy STAP

The Trade Federatbon’s Heavy STAP is a
madified version of the standand recon-
marsance viEhicle Leen in The Phanfom
Menoce. Used primarily for patrols and
mag-up duty during lange scale battles, the
rle'.w:l-' STAP has thicker armor than ks
predecessorn It also boasts more powerful
P laser cannoas and a ‘.II'IEH_' torpedo
launcher. The Heawy STAP is slonwer than
thie original and has a lower FI-.ghl: ceiling

It has difficulty crossing some terrain, such
a5 @ rushing river, as well

i Arording 1o Beetd Tonds, Borifir for Sladaoa's Dines or, 1he

et “miir e B gier Toal Bar Tany soemie rerw cpart

ercid” by prowhiling 8 dieerse range of vl = Battie
for Nohoo e thoughl Thal Theng o SFAF waould be fus,” |
Ten®i wirys, “bud H sperrepd 0 el oo fagie o owr po

P, W decided by creaie 8 version of the STAP that
| skl dnal mgee damage snd bakie maee punshmend
HEaNY SINGLE TROOPER AERLAL PLATFORM
[HEawy STAP)
Crart: Baktold Armor Workshop STAP-z;
CLass: Lround (Speader); Cost: Not avall-
alble for sabe; Size: Medium-sized (Lg m
lang); Ceew: Narmal +2 1 pilot droid); Pas-
SENGIERS: None: CARGO CAPACITY: Nome:
LROUND SPETD: 3o m (max. speed 240
krn."h:l. ALTITUDE: up §0 12 m; DEFENSE: 18"
{+8 armor): Huill Paasrs: 15 DR: 10,
Wiearon: Blaster cannons (2 fire-linked);
Firt Arc: Front; AtTack Bownus: +4 [+2
crew, + fire control); Damage: 5d8;
RANGE: 300 m

112 volume | NUMBER &

Wiearon: Torpedo launcher (6 torpedoes);
Firp Arc: Front; ATTACK BOMUS: +4 {2
crew. 42 fire contral): DamacE: Bdio:
Ramai: 30 m

A Hrm-_:,' ETAP Prnn.ll'r.l'ﬂ one-quarfer cover

to it pilod

Police Cruiser

Thie Palice Cruiser resembles the civilian
verslon of the N-1 *_-.I:._'|rf|ﬂh1|:| and is a pot-
fect training wehicle for would-be Bravo
Flight pilots. Usually limited to sulb-orbital
fight. the crulser ks mone maneuverable
than a standard M-, It also has strong
shigdds and heavy anmor. 85 Dain laser can-
rudiid aid & 2ingle torpedo launcher ane

identical bo those found on bhe M-

ik Tl weplaem Bhee ralionuds bersind The few wrfikle

e Peduie Ciuner desgn Carie dbaoul Becaine we

vimied {o sl the plaver bo pracfce their Thpng shills

£ a8 slowvre v e R weas more maneusrrabie Than ar
NN ahad delni | wiaSE D% plivpsi 10 Dnf G50 D0 SRfiy

e perads. Thips we deraded by giee it ey grmrap

MNABSD POLICE CRUNER

Cuart: Theed Palace Space Viessel Enginesr
ng Corps M-X Police Cruiser; Cuass:
':':.I:.ir.'l_gll-h'l_l:_'-::-'.1 Mot available for sale:
SITE: |II1:" [11m Inng]: Cerw: Mormal &2 (1
pilot/gunner, 1 astromech drodd); Passen
GERs: Mone: Carco Capacims: 65 krInErn ms:
CoMsuMABLES: 1 week; HyrerDRIVE: None
(3 when modified); Maximwm SPEED

Attack; DerFemse: 26 (+2 size, size, +14 armor]);

SHIELD PoimTS: 40; HULL POINTS: 7oz DE: §

Weapom: Laser cannon (2 flre-linked); Fiee
Arc: Front; Attack Bomus: +8 [+2 size, 42
criew, +4 fire control): DAMAGE: LOhoK;
RANGE MODIFIERS: PB +0,5% =2, M/L nia.

Witapan: Proton torpedo magazineg (10 Lor-
pecoesl: Fikg Arc: Fromt: ATTACK Bonus
+8 (42 Size, +2 crew, +4 fire controd);
Dasaci: 1ocdvoxs: Rancl Moapiriies: PB

+0. 5/MfLnfa

To enter codes, choose "Codes” fram the
Chpet o e,
Flay missions willthoul a HUD
Player eraft becomed nvinelble
A “digital director” appears in
EVETY midthon,
coniroliers x-axis.
Flays a secrel moviel
Mays a character concept movie
Mays a location concept mavie
WOV, fm'l.l'.lng
o veh
Unlocks a secret ho ||_:|.1:|| mowie
Ger the team)

Ralls the Baime credits.

To activate, select “Options” from the
Main Menu, then select “Passoodes” and
enter any of the following:
Provided infinite s
See a team photol
Erfer gra phics shownaom
Experience music showram
Wiew the credits
Activates “one-hit mode.”
d shields

l'l:q_, reraft turns F-ml.

Activates advanc

Increases rate of fire
Activates advanced lasers.

e the legendary “screen wianme .

Enter codes ak the Pause Menu. "L and

“are on the directional-pad; ™| and
"R refertot

Activated the "Cheat Check
Paint.” Mayers will be transported to the
last checkpoint reached on the level
Activates the "Cheat Radar,™

which shows the placement of enembes

The ultimate Jedi Power
Battle Mode! This code activates the “ver-
sus” mode anywhere within the game,
teggling friendly fire on and off durlng a
twao player game. The cheat needs to be

enfered during game play; upsn success-

fully entering the code, a confirmation

message will appear




Plug-n-Play
I have now enjoyed the Tirst two Isswes
of Srae Waes Gamer, Keep up the great
wiark! | noticed a few letters from people
telling you what they thought you
should focus on, | think that your mix of
fiction, RPG, CCG, and computer gaming
rfo is just about perfect. | particularly
il the “practical™ RPG articles that
helped me create a few starships

I hope that you will do an article or

rewiew on Avalon Hill's Queen’s Gambit, |

weould also appreciate it if you could list
PG stats for characters mentioned in
the fiction
If you do half as good a job on the new
i baes insider as you do on Gamer, you
hawe a subscriber of both mags fior life
Brad Smith
Via Inbermet

Funny you should méntion lRsider, that
litthe F||||,:-I|-.-;._1':mn wie humbly like to call
“The Best Magazine There 15" Look for it

Page 252, under Rodian Commener entry,
under Special Features
Add =2 Cha

Page 263, under Generic Con Artist Table,
under Special Gualities

The third column [Scoundrel BiNoble 4)
should say “plus Command,” nok just

“Command.”

Page 263, under Generic Con Artist Table,
under Skills

The Sense Motive bonus for the second
column (Scoundrel 6/Mable 2) should be
#12 {not +13] and for the third column
(Scoundrel BfMable 4) should be +13 (not
+12| Tlld::lr weere accidentally switched,

Page 268, under Generic Jedi Table,
under Feats

The second calumn [bedi Guardian B}
should have Lightsaber Defense, nol
Enight Defense, and the third column
{edl Guardlan 12) shoukd have Knight
Defense. not Lightsaber Defense. They
weere accldentally switched

Page 277, under Stormtrooper entry
Defense should be 16 {+6 armor), not 1
[+4 armaf],

Wound points should be 10, not 12

Page 284, Table 15-3:

Skills Usable Untrained by Drolds
Balance should be removed from the
tabde; it ks ot a skill

Page 190, under B2 Series entry,

under Feats

Should be Skill Emphasis (Astrogate], not
Skill Fecus [Astrogate)

Page xgn, under 3P0 Saries
Intelligence score should be 18, not 16

Page xg1, under M-TD Series
intelligence score should be 16, not 18

Page 293, Under Destroyer Droids & Aut-
ofire Sidebar, under Attack bonuses table
The Second Blaster calumn should have
only one bonus listed, the number before
the slash {+7 for Multishot, 45 for w/
Rapld Shot). Eliminate the second attack
with the Second Blaster in both cases

Page 284, Table 15—3:

Skills Usable Untrained by Drolds
Balance should be remowved from the
tabde: it s not a skill,

Continued Next lssue

20 Years of
Indiana Jones

Srar Wanrs Insider #54
SPECIAL DOUBLE
COVER ISSLE!

Raiders of the Lost Ark 20th
Anniversory Celebration

& behind-the-scenes look at the legacy
af indiana lanes, plus sechet factalds,
enclusive photos, and fascinating trivial

Eplsode Il Interviews

Insicfer interviewer Soott Chemoff sits
o wikh Pernilln August [Shmi Shy-
walker], Peter Walpole {set designer)
and Ben Burtt (flm editor],

Scouting the Galaxy

Eduardo Sanchez, co-producer and co-
directar of The Blair Witoh Project, talks
about Stak Waes fandom and his growy
ing Star Waes collection

Pragusl Updote

Never-before-seen images of Eptsode I,
plus a behind-the-scenes inberview with
Sae Wies producer Rick MeCallum

Jawa Tradar
The ultimate menchandise catalog fo
the avid Star Waes toy collectord

Plus:

Bookshelf interdaw with fedi Apprentice
author lude Wation, Gamascape review

of The Queen’s Gomiil game, and mare|

GTAR WARS Gaper 118




where you found Gamer—unless you
found Gamier in your mailboo. In that case,
loak for the subscription ads scattered
around the mag and get a subscription.
Then stand next to your mailbox for 6-8
wieeks and wait for the fun to arrive

H youl look at Insider gy I:l:l i sale
NOWI) you will see coverage of Queen’s
Gambit. Gol Buy! Mow!

Oh yeah. Thanks far praising Gamer,
too, Woohool—we rock the house

He's Vary Excitad
|,_'.'1_'r_'!|r|j!'. felbow gamers!

I have been playing roleplaying games
since 1983 and have MEVER beEn as
excited a5 | am now that Wizands has the
license for St Waes and is using L d 30

system, Qur regular group plays D&D
weekly, and we just love the new system
Mo more “arguebates” over sily rules
listed in some obscure reference material
Mo more |'\-|,,1:|.'-,' rs complaining about hioaw
their heroes could do this or do that i only
the rules allowed 1. MNow everyon ik on
the same footing|

Please keep Gamer on a bi-monthly
schedule. The magazine's quality and
diversity of subject matter 15 tabulous!
Although | don't play the CCG, | use the
pictures on the cards for scanning mate
rial fior my players as handowts during
adventures. | also like the video game
reparts becawse I'm a junkie for a good
aerial combat game—Rogue Squadron fior
MBS i still one of my Tavonites

As far as era coverage, keep pultting in

an assortment of time-frame adventures.

What is WizARDS.cOM/ STARWARS
Doing For You? Well . . .

Got Ready for the Dark Sida—
Onlirml

Take a walk on the dark side this summier
at welzards. comfstaraars! Our articles
showcasing the first-ever raleplaying
companion to the fearsome power of the
Force begin with an art gallery in June,
followed In luly by an exclugive theak
peek at the Emperor s Hand prestige
“The Crypt of Saalo Morn™ free
adventure by 10 Wiker, and the 5it h war

clas

behemoth inour Creature Feature, Plus,
join the design team for a live online chat
in the Wizards Presents room in August,
Get & sereen name and drop in to talk to

the pros at wwwawizards.com/chat,

You can alio 1._|;|'l irn an the lhtest event

information this summer with our pre
views and coverage of Star Waes Boleplay-
ing Game events at the Ofging Game Fair
and Expa, San Diego Comic-Con, and the
Gin Cow Game Fair, where the Dark Side
tourcebook debuts. In addition, we'll
bring you continuing support for the
recent Secrels of Tolooine acceliory,

including an ariginal online adventure

114  woLumeE |, MUMBER 4

from J1D Wiker, an interview with art

Director Sean Glenn, and a sneak p-l!l!k at

somie denizens of Tatooine.

Al this, as well as préviews of the next
issue of Stae Waes Gamer, Is waiting for

'.'|:I|_| :It AT Tl b, SO MR TS

DARK SIDE SOURCEBOOK
Coming This Summer!
See it previewad first an
wwwwizards.com/starwars!

Although our group is playing in the "Tales
of the Jedi® era, | can make any era adven
ture work for my players, so keep them all
coming! Also the Marvel Comilcs Tile is
REALLY COOL E .-:;:-.lnl.‘l it to inciude thie
Dark Horse stuff, and you've got my
money every time! | have decided o go
ahead and subscribe to the mag anyway,
s0 please keep the quality highl

Mow for the criticism part of the letter. |
just picked up Issue 2, and although |
really iked the section on new ships | was
angry that the illustrations spanned two
pages. How am | supposed to scan that
mmaterial and make it look good for my
F:i..-,u,-r-. without 1|_'~.|r-||j: Ly Iy |||.1H-.|.'||'I:':'
Each ship should have its own page for
stats and its own page for illustration!
Please feed your graphics guy to Jabba's
rancor Tor me

| anxiously await Wizards to release the
new minlatures so | can paint 'eml Please
tell me you're golng to launch a line of
plastic model kits for the vehicles in scale
with the figs! Games Workshop makes a
great selection of plastic kits, but they ane
pricey and don't match up well with S
Waes stuff. | can't use my son's toys 'cuz he
gets mad when | “liberate” them from the
toybox. Maybe | should feed him to the
rancar? |:_I|,|'\,-.r h-:ﬂlhnig |

fndy Farrell
Via Intermet

Silly manl Jabba's rancor is dead| A dead
rancar has no appetite for peedunkeys oo
naughty graphic designers. The wampa,
however, is alive and miffed about that
arm thing. We'll send him right ower,

The Dooops File
Mistakes happen. Here ot Smae Waes Gomer
headquarters, we can correct various issue
related errors and oversights, as well as
make half-empty promises about "belng
more careful in the future.”

Case in polnt

The “Exploring the Outer Rim™ article
originally slated for this isswe [and men
tioned on the back of the polybag) has been
bumped to a later Bsue due to space con-
stralmts. Unforiunately, the polybag was
produced well before the issue could be
finalized; we apulu:rgi_.w far Ay confusion
this might have ¢ aused. §
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