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On THE COVER

Wothing says “The Dark Side” like this issue’s cover by Tommy Lee
Edwards. it has Darth Vader, stormiroopers, TIE fighters, more

stormtroopers, and Blackhole, "Who's Blackhole?” you ask, Turn bo
page 44 to find out why he's on our cover,
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Yoda Dan't Preach

lcture t—Christmas, 1977 A litthe boy,

taking the formative steps toward a

i fr:lnn!_: obsession with Shar Wears,

wakes up to find under the tree not only

an assorted stack of Kenner breats, but also a
nand-sewn Obi-Wan Eenabi rabe and a
hand-drawn card rendering the bearer an
official Jedi Knight. In case you didn't guess,
that boy was me. Yes, it's true—my parents
are personally responsible for all that has
transpired in my life reganding Star Wars,

I have to confess, though: When they gave
me the ledi robe, they were barking up the
wrong tree. Don't get me wrong— loved it
with all my heart. t's just that, well, Obi-Wan
Kenobi died in the movie, and he was obd, Mot
the character a seven-year ald would readily
identify with. Plus, he wasn't a humongous,
black-clad, respiratos- breathing villain whao
choked buffoons for fa limg to do as they
were told. Yes, indeedy do, my hero was—and
remains to this day—Darth Vader. 5o what if
he turned wirmp at the end and dumped that
fogy down a shaft and saved the entire
!;.ll._l:-::lr fram indentured servitude and never
1_'|':|,|||1H l1'-|hr'r_'!.'=‘ H |:II|'I'.-1e‘!l.1 to me that he
wasn't taking any poodoo from anybody. A
good role model for any child

it doesn't make you a bad person to root
for the bad guy. The ¢ polest characters ane
.||l.-'.'.-1:|.':. thie villains. They have the most
impressive theme music, they talk down to
people who deserve it, they take over worlds
and subjugate huge groups of people just
because they can, and they have the best
outfits. Besides, this is fiction. Mo mather how
malichous these characters are, you can rest
assuned that some jejune, idealistic twit s
going to come along and save the day

Mext in this issue of Gamer, however. This i3
the DARK SIDE issue, remember? ITs going to
have the ledi Council quaking in their burlap
smacks. Who cares if the Emperar and all his
little clones got dissed, or if Luke blasted
Shira Brie into a pulp? You can find plenty of
Ipathsome characters here, secthing with
enough of the dark side of the Force to make

up for the Emperors untimely passing
Your've pot Lumiya (5o Luke didn't blast Shira
It a .._'n:-.l:i-pl'n:r:: pu ![l:l, Blackhale, Maarek
stele, leng Droga, and a bunch of meanies to
spruce wp your adventunes, You even get
paming stats for both hahes of Darth Maul
(Cekany, that last one is 3 lie.)

Meanwhile, just in case you didn't notice
wie've pretty much declared August 200
Oifficial Dark Side Month, There's so much
dark side stuff going on this month that |
weoubdn't be surprised if Shadow Academy
Home Schogl acds start pPoPpIng up on EF.‘r‘:.'-
time TV, What élié i3 W O, WOL ask? Well,
let's see, Theres a little old book cxming out
right araund now called The Dark Side
Sourcebook., | can assure you it will quench
just about all the thirst for evil you and your
compatriots |11|5;||'. hawe. Buy this book, read
it frarm front to back, create a dark side char
acter, and kick the t'_cu:rdﬂ e+5 out of those
I::-urt:-llng I||._-:rll siders wiho can EEL 50 annoy
ing. Be warned, though: Too much of the
dark side will make you wrinkly and baggy
and lcky. This s a fact

Enough blathering. On a final note: For
those of you who now envisage me to be a
wretched. evil, hateful person, 10 et you i
on a [ittle-known tidbit. | lilke Eveols. And
Gungans, too. Don't ever insult them in front
of me, Those little lambs sacrificed them
selves for the betterment of the galmcy. Now
read the dang magazine.

Lucas Licensing Editor Ban Harper spends
guality time with his theremin, lesse




1 fait & preat disturbance in the Sovrce

our letters are m-llmE in, and i1

amazes me that you're not afraid

to ask the 1¢|-Eh guettions. Thit month's
lekters run that garmut from LErhoLs
to hudicrous

There are some keen-eyed hawk-bats
out there, too. You®ve spotted all of our
|_!-.1-n-d mistakes fnom previous 155 wes, We've
been quick to lay the klame where it
belongs and print corrections

Like the headline says, keep sending us
feedback. Every letter helps shape future
msues of Star Wrs Gamer. | know you
don't want ta miss out on belng a part
of that

Michael Mikaelian

Managing Editos

To Each His Own...

My ro-year-old son really likes Star Wi
Lo when he wanted to purchase this mag
azime, | let him. Since it came ina plastic
cover that did not allow us to look through
the issue, we were not aware that it was
full of wihat | consider to be profesgue and

an i milllns of voices swddaniy onad ot
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We're Just Getting Started

sickening material. | had my son mark all
of the rewolting pages for you to see,

At first | was going to glue paper over
thi unacceptable pages so that he could
keep his magazine, but there wene oo
many. | read your ediborial and cannat
grasp how you can be 520 excited about
this magazine. You are putting into the
hands of young people munderous articles
about "Anzat” inserting protsosch into thekr
wichims' simus cavitiet ta drain mucold
medium [pages 92-93) and feeding kids
stories abaut evil, hovering. takon ed crea-
tures. And then we, a5 a country of free
peophe, wonder whene kids get thelr ideas
to bomb thair schoals or shoot whoewer
they choose because they carry so much
hate and anger inside of them. The ven-
omous media they have taken inside their
minds has grown out of controd, causing
them to thirst for blood, murder, and what
they think will be sweet revenge

Y | know there is a myriad of media
such as gamees, books, cartoons, and mudic
avallable to plant this kind of junk into
kids' minds; now your magazine adds to i
all. We don't want your magazine. We ll

B VOLUME | NUM

Don't Stop Now!

take the loss of $6.99 and give you our
oypinion, as you asked for in your editorial
Thank you for your time
Andrew Chapoy
Gainesville, FL

5|;|e;,|.|-:-|ng for all the parents here at Wiz-
ards of the Coast, | am gl.ld you are ta hll!'g
an interest in what yOuar S0n i% rE':ld'lI'IE.
That's what it takes to make sune he grows
up to be a respondible adult

Instead of censoring the magazine and
other media, wie them as toals to help
your son explore right and wrong. Help
him wiew things with an open mind so
that he can learn to separate fantasy from
reality. With your guldance, he can learn
that it's okyy to read about things that are
revolting and grobesque, so long as he uses
what he learns tobe a better personin
real life.

The Star Wars saga cxplores the strug
gle of good against evil, light against
darkness. it s impossible to imaging one
without the other. The Sfar Wars galaxy
imcludes fictional creatures and charac-
ters that represent both good and evil,




from gentle Ewoks to cruel Hutts. There
are heroes, and there are villains, Allowe-
Ing your son to explore good and evil in
the Star Wars galaxy might help him
separate good from evil in real life. In
the Star Wars movies, good triumphs
over evil. Heroes resist the temptation
ta join “the dark side,” and that makes
them stronger,

One of the most powerful lessons that
can be earned from Star Wars |s that evil is
meore costly than it's worth, Uitimately, evil
characters fall due to their own ambitions.

Every Issue we publish is held to the to
the same high ethical and moral standards
as all Star Wars products. The content of
each kssue of $tar Wars Gomer is intended
to be the equivalent of a PG-rated movie,

The Star Wars Roleplaying Game |s
about playing heroes and defeating vil-
lains; let your son imagine what it would
be like to be a brave Jedi Knight, defend-
ing the galaxy against the evil Empire.
Who kncws? It might inspire him to pur-
sue great deeds in his own life.

Morae, More. More!

Star Wars Gamer,

I love the wary Wizands has remade the Sar
Wirrs RPGH | really liked the article about
ship building. That helped me a lot. Tips an
running games would be nice. | usually
have to GM, and | have no clue what 'm
doing. I'd really like to see more info about
the ships themselves, like layouts. Pictures
of them in space are nice, but what differ-
ence does it make if you don't know where
the power generators ane?

I don't agree with Megan ["Get Out of
My Brain,” Star Wiars Gamer #1) about the
fiction. | want more of it. I'm even willing
to pay an extra buck if you have to make
your magazine larger.

I also don't agree with Megan about
computer and card games. They are just as
much a part of Star Wars as the RPG and
deserve equal coverage.

Keep up the amazing work!

Ben “Kloran" Wakefield
Litchfield, OH

Il forward your words of praise to the
RPG designers]

Gamemastering tips are now a regular
feature in “HoloMet Transmission,” our RPG
advice column. You can abso find excellent
GM tips in Chapter 12 of the core rulebook.
The best GM advice | can give you is, “Never
let the game show down because of the
rules.” Iif you get stumped, use your best
judgment to resolve the problem and move
on, Later, research the question so you have
the sodutbon next time it happens. You can,
of course, always send questions to
“HoloMet Transmission™ If you need advice
from the experts (see page 14).

As for what belongs in Gamer, let the
debate rage on ...

Craving Yuuzhan Vong
Dear Editor,
I really enjoy your magazine, but there is an
extreme lack of information for the Mew Jedi
Ower era. | realize that the storgdine is still
incomplete, but you could publish stats for
things that hawe already been introduced,
such as the Chazrach, their slave soldicrs,
bonuses given by the presence of a yam-
maosk, ship stats, and so forth. The Yuurhan
Vong are the most interesting beings | have
encountered in any sclence fiction book, and
they desenve more attention, At the very
least, it would be cool to see 2 "Rogues
Callery” of Yuuzhan Vong faces and armor.
That's all, and thanks for printing

my letter.

Dan Krouse

wia Internet

The New Jedl Order Sourcebook ks due out
next year, Just fike this isswe'’s The Davk Side
Sourcebook tie-in, we'll do the same thing Tor
MO, A Yuurhan Vong “Rogues Gallery™ is cer-
tainly not out of the question. Until then, you
can be sure to see bits and pieces here and
there In upcoming issues of Sar Wi Garmer,

Thankfully, you didn't prattle on for-
ever, and you're welcome,

Ladies’ Man Speaks

Wuzzup SWG,

Awesome magl It's about time we Star
Wars fans got a mag that covers Star Wars
games from CCG to BPG thats worth a

flip! This mag's got it all. Rad art, variety,
fiction, a cocky editor’s arena, it rocks! Yo
Tim Barrera, be a gent’, give da’ ladies
some room for their opiniens tooll! If you
don't share the girl's opinion, at least be
polite about it Hey Megan, | dont want a
mag full of CCG and video games either,
but it's nice have some here and there.
Letting ladies share their thoughts is
essential for a successful mag, This isnt
Boys Life after all. | myself like the CCG and
my Mby4 too, but 'm a gent’, so peace-out.
Overall, great job Gomer staff. Keep
it comin'l
Will Ragan
Lomgviow, TX

Hey, it's the 215t centung As the next letter
shows, the ladies can speak for themselves.
Take it away, ladies.

Southern Discomfort
Hey ¥'all [yeah, I'm southern],

Iwas reading the letters in Stor Wors
Gamer #3. | got to “He Really Likes Us" and
was amused to see that it was from a guy
who claims he can recognize a girl's letter
by her opinbons. Well, | say “Pfft1” to that!

I'm a girl—have been for several years
narw ['ve been tabletop roleplaying since |
weas 11 've been inta electronic RPGs since
I laid my hands on Final Fantasy 1, way
back in the day of the original Nintendo.
I've been playing Magie: The Gathering™
since | was 12 [and have a sizeable collec-
tion}, and | have many other C0Gs. | also
read comics and enjoy action movies.
Sound like a girl? Nope, didn't think so.
Don't go judging us by those stupid
stereotypes.

I'm really fond of the magazine. it's high
quality. However, what 1 want to see s a
good, tried-and-true set of conversion
rules 5o that | can work any dao system
things into the old-school d6 system.

Mo, | think the products WotC's pro-
ducing are good, bul | just don't like the
d2o system. I've been playing with the dé
system for three years, and I've become:
shightly attached What's more, | have a
shew of my own house rubes in place with
the d& system, and all my players enjoy
them, For us, switching to a different sys-

ETAR Wans gamen H




tem would be We fixing what lsn't broken,
%o, wihat do you say7 15 there any
chance of ower getting » COMVErEion man-
ud printed
“ay penguins never steal your sanity,
Eatle Saracen
win infernet

Speaking of debates, here's another hot-
button topic. “Why doeun | WolC suppart
the dé E;mci'"!m.l ask. The anvwer 5, "We
o, iy & eeviain point of view” Bvery
thing we produce that deesn't have a db
equivalent is perfectly suitable for use in
the db system, Many things translate
direcily, others need a Bttle bweaking, and
some [ust need to be rebullt from the
grmlm’! up. We've ok cis hands Full just
keeping up with all the mew matedal from
the prequels and the Mew ledl Drder, which
ks all stuff that die-hand dBErs can use,

A3 for iy sanity, the pemguing weill have
to pick over what the lawas haven't
already taken.

Jowas Made Me Do It
Let e just start out by saying your mag-
azine iz pvweipmel

With that aside, the Ginardimms AAanlis in
isse #2 (“State of the Arts”) was just a
copy of the Hovae, | would like to see other
video games statistics in particular fou
Demolition and bedi Power Battles ithe ene-
e such a5 the binary lifter, flame droid
and miercenary from lesel &, not |ust the
leddi), | also would like o see & featiine in
every ssue contalning asvorted wsed rmer-
chandize much like the one in e 73 per-
taining lo droids. | believe it coudd make a
gu:.-pd campakgn toal if it had equipment

and starships too. Some Jed| prestige
claszes would be nece
Bob Savela
via Internet

it's good o feel loved. Hopefully you've
seen the comrections for the Guandarn Vian-
tis on our website by nowe In case you
haver't, see the below, | hear you when it
pomes to all those cood vided game wehi-
ches, starships, equipment, and characters.
Wie strive to get a5 much of that stulf as
possible imto “State af the Arts™ every bsue
You never know—iome futune [ssue might
have some of that good ol stufl all RPGed
aut [hint, hink). I'm sume you haven't seen
the Last table such ¥ the two you men-
1p|:|-r1c|;|_111|;|u|g,h there are similar tables for
buying used vehiches and starships in the
wone rilebook (Chapbers v amd 12)

Imperial Dispatch:
Game Errata

Corrections and
Clarifications from

the Str Wiars Roleplaying
fiame core rulebook

Page 22, Table 1-3:
The modifier for Obi-Wan's score [16)
should be 43, not +4; the modifier for
Darth Maul's score [1g) should be +3,
ot 45,

Page 56, under How Multiclassing Works
In the multiclassing example at the bot-
tom of the right column, “Her

Beflex save, Fortitude save, and Reputa-
tion do not_"="Fortitude™ should

be changed to “Will™. Replace the sen-
tence “Her Defene gets a +2 bonus.”
with "Her Defense remains the same,
since the +2 bonus from her level of Sol.
dier ks negated by the -2 multiclass
penalty to Defense.”

10 VOLUME |, HUMBER 5

Page 58, under Defense Bonus
Add the following sentence to the end of
the paragraph:

*This =2 penalty only applies to levels in
a heroic class. When multiclassing Into a
professional or prestige class, simply
add the full Defense bonus from the
new level”

Page 72, Computer Use

skl description, Ship Systems

The firit sentence of the Ship Systems
entry should end with "sensars and
shields", not "sensors, weapons, and
shields”.

Page By, Soft Fall
Falling damage Is in Chapter 1z, not

Chapter B: Combat.

Pages B7-84, replaces
current Move Object entry
Mave Object (int]
Eequines the Force-Sensitive and Alter
Seaty
You can move objects using the Foroe,
Check: & Move Object skill check
allows you to plck up and move an object
from a distance. Yau must be able to see
the abject to be moved, and it must be

within 10 meters of your position,

Lifting and moving an objeck of up to
5 kilograms s a simple task, requiring a
check against a DC 10 and costing 1
vitality point {and a standard action),
For each additional order of magnitude
{50 kg, 500 tﬂqﬂl'ﬂl af the ﬂbF{t,“'Il
DT increases by 5 and the vitality-point
cost doubles.

Weight Wikality Cost

upto s kg 1

5-50kg 2

50-500 kg 4

Loo=-go000 kg B
BEOG-50,000 kg 16

elc. ele.

The target can either be an object,

creature, or character, and receives a
Eeflex saving throw based on the Move
Object skill check, Note that unat-
tended objects never recelve a saving
throw. Attended items—objects held by
a character (grasped, touched, or worn,
for examplel—receive a saving throw
just as if the character were making the
saving throw. Grasped items also gain
the character's Strength modifier as a
bhonus to the Reflex save,




The Guardion Mantis
Crafi: Unkque X1 Char creation; Class:
Starfighter; Cost: Mot avallable for sake:
Siver Tiny (14 m long); Crew: Uinigue [\
pllat, 1 hardwined J'.‘ll-:.:1rl|.'-'.|"l:l;FHIHHEI'H-:
Mone; Cargo Capacity: 7o kg: Consum-
ables: 1 wieek; Hyperdirhe: 1 (25); Maxi-
mum Speed: Bamming; Defense: 12 (+2
size, #10 armor); Shield Polnts: 25" Hull
Pabnld: Lo; DR 5
Wieapan: Later cannans (2 fire-Hnked);
Flre Arg: Front: Attack Bordid: 10 [+3
size, +8 fire controll; Damage: gdoxz;
Bange Modifiers: PB 0, 5 =2, M/L nfa
Wieapon: Mano misile magarine (1o mis-
sibes); FAre Arc: Front; Attack Bonus: «E
#2 size, +6 fire control); Damage:
ydioxz; Range Modifiers: PE +0, S/MSL
ni'a
Weapon: lon Encumbrance System (10
tags); Fire Arc: Front; Attack Bonus; +6

[+ skze, +4 fire control); Damage: Spe
clal®*; Rmnge Modifiers: PE +0, S/INL

n/a,
“Woma | ke srplonin A of dowbie Bhe nonrie! sl (§
il pew muimufe), oo to Mod- s kefp
"Whensver Poag succerifully Ry g fambip el b Bk
114, 1 msgririo Ry kitefors owifir A e Ol Fhad e
et (-2 preaity fo ol cheoin doer S0l fidly GiTe Deed
s, il remaia g sofvr Ll the fag b piraaily
e JOX &0 [ridlele Devare o Sk phiW ¢ iepk] The
sniratee efer! of moilipde T sloci The aoes igs alan
e e Giavaian Masfh o +4 oimummlforer Sone e
Piif ph o Ll dd gl (e f et iRam R avien
AT L e P raegy ot AT fs [ s ST [N

Ehard. They o dioeen mol fock

Sturm Drang-it]
You made a mistake 0 lssee #5 CONOETI g
Kardde’s pets. Kardde had the boys talls

cut off to make them moe docibe. Wild
wornskyrs still have [hew possonous tails,
but the boys are “newtered” n that respoct
shellyfett
wia imtemet

Her story chechs out. According 1o the Ster
Wi .,l.'n_'_,.-r.'.:lpm'l'.'a_ Sturm and Drang have
no tails. What was printed in Stor Wars
Gamer M3 was the vornskyt entry from the
upoming source ook Alen Arbhology

Anyone planning on using the real
Sturm and Drang ean feel free to gRone
the game text about their polsonaus
talls. Look on the ﬂrlﬂht side: you've got
the stats far an ordinary vornskyr, and the
party responsible has petually been fed to
varnskyrs for perpetrating this injustics,
| hear "the Isn-:l:,-'."n,:lml.'l like to be teased
about their stumps

[eoniinued on page 125)

Eesult D
up te 2o =1
21-30 L+
it 0

Yo can move the object within o
mekers of your position in a round. If bwo
characters are contesting control of an
object, use opposed Mave Object skill
checks, with the kigher result galning
control for that round.

To use the Force to strike a target with
an object, the Maove Object skill check
result {plus the Force-user's Dexterity
bonus) must equal or exceed the target’s
Defense. (If the Move Object skill check is
nat high enough to meve the object, the
attack fails regardless of the target’s
Defense.) A character struck by a moving
object suffers damage based on the
object’s weight. A t-kg object inflicts w6
damage. and each additional order of
magnitude (50 kg, 500 kg, etc.] doubles
the damage dice (to 2db, 4d'6, and s0.0n),

Example: Moving a rack weighing 25
kg requires a check against DC 15, If the
chiaracter wished to strike a specific tar-
get (with a Defense 18] with the object,
he would need to roll & 16 ar better an
his Move Object skill check to success-
fully hit the target.

Maving multiple ohjects simultanecusly
is possile bt moee difficult (and requines
a full-round action mther than a standard
action), The heaviest object in the group
sefs the base DC and witality cost, and each
addrional object (regardless of its size)
adds +2 to the DC and 2 to the vitality-
poirt cost. Multiple objects can't strike a
target as part of the same action,

Yo cary also telekinetboally Hft and
moye pur}:ﬂ waith this kil Ihuugh thie
Do imcreases by 1o, Thies, for characters
between gy and goo kg, the check s
made againit DC 30.

Vitality Point Cost: 1 or mare [see above)

Page g2, under Ambidexterity feat, Special
The Twe-Weapon Fighting Penalties table
is table 8-3. not B-4.

Page 94, Frightful Presence entry,

under Benefit

Replace the phiase "DE 19 plus yous level
and Charisma modifier” to “0C o plus your
Chartsma modifier and one-half your
Ievel”

Page o8, Weapon Finesse feat description
O the list of weapons to which this feat
iy b applied, insert “double-bladed
bghtiaber” between combat glove and knife.

Pages gg-10o, replaces Deflect Blasters
Benefit text

Benefit: You miust be carrying an acti-
vated lightsaber to wie this feal. When-
ever you are the target of a blaster shot
[or other ranged attack], you can make a
Reflex saving throw against a DC 15 plus
the attacker's base attack bonus A eriti-
cal hit increases the DC by o, If pou suc-
ceed, you deflect the blaster shot and
take no damage. You must be aware of
the attack and not flat-footed fo use Bhis
feat. Attempting to deflect a blaster shot
counts a4 a reaction.

I thee Reflex sanee result is 5 or msne
poinls above the DC, you can deflect the
blaster shol at a target within one range
increment of your position. Immediately
make an atiack roll using your lightsaber
bonus with a -4 penalty. If the attack
succeeds, the deflected shat hits the tar-
get and takes damage fromit.

Deflect blasters anly defends against
personal-scale wedpans; you can't
deflect ship-scale weapons with a .
lightsaber,
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Hemoes seem difficult to kil in the Sar Wars
Rivleplayding Garme. If | understand the rules
correctly, 3 characier can never po Delow

rero wounds and abways has a chance (@
stabillze—though it gets tougher as the
hours go by. 50 you can orash your X-wing
info a nuchear reactos, causing it to meli-
down all around you and you still have a
ehance to survive? fam | missing mrm-thmg'!‘
Wiell, yes and o, Sar Wiars 15 a unhense
of heroes and hlgh adventune—mnot of
slowly wearing them down until they
drop. But that describes the best case
scenario fior unconscious and dying char-
acters. Rolling a natural unmaodified 1on
a saving throw ks shways a fallure, and
not every heno will sutomatically sue-
ceed a DC vo Fortitude save on her first
stabilization attempt—let alone the
escalating save for subsequent hours
AN that aside, there™s no ™ massive dam-
age” mube in the Stor Wars Rodeplaying
Cearie, bt thie GMs can always call for a
Fortitude save just because the damage
the hero took was catastrophic in nature.
Dumceois B Deacons calls for swch a roll
when a character takes more than 5o
podnts of '.‘l.'lm.'lfll.' inane go, and theres
ni reason why you couldn't adopt a simd.
lar mube. And, of course, if a character is
just plain, no-guestion-about-it, blown
to-smilt hereens dead. then the GM
sheouild prabably rule that it's time to
make up a new character, and nat wonry
about saving throws

Thee |ewels of the warious character classes
don’t po above 20, but is thene any reason |
couldn't have a character who's a 3rd level
nable and a 1gth level ledi guardian?
Mope, and you're weliome o do so—just
bear in mind that the rubes don't support
such high-level play. While there ane
sarme extremety powenlul charscters—

HOLONET TRANSMISSION

Answers To Your

BY /DD WIKER

20 ane the domain of characters with
godlike powers, And there just aren’t
that many iin the Sfar War universe.

Bust if Yo ‘e been on ;H.l!.ung rokh
lewel-plies characters in the Stor Wars
Eoleplaying Canre—aof you wal to
thirowr sisch a character at the players in
yaur game—you might want to check
out the upcoming high-level campalgn
book for Duscions B Daksoks,

Do characters have 1o rest an entire hour (or
dn:,r] to recover one vitality (or wound) point
if they recower more than ane a hour (or
day)F For instance, does a gih-level charac-
ter recover a vitality point every 15 minutes
of rest?
H you want to go to the trouble of book-
keeping in i5-minute (of even -minute)
increments, you can decide that the
healing rate for damage is based on a
smaller time period. But wsing blocks of
ane hour (for witality) or ene day (fod
wiound and abi III!:,.- palnis) is the eaviest
wiay wee've found to keep track of recow.
ery. Ultimately, of courss, it's up to you
and your gaming group hover you want
1o handle 1L

Alqng those same lines, how many wound

points dies a Wookles receiving long-term

care recover each day?
In the do system, anything that “murtl-
plies™ a number doesn't stack on top of
ather things that multiply as well. It adds
one increrment Do the multipleer. Two
efiects that alkow recovery at “twice the
nermal rate” combine to increase the
recovery by three times the nonmal rate
If a third effect doubled the recovery rate
the total would be four times, and w0on
50 0 Wookiee receiving long term care
recovers three times his level in vitality
pef hiur, and 3 wounds per day

Srar Wars RPE Dilemmas

What size category is “unarmed™T Page 148
of the oore rulebook says that a charactber
can attempt to dbarm another charactes
unarmed, but doesn't say what weapon size
category “unarmed” 5. Linarmed weapon
sire |5 also important if a charscter withes
b make a second punching attack using
two-weapon fighting.
.Al:::pn:lmE o page 136 of the core fuki-
book, unarmed strikes count a light
weapons for purposes of bwo-weapaon
attack penalties and so forth, The size cat-
egory of a character’s bare hands is bao
size categories smaller than the character
This, a Medium-sized character’s hands
{or other appendages) count as Tiny.

15 there a reason for fire-linking kon cannens
ona r.1.=r'-|'|-,g_h!i.-ri' Marmally, a single lon can-
nen inflicts a =2 penalty to all checks made
on the affected ship. What happens when
ion canmons are fEne-linked?

Ilm-!lnking o canmons incredses the

penalty by ene poind. 5o the fire-linked

ion cannens on a Y-wing, for example,

inflict a =3 penalty to the tanget ship on

& sucoessful hit

When using Heal Self or Heal Another,

when do you choose if you're going Lo heal

wounds or restore vitality? Do you roll first

to see what your result is before chogsing?
You should .:Iwa:lﬂ. declare betore you
pill—om @iy skill—the effect you're
shoating for. In the case of Heal Anotiher
and Heal Seif, you should declare
whether you're trying to heal vitality,
woingd, or ability points before you roll
the dao,

Wihen a Force user rolls a high result for
Heal Self or Heal Anather, can the player
reduce the result so they don't have to
spend as many vitality pointa? This can be

.-y h'u e @Bt acter using the
L

the Empefpe, fior exam ple—levels above
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Game Mastering Advice

Whenever the group | GM mests to game, they aren’t really Into
i The first clue (s that they joke way, way too much; the second
I% that Bhe session i over before they ever accomplish anything
Do yous have any tips for a more in'm-h'ing segsion? I'd ke o
throw somie purrles at the heroes, but the players are way too
combat-oriented—they much prefer fighting to talking—os
thlnkrnﬂ Helpl

Group dynarmics ane abaays a tricky issee. H same players want
ko play one wary, and the rest want to play another, it creates fric-
tion. if the players want to laugh and joke, but the GM wants Lo
get some gaming damne, then ane or the other is lable to be very
frustrated at the end of theé Le48koa.

& good way to start any campaign i5 to sit down with all the
playeds and decide—befone ampone makes up a character—what
kind of campaign the players want, and whether or not the GM is
wllllng to provide that kind n'fl;l-lﬂp.ﬂil‘l.h'l most cases, the play-
ers and the GM can come to some kind of compromise: “mostly
combat, with the occasional redeploying challenge or puzzle,” or
“mastly puzzles and roleplaying, with some combat mixed in.”

skill doesn’t have enough vitality points for
the rolled resull

Why do stormitreopers, the ulira-elite of the
E‘I‘l[.'lil'l!. have stats werse than an AVETaET
hurmant | knows they are biaster bait bat, (o

Ask yoursell, “Why do we get together in the first placei™ The
answeer may seem like a no-braines:“To game." Games are &
social event, and some people show up just to socialize, The
gaming Is secondary for them, i that's the case, go with the fiow,
and don't worry teo much sboul hew much you accomplish in a
session. Just don't plan for leng-term, intricate plots that requine
the players to pay atteation eveny minule lest they miss some-
thing wital It's a question of expectallons=—yours, and theirs

Also, think about whire you gather to play. il the players ane
spread ot around the room, [f there are a lot of distraction—
computers, televisions, video games, some neat doodad—then
thaeir attention will maturally drift. Cut down the distractions, and
try to arrange the&ﬁﬂﬂim“hm“mmﬂ!
action, so they don't suffier from that “troublemakers at the back
af the class” syndrome,

If you find that you deo all this and they still joke around, consider
getting a litthe hard-nosed: impose a moratorium on out-of-char-
acher comversations, Take a five-minute beeak onde an hour, dur-
ing which they can joke as much as Lhey like, but when that five
minutes is up, everyone gets back into character.

George Lucas in't telling. it really isn't
Important to Star Wars to know what
specles they are; Yoda represents the

For Heal Self and Heal Ancther, treat the
amourt healed as though it were imited
to the result on the die, or the amount of
witabity polnks the hiealer has=—whichever
i benwer. Thiss, & eharacter with only 2
witality points left effectively can't roll
hlgh:rllun 14 using ane of thiese skills,
I the hero has the Prolong Force feat, he
can ute the higher result if he wishes to
spend the wound points

When you spend & Foroe Paint i 1t gane for-

ever, or do you get it back after a whilet i

it's spenit fior El.'-\-!'ld. wihat's the ncentive for

using the Force Posnt!
Onee spent, a Force Point is gone forever
Thee ﬂﬂ!_"' WAy youl Er‘l mare Force Painis
Is to advance a level, or to perform a dra-
ratically herokt deed. You de “get them
back"—just not quickly You could save
them up, but then you're ignoring one of
your character's resources, since having
unspent Force Points doesn't do any-
thing fl}ryqu You're better off 5pr-.|1|:||n1;|'
them judiciously, and making sure you
atways have at least one—just in case
] need it

L=
AR —T——
S
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use a Dusicoons B Descoss anabogy, you

rmade them kobolds Instead of orcs (| think

they meed to be ogres)
“Uktra-"elite may be overstating the
[.;p.albllﬂ ies of the average stormitrooper,
bt their statistics ane average fora
Human, not wearse. Linlike ardinany
Humans, t h-r:,l are fanatically loyal to the
Empenar—and have mone tradning than
the average being on the street. A
stormtroaper [sn't likely to ren when
faced with overpowering odds, will soore
some hits, and do a kot more damage.

But if bigger, toughes, more dangenous
stormirgopers are what you're after,
theen you'il find exactly what you wani in
the upcoming Rebellion Era Sourcebook

some of miy players want 1o plrl:r a charac
ter of the same species as Yoda. There's
obwiously mone than ane of them, sinoe
anather miermiber of the ledi Council—Yaad
dle—weas the same speches. What species
are theyd
ludge Yoda by his species, do you?
Speches matters not
The sevious answer ks that Yoda's and

mysberbous, wise, and wizened charac-
ter that you see in $0 many hermic
m}'th'..---fh: one who appears to guide
the hero to his true desting, His origins
are mot as important as his contribution
to the shory,

Feel free to create such a species for
you and your play group. Yoda's and
Yaddle's strength in the Fosce is not o
factor of thelr species, but of their
understanding and experience, Othes
members of their species—whatever it
h.appr'n't to be—won't automatically be
ledi masters, or even abde to use the

Force, necessarily. §

Got rules guestions v
Sand tham to

HoloMet Transmisslon
c/o Star Wirs Gamer
PO Box 7O7
Renton, WA BEOS7

agr vim mmail to:
swgamar twizards.com
{include "HoloMNet™ in the subject)
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05: Darksiders

ILLUSTRATED BY RAMON PEREZ

Rogues Gallery s a recurring feature that shres character portrails
around a theme. Each porfrait is sized to At in the “character 18l
tration” box on the back of the Stor Wars character sheet. Players
can use the portraifs as depictions of thelr heroes, and CMS i use
them as charactees for the hemoes Lo encounter. Have you gof a

theme youd Nk To s&e in Kngues Galfery ! Let us kol
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pplause ralbed through the Great Temple, rever-
berating from the vaulting celling and ancient
stone. To laina Solo, the thundenous ovatlon held
echoes of other days and other deeds—and not
all of themn from times past. The song of the future, her fulure,
wias there as wall,

O 50 Jaina assumed,

The question Uncle Luke has asked her before the ceremaony
played over and over in her mind like a malfunctioning holo-
gram; “What are your plans for the future?”

A reasonable question, given that she was about to leave the
Jedi academy, but nothing that came to mind felt quite right
She liked to fly fast ships. She liked to build things, to fix and
improve what had already been built. But such skills sepimed
dwarfed by the grandeur of this place, this moment.

Much was expected of the niece of Luke Skywalker, the old-
est child of Leia Organa and Han Solo. Jaina had always known
and accepted this. Responaibility was her birthright, the
inevitable result of her ledi heritage

Mever had Jaina been more conscious of this heritage. She
stood upon the dais of the Grand Audience Chamber, keenly
aware of the nearby Force-presence of her two brothers and
the friends who'd shared their years at the ledi academy. They
radiated exhilaration and pride, only slightly shadowed by the
uneasiness that came from being the focus of so much
applause, and so many eyes. Off to one side stood Uncle Luke,
her parents, and several other heroes of their generation, All
this laina sensed, though her eyes could perceive nothing but
the dazzle of ledi lightsabers,

The older Jedi Knights gathered in the first row had ignited
their lightsabers, lofting them in blazing tribute to the gradu-
ating students. The multicolored weapons spoke of hope and
power—a rainbow refracted from a hidden sun.

Then the ovation faded, the lightsabers dimmed, & lithe,
siver-halred woman moved quibetly toward a bench at the
front of the dais. She settled down, raised her long-necked
double viol, and began to play. Delicate music filled the hall like
moonlight. Tionne had taught the young Jedi through tales of
former glories; now her song celebrated thelr adventures and
challenged them to create new legends.

laina’s lips quirked in a faint, ronic smile. “The Ballad of the
Jedi Mechanic” She'd bet the Millennium Falcon that Tionne
woubdn't get many requests for that tune!

When seng faded into silence, the new ledi Knights filed
from the dais and processed down the long hall, Their solemn
mien dissoblved the moment they left the Great Temple.
Whoops of celebration mingled with the bright green music of
Yawin 4's junghes.

Lowbacca let out an exuberant howl and swept laina into a
hug. She wrapped her arms around the Wookiee's waist and
buried her face in his ginger-colored fur. She was then spun

-

away into a strong, one-armed embrace, and the unexpected
scent of exotic perfume.

laina pushed Tened Ka out to arm's length and regarded her
with a grin. For once the Dathomirl girl had exchanged her
usual warrior garb—a bright, brief costume fashioned from
supple reptile leather—for traditional Jedi robes, and her abun-
dant red-gold hair had been tamed into an elegant onown of
coils and brabds.

“Except for the hair color, you look just like my mother,” Jaing
teased,

The girl's gray eyes brightened at what she clearly perceived
as a compliment

"My grandmother will be pleased. She often admonishes me
to look and act like a princess,” she sald, slanting a glance
toward the royal vessel. The former Cueen Mother of Hapes
traveled in a starfaring castle, a whimsical structure that tow-
ered high above the more comventional ships,

The limes of Tenel Ka's face hardened as she studied this sym-
bol of her heritage and her family's expectations, A similar, sub-
dued expression fell over the other young fedi. It cccurred to
Jaina that she was not the only one perplexed over next steps.

To her surprise, kacen was the first to give voice to their
shared concerns, "Anakin and | will be traveling with Master
Luke,” he said, brushing aside the lock of brown halr that was
forever creeping over his eyes. “And not just to Mon Calamari.
After the vacation, we're going to become his apprentices,”

Zekk's green eyes widened in surprise. “Both of you? Won't
two apprentices be too much to handbe?”

Jacen flushed, and laina got the impression the two of them
had had this conversation before "It feels Hke the rdght step to
take,” He flashed his crooked grin, “Seems to me P've got plenty
left to learmn.”

"Mo argument there,” Zekk agreed.

During the laughter that followed, Jaina considered her
brathers' path. Apprenticeship was a great idea, and if Uncle
Luke were taking on students, maybe Aunt Mara would con-
sider one. Mara Jade was absolutely stellar—practical, confi-
dent, a crack pilot and a fighter who could mop a cantina floor
with a couple of Black Sun thugs without messing up her
auburn hair,

& delighted smile spread over Jaina's face, That was it—path
selected, problem solved.

But Zekk, judging by the bemused expression on his face,
was still trying to get his mind sround this concept. “50 you
two are off to become famous Jedi warrions, like Master Sky-
walker,”

“Those were different times,” lacen said thoughtfully. "Mas-
fer Luke became a Jedi during the Rebellion, and his path was
shaped by necessity We've always known the Jedi are mone
than warriors, but we don't know what that ‘more’ might be.
Maybe it’s our task to relearn what was lost.”
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ThE‘ “Wery philosophical, little brother,” teased
laina. "and what are the rest of us to do
c ryﬁtﬂl while you mine these gems of wisdom™

He responded with a good-natured grin, “5ave the galany.
What elsel”

"If that's our destiny, we're getting off to a slow start.”
Anakin sald. "Mom was elected to the Imperial Senate when
she weas lacen and Jalina’s age.”

“Dur parents might say that the challenges they face today
are na less than those of their youth,” Tenel Ka observed, her
gaze upon three people emerging from the Temple, a tall man
and bwo veiled woman in the elaborate garb of Hapan royalty.

laina nodded, Princess Lela had been Chief of State and
remakned a skilled diplomat who held together the increas-
ingly contentious Republic. Han S5olo—Jaina’s personal hero as
well as her father—was a retired general who seemed to find
his way Into the midst of one adventure or another. She
watched with a full, fond heart as her parents emerged from
the Grand Temple and rushed toward the young Jed|, their
faces bright with pride.

Han slapped both boys on the back and swung Jaina off her
feot as if she were still knee high to a wokling.

“Have some regard for your daughter’s dignity,” Leia admon-
Ished with a smile.

"Dignity’s overrated,” he rejoined. “Trust me on this.” Never-
theless, he set Jaina down and sent her an apologetic grin. "So.
Wihat's the next adventure?”

Luke stepped foreard. Jaina noticed that Aunt Mara was nod
with him, and she sent her mother a quizzical glance. Lela
shook her head, a slight, almost imperceptible gesture. laina
caught a whiff of her mother’s concern, sad and subtle as the
perfume of a crushed flower.

“lacen and Anakin will be working with me,” Uncle Luke said
qulethy. "They will be apprentices, in the Jedi tradition,”

Han nodded as if he'd been expecting this, but there was a
certain sadness in his eyes, He worked up a smile and ruffled
Jaina's hair, "What about you, kid?"

“I'mi still thinking about it.” Jaina said, glancing from her
maother to Uncle Luke.

“Good. You've got time.” Han looked over his shoulder at
Chewbaoca, "[Md you get laina’s graduation present
unloaded?™

The big Wookiee shot a cautious glance at Leia and moaned
a rather subdued-sounding affirmative.

“Present?” Jaina glanced from her father to her mother. A
familiar expression—mingled exasperation and affection—
was dawning on her mother's face.

Lela folded her anms and cocked her head to one side, " Pre-
senti” she echoed in a challenging tone.

Han treated his wife to his best rogulsh grin, then draped
an arm around kaina’s shoulders, "C'mon, kid. Let’s have a look
at hae”

Jalna's heart leaped with sudden hope, Her father's tastes
and talents mirmored her own, and his gifts were usually spare
parts or interesting gizmos he'd picked up inodd comers of the
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galaxy. In Han's world, the only non-living thing worthy of the
feminine pronoun was a ship. Jaina hadn't dared hope for her
own ship so soonl She fell into step beside her father, in her
exciterment easily matching his long-legged stride.

Leia sighed and turned to Luke, who was hiding a smirk
behind his hand and looking more like the boy hero he'd been
than the Jedi Master he had become. “Ane you coming?”

His grin broadened. “I wouldn't miss it.”

Leia glanced at the cluster of young Jedi The younger stu-
dents had joined them, Oblivious to everything but each other,
they huddied together in a maelstrom of animated chatter, as
if determined to relive and define their time together.

"I think we can leave without causing offense,” she said
dryly.

Luke chuckled, and they followed Han and Jaina to the dock-
ing bay, Next to the venerable Milfenniwm Faloon was a smaller
vehicle, nearly as old and disreputable.

"She's got character,” Han said, patting the dented metal
fondly. "What do you think?"

Jaina's "new” ship was a late model Z-g95, The fixed-position
double wings gave it the look of one of the mare primitive X-
wing models. The hull locked decidedly battered—several pan-
els had been replaced, not always with metal of the same color,
and the canopy had been reinforced, also without regard for
cosmetic value, Despite the patching, the ship still displayed an
impressive colbection of dents, creases, and carbon scoring.

“She's beautifull® laina said, and meant it.

“I've made tome modifications,” her father sabd proudiy.
"Reinforced the hull, enhanced the motors, put in a hyperdrive,
upgraded the maneuvering jets. She's got it where it counts.”

Leia stared at her husband. ") can't believe you bought this .,
this thing without discussing iti®

& strange expression crossed Han's face. Leia's eves narrowed
b susplebon. "You did by it, didn’t you?”

"Mo one's going to tell you different,” Han sald glibly. His
cocky expression suddenly faltered, and his gaze slid toward
Luke as if he'd suddenly remembered his old friend's ability to
read the truth of things.

The bedi Master lifted both hands. "I'm keeping out of this”

Lela started circling the wreck. “Four Laser cannons and a
proton torpede launcher? Isn't that a lot of fire power for a
ship this size?”

“Hey, better to have it and not need it, than need it and not
have i, Han countered,

“Like carrying a lightsaber on a date,” laina obsenved with a
stralght face and dancing eyes,

Her father’s eyebrows lifted approvingly, and he pointed a
finger at laina as if to award her points for logic and ingenuity.
The cockpit creaked opened and a lithe, red-haired woman
swung herself out. She landed lightly and walked with cat-like

grace toward the suddenly silent group.

"It might not be pretty, but i1 fly,” she announced.

Suddenly laina understood her mother's concern, Mara lade
had ahways been slim; the belt cinching her flight suit was fas-
tened several notches tighter. The sharp, elegant bones of her




face cast shadows upon the hollows below. There wias an
unhealthy gray cast to her pale skin, and her green eyes were
fever-bright.

laina quickly shielded her shock and dismay, She ran forward
and threw her arms—carefully—around her uncle's wife,

Aunt Maral I'm so glad you came.”

“Whaere else would | bet™

Al least Mara's voboe was the same: a smoky purr that always
gave laina the impression of velvet over sheathed claws, like a
Togiorian warrior's offered handclasp. Her Force presence, how-
ever, was even more drastically altered than her appearance.
Percetved through the Force, Mara hiad always reminded Jaina
of a blaster—steel and strength, stealth and speed. Bul now
her lifie force burned like a thin, fiercely determined flame,

With a sigh, Jaina put aside her newly conceived plan for
apprenticeship.

She felt Mara stiffen. The older Jedi pushed laina off to arms’
distance and fixed her with a steady gaze, "The answer Lo your
question ks yes"

“But—*

Mara cut off Jalina’s objection with a
curt shake of her head and stepped back,
"Let's see your lightsaber”™

The ghrl unhocked it from her belt and
handed it over. Mara thumbed it on.

A brilliant blue-violet blade leaped
from the polished handle, The battered
metal of bath ships reflected its light and codor—an inbense,
restless hue that seemed paolsed on the edge of the visible
spectrum, While most lightsabers awakened with a smap-hiss
and Numinated in a swift, graceful glide, Jaina’s blade popped
into full and nstant readiness. lacen sometimes beased laina
that hers was the anly lightsaber in the galaxy that hummed
even when it was off.

"Suits you,” Mara sald with a wry smile. "l hear you grew
your own erystals.”

Thiz approval in her voice surprised Jaina. All the other stu-
dents had used found crystals or gemis as the focl for their
lightsabers, and none of them understood why Jaina had been
determined to create her own,

*| grew the crystals for my first lightsaber,” Mara went on
"It connects you, gives you a different feel altogether. You are,
almaost literally, part of the weapon”

“A balance between mechanical and metaphysical?” Luke
suggested.

“something like that. But more to the point, it's about per-
ception, Sometimes you need to focus, and sometimes you
need to become the focus. Right?™

Miara directed this question at Jaina. She wasn't entirely cer-
tain what her aunt meant, but she nodded sagely.

“Since you've already come this far on your own, we can skip
that part of your training for now and go straight to fiying.”

“Flying?” Han echoed incredulously, his gaze shifting
between his sister-in-law and his daughter. "1 already taught
et to fly”

While most lightsabers awakened with
a snap-hiss and illuminated in a swift,
graceful glide, Jaina's blade popped
into full and instant readiness.

Mara sent him a wink. *| can probably work around that.”

Her family's laughter ralled off Jaina as she ran loving hands
over her new ship. While her aunt explained her plans for
apprenticeship to the other adults, Jaina made a mental list of
repairs and improvements, Her fingers itched for the feel of 2
hydraspanner, but that impulse was nothing compared to the
urge to get into the cockpit,

“wWhen can | fly her?” she broke in.

Han scratched his chin, “Well, we were planning to head
straight to Mon Calamari, Why don't you meet us there? it'll be
an easy flight=—the coordinates are already programmed into
the computer. And there's no easier landing than the docking
bay at the Crystal Reef resort.”

Jaina glanced at Leia, who was eyeing the battered ship with
a dubbous expression “Mom? | know it's old, and that it's, wm,
got character, but Aunt Mara says it be fine. And Dad, too,”
she added belatedly,

"Hey, thanks,” Han muttened.

Leia threw up her hands in surrender, *U'm not exactly negoti-
ating from a position of strength. How could | possibly object
to my sixteen-year-old daughter traveling across the galaxy in
a flying junk heap, when 'm in the Falcon?®

“Keep it ug,” her husband warned, only half in jest,

» * L ]

Jaina pulled steadily away from Yavin 4, her spirits soaring as
she rose through the atmosphere. Her new ship rattled and
shuddered a bit as it rushed upward through the heavy, humid
air, but the sublight drive hummed with steady competence. It
wias a reassuring, almost complacent sound.

"“An easy trip,” Jaina said, repeating her father's words ina
witstiul tone. She supposed there was much to be sald for that.
The maiden voyage in her first ship was a grand adventure in
and of itself,

%o she settled in ko enjoy the simple pleasures of space
travel The intense blue of the jungle moon's skies swiftly deep-
ened to sapphire, Stars winked into life. The exhilaration of
being hurtled through resisting air gave way to a floating sen-
sation as the Z-gs left Yavin 4's atmosphere behind. Except for
the information coming to her from the ship’s sensors and the
rapldly diminishing Yavin systemn, Laina might have thought
that the Z-g4 was sitting still.

She pulled it into a tight turn, letting the G-force build as she
got a feel for what the ship could do, The orange gas giant
receded swiftly, its light fading with distance,
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The Jaina glanced back, Yavin was too bright

to study from s moon's surface, but from
c ry Stal this vantage she could make out its dancing
atmosphere patterns, The silhouettes of a few miniscule ships
crawled across the fading orange light as family and friends
wiho'd attended the ledi ceremony reburned to their far-scat-
tered homes,

A faint smile curved her lips. Leaving a part of her life behind
wias hard, but it helped to have a direction. After a few days of
play and relaxation at the Crystal Reef, she'd start working with
her new Jedi Master,

In & way, lacen and Anakin had already started, Recently it
seemed that they'd been practicing with thelr lghtsabers every
tirme she turned around. In Hght of their new apprenticeship,
that made sense. Fencing improved physical condition, but its
primary purpose was helplng ledi attune to the Force. Uncle
Luke had probably given the boys exercises devised to move
them toward the next level of strength and insight.

But Mara had decided to bypass that part of Jaina’s training
and focus on flying. That seemed an odd course for an appren-
ticeship to take, but laina didr't mind the kdea one little bit,

A she turmed toward the hyperspace coordinates, she
noticed several moving pinpricks of light on a steady course
toward the Yavin system,

A little late, aren't you?" murmurred Jaina, Curious, she
pulled closer to the approaching vessel,

The ship was a modified X-wing, late model, a beautiful sleek
thing with a gleaming hull patterned in bronze and black. it
inspired admiration, but abselutely no envye

lakna patted the console of her battered Z-g5 contentediy
The ®-wing was stellar, no doubt about it, but her ship suited
her just fine. She was fairly small, just short of her mother's
size and hebght, which made her considerably smaller than
maost human pilots. But the new seat ber dad put in placed her
cormfortably near the controls. The sensitive pressure pads that
controlled direction and pitch had been replaced with the old-
fashigned stick she preferred,

She flicked her cabin lights in a friendly hail and then veered
away from the approaching X-wing. In no hurry, she settled in
to enjoy the flight, looping and soaring as joyfully as a bird on
the first spring day.

The first attack took her by surprise, Suddenly the sky blazed
with livid pink light A thin bolt, like a lethal sunset choud,
flared toward her,

The Z-g5 shields took the hit, but the ship yawed sharphy
Jaina wresthed it back into control, overcompensating and
sending it into a spiraling dive.

Just as well—two more bolts streaked past in rapid succes-
sion, each missing by meters,

“That famous Solo luck,” she muttered as she pulled the Z-g5
out of its spin. She eased the stick gingerly to one side, and her
ship shot off at a sharp angle away from its attacker.

With her free hand, Jaina fumbled for the comm system and
switched to halling frequency.

“N-wing, acknowledge.”
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Her anclent system crackled. "This is Ball fumper, acknowl-
l:dsln-s Efemy fIEhIEr iF

The voloe was male, probably human, and melodic and reso-
nant enough for Coruscant opera. It was an unlikely volce for a
pliot whose ship sported such a roguish name,

"Bail Jumnper, 'm not your enermy,” Jaina sald as calmly as she
could manage. She glanced at her sensors, The X-wing was giv-
Ing pursuit, steadily closing in on her much-older ship. "My
name is Laina Solo, and I'm a student pilot on my way to a fam-
ily vacation. It doesn’t get much bess threatening than that.”

“Negative. My scanners identify you as Onyx Star, a ship
stolen from my employer by agents of lcaris Tool and Drive.”

Jaina slumped back into her seat and groaned, “Betber start
runming. Dad. Mom is going to kill you when she hears about
thist"

“A pathetic bluff. My sensors indicate no other ships within
halling frequency, much less bethal firing range,” observed the
disembasdied valce.

“That's not what | meant, but never mind,” laina said. "Lis-
ten,; my only connection with icaris is that | used to get parts
from them. They went out of business about three years back”

"Megative, Icaris Corporation supplies parts and industrial
intelligence to Subpro Corporation, which intends te replicate
the Onyx Star in quantity.”

"Sure, fifty years agol” Jaina exploded, "Subpro hasn't been
building the Z-g5 Headhunber for years, There's bots of old Z-
g5's around. | don't have a copy of my ship's providence handy,
but chances are, you've got the wrong ship.”

"Wegative. Onyx Star is unique, a prototype developed by
Bahalian Shipyards.”

Two things simultaneously occurred to Jaina, hitting her
with a speed and force that reminded her of her last fencing
match against Jacen and Tenel Ka, First, the pilot was not just
misinfarmed, e was insane. According to him, the first Z-g5
ship had yet o be built, Second, she'd heard her father mention
Bahalian—a small, well-regarded shipyard that was known to
smugglers as a front company for the Tenloss Syndicate.

“This lan't the Bajic sector,” laina polnted ouf, naming the
base for the powerful criminal organization, "You're a long way
from home, Ball fumper. 1sn't it possible that you're confused
about other things, too?”

"Mo confusion, My mission is clear: Destroy the prototype
before it gets bo Subpro. Ball Jumper out.”

Silence replaced static. Blue flame exploded into the endless
night. Jaina’s warning sensors blinked and buzzed, confirming
that the proton torpedo had a lock,

instinctively Jaina reached out through the Force, sensing
and then measuring the angle of approach, 5he denched both
hands around the stick and pulled back, hard.

As the Z-g¢ traced a tight upward circle, the hum of the sub-
light drive rose in pitch to a scream of protest. Presswne built in
the cockpit from the rising G untll stars began to dance and
explode at the periphery of laina’s vision, More lights began to
blink on the consobe, waming of possible system failune, The
proton torpedo scorched past, a near miss,




Jaina eased up as much as she dared. Stars spun, and the
arange gas giant whirled past. She abruptly pulled out of the
lsop and twisted to one side,

She glanced at the navigation computer. A glowing screen
marked the coordinates for the hyperspace jurmp, a5 well as her
current position. And directly between the two points was a
tiny glowing lcon, moving steadily toward her position. The X-
wing was between her and the safety of hyperspace. She had
to go around it . . . or through it.

laina rebelled against that idea even as her hand reached for
the targeting device. The X-wing pilot had a madman’s delu-
sions. He wasn't about to be deterred by a couple of waming
dhets, If Jalna fired, she'd have to aim to kill,

Relisctantly she circled around to face the attacking X-wing.
She pulled the targeting screen doser and activated her
weapon systems. Blinking red arrows appeared on the screen,
surrounding and then stalking the image representing the X-
wing, They flared triumphantly to announce a target lock.

5till Jaina hesitated. “Bail fumper, we
don't have to do this, Turn aside and let me
pass.”

In response, o barrage of ruby fire
exploded from behind the transparisteel
camopy, coming from a place wherne no
weapon should have existed.

Jaina instinctively jinked, moving away
from the incoming missiles. She took a solid
hit. The cabin lights winked off, then blinked uncertainly back.

“Mo astromech droid,” she muttered. For some reason, the
pilot had filled the compartment designed to hold a droid with
another [aser canom

But that shauld have been impossiblel The X-wing was
designed for a single pilot, but its systems were too compli-
cated for one person to manage, An B2 unit handled astro-
navigation functions, plotted hyperspace jurmps, and rerouted
systems in response to damage. Maybe a droid pilot could
manage to do all of that, but it would be hard pressed.

On the ather hand, this possibility made her decision easier.
laina had fewer problems with the idea of vaporizing a droid
than reducing a living pilot to stardust.

Just te make sure, she reached out with the Force. There was
a presence, faint but definitely alive, in the X-wing. The truth
came to her suddenly,

"Cyborg,” she murmured in a voice tinged with dread.

That would explain the lack of an R2 unit—a cyborg pilot
would have neural implants, interface ports that hooked
directly into the ship's computers,

This might also explain the pilot’s confusion. Cybemetics
vastly enhanced intelligence, but in time, the human mind
receded under the constant assault of information. Some
eyborgs became little more than flesh-and-blood droids, but

the minds of a few protested this loss of humanity with a vehe-

mence that drove the hast insane. Occasionally, cybernetic psy-
chosis set in, and the cyborg could no longer function as either
a human of 2 com puter peripheral

= == == ==

Blue flame exploded into the endless
night. Jaina's warning sensors
blinked and buzzed, confirming that
the proton torpedo had a lock.

This pilot was obviously suffering a few glitches in his inter-
face. "Guess that rules out negotiation,” Jaina said. Reluctantly
she reached for her targeting controls.

She took a long, calming breath and opened herself up to
the Force, Trusting her instincts, she fired.

Her first attack was a simultanecus burst from a pair of laser
cannons, which the X-wing neatly dodged. Jaina caught her
breath in mingled admiration and concern.

There was no way she could match that. She was a decent
pilot, but the cyborg was quite literally an extension of his ship.
His data banks might have been jumbled, but judging from the
way he was flying, he still had perfect control over mast func-
tions. Even with the Force, she was definitely outclassed

Jaina fired again, then juked sharply to evade the counter-
attack. The two ships fell into a deadly dance, dipping and
swooping like a pair of vahitian bats vying for territory, Streaks
of Laser fire luminated the blackness of the void, so many that
a tangled web of fading lines etched the sky.

The Z-g5 took a hit to the port maneuvering jet. Sensors
whined and flared in warning as the system began to sputter
out. Before Jaina could react, her ship jolted again as another
eam battered her shields

Realization set in, knowledge as bleak and cold as space
itself: Sometimes, the Force wasn T enough

Then an Image flooded Jaina’s mind, one bright enough to
counter this darkness—the memory of Mara Jade admiring the
blue-violet blade of Jaina’s lightsaber, and the crystals within.

“sometimes,” she'd said, “you have to find a focus, and some-
times you have to become the focus.”

suddenly Jaina understood what Mara had been trying to
tell her, She reached out, not in an attempt to sense and focws
the greater Force, but into every corner of her battered Z-95.

A new and yet familiar awareness filled her, like awakening
ko find herself in a remembered dream. She knew her way
around the inside of a ship and was confident that, glven time
and parts, she could fix any damage to the Z-g5. But now she
saw and felt the ship in ways she had never thought possibie

Every bolt and rivel was as apparent to her as the lights on
her control panel, as detailed as a zoom-in on a holographic
systems report, as much a part of her as the color of her eyes,
or the calluses on her small hands, The hum of the drives, the
tensed readiness of armed weapons, the sputtering death of
the port maneuvering jet all spoke to her in a language of
sounds and sensations that she could understand,

and not just understand, but control. What a crystal was to a
lightsaber, Jaina became to her Z-95
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Th e A new attack cut short this epiphany.
c T?Stﬂ] Jaina sensed the incoming proton torpedo

an instant before the warning systems
flared, She didn't need to look at the console to know it had a
dead lock on her port engine.

Jaina poured power to her starboard maneuvering jets. The
sudden, unbalanced surge spun the Z-g5 on its horizontal axis
like an empty bottle, The torpedo missed its target and grazed
the faltering port jet instead.

The result was similar to what Han often achieved with an
ppen-handed smack to various uncooperative systems in the
Falcon, The sputtering et flared as if in sudden temper, then
settled down into a steady stream of available power,

Jaina made a slight adjustment that brought the ship out of
its spin and sent it hurtling directly toward the X-wing. She
fired two of her laser cannons, Both hit the target, but the
sturdy X-wing merely shrugged off the blows.

The cyborg pilot countered with a barrage of incoming fire.
Jaina put her ship into a complex evasive dance, as instinctively
as she might have blinked, and with as little consclous
thought.

When the lethal fireworks faded, she veered away, keeping
enough distance to give her time to take stock of the situation.
Her ship described a wide arc, beyond the practical range of the
X-wing's laser cannons,

Cyborg: Male Human 5ol 6754 g; Init +8 [Dex, improved Initia-
tive); Def 22 (+8 class, +4 Dex); S5pd 1o m; VR/WP Bz/g; Atk +n/+6
melee (1d3+2, punch), +13/+8 ranged; 5Q Starfighter defense,
famillarity +2, starfighter evasion; 5V Fort +10, Ref +10, Will +5; 52
M; FP2;  D5SP 2; Rep 4; 5tr 15, Dex 19, Con 14, Int 10, Wis 1, Cha 13.
Challenge Code: C.

Equipment: Modified X-wing [Bail Jumper), flight suit.

Skilfs: Astrogate +12, Computer Use +10, Intimidate +7, Knowl-
edge [systems) 46, Pilot +20, Profession [repossessor) 46,
Read/Write Basic, Repair 410, Speak Basic, Survival +4.

Feerfs: Alertness, Ambidexterity, Armor Proficiency (light, medium,
heavy], Herole Surge, improved Initiative, Sharp-Eyed, Spacer,
Starship Dodge (starfighters), Starship Operation (starfighters),
Weapon Group Proficiency (blaster pistols, blaster rifles, heawy
weapans, simple weapaons, vibro weapons).

BaiL lumrEr

Craft: Modified Incom T-658 X-wing; Class: Starfighter; Cost: Not

available for sale; Size: Tiny [12.5 m long); Crews: 1 [unique); Pas-

sengers: o; Cargo Capacity: 75 ki Consumables: 1 week; Hyper-
dirives x1; Maximum Speed: Ramming: Maneuvers: +2 (+2 size];

Defende: 22 (+2 size, +10 armor); Shield Padnte: 30; Hull Palnts

120; DR: 5,

Weapon: Laser cannons (g fire-linked); Fire Arci Front; Attack
Bonus: +8 (+2 size, 46 fire control); Damage: 7d10 x 2; Range
Modiflers: PB +0, 5 +0, M/Ln/a.

Weapon: Two proton torpedo launchers (3 torpedoes each); Fire
Are: Front; Attack Bonus: +6 [+2 size, #4 fire control); Damage:
gdioxz; Range Modifiers: PB +0, 5/M/L n/a,
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The cyborg fired anyway.

Beam after beam followed Jaina along her sweeping path,
like spokes in an elliptical wheel. At this distance, evasion
required no more than a subtle undulation, as a small boat
might rise and fall over gentle waves. 5ome of the bolts
streamed past, some dissipated just short of their target.

A new solution occurred to Jaina, She had four laser canno
and wery little weapon power remaining while the Z-g98's mo
fied engine tried to keep their recharge rate up, Most likely, ti
X-wing’s firepower was similarly depleted.

She continued to dance and circle, teasing laser blasts fron
the cyborg pilot. Again and again, her sensors warned that th
X-wing was arming its weapon systems. Finally, the warning
flashed, but the cyborg's lasers did not. Jaina sank back with
sigh of relief.

Her ship was less optimistic,

Warnings pulsed and flared as the cyborg pilot repeatedly
fired his depleted weapons.

“It's finished," she said with exasperation. “Get over it!"

But the single-minded pllot came on, setting a direct path
for her Z-gs. After a startled moment, Jaina realized his inten
He was going to stop the “prototype” ship even if that meant
using his own ship as a missile.

Swiftly but reluctantly, Jaina shifted power to her forward
shields and reached for the weapon controls. She splayed her
fingers wide and tapped them in a sharp, rapid pattern over ;
four of her laser cannon triggers.

Ruby lights streamed forward, so rapidly that they seemed
converge into a single devastating blast. Jaina leaned the shij
sharply aside.

& brief, brilliant explosion lit the void. Jaina flinched instine
tively as debris clattered into her ship. She continued her wid
arc away from the potentially lethal shrapnel that was the
cyborg's last remaining weapon,

Her heart thudded like Ewok battle drums as she circled
back, carefully dodging the floating remnants of the ship. An
entire wing formation spun by, and a chuck of twisted metal
that appeared to comprise most of the cockpit.,

laina sighed with relief. She'd aimed for the underside of th
ship, trying to graze the ship and take out the cargo compart-
ment. A breach of that magnitude would trigger immediate
evacuation, whether the pilot liked it or not. She'd heard abou
the dangers of going EV—extra-vehicular—but the way she
saw it, anything was better than getting vaped.

Her eye caught a small black shape that cut a void against
the background of stars. She powered down and drifted close
Tumbling lazily through space, clearly visible through the
translucent material of his sealed suit and helmet, was the
cyborg pilot.

Once he had been a human male of exotic appearance and
impressive condition, A fitted black flight suit emphasized
miuscles in fine trim. His cdlean-shaved face had sharply define
bones, and his skin was a coppery hue—so metallic in appear
ance that for a moment Jaina didn’t notice the cybernetic
parts, External ports of the same copper color had been place




ower each ear, and a metallic collar ringed his neck. His eyes
were open and staring, as black as space itself and every bit as
cold. Whatever warmth and emaotion they might once have
known was forgotten by the weird, solid-black photoreceptors
that replaced the original orbs, Little remained of his humanity,
but there was a good chance he was still alive.

But fior how longt

The cyborg was torn from his ship, his host computer
destroyed. There wasn't much left of him other than the body
that he'd apparently decided was not enough.

“Sometimes you need to focus, and sometimes you need bo
be the focus,” Jaina murmured as she considered the other side
of the lesson she'd taken from her lightsaber’s crystal, She was
a part of this ship, the crystal focusing its power, but shi was
not the ship. Once this journey was over, she would swing out
of the cockpit and shift her focus outward.

The Jedi had a perspective different from most people, but
laina suspected that they were more alike than different.
Everyone's reality was shaped by his perceptions. The cyborg
had learned to be part of his ship long before she had; perhaps
with time and care, he could also remember a life beyond,

laina circled back toward Yavin and opened her comm sys-
tem to hailing frequency. Once she found someone who could
pick up the BV pilot, she would continue on her course,

The journey ahead, and the future to which it bed, seemed
bright indeed.

* » *

Jaina eased her 2-95 Into the docking bay of Crystal Reef and
powered down the systems. The battered ship sighed off—an
oddly human sound that coaxed a chuckle from the young
pilot. She didn't need her newfound connection with the ship
to recognize relief when she heard it.

A few new dents in the cockpit made it harder to open than
Jaing expected, After a few attempts she shouldered it aside
and rose stiffly from the seat.

The howl of an enraged Wookiee split the air. Chewbacca
loped forward and plucked Jaina from the seat, holding her
aloft and punctuating his scolding with an occasional teeth-
rattling shake.

*I'm sorry you were worried, but I'm fine,” Jaina told him as
soon as she could speak, "The ship took a few hits, though.”

As she'd expected, this captured Chewbacca’s atbention. The
Wookiee set her down and began to take stock of the damage.
Jaina reached in the pocket of her flight suit for her favorite
multitool and put it into Chewbacca's outstretched hand.

*I'll be back to help as soon as | can,” she said, turning her
gaze to the small group of people that the long-legged
Wookiee had outrun

Chewie responded with a grumble. Jaina reached up to pat
his shoulder, then strode forward to meet her family.

Her father was the first one to reach her. Relief and concern
battled for supremacy on his face, "What ha ppened to you?
Problems with the hypﬂdrwei"

“Worked great,” she told him with a grin, "But | thought it
was illegal to put a Class Two hyperdrive on a ship this size.”

Han glanced back to see if the others had heard. “Nice try,
kid, but I'm not that easily distracted. Spill it,”

She linked her arm in his.”1 had a little problem in sublight,
but nothing your modifications couldn’t handle. But like you
sald, the rest of the flight was casy.”

laina glanced toward her brothers, who were marveling at
the damage her ship had withstood. Her mother and uncle
came up slowly, probably in deference to Mara Jade's uncharac
teristically slow pace,

Her aunt's bright green eyes met hers, "I'm not surprised
you're late, seeing that you took off before giving your new
ship a name. Hasn't anyone ever told you that's bad luck?”

*You already named her,” Jaina sakd,

Mara raised a quizzical brow, but the expression on her face
suggested she had a good idea what was on the girl's mind

*You told me once that most ships were named after the
pilot, one way or another”

*| thought you'd see it that way,” Mara said. She reached into
the pocket of her flight suit for a small metal disk. "1t will take
time to get exterior 1D plates made up, but | made this for you
on the flight over”

Jaina took the disk and studied it for a long moment. A sim
ple design had been etched into the metal: a multifacetid gem
as well as the symbaols for the word that defined how laina, as
a pilot, would always think of herself:

Crystal.

She thanked Mara with a nod, then turned back to her
father, “Dad, you seem to know, well, everybody, | was wonder-
ing if you might know something about a certain pilot. Big guy.
bald, coppery skin, gorgeous speaking voice, He probably got
into trouble more than once—{'m guessing he jumped bail a
time or two. Ended up working for the Tenloss Syndicate. Ever
cross paths with himi”

Han Solo eyed her warily, "Maybe. Why do you ask?™

Jaing linked her other arm with her mother's, as much for the
comfort of contact as for her desire to place herself as a buffer
between the two. “Well, it's like this..." §

Teil CaviTal

Craft: Maodified Incom/Subpro 2-95 Headhunter; Class: Starfightes;

Cost: Not available for sale; Skze: Tiny (1.8 m long); Crews 1

[unique); Passengers: None; Cargo Capacity: 6o kg; Consumables: 1

wiek; Hypendrive: 51, Maximum Speed: Ramming: Maneuwers: +4

(+2 size, +2 engine quality); Defense: 22 (+2 size, +10 armor]; Shield

Pointi: 30; Hull Paints: 150; DR: 10,

Weapon: Triple blasters® {3 fire-linked]); Fire Ares Front; Attack
Bonus: +6 (+2 size, +2 fire control, +2 engine quality]; Damage:
pdioxa; Range Modiflers: PB +0, 5 -2, M/L nfa,

Weapon: Concussion missile launcher (6 missiles); Fire Arc: Front;
Abtsck Bonus: +6 (+2 size, +3 fire control, +2 engine quality);
Damage: 7dio x 2; Range Modifiers: PB -2, 5/M/fL nfa,

"Triple bskmiers muy by 12t do mallifier
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SOORED

By BiLL SLAVICSEK
JLLUSTRATED BY MARC 5A550

A galaxy far, far away, six months before the Battle of Ruusan . . .

he Golden Song rode the shifting currents of
color and light through hyperspace, covering
vast distances with each click of its onboard
chronometer, Crian Maru sat rigld in her chair,
using every meditative exercise she knew to remain calm and
in control She wasn't sure how the Jedi Masters did it. They
always looked so serene, so at peace. Perhaps she would even-
tually achieve such a constant state of quiet reflection and con
fidence, the conditions that she believed separated a Jed|
Knight from a Jedi Master. But those were thoughts for
another day, Now she had to prepare herself and her appren:
tice for the tests that lay ahead of them, while she tried to
come to grips with the horror they had left behind.

Under the light of Harporls sun, Crian Maru and her appren-
tice had landed the Golden Song. What was supposed to be a
bustling Dures cobory was silent and still. No one had come to
greet them. The town square had been deserted. When Crian
reached Into the Foroe, all she sensed was sadness, All she felt
was emptiness. Behind this emptiness lurked darkness.

The transport shuddered, and with a sudden shift in the stars,
the journey through hyperspace came to an end. Crian tried to
block out the images of Harpori, Slaughtered Duros adorned
with the unmistakabie wounds of a lightsaber. Men, women,
and children massacred to appease the dark hunger and churn-
ing anger of the Marawder, The Madman, The Dark Killer

With a deep, calming breath, the Jedi Knight banished the
haunting images, at least for the moment. it was time to finish
the job they had set out to do. They had to face the darkness.
He was close, their quarn: Within this star system. Crian could
feel his sinister presence in the Force. it was not a feeling she
appreciated,

“Where are we, Dree?” Crian asked her Padawan learner

The young Rodian, Dree Vandap—barely more than a child—
was reviewing the Golden Song's nav computer display, antici-
pating her teacher's request. “Still in the Mid Rim,” Dree said, A
system called Balowa.” Dree frowned in the Rodian fashion,

crinkling her snowt. She absently shook her head crest. ™l see
nothing out here”

“He's here,” Crian sabd, adjusting the controls and engaging
the ship's sublight thrusters. "Check the sensors, and be mind-
ful for vibrations in the Force. it will tell you maore than
machines and computers ever will, if you listen to its song.”

For Crian, the Force was like a constant melody that had
been with her for as long as she could remember. i washed
over the ledl Knight like waves of sensation that few others
could feel, an omnipresent hum that was at once grand and
complex, simple and comforting, full of movement yet totally
still, When she was at peace, she could feel the Force resonale
within her. Like the echoes of a beloved song, That was how
Crian perceived it, Other jedi explained it differently, Her Mas-
ter had described it as an omnlpresent mist that swirbed and
drifted constantly around him, Dree described It as a still pond;
when it rippled, it told her things.

Crian closed her eyes, letting the Force guide her hands as
they moved over the transport's controls. T he song reverber-
ated within her, changing, building. Mow it was thunderous
and cacophonous. Crian eould sense the Dark One in the Force,
could hear the terrible rhythm that made him tangible to her
Jedi senses. His presence was full of anger. It vibrated with
barely controlled rage

He was coming

The Marauder

The Madman

Eaox Krul

-
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The Marauder slipped his ship into the transport's wake, riding
the thrust of its sublight drive like some sheek ocean predator
angling for the kill. He was Kaox Krul, proud warrior of the
Brotherhood of Darkness, devoted follower of Kaan, the Dark
Lord of the Sith. A great war was about to enupt; pitting the
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A galaxy far, far away, six months before the Battle of Ruusan . . .

he Golden Song rode the shifting currents of
color and light through hyperspace, covering
vast distances with each click of its onboard
chronometer, Crian Maru sat rigld in her chair,
using every meditative exercise she knew to remain calm and
in control She wasn't sure how the Jedi Masters did it. They
always looked so serene, so at peace. Perhaps she would even-
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come to grips with the horror they had left behind.
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was emptiness. Behind this emptiness lurked darkness.

The transport shuddered, and with a sudden shift in the stars,
the journey through hyperspace came to an end. Crian tried to
block out the images of Harpori, Slaughtered Duros adorned
with the unmistakabie wounds of a lightsaber. Men, women,
and children massacred to appease the dark hunger and churn-
ing anger of the Marawder, The Madman, The Dark Killer

With a deep, calming breath, the Jedi Knight banished the
haunting images, at least for the moment. it was time to finish
the job they had set out to do. They had to face the darkness.
He was close, their quarn: Within this star system. Crian could
feel his sinister presence in the Force. it was not a feeling she
appreciated,

“Where are we, Dree?” Crian asked her Padawan learner

The young Rodian, Dree Vandap—barely more than a child—
was reviewing the Golden Song's nav computer display, antici-
pating her teacher's request. “Still in the Mid Rim,” Dree said, A
system called Balowa.” Dree frowned in the Rodian fashion,

crinkling her snowt. She absently shook her head crest. ™l see
nothing out here”

“He's here,” Crian sabd, adjusting the controls and engaging
the ship's sublight thrusters. "Check the sensors, and be mind-
ful for vibrations in the Force. it will tell you maore than
machines and computers ever will, if you listen to its song.”

For Crian, the Force was like a constant melody that had
been with her for as long as she could remember. i washed
over the ledl Knight like waves of sensation that few others
could feel, an omnipresent hum that was at once grand and
complex, simple and comforting, full of movement yet totally
still, When she was at peace, she could feel the Force resonale
within her. Like the echoes of a beloved song, That was how
Crian perceived it, Other jedi explained it differently, Her Mas-
ter had described it as an omnlpresent mist that swirbed and
drifted constantly around him, Dree described It as a still pond;
when it rippled, it told her things.

Crian closed her eyes, letting the Force guide her hands as
they moved over the transport's controls. T he song reverber-
ated within her, changing, building. Mow it was thunderous
and cacophonous. Crian eould sense the Dark One in the Force,
could hear the terrible rhythm that made him tangible to her
Jedi senses. His presence was full of anger. It vibrated with
barely controlled rage

He was coming

The Marauder

The Madman

Eaox Krul
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The Marauder slipped his ship into the transport's wake, riding
the thrust of its sublight drive like some sheek ocean predator
angling for the kill. He was Kaox Krul, proud warrior of the
Brotherhood of Darkness, devoted follower of Kaan, the Dark
Lord of the Sith. A great war was about to enupt; pitting the
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hate-fuebed believers in the dark

SO0k E D side of the Force against the
weak-willed Jedi who preached the hypocrisy of peace and tran-
quillity, The Jedi claimed they never felt the raw wind of rage as
it screamed through their blood. Liars! They denied the dark
side, refused to hamess its power, They made rules to stop oth-
ers from accepting that strength if they so desired. How Eaox
hated the bedi and the sanctimony they preached,

This one, the human woman, had been hounding Kaox for
meore than a month. It was time to end their little game. He
had to return to Lond Kaan's side. He could sense his Master's
summaons in the Force, and he could not resist the beckoning
much longer. Lard Kaan was calling them all, the entire
Brotherhood. The war of dark against light was about to
begin, But Kaox had one more thing to accomplish before he
returned to his Master,

The hunting transport moved in a deliberate search pattern,
shiding choser and closer to a small, uninhabited world. Kaox
didn't bother to check his nav compulter; the Foree tadd ki
that the unnamed planet teemed with life, none af it mone
advanced than a wemp rat. There was nothing in this system
ta concerm him. The Jedi were alone, withouot any pﬂsﬂhllll}l of
assistance, Soon, Kaox thought, they would be dead,

The war of dark against light was about to begin.
But Kaox had one more thing to accomplish
before he returned to his master.

The Marauder pushed his starfighter into an attack vector and
v red i his weeapons system, The trangport wias in his
sights—a slow, lumbering creature about to be ripped asunder
by the fast predator swooping up behind it. He would have pre-
ferred to kill the Jedi and her apprentice in close combat,
lightsaber against lightsaber, but the time for such contests had
passed, He reached into the Force, plctured the transport explod-
ing into a thousand fiery shards, He let his anger rise within him,
filling him weith rage and power, Now the Fonoe wak a crifmdon
sheen befone his eyes, bathing the transport in a targeting haze
that would increase his accuracy and ensure the killing shot.
Eaox triggered the -,.1,..1rFiEhI|_-r':. Laser canmons, and bolts of enar-
gized death streaked toward the unsuspecting prey,

The Dark Killer had slipped behind them like a shadow. She felt
his savage presence a fraction of a second before Dree cried
oul. Crian suppressed a smile, Her Padawan was very good, but
now was not the time to tell her so. Instead her hands danced
over the controls, coaxing the slugglsh transport to veer from
its current course before the Marauder’s lasers burmed through
their bull or sliced open their sublight engines.

“Crree, hang on to something!” Crian commanded as the
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Golden Song shook and groaned, With stern resistance—and a
token measure of deflance—the transport rolled skowly to one
side, Crian grimaced and hoped it would hold together.

"The Marauder is right behind us!” Dree shouted, "Closing
fast .~

The explosion that ripped through the transport drowned
out Dree's voice, She might have finished her sentence, but
Crian couldn't hear the words over the noise of the laser
strike and the blaring alarms that warned her of a dozen
imminent systems failures. The Golden Somg was locked in a
spin, As smoke poured into the cockpit, Crian frommed and
fought the controls. Then, with a crash and a powerful jolt,
the lights snapped out, leaving the Jedi Knight and her
Padawan in total darkness,

s 7

Kaox Krul felt his starfighter shudder as lances of laser fire
erupted from its forward-mounted cannons. He used the dark
side to aim true, pinpointing the precise spot where the lasers
would rip through the transport’s engines. His elation was
momentary at best, however, because the transport had
dodged the fatal fire. The insipid Jedi had sensed his presence!

There could be no other answer. His prey shid to the right. a
maneuver far too ambitious and daring for such a lumbering
craft. The Marauders Lasers shiced into the belly of the trans-
port, carving a wound that bled atmosphere from the left ven-
tral pertion of its hull. Eaos leered. it wasn't the killing blow he
had foreseen, but it was damaging nonetheless.

As the transport fell into an uncontrolled spin, Kaox realized
with some alarm that his starfighter was too close. He had
wanted to fly through the explosion, scattering the remaining
shards of the transport in his passing as he sent the Jedi and
her apprentice to their Final Jump, But there was no explosion,
and the spinning transport's nose struck the starfighter a solid
blow. The Jedi's ship hit the Marauder ke a charging nerf
powing into a ripclaw.

Kaox's consclousness fled as the starfighter bounced away
and fell toward the small planet below.

—
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The transport tumbled end over end,
While Crian hoped that fate had spelled the end of the
Marauder, she didn't believe that Kaox Krul could be dis-

patched so easily, The darkness was still out there. Regardiess,
she had more immediate problems, The Golden Song spiralled




toward the small planet that had greeted the ledi shortly after
they had emerged from hyperspace, Now it filled the viewport
as Crian struggled to regain control of the vessel,

"Dree, what can you tell me about that planet?™

There was no response. Crian could sense nothing more than
an Impression of the Rodian Padawan, Dree was alive and prob-
ably unconscious. Amything else Crian imagined was purely
speculation, and she didn't have time for that. The planet was
coming up fast, and she still couldn’t get the transport to
respond to her commands.

"Come on,” Crian urged the ship. “Your namesake is sup-
posed to bring good luck and fortune. | could use a little of
both right about now.”

The Golden Song hit the planet’s atmosphere hard. Crian
could feel the ship breaking apart around her. " little help
here,” Crian whispered, willing the stabilizers to come back on
line or the repulsoriift engine to kick in. She hit the repulsor
toggle again. Nothing, Once more.

There was a recalcitrant groan from somewhere deep in the
transport. Suddenly, it was slowing, trying to level out. The
repulsors were working! That was something, anyway. She
might not be able to get the Golden Song up inte space again,
but maybe she could lead it relatively gently to the surface of
the planet.

It wasn't going to be a pretty landing, Crian knew. The
transport rocked back and forth as the repulsors pushed
against the planet's surface, With great trepidation, the ship
fought the clutches of gravity as it punched through the
exosphere into the lonosphere, sliced across the stratosphere,
and plunged into the sky. A weird realization came to Crian a5
shie iImagined the ship confronting its own destiny with a
mixture of trepidation and valor, and it made her sad. The
Golden Song had made its last journey, Their beautiful, faith-
ful transport was diving to its death.

The transport raked the treetops, cutting a swath through
the leafy canopy before plunging into the sea of dense foliage.
It hit the ground, bounced off its repulsorfield, and bounced
again. Through the cracked viewport, Crian saw impenetrable
farest. The transport slid across a clearing and plowed into the
base of a massive tree trunk, and then Crian saw nothing at all,

e
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Kaox's senses cleared as his starfighter skimmed across the
planet’s atmosphere, He struggled to attain a vector that
wiould allow the ship to glide toward the planet's surface ina
more or less controlled fall. He caught sight of the Jedi's
transport as it plunged toward the dense forest canopy, then
focused his attention on saving his own craft. The
starfighter’s nose had been crushed, rendering its sensor
array useless, Kaox was certain that other systems had been
damaged as well, perhaps beyond repair, but he had engines
and steering. He flew the starfighter toward the surface,
looking for a place to set down.

Then he woauld head out on foot, locate the Jedi, and either
dance on their dead bodies or finish the job—up close, where
he could carve them into small chunks,

Dree Vandap knew she was alive because she hurt all over &
spirit on the Rodian Hunting World—the place good Rodians go
when they die—couldn't hurt like this. At least, Dree had never
heard of such a thing in any of the stories she had read. She
hadn’t been raised in the Rodian tradition, though, so there
were probably a lot of things about Rodian theology that she
didn't know. She grew up in the Jedi Temple, whene she learned
the ways of the Jedi from teachers such as Lord Hoth and Crian
Marw, The Jedi didn't follow the Path of the Hunt, but Dree had
read about her homeworld and the Rodian traditions. She felt
that she had a good idea about the Hunting World and spirit
hunters, and certainky no spivit that she had ever read about
had a bruise the size of a shell-fruit on the side of its head.

The Padawan pushed aside the debris and stood up. The
Golden Song was a ruin of shredded durasteel, melted plasteel,
and exposed wiring, She boved this ship, but it was painfully
obvious that it had fown its last mission. Thankfully, it hadn't
been Dree's last mission as well,

“Just wait, Vandap,” Dree muttered to herself, “the day isn't
over yet.”

The Rodian took a moment to assess the damage. it looked
bad from the inside, but she didn't see anything that led her to
believe she was in immediate danger. There was no fire, no
sparking wires, no warning hum signalling a power cell over-
load, She stepped into a relatively clear spot on the tilted deck
and checked that her lightsaber was still clipped to her belt.
Thien she remembered her Master,

“Master Crian?” Dree called out. Her voice was weaker and
more frightened sounding than she had intended, so she called
again, louder and—she hoped—with more confidence.

When she received no reply, Dvee reached out with the Foroe,
She probed the area, searching for any sign of her Master's
presence in the Force. Dree wasn't very good at this sort of
thing, though every Jedi had some rudimentary ability to sense
vibrathans in the Force, She concentrated, chosed her eyes, and
tried to open herself to the vibrations,

Mothing.

Mo, wait. There was something. Dree had a sense of impend-
ing doom. Death, The dark side. It made her comvulse.

*Space this|® Dree muttered. She shook her head, clearing
away the feeling."1'll check on Crian the old-fashioned way”

She moved toward the forward part of the cabin, trying to
ignare the shattered viewport and the crushed control panels.
"Crian?” she called again, and she could feel the fear trying to
well within her. Dree didn't let i,

Stepping over a piece of deck plating that had been ripped
open, Dree saw Crian's boot sticking out from behind a twisted
consode. The Padawan took a deep breath to steady herself,
then moved to her Master's side. She saw Crian lying there, and
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didn't see any gaping wounds or

obviously broken bones, There wasn't any blood poaling
arpund her Master, but that didnt mean she wasn't hurt just
the same. Showld | bowch her, Dree wondered, trylng to remem-
ber the rudimentary medical training she had received a few
years earliern, Shake her? Call out her pame watil she aniwers?

But wohal if she’s dead, Dree asked herself $he certatnly won't
respand if she’s alrendy dead,

“I'm not dead,” Crian said in a hoarse whisper, blinking her
eyes open to ook at her student.

Dree couldn't help herself. She jumped back, banging her
elbow on & twisted bulkhead.

“Fine,” Crian sald in am amused tone, "Don't help your old
Master”
“You're not old,” Dree said, coming to Crian's side and help-
ing her sit up, “But you certainly scared a few years off my life”
Crian sat still for a moment. She dosed hier eyes, and Dree
knew that she was reaching out with the Force. When Crian
opened her eyes, Dree could see determination and purpose
within them. The led| rose to her feet, placing a hand on the
lightsaber dangling at her side.

“We aren't finished yet,” Crian said. "The Marauder is still out
there, and he's searching for us.”

"I guess that makes us the prey.”

"For the moment, Little Hunter,” Crian said affectionately.
"Let's let him think of us that way for a while longer.”

—_ —L —

Eaox Krul skulked through the forest like a stealthful prowler,
His senses stretched before him, making him aware of every
insect, plant and flower, every small creature that cowered in
its burrow or fled as he approached. This world, its bountiful
lower life forms, had never seen the likes of the Marauder, and
he fed upon the fear that his presence garnered, He was still
too far away to get an accurate feeling, but Kaox imagined that
the ledi and her apprentice were experiencing the same kind of
foar as the fur-covered burrowers and the small leaf-eaters,
That fear would grow as he got closer, and he would draw
strength from their dread.

He would relish it

The Marauder kept a steady pace. He didn't worry that he
would misstep or stumble. Such were the concerns of lesser
beings. Stealth fell away like a tattered cloak, a serpent’s skin,
He envisioned his prey shuddering under thick blankets of fear.

He wore black body armor of his own design, It consisted of
protective padding and composite plates crafted into an intri-
cate pattern that glorified the Sith and the Brotherhood of
Darkness. He had also used 5ith alchemy to imbue the armor
with dark side energy, creating a barrier that provided some
protection against the abilities of the Jedi. He was proawd of the
work he had dene, both the menial construction and the applhi-
cation of Sith magic, and he wore the armor as a symbol of his
faith in the dark side of the Force.
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At his side, clipped to his belt, hung the lightsaber that he
had used to kill more than a hundred foes. Kaox hadn't con-
structed the weapon, He had earned the lightsaber, taking it
from the still-grasping hand of the first Jedi he had killed in
personal combat. He diminished the Jedi every time he used
the weapon to strike down an innocent—such as the pleading
Duros he slaughtered at the Harpori colony—eor a despised foe
the likes of that ledi, Karist Dem, or the Wookiee diplomat
Rojarra, The weapon, cheansed in blood and used as an instru-
ment of the dark side, was completely Kaox's now, Barely any
of the Jedi taint remained.

Kaox would use this weapon to kil the ledl woman and her
young apprentice, He saw the batthe to come in his mind. He
would start by testing the two of them together, allowing
them to team wup agalnst him to reveal the cowardice that typl-
fied the Jedi Then he would break away, give them time to wal-
low in their fear as they contemplated his greater strength and
power. When he struck again, he would kill the apprentice. it
wiouldn't be a clean, swift kill. He wanted her to experience
agony, to intensify her fear. She would call to her Master for
help, but she would also realize that help would not reach her
in time. When she knew that death had set upon her to feast,
he would end her life. His actions would drive the Jedi crazy
with grief and anger. Perhaps she would accept the truth of the
dark side then, but he had not found that to be the case in the
past, The Jedi were stubborn, closed-minded. She would come
close to the truth of the Force, but she would back away from
the power that might actually give her a fighting chance. And
then the ledl would die as well.

When it was over and his lightsaber's blade was powered
down, Kaox Krul would return to Lord Eaan, triumphant and
ready to carry on the next phase of the Brotherhood's rise to
ghory. The Jedi and her apprentice were simply appetizers
before the bountiful feast of darkness to come,

The Marauder was hungry. He increased his pace, letting the
dark side flow through him and increase his endurance. He
replayed the scene he had imagined as he ran, The Marauder
wias very hungne

“We have to go,” Crian Maru sald, leaping down from the
crumpled transport. "We have to go now.”

Dree Vandap, a survival kit slung over her left shoulder,
landed in the moist grass beside her Master, “Shouldn’t we just
go and face him? Get this over with?”

“The Marauder is powerful, Dree, Don't underestimate him.,
He knows that we've been fodlowing him since Harpori, and
wie'we both felt his hatred—his darkness—through the Force
something tells me that this isn't the place to confront him.”

The Jedi and her apprentice ran to the back of the transport
and examined the cargo bay door.

“The servomotors won't open that doos, It's too badly man-
gled,” Dree said.

“Then Ul hawve to Improvise,” Crian replied, drawing her




lightsateer and igniting it with a practiced motion, Gripping the
lightsaber with both hands, Crian sketched a rough circle in the
durastesl door. The metal glowed white hot as the lightsaber
sliced through it, then the portion Crian had cut away fell
inward, granting access bo the cargo compartment,

Crian jumped easily through the opening. “Keep watch,” she
called back. “We won't be alone for much longer”

The Marauder watched the apprentice from his perch among
the trees. He sensed that her Master was nearby, but Eaox
couldn't see her Was she still indide the wrecked transport? Or
was she somewhere in the forest, waiting to strike at him

while he went after the Rodian? Would the ledi use hed appren-

tice In that manner, as bait? He didn't think so, but sometimes
the followers of the light surprised and confused him. He let
the dark side swell inside him, using it to mask his own pres-
ence while simultaneously enhancing his senses to stay alert.
He glanced to each side, even though the Force revealed that
he was alone in the trees. Then he unhooked his lightsaber
from his belt and held it at the ready. He didn't like that he had
lost sight of the Jedi. it made him uneasy. Had she anticipated
his arrival? Was she more powerful than he had dared imag-

Dree caught movement out of the corner of her eye.
It was as though a shadow had disengaged itself from
the forest and was moving toward her at lightspeed.

ine? No matter. The dark side was his ally, Kaox would strike
fast and strike hard. He would take no chanoes,

The apprentice would die. Now. Without warning. It would-
n't be as satisfying as the game he had imagined, 5o he would
just have to amuse himself later, against the ledi.

Dree felt her heart beat fiercely in her chest, She was scared,
and she couldn't help it Her owen ability to see into the Force,
to feel its vibrations and read the patterns in the flow, was
woefully inadequate compared to Crian Maru's. Even so; her
intuition told her that there was a storm coming. A literal
open-the-sky-and-let-loose-the-flood storm, full of lightning
and wind and thunder. i would crawd across the sky like a great
bieast, She knew that before the first drop of rain hit the
ground, the Marasder would be upon them, Her teacher
sensed this, had warned her to be ready, and Dree tried to find
her calm, her peace,

The Rodian slid her lightsaber from beneath her robes. It
wasn't her lightsaber, not really. Someday, hopefully in the not-
fo-distant future, she would &t out to bulld her own. She was-
n't ready to take on that test, however. Not yet. Until then, she

wiould use this one—a gift from her mentor, Crian had given it
to her the day she had accepted the young Rodian as her
Padawan learner.

“Learn to wuse this well.® she remembered Crian instructing
her. Since that day, she had practiced with the weapon during
every spare moment, She wanted to show Crian that she was
serious about her studies, about her commitment. Dree
wanted to prove that she had what it took to be a Jedi Knight.

Dree caught movement out of the corner of her eye. It was
as though a shadow had disengaged itself from the forest and
was moving toward her at lightspeed. She turned toward the
dark blur, reacting with Jedi reflexes but still feeling like she
was standing still. There was a loud hum as the shadow's
lightsaber flared to life. Dree brought her own lightsaber up in
a defensive position while extending its energy blade to its full
length. She didn't think. She didn’t run. Dree stood her ground
and held her lightsaber before her,

The blur took shape. It was a large human with hair cropped
so close to his scalp that he was practically bald. His powerful
form was covered in black padded armor that stung her eyes
when she looked at it The symbols etched into the armor res-
onated with the dark side. She had only seen him from a dis-
tance, but there was no mistaking this giant of a man.

It was the Marauder, Kaox Krul. He didn't say a word. His

hatred screamed at her with words of dour silence. it clung to
him like a shrowd. Dree was aware that somewhere, in the dis-
tance, a dagger of lightning cut the sky, Her multifaceted eyes,
however, were locked upon his lightsaber's blood-red blade. He
held it high, its hilt almost too small for his huge hand. The
blade cut a rainbow through the air as it arced toward her,

Dree was dead. For a moment, she was as sure of that fact as
ghe was of her own name. But then her training took over. She
caught the Marauder’s energy blade on her own, sending
sparks flying in all directions. Then, before he could counter her
defense, Dree tumbled to the side, closer to the open carga
compartment and momentarily out of the Marauder's reach.
She regained her feet in one fluld mation, drawing on the Foree
to lend strength to her arms and legs.

“Even Jedl whelps can surprise me,” Kaox growled, taking a
cautious step toward her. “But in the end, it's always the same,
The Jedi whelp is dead, and | score another kill.®

Dree tried to steady her voice, but she knew she was no
match for the Marauder, "You have a lob of deaths to answer
for,” she said, keeping her lightsaber's blade in front of her.

*"Perhaps, ledi whelp, perhaps.” He took another step toward
her. “But | won't be answering to you."

Crian Maru exploded from the cargo compartment astride
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bounced across the open field,
and made a sharp turn back toward the combatants. Gunning
the thrusters, Crian let the bike lunge forward, She sent a com-
mand through the Force, mentally ordering her student to leap
ocnto the bike as it passed by, Then she turned her complete
attention to operating the speeder. She wasn't as good a pilot
as Dree, 50 she had to try a bit harder.

Ko Krul watched the speeder bike race toward him and
smiled. Mow he had both of the Jedi in his sights. He readied
himself, preparing to strike as soon as the bike was chose
enough. Perhaps this will be a challenge, he thought.

I5

As soon as the Marawder turned his attention to Crian and the
speeder bike, Dree began to move. She was midway through
the tumble that would place her behind the dark-sider when
she felt Crian's voice enter her mind,

O™ the woice shouted,

Dree would obey, but she had to buy time. She finished her
rall, bunched her legs beneath her, and leaped. Her jump car-
ried her past the Marauder's exposed back. She slashed with
the lightsaber, hoping to at least wound the dark-sider. Kaox
Krul responded quickly and perceptively. Instead of slicing into

Gathering the Force around him, the Marauder ran.
Like a stroke of black lightning, he dashed across
the clearing and into the depths of the forest . ..

the dark armor, Dree's blade bounced off the Marauder's
ignited lightsaber.

The Marauder had to spin around to protect himself, o he
wiasn't able to avoid the speeder bike, It sideswiped him, knock-
g him prone.

Dvee finished her leap, landing perfectly behind Crian on the
maving vehicle,

Crian didn't slow. She turned the speeder away from the
wireck of the Golden Song and pushed the thrusters to full. As
they raced toward the forest, away from the Marauder, Dree
could sense that Crian sought every advantage. She, not the
Sith warrios, would choose the battleground. She would dic-
tate how the conflict would be waged. The Redian Padawan
could sense that her Master wanted to frustrate their adver-
sary at every turn.

Dree hoped that was enough of an edge.

gf 208
Kaox Krul rolled with the impact, rising instantly to his feet. He
glanced around, saw that his lightsaber had fallen near the
wreched transport, and reached into the Force. He immediately
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found the invisible line that stretched between the lightsaber
and his open hand. \With a gesture, he plucked that line and the
lightsaber returned to him. A few seconds had passed, but
when he looked up the speeder bike was already disappearing
into the forest.,

“Mol” Kaox shouted, his rage buibding. | will not be denbed
this killl™

Gathering the Force around him, the Marauder ran, Like a
stroke of black lightning, he dashed across the dlearing and
imto the depths of the forest, following the speeders path, The
Force-powered burst of speed might not catch the Jedi's vehi-
cle, but it would keep him chose.

He opened himself to the dark side, impossibly increasing his
speed even more,

= —
= o
— i
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Diree hebd on to her Master as the speeder bike wove through
the forest. She should be piloting the speeder, She was a better
bike pilot than Crian, and navigating between these massive
trees demanded keen instinets and sharp reflexes. Thene was
o time to stop and switch places, however, The Marauder
would be coming after them, and neither of them was ready
for a fight. They had both been shaken up by the crash. Dree
hurt in a few places, though she didn't think she had suffered

anything more severe than a deep bruise, Crian might have
MOre senous injuries.

A the speeder completed a complex series of twists and
turms and settled back onto a more-or-less straight course,
Diree risked a glance over her shoulder, Starthed, she almost let
go of her grip on her Master. The Marauder was right behind
them! He must have cdoaked himself in the dark side, because
Crian didn’t seem to have noticed his prosimity, He was miow-
ing with Force-boosted speed and was almost upon them.

“He's here|™ Dree shouted, her words whipped sway by the
raar of the speeder bike as it cleaved the wind.

Crian had sensed her student’s anxiety a flickering instant
before Dree spoke. She pressed the footpads that regulated the
thrusters until they wouldn't move any further, and the
speeder shot forward, That had to be enough, Dree thought,
Themn just wasn't any more for the speeder to give,

The Marauder's face twisted with rage as he summoned
even deeper reserves of dark-side energy to bring himself
within a fews scant meters of the bike's mortified passenger,
Even with the Force, could he really keep up with them? His
lightsaber flared to life and he swung at the speeder, The
stroke made him lose his balance, and he tumbled feet over




head and hit the ground hard.

The Marauder had struck his mark, the tip of his lightsaber
blade sliced into one of the bike's power cables, The damage
didn’t prove immediately fatal, but the speeder would run out
of power at an increased rate, Dree sensed Crian's concern and
shared it. Could they reach a relatively safe location?

Dree looked back once more, but the Marauder didn't seem
1o be pursuing them any longer. Perhaps his resolve had finally
given out, as well,

o @ @

The dark clouds that had crept over the horizon eariier now
filled the sky. Night was coming, and with the cloud cover it
would be almost completely dark. The storm, when it hit, prom-
ised to be spectacular. Crian reached out into the Force. The
dark presence was still there, but it wasn't close. At least not
for the moment.

They had abandoned the speeder bike an hour earlier as its
energy gauge dipped toward empty. Ditching the vehicle at the
bottom of a deep ravine, they started running and kept thelr
fevered pace until they had put a few additional kilometers
behind them. When they reached the rocky hills that distin-
guished this part of the forest, Crian motioned for them to
halt. They found a small cave, partially hidden by undergrowth,
and settled Inside it to rest.

“Will the storm come soon?” Dree asked,

*No,” Crian replied, hearing the Force's song. “It's waiting.”

They took turns keeping walch while the other tried o sleep.
At best, they were able to slip into a fitful half-slumber, trou-
bled by dark dreams and images of the Marauder, Most of the
time, one or the other simply closed her eyes and tried to find
some calm within the Force.

They ate rations from their survival packs and drank water
from canteens, They didn't speak much, but each of them
braced for the battle to come. The storm loomed threateningly
but refused to spill its confents. The clouds abowve were dark
and painfully bloated.

Time passed.

The Marauder drew closer.

And the storm walted with sinister anticipation.

B &

Crian remained vigilant as Dree slept, apparently, at least for
the moment, unfettered by nightmares. Crian wondered
whether she would have held her ground had her Padawan
learner not been with her, She had faith in Dree, but the young
Rodian still had much to learn. She wasn't ready o face the
Marauder, not yet, Their survival would almost certainly fall to
Crian, but she held secret doubts as to whether she was ready
to face Kaox Krul, He was insane, powerful, full of the dark side,
hungry for the kill. Rage had made him strong. fearless. Could
she do it? Could she defeat the Marauder?

¥es, Crian thought. But it would be better if she didn't have

to worry about her Padawan.

“Sleep well,” Crian whispered, gently touching her student’s
forehead,

The Jedi Knight slipped out of the cave, into the cloud-
shirouded night.

Behind her, in the cave, Dree Vandap rolled over and moaned.
Her nightmares had returned.

& 05 &

For almost two days, Kaox Krul tracked the Jed| through the for-
ast. After trying to disable the speeder bike, he had lost his bal-
ance and fallen with a bonejaming crunch. It was a sloppy
miscalculation, the result of moving too fast to stop his momen-
tumn. The wind had been knocked out of him. He swayed in and
out of consclousness for several long minutes before he was able
to resume the chase, By then, the speeder was gone and he did-
n't have the energy to attempt another burst of speed. 5o he
started walking, maintaining a casual pace as he let his body
recover fram the extreme effort of running in the Force,

It took more than a day to reach the place where the speeder
bike was hidden. It was half buried in a mountain of dead
leaves and branches at the bottom of a scar-like trench. He
almost strode past the ravine and probably would have missed
it entirely had he been moving faster. These bedi were certainly
hard an their wehicles, Kaox miused.

He dropped into the ravine to examine the speeder. The Jedi
weren't nearby, and Kaox hadn’t expected something as mun-
dane as a crash to hinder them. It appeared that the speeder
bike had simply run out of energy.

He spent the next day following their trail into the forest.
What began as a simple matter turned daunting as their trail
suddenly disappeared. Kaox plumbed the dark side, urging it to
illuminate the path the bedi had taken, His prey had their own
lifelines to the Force, however, and they had somehow masked
thelr course, The Marauder could do nothing but wander the
forest, looking for physical signs of their passage or wait for the
Force to betray them.

Or for them to betray themselves,

Kaox hid himself from detection as the Jedi had done. Mo,
not both of them, he realized, The apprentice wasn't experi-
enced enough to have such fine control over the Force. it was
the Knight who was shielding them, wasting valuable energy
te mask herself and the young one. Just another sign of weak-
ness, Kaox thought. Just anather indicatbon of why the dark
side would eventually triumph over the light.

More time passed, Kaox Krul took a few hours to rest and
meditate on the dark side,

When he was ready to move out again, he became a tireless
predator, a relentless stalker. He paused, sniffed the air, and
opened himself to the Force. There it was. A tingle, a subtle
vibration. It wasn't much, but he had found his quarng With a
smilbe that was both disturbing and hateful, the Marauder
raoved In for th kill,
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Crian Maru shid through the for-
et like a quiet breeze, Overhead,
the clouds parted just encugh to reveal a patch of clear night
sky. The planet’s twin moons shone through the break, painting
the forest in a pale, ghostly light. Her senses tingled like five
wires as the Force coursed through her, but she couldn’t locate
the Marauder in the Force. He was hiding, though she still had
avague sense of being watched, even if she couldn’t pinpoint
the source of her trepidation

She pressed her search, eventually stepping out of the trees
into a large clearing. In the moonlight, she saw that a calm, still
lake filled the open space. The twin orbs above were lumi-
nously reflected in the water. Crian noticed that the clouds
were tearing apart, and now she could see stars n the deep
blue expanse around the moons, Perhaps the storm was dying.
If 5o, it was a good gmen
Dree sat up in the cave, instantly awake and clear-headed,
Crian was gone. She was alone in the small hollow. Crian had
left her behind, had gone out to face the Marauder on her own,

O she think so iittle of me, of my abilities? Dree wondered,

Fart of her wanted to stay right where she was, safely hidden
in this cave, She couldn’t do that, though, not if she wanted to
be true to herself and her Master. & Bodian hunter wouldn't
cower, afrald, hidden in a cave. Certainly a fedi Knlght wouldn't.
However, Dree was neither a Rodian hunter nor a ledi Knight—
not yet. Fear, though, led to the dark side. She wouldn't take
that path—not willingly. at least,

Dree steeled herself with a calming breath and set her mind
for battle, Crian needed her help, and Dree wasn't going bo dis-
appaint her.,

- - B

Crian Maru, ledi Enight, sat beside the quict lake, under the
glow of the twin moons. The heavy storm clowds framed the
clearing, but the sky directly overhead was crisp and clear, She
wirk calm, at peace. The Force’s song vibrated through her, fill-
ing heer weith confidence and power. She was ready.

The shadow stood at the edge of the clearing, partially hid-
den by the thick clump of trees, She had been aware of the
Dark One’s presence for a few moments, but she made no
move, gave no Indication that she had spotted him. The
shadow boiled out of the darkness, and in the pale glow of the
mgans Nght, the Marauder was revealed, He moved toward her
without a sound, waiting to ignite his lightsaber until the last
possibde moment, Crian decided nat to wait,

The Jedi Knight stood without haste, calmly turning to face
the onrushing darksider. He paused, momentarily confused by
her unhurmied acthons. She doew her own weapon and locked
her gaze with his.

“Wour darkness betrays you, Kaox Knul,” Crian said,

“And you deny the darkness within you, ledi,” Kaox retorted.
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"Reject your bedi oath and follow me to Lord Kaan's side.”

“That will never happen,”

“So you believe,”

Two lightsabers flared to bfe. In the distance, thunder mem-
bled out of the clouds,

The storm was all aroand them, despite the chear sky above,
Lightning flashed over the trees. 5o much for o good omen,
Crian thought.

With the next clap of thunder, Kaox Krul roared. Crian Maru
miet his charge, lightsaber to lightsaber, dark side to light.

2 &

Dree Vandap watched the battle between led| Knight and Sith
warrior erupt, horrified and fascinated, Their energy blades
carved intricate patterns in the night, punciuated by frequent
sparks as the blades collided, drew apart, and collided again,

The Padawan allowed the Force b fill her, calling upon a bat-
tle-enhancement technique. She ignited her lightsaber, draw-
ing comfort froem the familiar snop-hisi-hum of the weapon.
Then she charged across the open field, rushing toward the
lakeshore to aid her Master,

% & B

The Marawder and the ledi danced to a life-or-death song only
they could hear it was a dance of violence that reverberated in
the Force, The two combatants took each other’s measune with
the first series of strikes and counterstrikes. One gave ground,

then took it back as they sliced and parried. More thunder, and
then the wind picked up, swirling fallen leaves around them as
they fought. For the Sith and the Jedi, time seemed to ebb and

fow, each moment a complex clash of Force-enhanced attacks
and blocks that played out In a kind of slow mothon.

The Sith warrior launched a barrage of deadly strikes at the
Jedi, Crian pulled deeply from the Force and countered each
one. She flipped and somersaulted, looking for weaknesses in
his defenses. He spun and tumbled, probing her own technique
for an opening. For a time, neither found one.

The young Rodian keaped into the fray then, striking at Kaox
Krul from behind. He countered this attack, but now he bare an
enemy on each side. He let his anger bulld. This gave him
strength, allowed the dark side to blossom within him, His
lightsaber twirled from one side to the other, blocking a strike
from the jedi here, parrying a swipe from the apprentice there.
What he could not do from this position was launch a mean-
ingful attack at either of them. To do 5o would be to give the
other an opporiun ity

Kaox Krul switched to a one-handed grip, leaving his left hand
free, He balled his free hand into a fist, squeezing tight and
imagining all of his anger slipping down his arm to pool there,
He imagined It was a tightly wound spring. Then, when the
Jedi's weapon bounced away from his parry, turning her slightly
to one side, he opened his hand and unleashed the power that
wias concentrated theredn. The Force spread out like a wave,




striking the Jedi and knocking her backward, into the lake.

He called the Force to him again, let it surround him, and
then he leaped. He was gone before the apprentice’s weapon
had barely begun its arc, By the time the energy blade passed
through the place he had been, he landed softly behind her. His
blood surged with triumph. The apprentice was off balance,
just barety, but it was enough, He lashed out, the burming Hade
of his own weapon skewering the young Rodian.

Crian Maru gathered the Force around her and used it to lift
her out of the water. She flaated to the shore just as the Force
turmed dark and cold around her, Dree Vandap was dead,
Stunned, she watched as her apprentice slumped to the ground.
Samrow floaded her, and she coukdn’t hold back its flow. Anges
rode inon these waves, a5 did a hatred the likes of which she
could not remember ever experiencing, She had failed her stu-
denit

Divee wias dead,

Thie Marawder had bo die, too

Crian saw Kaox Krul smile as she charged toward him. She

His lightsaber twirled from one side to the other,
blocking a strike from the Jedi here, parrying
a swipe from the apprentice there.

knew she should control her emotions. She was on dangerous
ground, But Dree wasn't supposed fo dief Crian wanted to hurt
the Marauder. She wanted to make him pay,

Lightsaber blades collided once more.

I & &

Hours later, the Marauder and the Jedi were still locked in bat-
tle, They were too evenly matched for either to gain maore than
a temporary advantage, They hurled rocks and sticks on ten-
drils of Force. They sliced and slashed and hacked with
lightsabers that hummed angrily at the continued exertion.
They taunted each other when they could spare a breath.
Punchies, kicks, knees, and elbows, they pounded on each other
with every weapon at their disposal,

Battered and brulsed, covered in cuks and scratches, they
both looked ready to drop. Even Kaox's dark armor had fallen
apart in places. Whenever Crian felt her muscles weaken, she
remembered her beloved student and found the strength to
carry on. Where Kaox found such stamina, she had no clue.

The boated clouds had returned, gathering into a singularly
fearsome presence. Jagged streaks of lightning exploded from
within as thunder crashed down with a terrible intensity. With
every strike and parry, thunder peeled. With every punch and
kick, lightning spread across the sky like flery spider webs.

Crian was beginning to lose ground. She was faster than
the Marauder, better trained, but he was stronger and called
on reserves of the Force that were forbidden to her. He was

going to kill her, He was going to win.

She knew whene Kaox drew his power. The dark side of the
Force. He wasn't afraid to bet his emotions magnify his strength,
He had no compunctions about using his anger and hatred as
vessels to hold mare power than his body or spifit could muster
by themselves. He was a Sith warrior, trained to harness the
intensity of his darker feelings. Cran parried another strike,
then leaped out of the Marauder's reach, For a moment he
didn't follow, He just stared after her, illuminated by the red
glow of his lightsaber and the strobing bolts of ightning,

“I'm sarry, Dree,” Crian said, letting the tears run down her
sweat-stained cheeks.

Crian gave into her rage then, unleashing her hatred of the
man who stood across from her. She let it sing inside her, a
melody of unbridled fury that renewed her strength and deter-
mination, The clearing around the lake filled with the emana-
tions of the dark side of the Force,

Kaox roared, giving himself completely to the dark side.

Crian returned the call, embracing her anger and hatred,

The bioated clowds splattered the ground and the lake with
huge drops of greasy rain. in the downpour, Crian and Kaox
each called upon the dark side, Invigorated by its power, they
launched themselves, one at the other, and their struggle
became even mone devastating.

Thunder boomed around the two opponents with each
punch and kick and lightsaber clash. Lightning danced over
the surface of the lake and lanced into the ground around
the warriors. Crian slashed, her anger amplifying the force of
her attack. Kaox dodged, whirled, and returned with a deft
counterstroke. Lightsaber blades cracked and sparkled,
bouncing off each other again and again, and still black rain
fell from the sky.

The Marauder, hoping to find 2 moment's respite, wrapped
himaelf in the Force and hovered over the center of the lake.
Crian refused to give Kaox even a moment's respite and fol-
lowved him into the air

“Your anger is impressive,” Kaoo called over the howl of the
storm, “loin our Brotherhood of Darkness and renounce the life
you have already given up.”

"You don't understand, do you?™ Crian called back, hurling
her anger at him through the Force, thrusting him down
toward the chumning water below.

He shrugged off the attack and fortified himself with the
power of the dark side. Crign did the same,

"Time to die, Jedi,” Kaox roared,

5ith and Jedi flew at each other, converging above the roiling
caubdron of water, Kaox's lightsaber aimed high. Crian’s blade
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bathed them in harsh light Tor an

instant as each was felled by the other's killing blow:,
Then they were gone, lost behind torrential sheets of rain,

Galen Toth, a bedi I{rrlght_jinr_lr_l on the shore ot a ‘;.l.l!:l1.lr|| ke
It was rmore Swamp tham lak |_'_.|-:_[u.:II:,.' The trees around it
wiere tewisted and Black, with barren branches that reached like
LkEletal imbs toward the dark, m urI-e!:,r cErter, The whole place
felt i, detarmed, Hawnted

1 found the Padawan," Salen sald, '.-|:|t'.3|l.||'||._: into his comlink,
“5he was killed by a single lightsaber strike. | haven't found any
slgn of Crian Maru or the Marawder, but I'm sure there was a
battle hare.”

He looked out over the Bleak lake, trying to make sense of
what h.ap;_:-u ned. All ke faund in the Fonce |_|'|:_'-|_|1;|‘|_ weas dark
ness and |;|4::.p,,1| r

“I'm cone here, e sald. swilc "|||1|._; ol the comlink

This was a dead pl.rl &, It was time for him to return (o the
I|'|.'||1|:: e tuermesd, lifted the |Jt!l:=!|l ol the Padawan, and started
back for his ship

Behind him, the dank wind whistled through the baisted
trees, and the shadows grew deeper. For a moment, he thought
he heard the hum of lightsabers, He turned back, but there was
nothing to see. §

Itching to play a darksider? Check out the
new Dark Side Sourcebook for RPG rules on
the dark side and more secrets of the Sith.

Dree Vandap

I:Irl'-|=".|'.|n|:|.1r.| Female Bodian Jedi Guardian 3; Init +2 (Dex):
Defense 17 (+2 Dex, 45 classh: Spd 10m: VPAWP 2210 Atk =6

miélee (20843, Ilp;h‘.'-..ar!l'l'_ §E r.'.-"|.'.|-rl :I:-:r wieapon): S0 +3

ipecies bonus to Seanch, Spat, and Listen checks; 5V Fort
&3, Ref 5, WIIl +2; 52 M; FP 2; DSP o; Rep 2; Str 16, Dex 15
Lon g, Int 10, ¥Wisn, Cha g

Eguipment: Lightsaber, comlink, Jedi robes, Eodian hunt

ng totem

hkilts: Craft (lightsaber) +3, lump +7, Knowledge (Jledi
one] 42, Listen +3, Pilot +6, Search +3, Spot +3, Tumble +4

Force Skills: Battlemind 45

Feats: Exotic Weapon Proficiency (lightsaber), Force-5en
sibivie, Posweer Attack. Skill Emphasis (Filot), Track, Weapon
Group Proficlencles (blaster pistols, simple weapons)

Fovred Feals: Alter, Conbrol
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".-.Kaux Krul

Kaox Krwl®: Male Human Saldier 3/Dark Side Marawder B:
it 6 {Dex, Improved Initiative): Defense 18 (+2 Dex, +6
armaorl: Spd Em: VPIWP Bolf16; Atk +155410045 me|ee

|2aE43, lights ||'-|-r:l +13 #8143 ranged {by weapon|; 5V Fort
#10, Ret +q, Will +3; 52 M; FP &; D5P 16; Rep

o

17, D

£: Shr
Comi3int 14, WiEn. Chan
£ qeipment ||:.!||'_l._||'||'|_ dark p ydded armmeor (+2 ¢ quip
ment bonus to saves against |_.l||‘.-x|-‘!|-[-'-ll'-' ckills and
lrht
Tk

slie Force Foint use, damage reduction 5) '\.I.El’ll.'_|||| T

ilis: Astrogate 45, Climb +5, Craft [armor) +g, Intimi

date +B lump +£ h"n'.'.'l-'-':!'.r 15ith lore) +4, Move '1|||'|1'|:.'
+4, Pilot +6, Read/Write Basic, Bead/ Write Sith, Speak
Basic, Speak Sith, Spot +3, Tumble +5

Force Skills: Alchemy +8, Battlemind +b, Enhanced Ay
%, Fear &4, Force Detense +6, Farce Grip +3, Foroe Push +g,
Maove Object +£, See Force +6, Telepathy +3

Feals: Armor Proficiencies [Lgnt, medium, heavy), Exotic
Weapon Proficlency (lightsaber), Force-Sensitive, Herolc
Surge, Improved Inltiative, Power Attack, Skill Emphasis
[Blchermy), Skill Emphasis (Craft: armor), Toughness,
Weapon Focus lightsaber), Weapon Group Proficiencies

iblaster pistols, blaster rifles, heavy weapons, simple

weapons, vibro weapons)

Farce Feals: Altér, Burst of Spéed, Cantrol, Rage, Sente

Crian Maru

Crian Maru: Female Human ledl Guardian B: Init «3 ([
Defense 24 (+2 Dex, +8 class, +2 lightsaber defense, +2

PIWP 64/12; Atk #12/47 melee

kl'nF_hI defense): Spd 10m:
(382, lightsaber), +10/+3 ranged (by weapon); 50 Jed

Knight; 5V Fort +7, Ref +8, Will +6; 55 M; FP g; DSP g;

Rep 7

i 14, Dex 15, Com 12, Int 15, Wi 14, Cha 13

&l Lightsaber [(Crian constructad this

ber). comlink ledi rabes, White H_l"“'l.l‘.l.i"'l'\ll_":l'_
r_ql'l:'u'rll.'."l Use 6 Craft (| I.':."I"'. aber] +10, Intim
date +6 -C|'_:.l.'.-||_'|_'||l_| [Jed '-_-||':I +10. Pilot 4., Tumible L
Force Skifls: Affect Mind +c. Battlemind +8. Enhanced
.I'l.-:::ir.:.- &6, Force Defense 8, Force Grip +4, Force Push +&

Heal Self 4. M

Aowe Object +7, See Force +6, Telepathy +6
Feats: Exotic Weapon Proficiency (Iightsaber], Force-S&n

Weapon

sithve, Heroic Surge, Weapon Focus [lightsaber),
Lroup Proficiencies (blaster pistals, simple weapons)

Force Feats: Alter, Control, Deflect Blasters, Knight
Lightsaber Defense, Sense

DefEnse
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DOWN THE BARREL OF
1ow ABouT DoPo MEE
N 1's HutTese For: “Do
LUCKY, K
 and p Star Wi Foleplaying Garme will find
imiore in Beeps, Bieats & Boskas: The Star Wars Galaxy Phrase
Trave! Guide b dary sound designer Ben Burtt.
‘one Ebenn Q3 Baohah, this book offers an entertain:
# h languages as Huttese, Bocoe, Ewolese, and
tell the rental agency that the scratch was there
e the ship [in Bocee, it's Zot xratch keexo bompax ha
Huck in & seedy cantina by asking if you can visit
atage (in Huttese, it's Kavoa kyotapa bu whiree
1 mrl: exactly what those Ewoks are trying to ged
s immsortal pub yub. [They mean "Let’s go.”)
_ vase Book plays situations for laughs—there won't be that
»Essic i Where your character will have o say "Will the bill
title of holo?™ in Bocce—but it's not Just a novelby. Burit filly
. Hmh in Star Winrs history and offers some intriguing
mture hooks along the way Perceptive fans will note that
W03 Bacbkab shares a last name with Mungo Baobab, who
if joo and Threepio's master during several Burtt-
: of the Drodds cartoon series. But they probabdly
that Bocoe, the language Threepio assures Chwen Lars
s developed by the Bachab merchants as a lingua
ny species who crew their trade ships. Knowing
eould come in handy even for those travelers
n-room hala,
uists can kry thedr craft not only with the
mﬁmm:r&n Languages but akso with an
fru‘nif#h’n-r:futurlng alien kanguages. & well-
s o twio can liven up a gaming session, The Phase
Fl'lﬂiuas“l aim a friend!™ (Dofpee kikyunal
mil kegpunal) to your iessior.
-3- an abject lesson in why Hutts are
rrt in Base Eight, mot Base Ten like Humans. 5o
"l'.-,'lum nlyt.'l human would call "10%—
'+| mnﬂﬂ H# jn:ﬂ:ipn and the Basic ver
dl lﬂhlnumhus[!f arger. Try that on a few
ﬁrl*ﬂm they don't kearn that there’s more to fear
i than pet rancors.
HI d the Sounds, Burtt offers the reader a
v e d all those alien nolses,
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ESKA HUTT:WORDS TO [iVE BY

erpt from Beeps, Bleats & Boskas:
ars Galaxy Phrase Book and Travel Guide

BY ERENN Q3 RAOBAB
INTRODUCTION BY JASOMN FRY

from Chewbacea's barks and growds (they owe quite a bit toa
young cinnamien bear named Poch, a3 well a5 1o dngi. Bigns, seaks
and ene strandded walrus) to the squeaking of Ugnaughts (believe it
of not, a bathtub full of baby reccoons played a rode). Burtt also
takes the reader through how he made alien languages sound con-
'-'Inn'ns hﬁr uming the sounds and patterns of a number of real Earth
languages as raw matesials,

CHAPTER 3: SURVIVAL IN HUTTESE

Huttese Is so widespread that to travel and do effective business,
you must pessess some working knowledge of the language. Mod-
& Huttese poe back more than god itandard yexrs. |t ancient
origins, of course, can be traced to the Hutts on their native planet,
Wail; the Baobab Arclives have unopeened tablets in archaesological
diggings on the moons of Varl showing ransom notes written bn
ancient Huttese at least 1000 years ago.

The modern language Is hard to speak properly without eject-
ing and receiving some spitile, so just accepl this as a natural
n“:55i1_1_,l and persevere. Huttese is, unfortunately, a |-'Ilr|lEl.l.'lEE'
spoken by the rougher, less-refined, and—let's face il—outright
criminal element in the system,

You may often encounter a diverse group of Huttese-speaking life-
farmes all at once, in a market place, a cantina, or & detention area. You
may be abducted by some tribe or gang, If its a hostile situation,
common Hutfese will almost cer-
tainly be understood by
something in the crowd
Here are o few phaases
o rermember:

JLEVETRATIONE BY SFRGIO ARAGONTS




| o & frlenad
Dotpee kikyumd!

Den't sheot

Ap-xmasi keepinal (An X in Huttese is pro-

nownced by making a wet snap of the lips,
like an aggresiive kissing sound.)

O, in & situation where you have the diop
on a group of hestiles:

Everybody, hands off your weapons and
back up against the barl

Mikiyuna! Posto mo rulyal Do bata gee
e fusawa

Do you feel lucky, punk?
Dopa mee qusha, peddunkee!

Don't anybady move or the Wookiee here
will the your legs into a tawt-line hitchl
Kickpeyuna mo Wooky doo fee puna punafl
[Tivis phrase has been the saving grace for
Many a weary $paoe tournist.)

Counting in Huttese

Hutt Value Huttiese Baiic Valise

! Tultk sl '“"_r"

Hutt Arithmetic
& the Hutts have sight fir
g B oA
£ .|.l-|_.:.'
bealute numbers and i




HBargaining For Your Life &

Other Combat Situations

WIth Thee

i mumiber of rackelsers
3 =FT:
 in Huttese,

it At soimnd

Hands up, You will be rewarded.
Kipa tonka Bargon 1 noa a-uyel
Tentacles up! Let's go.

Tonda torka Boskn

¥oul're in trouble now. Ouit of my wany.

Bovic mal kachu Puthee wumpa
It's too late. Take him away.
Soong peetch alay Yrche neechu

You gonna pay for that?
L warmrma waoviko !

Bring her to me,
Eooie cheekla nel.

What toak you so long?
Coona tee-tocky malia

Farwarnd march.
Auokt chaa

You disappoint me.
Keel-ee calleya ku kaoh

Ay lord,
Ma landa.

Eill me, and ten more will rise in my place.
Je Eiflya wm paia doe beeska warmpa

The Last food whao called me that gu-'t hils
antennae stuffed down his throat.
[ beesga ood palyeeya pityee bo fenya go

 You're ; Irrb.p-url:dfwr.

o deompa Demperiolo oopa.

kerka juiu hoopa

Gneﬂ:lrlg:.
Hithu n;tﬂlhr.

Wiy haven't you pald me?
Wanla dah moolee-rah? Welcome.
arcimnd real slowly. Chowbaso,
den boonkee ree slagwn, When can | expect payment?
Wiy wernana cow moalee rah? Good-bye,
Mee jews hu
P've got the credits.
Ting cooing koo soo ak Incredibibe!
mkabunga!
What are you dullng here?
K chal cha cun kunta? Dy
Emiki,
There will be no deal.
Bargon wan chee kospmh, ¥es,
Teagwen
Gitve i1 Lo me.
iCha wang do bofa, Mo,
Nobata
You are my kind of soum,
U kuilfe rvh dioe kankee king. Thank you.

Don't count an I, slimeball,
Cha skrisnee do pafl, sleemao,

¥ou weak-minded fool
Coa ya mmpa iupa.

Mo equivalent in Huttese

Flease
Mo equivalent in Hutiess.



And here are some athed appropriate
pheases you may need to kndaw:

How much is o room for the night?
Kava nopers do bampa woaola?

I want the Hutt-size bed,
Jee ofo fo Hutiuk kogo.

1wl pagy with credit. Here is my card.
Tee ha poka foo creeda, Voba mye crecto.

I weuld Nke room service,
Tee vopa du mocliee gima,

Camn | wisit the band backstage?
Kirvan kyotapa b banda backa?

Cam | wisit the dancers backstage?
Krvam L}ﬂm P whvirlge bockad

| wiill keep My wheapan.
Jee pio vo blastoh.

Hello, myy mame is
Achuto, my pee kg

Haow much for that ltem?
Kava che copahd

I'm nat going bo pay thatl
Ees hoppocke nopal

What's your final offer?
Hi chumkee fo gootal

15 that authentic?
Laboda na rowka?

Dioes that come with a warranty?
Vo fixppa gee wontohumpa

ki thid freikily dead?
M ompee doe goga purfita’

Do you offer vegetarian culsine?
Chesko yo ho kimbabaloomba?

(ALOSSARY OF COMMON HUTTESE WORDS

activale

barngain
bt

cake

cheat
contract
dancing girl
dessert

die

drink

dirorid

dre

Enjoy

Fospl

friened

go

gun

Fieee

e

henw

]

idiot
Imiperial cruiser
Jesi

joloe
kidnap

kill

I3 there a smoking section?
Tee ava o parffiee fumpa?

Does this cause brain damage?
Dapa ma rocka rocke?

FLndes
barrgon
buttmalio
lorda
LR
peedunkee
howdunga
bedwang
wffrraua
cheeske
mibaka

chilk pounges
lckmogmoo
mee chog
yocoka

dirai

sleerme poy
panwa
sfupa
pateesia
baoita

wangd

wato

Burniy dunko
kv

lee

koochon
Demperiolo teesaw
leead

e ok
Jufiminmee
kithee
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m.ﬂﬂ'lﬁ JADE COULD BARELY CONTATN
HER RAGE, 3000 HAD REVEALED
THE IDENTITY OF THE E MPFROR'S OTHER
HAND: RocanDa [EMarEn, Maga
KNEW HER BUT HAD NEVER CONSILERE LY
KOGANDA ANYTHING MORE THAN DNE
OF PALPATINE'S FAVORITE AMUSEMENTS

HE saiD | WAS THE ONLY ONE, THE
EXTENSION OF HISWWILL. . . .

While the revelation struck harg, Mara
M fost evin SUEpRanS _|"_.-r FEAr [:";Jrlrll_ll i
compaign againgt the Mew Republic, Thrawn
colled #ova o glonified courder, e “the rest
-'Z_.r the Fr:ll|'l|'|'|:lr':. Hongs, Huf ||'lr.:hl|'|".|!r'.l|:;|
TRrgw, mone knew whelher he wirl
divaiging wieful information ar putling i
-|=.'.""1|r.-ll:;l'\. I snch igehy ¥ denial had been
imple. Memaries began coming bo the fiove,
ifriking oul fram her mind like flang splin
ters off a shatfered wihvo-ax,

AMave recolled one partclor encounter
with absoliste clarity Thered been o cyborg
covered head to heel in metallic circwitrg o

wavnan Marg would encownter again on

Y wOLUME | NMUMBER 5

MPERO

TR T T oY i

- -

Fal 10 o DL NUEE] T B

Caprion) Walching Rer, Mora o caght her
own ditforfed reflection an the cybargs
metal grown, The Emperor asked Mo fo
M e, A4S SR possRd Bhe wouran, Marg
serrsed an imimediale, ingxphoabile, and
mutual arimosily that descended o an
atoric devel—like the FEPLTEIDN Qf Mgt
povarrilies. Linderlyrng Ehe Oebong s steel qaze
vhe sensed mocking Mougider ai if the o/bong
wrre awone of some secret knowledoge that
MDD WaEs ot

il Ehey parted, gyes '.I'|.'.|1'|:|:|I|.'.'_J|: of iri
stterd duef of loathing, Mara peripheraily
heard the Emperor cooblhe: “"Come Lumipo

ot Wil B @ ext@nsion of Frp will

Palpatine had many powerful enemies. To
Cush thedr, the Ermpsenod o allies
armang disaffected ledi—like lerec and
Adalvic Brand|
the anclent arder. From these traltors and

who were willing to betray

his o ddank side adepls, the Emperor
formed an elvte cadre of Force-users Uhat
included beings of great intefligence and

R’S PA

LY

e

PENA & JUAN SCHWARTZ WITH PABLD HIDALGD « JLLUSTRATED BY JOF CORRONEY

kL _ o - L] F

Force-sensitivity. These powmertul and
redourcelul darkibders became kiown as

the: Emiperor's Hands

BLACKHOLE
For much of the Galactic Civil War there
wias an kmperial agent like no other, veiled
i i permea e ].l-l: compelling Layers of
secrecy. An Emperors Hand oode-named
Blackhobe, mo omne saw his troee face. Those
who had close dealings with hirm could
rat accuirat |_'|:,' descri e hvmn. More with
drawn Lhan even Use mlamously reclusive
Falpatine, Blackhole used fronts, agents
and drakds to deliver his orders whenever
possibde. When o matter reguined his pes
sonal input, he relied on technology to
-'|l_'|-u|'| hils Presence

O thie radeE instancoes Ehat he was SeEn
Blackhole appeared a5 a halographic avatar
that was abstract in form, Varying in sine
from 1.8 to three meters, the hl_lll_'\ll!\lI Tiil
appeared &% a vaguely hurmanoid sillou

ette, s insubstantial surface made of $hilt

PPECIAL THANKE 7O FHE STAR WARS FANBOY ASIOCIATION




ing starscapes not u nlike the shimmering
roibes of the Prophets of the Dadk Side. The
curved head bare no features, The voece
SCOMpanying P Eransrmasshon Was cod |'|'
modulated and eerily androgynous. The
oy alher #ect of thi lli.'!h.lr':rul'.lhll\. LEans
NS O W A |-||_-:\_|,|I|| able wave of cold
Futdence of this phenomenaon was largely
et cddatal. and no scientific ":'.I-\JITI[:'. B
werified an actual temperatune drop. Those
few that had seen a irEnSmission from
Alackhale. however, ssore o have felt an
uriiektling chilll b their bones

The Emipenor granted Blackhie unprece
dented controd over the enting HosoMet

Simce that star-spanning system of commu

T £
/4

he could sven appear o the few civilian
HoloNet nodes throwghout the galaxy

Like Palpatine’s other Hands, Blackhole
s hiseped Ini the dark side of the Fone
Linlike the Empenars .r!!-"l'\ll'\- who '-Fll'lil.ﬁl
iped in using thi Fonce laf mariial prowess,
Backhaole's speclatty was fear. Paransia s

wohat Fuel Lackhole s ponwer

Blachkh

'y Ralents for divenation wene
untivaled, Originally one of the Prophets of
thie Dadk Side, khis uneming visions

impres vid] Palpatine Too PO «riful 1o be
ignored, Blackhole was meved from the
Praphets to head of imperial Intelligence. it
wat tHirmely, as Tar as Blackhole was con

cerned. for he Tegded s Tellow Fr l|’l|'||'1'\.

p

Adventure Seed:
Ommnipotent Mastermind

an ongoing AHance campakg

fzide from his imvalvernent inthe
Voreyd 5 affair, choonicled in Dark
Horme's Clasiie Shar Wers: The Early
Adverures, virtually nathing is known
of Blackhole's activities during the
Galactic Chall War, It is known that he
was toppled fram his position of power
prior to the rise of Yeanne lsand. This
makes him the perfect anch-villada for

s he succumbs ta dark side-induced
madness and paranaia, the upper ehe-
lons of the Empire come to rely on Black-

~

hole less and bess. He is nonetheles:
cunning and coordinates critical strikes
an Alllance foroes, The heroe s Supernion
task them with infiitrating Blackhode's
Star Destroyer and putting an end to his
aperation,

Ideally, the use of Blackhale as o cam
paign willadn & somiething a gamemaster
can gr.‘ldunlly incorporate into her cam-
palgn. An early Rebel defeat can be
attributed to unerring Imperdal Intell
gence, fostering the idea of Bladdhole as
an eyl mastermind in the players’ eyes,

nication was dismantied for public use and only moments away from turning

instead gheen ower 1o U millitany, this against il

mieant that Blackhole had direct commun) A5 the head of Intelligence, Blackhale had

cation with every ship in the imperial My unparalieled access to the galagy's untath

BMackhole coild appEar abpand amy wessel prralbe seas of information, He interhened
by commandeering its holocomm, In theory,  little in the already smoothly running daily

Ffunctions ol Irntedli pence=—ew

pwer nofed his sddition o ther

ranks, Instead, he holed himsel

a1 his csancliuang medetak
Ing o the colimtless data-dacy
ments streaming through his

affice, awalling dark slcle

wisions to sct upon

Blackhole: Male Muman Fi g/ 7

Dex, =t size]; Spd Bm; VRWP 146

+3dg, dark side
+1d6, DR

ranged; 54
iy, target banus +1, 1 Fort +13. Ref +11. Will +
FP 1; DSP 26 7 l20), knt 15, Wis 16, Cha ¥
olyrmeer coated life-supps
) Star Dedtroyer [5ing
Computer Use 10, Diphomac ¥ H}_I.:ll'=..1I:I|-:" Device +7, Disguise

ation 7, Hide +3

SedlTy; @bt

5, Gather I mtimidate 414, Knowledge |
tles) +10, Knowledge (Imperial intelligence] «B, Listen +5, Move
Hea ite Bagic, S

Bathanm

+8, Force §

Ermphasis [
[simple
¢ Feady: Alter, Control, Foroe Mastery, Force Mind, Hatred, High Fo

Mastery, Sensa

L] -]
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THE SINGULARITY

Blackhode's command ship, as well as all forces onboard, is coated in a styglan-tripris-
ruifie podymer that makes it difficult Lo detect with sensor equipment. The coating
ruakes treated starships imposssble o detect ot sensar range. AN Lreated objects [slar-
ships, wehicles, and armior) confer a =5 pena II::,r fo Spot, Listen, and fﬂTlF!.ﬂ:El’ s checks
rmade (o find them. Against dark backgrounds (such as deep space, underground, or
poody-lit darkness), a treated object's lines are partinMly indistinet, providing it with the
equivalent of one-half concealment [20% rmiss chance).

Crafl; Kual Drive Yards Imperial | 5tar Destroyer; Class: Capital; Costs Mot available for
sale: Sizes Colossal 11.E-|:||:rm'lnu-|13:l;irrw.' minimurm 000, maximum 33.08s (Skilled 1.1.|'.'
Passengers: 9,700 (troops); Cargo Capacity: 36,000 metric tons; Consumables: 6 years;

Hyperdrive: 1.5 [backup <6} Maximism Speed: Crulsing: Defense: 12 (=8 size, #10 anmor];

Shield Points: 250; Hull Palnts: joo; DR 30.

~

H'rnpa-rl.- Turbofasers (G0} Fre Anc: ¢ batteries front, 4 batteries left, 4 batteries right;

Weapon: lon cannons tE-np; Fire Arcy 4 batteries front, 3 batteries left, 3 batteries dght. 2

Weapan: Tractor beam projectars (io); Fire Arc: 6 front, 2 be=ft, 2 right; Attack Bons: +4 (-8

Attack Bonus: +8 (=8 slze, +4 crew, +8 fire control, +4 battery five) Damage: sdioxs;
Eange Modifiers: PE -6, 5 -4, M =2, L +o.

battevies rear; Attack Bamus: 45 (=8 size, +4 coow, +5 fire control, +4 batbery fire); Dam-
age: Special; Range Modiflers; PB=6,5=4, M=z Ln/a.

shze, 44 crew, +8 fire control]; Damage: Specialk; Range Modifiers: PR =6, 5 -4, MJL nm._j

Binckhode s true bodrm, that of 5 wilhened

HE

old man, was known to ondy a scant handful
of indeviduals. Fewer still knowe his trise o
gins Theories speculated Uhat e was onoe 5
talented senatorial page whom Palpatine
took under his wing. Others ruminated thad
i Freay e BeeT) & i "l.ll"ll:lll'll'.ll:.l in
the great lbsary of the Jedi Temple who was
seduced by the dark side

Whatever the case, the man who became
Blackhale cast WY any westige o1 hiis To#
mer s=f im favor of tatal abandaon to the
dark side. The sinister power ate away at
i I""‘-‘"""'F him shirunken and fradl, 5o
fragile was his bealth that he spent his days
in a specialized bfe-support chamber. To
affiord him some mobility, Palpatine gave

Hoganda Kmaren: Human Female Nbl 67EH 4:1

his agent the gift of a Meimoidian
miechane-assembly that moved the orb-like
chamber alaft on nsectold limbs. A few
years into his potition a5 head of intelli
gence, Blackhole became possessed of the
irrational fear that his e was in danger by
staying on Conmscant. He moved his base of
operations (o his command ship, the Singy
farfty, and spent the remainder of his career
on the move

Blackhole had an impaessive amount of
resources available to him, No less than
an entire Star ;,'Il:'i.ll'l_'l:rl_'l and its comple
mEril ol |r|_||_||'_|-;. Hidl ||H|'|'_|l_'|=\. WiEre undef
his command, Blackhobe ordened his forces
cast in obsidian to match his own particu
l@r eccEmtrbont beEs. His Star I_:'I_"a'.l:':r‘\-l'l the
Singularily, the assigned TIE wing, the
123rd Mightstalker Group, and his
stormirooper division appear entinely
elack. Mare than just decaration, the sty
glan-triprismatic polymer affords
increased sensor-stealth

Blackhale's abandan into the dark ssde
continued to devour his sanity, leaving
him maore frail with each meditation, with
each wision. Blackhole disappeared com
pletely during the Galactic Civil War, a fate
befitting his codename

Lomie of his troops ended ug Witk Irmpser
il splanter groups. Including Carnor Jax dur
ing the time of the resurrected Empenor's
scourge. in Blackhode’s absence, Imperial
IF ||:|_"|||_.;|_'r||_|_' fell under the capatle stewand
thip of Ysanne lsard

ROGAMNDIA ISMAKEN

I-'|_||:r_||||,..".| Isreared &t her biot e |_.|a;.| i Rl
on Belsavis during the Jedi Purge, but they
wiene captured, taken from their parents,

Al 3 |Dex): Dol 1 (+7 class, +3 D)) S

Blualt 14, Cormputer Lise +3
nlormalison «g, Intimedate +7. K/
Forge kit Affect Mind
al Sl +4
4, Foroe-hens
Coercy (Blasler pasiol

Fovre Feaid: Al r, Lonbrol
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7 Advanture Sead: Tha Lost Art

Few have explored the obscure Sith discipline of mechu-deru—mechani-
cal manipulation using the Force. Few remembar it; even fewer have
studied it. Most of the knowledge regarding this lost Sith “art™ was com-
mitted to ancient scrolls that have since been destroyed or scatbered

across the galaxy.

After he son’s fallure 1o contiol the Eye of Palpatine, Roganda somehow
obtained a handful of Sith scrolls describing the mechi-deru. The
implanted subelectronic converter in Irek’s brain has given him an acceler-
sted mastery of mechu-deru, Left unchallenged, the pair could unleash a
herde of mythological half-being/half-mechanical “abominations™ on an

umsuspecting galaxy.

and brought before Inguisitor Ameesa
Darys. The merciless Inguisitor skewened
Lagan and forced Roganda to walch

Roganda vowed to accrue ensugh
poner b0 avald a similar fate. Graced with
exquisite beauty, Reganda realized her
hold over men, Wielding her endowments
like a Jedi battlemaster, Roganda plerced
the hard shells of iImperial Center's male
elite, her créme skin and exotic black-

rised eyes Inflaming their imaginations,
her childlike cogquettishness and Fragility
playing to their chawvinism. Boganda's
mastery of carnal intrigue soon propelied
her into the exclusive imperial Court.
There, her sights fell no shorter than the
Emperor of the galaxy

With her Force-sensitivity, Roganda
guickly distinguished herself amang Palpa-
tine's mistresses, When she became preg
nant=—tomething the other concubines
had fadled to accomplish—Roganda onew
that her days as a mistress wene numbened
That Palpatine wasn't actually the father
mathered litthe: In the Court, appearances
dictated truth. Through great resalve and
persuasion, she earned a place as one of
the Emperor’s Hamds.

Eu;g.].n.:‘l.;i wsed hier seductive faculties to
extract secrets from Palpatine’s enemies, a
simple enough accomplishment during
their rapture, Simultaneausly, Roganda
grmﬁmd heer Foece-strong $on Irek to inherit
Palpatine's threne, She could imagine no
sweeter vengeance agalnst the man who
destroyed her family than to usunge his
emploe using his own “son”

Palpatine's death came too soon Whils
growing in the dark side, sight-year-old Irek
was unprepared to assume poer—his
legitimacy would undoubtedly be chal-
lenged, and he wasn't strong enough to

repeel all the Imperial warlonds
jockeying fior comtrod, Roganda
could anly grit her teeth as
the imposber Trsoculus was
crowened Emperor as Palpa-
time's legitimate son, She
bided her time, retreating
wiith inck o Beliakbvis, waiting
for opporfunity to come

LLIBATY A

Shira Brie was born on lmper-
inl Center and raksed to accept
the Mew Order doctrine
When Darth Vader sensed the
Foroe within her, he placed her
in accelerated Academy train

ing for Imperial Intefligence k-_
Shira became proficient in all combat forms,
frem Echani to Moghri Stava, and her body
was bobogically enhanced. Upon Shira's
graduation, Vader arranged with intelli
genoe Director Isard to send Shira on a solo
intelligence mission. Proving herseld
extremely able, Shira was charged with
eliminating Luke Skywalker, Vader knew
she'd prove a formidable challenge for the
Ribad beader,

Shilra wias shat denwn by Skyrwalker in a
dogfight. Her altered plyysiology coupled
weith her abllity to enter 3 Foroe trance
enabled her to survive in space. When Vader
found her floating (n a mangled TIE, the
scene was eerily reminkscent af his own
experience after being blasted from the
Death Star. He felt an odd kinship with her,
one he'd not felt since discovering his son
As with Vader's age-old injuries, her survival
required cybernetics, The worman that
emerged was no langer Shira Brie, In her
place emerged the Dark Lady Lumiya. Her
Force instruction began

vader knew he couldn't hide Lurmniya
from Palpatine indefinitely, instead, Vaders
opted to hide her right under his nose by
affering Lumiya as a “Hand.” Palpatine
greadily accepted.

During the Battle of Endor, Lumbya was
hidden away on the warkd of Diost, whene she
crafted a lightwhip. The weapan was armed
with lacerating tentackes formed fram
Vader's Kaibunr erystal shard and near-irmper
winus Mandalorian inon, Beturning whien she
tearmed of her beloved manter's death, she
joined forees with another Force-user named
Flint. Together they faced the Magai but were
diefeated. Left alone, Lurmiya sought ships to
supplement her decimated flest. She also
petitioned Yaanne lard for Royal Guards
Isard agreed conditionathy: in echane,
Lurniya had to "remind” Impedial reseanchers
in the Crom Drift of thedr loyalties and capturne
awanted crirvinal named Mara lade,

Like Barse after the Battle of Ruusan,
Lusmiya phunged the Sith order back into
secrecy. Having lost Flint, she sought a new

GTAR WaRS dasen YT




Lumiya: Human Female 5600 EH 355W 950 5 init +3 (Dex); Def 2q (+16 class, +3 Dex); Spd 10

iz WPWP isod Ty Atk +20/ 0155410 miclee (bdbe2, reach & |1|_I||g|1!wh|;|'|_ 190 414040 |.11|u4'rl_

S0 Micit barter, authority, resource access, sneak aftack +db, target bBanus 1, ereemy onus

L uncanny dodge (Dex to Del, can't be flanked): DR 5: SV Fort 1, Bef 18, Wil #12; 58 M P

g: DAP ag; Bep 12; 5tr i, Dew 17, Con iy, Ink 16, Wik 15, Cha s, © ||.1I||=|'||§|' Code: G

Eguipment: Lightwhip®, Sith armor, Sith holocron

Skits .I'l.'.l.mlg.ﬂr i, Bluff +9, Computer Use +n, Craft |:|:R|'||;'|.'-'|'||]I| +10, Diplomacy +4, Disable
Diewica 4 T I:IH.|:|I|'.||' 8 Gather Information + T. Hibe 47, Intimedate 415, H:rlq_l'ﬁll_'ﬂl.:l_' | aleEin
species) +7, Knowledge (Sith lore) 412, Enowledge (systems) 412, Listen +4, Move Sllently
#7 Pitot 13, Read Wiite Basic, Speak Basic, Speak Bothan, Speak Calamanan, Speak
Huttese, S5pot 49, Survval +1

Force Skins: affect Mind +11, Battlernind +18, Enhance Ability +15, Fameging +7, Fear +12, Farce
Detense +ag, Fanoe Grip +13. Heal 5elf +10

Feate: Alertness, Bootic Weapon Profiiency (lightsaber, lightwhip), Force-Sensitive, Frightful
Presence, Henoic Surge, Chuick Dvaw, Point-Blank Shot, Weapan Finesse (lightwhip),
Weapon Group Proficiency (blaster pistods, Blaster rifles, l.ml|:-||“.w'.'|p|_'|n-=._'.-|lem,1 Wi poins)

Force Feals: Alter, Control, Deflect Blasters, Dissipate E Ill‘lu:f_rillfl"' M.tnt:-r:,'_ Force Whirlwind,
Hatned. | |HI1I'..'|h|.-r Defense. Sense

Dirrmndyrr 1 LghiPpship v v o0 2 eguiprmend Do shen i fempling 1o Erp o gaovim o oppovsend, Lsamipn

£ Pipaad ffal My v |

i

SARCEV QQUEST

A Falled Jedi

pUptl. onve o f hier mews Riwral Conands,

Jan, demanstrated potential wdent waaak g in Lh .'.-,:"| il

[} 1

“'r' day. he was a das |||"|' |l|.'|l.".l:',_ SEl) L'll;.:

W l"'|l|"|.i|l ourt as Kogands
& later (It

15 that the

i YOI Flarey

il F

5pol +13

Wt apons, vibro weapons)

HE voLuMe | NusMDer 5

Sarcev Quest: Male Human IC 7/EH 7: Init +5 [Dex, improved Initiative); Det 21 (+10

Sell +7, INusion +10, Mowe Object +n

Farce Feafi: Alter, Control, Force Maistery, rrolong Fosce, dense

Adventure Sead:

ainister Alliancea

Lumiya’s pupfl, Carnor lax, was
approached by Nom Anor a shadawy
representative of an extragalactic race
of conquerors interested (n a Sith
alliance. However, before Lumiya could
react to the proposition, Jax was slain,
and with him died all connections to
Anor. Mow, years later, ke Yuuehan
Vong have invaded. Rumors abound
that the invaders seek information
about the S5ith. The heroes ml;ghr
h|:-I|:||1L: to the '|.I'|:||115 Allied Peace
HrlE.tl:ll: and are seeki ng information
About tur'.'i\ling Sith, or 1h|:‘|.l n':lglst [iT4
NEl agents sent bo investigate numors
of the 5ith’s reemergence and their
alliance with the New Republic's
greatest foe,

charm earned him many allies as he
came the first darksider to infiltrate the
1l Fuling Cour
After the death of Emperor Palpatine at
the Battle of Endor Sarcey s ibotaged the

His dark side experimients, e entpusted his

cloneE to makmtaim order When the rapidly

Buling Council and lsand

class, &1 Dex), Spd 10m; VEAWE BEA Y, Ak 12747 melee (3dB49, crit 1g-20, shord
lightsaber), «1/+6 ranged (348, heavy blaster pistol]; 50 ledi Knight, resownce
ACCERE. .r||'.|'|:-||1-.-_1.|||.!||'1 bonus +3, sneak attack +2d6; 5V Fort +8, Bef +10, Will +10;
52 M FP7: DSP wo; Bep g: 5tr 12, Dex 12, Con 1z, Ing 17, Wi 16, Cha g |:_r|.1.I|'|'.|;|'

Equipmenl: Heavy blaster plstol, short lightsaber, expensive clothing

Skitls: Bluff 415, Computer Use +1, Diplomacy +15, Disable Device 49, LMEguise #0
Gather Information +16, Intimidate +6, Knowledge (galactic politics) +v, Knowl
e (ot lily] +9, Listen +5, Move Slently 8, Pllol +7, Keadd Wiite Basic,
Eead/Wnite High Galactic, Seight of Hand +B, Speak Basic, Speak High Galacts

Force Skine: Aflect Mind +11, Enhance Sendes +13, Fear +15, Forte Defense +14, Heal
Feats: Alerineds, Exotic Weapon Proficiency (short ||t:|l'|'..1tlf'r]_ Force-Semnsitive,

improved Initiative, Peint:-Blank Shot, Trustworthy, Weapon Focus [s¢hart

|E1r|1'..1I:4'r'|_ Weapon Group |":'|.1‘|||:I|."'I1|::|. (blaster pistols, blaster rifles, 'i.||1'||,'I|-|"




(" Adventurs Seed: Unfinished Business
Following his imprisonment and torture, Sarcev Quest disappeared
withaut a trace..

Rumiars of Quest’s whereabouts surlace occasionally, but no
one has positively identified him wntil now. One of his litthe-
known aliases recently purchased first-class passage on a luxury
liner headed for the Corporate Sector from the Core. After years of
hiding he must have finally decided to make a break for it. After

all, he's not getting amy younger.

The heroes can be Mew Republic agents, assigned to apprehend
Quest and bring him in for questioning. Or, they can be bounty
munters, looking to cash in—whether it"s the New Republic, the
Imperial remnant, Kir Kanos, of Jeng Droga offering the bounty—
100,000 credits is a big reward for some senile old politician.
Finally, they can be darksiders assigned by Kanos or Droga to hunt

ahowm and destroy Cluest.

Regardless of whom the heroes are working for, they can take vir-
tually any approach to capturing Quest. They can book passage, stow

\_ away,or hijack the luxury liner

Quest agresd with Pestage’s oft-quated
manhm: “Without power, one dies.” Hence,
wien Pestage failed to send woad, Quest
suspected he had perished in his dark side
eaperimentations. Quest allked with
Carnor lax, an ambitious, charismatic, and
Force-sensitive Royal Guard. Quest ela-
guently urged support in lax, winning the
favar of the Boyal Guards and the Council
and securing more power than he'd ewer
previously achieved

When Palpatine returned, Quest real
fisrmed nlrtgmnrr'.xmﬂ-:.ﬂlnﬂI'-1.'"|l:rp'.'ll A
lax's prormotbon to Sovereign Pratector
positioning lax to eliminate Palpatine,
Determined to mainfain its kard-won
authicdity, the Imperial Buling Council sup-
ported lax and CQuest, supplying the bribe
for the Emperos’s physician to sabotage his
thanes, When Palpatine’s clones expired, Jax
and Queest seiped control

Under Jax's pratection, Queest abused his
posrer within the Coundil, betraying the
refmaining dark side councilors Sa-0i and
Mefta and incarcerating his dissenters. His
tyranny proved short-lived, however. lax
wins killed by Kir Kanod. The Impadial Ruling
Council Immediately moved agains
Sarcew, dumping him like refuse at Mar
Shaddaa after a week-long torture session
that prompted uncharacteristically inele-
gant screams from the Hand

ARDEN LYN

The Folbowers of
Palawa were inlense
contemplators of exis-
tence. Cansequentiy,
they unwitlingly mas-

tered the Force trance k\-—

The lengest lasted an unbellevalde sev-
ety wears, during which the Fallowers
seemed bo have hardly aged. i wasn't,
hawever, until encountering the martial
arl Fevds kdsl that these philosopher-ver-
mits mined the Force's deepest channels
and were seduced by the dark skde

Like the Jedi, there were masters of fevds
ki witho used the Force malevolenthy One
weais Arden Lyn. She, aleng with her Eashi
Mer e beau Xendor and his mensgns,
wieaked havor during The First Greal
Sehism. Wihen Lyn was cornered by ledi
Master Awdrysta Pina, she used a powerful
Kashl Mer tallsman to annihilate hirm
Before dying, Fina used the horrific tech
nigue af mortichae to arrest Lyn's body func
thans, stopping her heart.

Through a freakish combination of events,
Lyn survived. Mysteriously reemerging mil-
lennda later at the end of the ledi Purge,
Aiden ran afoul of Jledi hunters. Hwewer,
shie handled herself well, severely injuring
Inquisitor Trermayne and killing Inquisitos
Darys before Grand Inguisitor Torbin deaved
her arm. Tremayne intended fo kill ber, bit
Torbin decided that Falpatine might find hes

rare martial arks skills useful.

Fortunately for Lyn, the Empernar saw In
her great potential. Besides being a ferds
kil adept, she could harness sound
energy and create sonic shockwaves of
immenie pawer, By promising to call hes
lever's spirit back fram Chaes, Palpatine
tesmpled Arden into his service and
replaced her arm with that of an ancient
wear drokd

For years, Lyn did Palpatine’s bidading,
sharing her training secrefs with his Byss
Mages and Sovereign Protectors, She real-
ized, however, that Palpatine had no inten
tion of keeping his promise. Thus, when the
first Death Stas was destroyed and he
entrusted her with eliminating key Rebels,
#rden used the freedom to plot her escape,
finding and training students to eventually
turn against Palpatine. Her attempt to kid-
nap Palpatine for rogue Grand Admiral
Zaarin was folled. Lym fled, hunted by a still
e s Tl |I|H|I eSO rIT'ITI-.:I!,'I'II.'.

Arden now searches for the relic (the
iashi Mer talisman) that once allowed hey
o cow the galasy and cheal death, and pos-
sibly a means of returning Xendor to life
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Arden L Fervuabe Mo FA BADSA 400H g loid & g 0w Dhisl 29 (oo dliss, & 4 Dvw Sl o

i WVIPOWP sB S ALK i a g0 b inbebee (B, diokd aiig paiscla), 1500800 48 sangied [ a8

dlrond] arem Blaslaer); S0 Force Lilsiman &8, Fooce wisagsoa ¢ sy, coangaahaenl s b, e

iy, resrce access, Largel oo 4, sneak allack culbl; S Fort o, Bel o, Will s, 52
F*E: (D55 12 -:|'|||| St g, Daex als, Con o5, Ind o, Whs g, Chia v Chall 1o Ll s
Eepurgnriei el Duigtgretnananil dlecd annm, caninihok, Falawairin Doenic, Kasdel Ms rshe

SReli REIny o, Dvsonlnles Do &7, Eacoagme A los] o B, Cail Fisr lelosineabiom aq, Bhde oK, linken

il Lode ) o0, Disbeim g, Mo Sileinlly o Bl Wil

il &5, Jusinigs b, Kl '.||

VP Baisduikd, Be sl MW el e Ol Gl Lie SLiniland, Bogaie ads, Spasaik Basi

Sk Baainituik, Speak O Galac i Sl Sk g Sl o Teim bl & 8
Faree 5K Battlemning & 14, Eoviisce sbalily o, Foroe Gaoge a0, Foroe Posds oo, Heod Sel oH
G Fodde 47
Fisada: Alertmess, C e, [ oolid We ||l.||||'|.l||. sy (sl el Ford e Sersibive, el Tasila
Fiiilis, AT MEa, Podeil ek SVenl, Posdecs MO0 K, Wi Corvitigh Prol s siniy [llaslic jits
bals, BlasRer riflbos, paniamel e secapons, seimbjele weapons, veleio wieagons)
Fovrge Feats: Adber, Burst of Speed, Contiol, Fofce Lightingm L0 sl Kwive ], Bagee, Sense
MAAREEK STELI
The only son of Kenek and Marina S1ele, offEned the chance 1o join e Imperial Navy
Maarek grew up on backwater o planet, rac Shartly after being commissioned i the
Ing swoops in his spare time. When the
Empire Invaded the Taroon system, he was ace, His meteoric rise coupled with his
separated fram his family and conscripted strength in the Force attracted notice from
Inta bmperial technical sersioe. This ganve the Secret Order of the Emperor, 2 Shadowy

Maarek the opportunity to leamm about the cabal af darksiders known Lo wome a5 Dhe

caming to Admiral Moardon's rescue and was

Mavy, Maarek exrned the status of TIE fighter

Adventure Saed:

Life Aftar Death

The herpes are scouting the Unknown
Regions. Landing planetside, they find a
lrmnrkahl}l wellspreserved human
|.'|;|rp1.r:-1'r|:.|rr- the Eepublic's =a rI:,r YEars,
Near the hn.:l:,,- % a dark, uhlnng rism
[the Kashi Mer talisman), i the stone is
brnuEH near the I'.u:ujy,a '..l_';rlng SCIearm
plerces the air as the corpse’s desiccated
Hesh r{'juu'rn.:tﬁ.'l'hlr heroes Rave inad-
'n.'['rtrnl:F':.I revived Arden L],'n' Twisted
after 250 centuries of “death,” Arden
beelicves the hemes are responsible for
killing her Xendor. They mast sureive

Lyn's insanity, and keep her from reclaim-

ing the Force artifact.

Force, they were enbrusted with Stele's
training. Maarek s talent quickly blossemed
The TIE fighter remained Stele s most effec
tive tool, an extension equnalent (o a
lightsaber. He learned to probe starfighier
emnemies for weaknesses and anticipate

thelr moves, Impressed, Palpatine bestowed

EFmpH +'s TIE I'.h"lul:n:-l s and he made LETL Proghets of the Dark Side. Raropnined for his Fils st Hand weith the title-rank Ta, and

test mens” after complet ng repairs On one talents. Stele falf satisfied with i Hfe When assipned Stele to his evered Emperors

he discovered that his beloved father was an

N

such test run, hie had the F:I_'II.'I:J fartune of Lo 1'!,":|'||:|,'| wing et If TIpE rial corrug

miperial prisoner, hils view of tion. however oontinued to |_'||.i|,':|_||_' Maan=k

Imperial order collapsed. Still With the Imperial backstabbing folkow

wihen the former Emiperor's Hand ng Falpatine's death at the Batitle of Endor.

Arden Lyn attempted to kidmap Stele guestioned the Empire’s validity mone
Palpatine, Stele helped Vader res than ever. Amid the ensuing disorder and
cue his master, thwarting an despair came Baron Soontir Fel. In Fe
attempted coup Maarek recognized the dignified honor that
The Emperor took great inter had disappeared from the Empine, keining
et in Stele. When the Prophets the legendany 18158, Tan Siele’s imperial alle

learned of his attunement tothe  giance was renewed

Maarek Stede: Male Frg BrSA 7EH 1 Inel & 3 Dl 24§41 class,

VINWEP Byfag, Alk +eod o8 imelee (id pe, paanch), oo lep ramged {300, astes s

bl ]: S0 Baaiticd, gl 1 ivae liEidining: {

wLar Bt e ddetense, Tarmliarely &3 | TR on), SEinrfegelnber o b, iesouioe s

SNV RO 40, BTl eng, Wl el S N FP oo LiS0Y o Ko ) S0 vz, D o o 65, Imd v,

Wik 11 Cha o, Chiallenge Dol |

Eipuiprneal: Blastes platol ‘|-I||.:h1 wanll, THE in

Skills: Axtrogate sy, Compuler Use #7 Disable Device &7, Gather Infoomation ey,
Hede 4T, Morve I'||||'||||'r' ¥T. Pilad & 22, Bepar 400, Be sl ol e B, Semse Molve
§0), ek ROssD, Sureival 7, Tneal By &2

Force Skits: Aflect Mind 6, F I"I|'.|'||'.-|l sl Enilvanci .l".l:|||I|:|l i 0, Fodce Paih il

Firali: Alertness, Force-Sensilive, Polnd-Blank Shat, SEIN Empluasis (Pilot ), Starship

[ -d| 4] :'.t. 1 ||| :l Mees), Slaish P Lperations I:'.| Al ||| ;| ki oy Laroiu g Fr [

Chnney |_| ilastisr Plaloes Blaster oifles, siim |:-|| WA, WL |'|I|I WA B [T, wibiro

W Irl'u:l

Farce Feati: Alter
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Adventure Seoed:

Droga's Destiny

Twelve years after his death at
Onderan, Palpatine is once again resur-
rected to command a Second
Imperium—or 3a it seems, nstilled
with hope, Drega hurries to join his
master as the Third Battie of Yavin
rages between the Empire and ledi.
This time, however, the Empercr’s
relusm is 3 farce, When Droga realizes
the truth, the strain preves unbearable.
The weary heroes are forced te con-

Adventure Seed: In Too Deap
The Yuuzhan Vong have just begun their invasion of the galasy, and supply comoys
are fearful of attacks from the alien imvaders, The ever-increasing climate of paranoia
has fostened a demand for Aight escorts, especially in sectors near the invasion corri-
dor, While flying 3 routing escort mission, the hetoes encounter trouble from an unex
pected mperial flight group

The lmperial remnant is cautiousdy guarding their borders to prevent the Kew Repub
lic from dragging theem inbo the war The hefoes hove unfortunately stumbled upon one
such patrol while flying escort for afreighter that's been forced out of hypesspace. They
reverd 1o realspace to find an interdictor-Class Star Cruiser and & squadron of TIE fighters
that don't look friendly, The reversion has damaged the freighter's hyperdine

“This is Tan Maarek Stele of the Empire, You are traveling through restricted space
Power down your weapons and prepare to be boarded.” The heroes can choose to com
phy, resist, of weatt fororders from the convey’s commander, What the imperials are look
l\:lg and how Friendly they are in fooking for it up o you

fromt a berserk, expert swwordsman

L\-._wl!h it Ring to lose, _,J‘I

received a wislon of Palpatine in per and

4

The micment the E I o Pt “dli=d " at the

JENG DROGA

o all Palpatine's Hands, of all his dark side

retrieved one of the Emperor s clone
rushed ta add him. but he was too late. Its

elite, of all his Prophets, stormiroopers, Battle of Endor, Droga fell into an inexplca sald that when Palpatine died his final

yrvd Roval Guards, none wiak more '-’_::r'.;ll bie insanify, butchernng his oew and caus death, Droga & ment 3l soream eohoed

than the samber and Introspective Jeng img the Emperors Shodow to plunge Into throwgh the Force for days

P - e -y A ]
Droga. He harbored a sincere love of the Kaal's oceans. Even as he perished, Palpatine Jeng feels personally responsible for Pa

1 i - s P | .
Emperor akin to 2 vornske for its master wsed the dark side kEnow ""1|'." the Sith Lords patine s death, b aVINE Cor isldered It his

. " 3 5 s 2 . ] | 1T,
Deoga's erfatic past yielded a man of had granted him years earlier to rend space dhity—ir deed, his destiny—Lo protect him

eutreme emotiaons, manilested in his angry teelt and transmigrate his esiencd Brss LAnOg S mEtierT e o Eaal, wihstre he was Clos

g ", % 5 i i [ . g
|'|.|-.||--':|. of the |-.:'I'.'..I|:-I'r anid the intensity ||;-:|'||'|'" 5 10 Dropa's body The infusion of et o the E MpPEror, w 114} '-!: or his rmaster s

f his perpetual selibude Palpatine’s overwh ing dark energies refun from the dead once more. &
i i 1]

'H.I‘l.l'-l'-|.' &N BOUTE Py Wi conmection with
Palpatine, Droga supervised the other
Hands and guarded the Emperors yacht,
Ermperor’s Shadosw, He acocomp anied Palpa
tine to Byss, enduring the ereation of the
Ermpercr’s clones, and to the Sith Lord
tamba o6 Karftban. Shortly after the Battle
of Yavin, Droga rescued his coved masiern
after Falpatine had enraged the mummiticd
Sith by ey |.|'||1|r'|E dark side knowied e

Palpatine recoverad from the assault in a

hacta tank on Imperial Cen

ter while Droga

reduced lemng to incoherent mad

megi. Eventually, Palpatine's Grand
Vizier Pe B WS abde to tino
Croga and tear the Emperors
eseence from Droga’s body Once
again, :|ruF.I Fad saved his masier
Droga warned Palpatine

against going to Onderon person
ally to caplune the imfant Anakin
Colo for his W ot b -'|'|r "a Pa
tine dismissed his advice. While

[} ' walted for hils ||‘.'|.'I|' he

—

"\\
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T Bty e Db dopujacesi b, Thicsy G

wrluild sbanal beefweeen e Beroes and
Suoees s, §hey e U omgstclemae nts Ut
chillenge the chaactens, They are adtive
Povis i panadom endounbecs. Thisy ane fig
wipes o begrend, ke Darth Wader and Daith
W, arel bessdampressive Typees like Greedo
anidd Selviallva, Thiey ane the bad guys, and o
Ehe Cel, o lvawe o begion of Lheny al your
ahiprsal Wilidch Bypes of bad guys you e,
anil hiovws i w Uviom, wnll de b rrmpme Dhe
Latia ol oy eainipaign,

Ion Ehie Srr Wi Robeplagneng G, e
B puys are the Tocas of Lhe benoes atlen
tion, Whelher ey are the mativation of
Ml biero's acbeoms or msenely Tht wilal
stanids setween Uheimn and Usedr goals, e
Willabie are key o Phe stong, Sa the ehal
berijgis Datstanimes —How dis youl presaent your
bl grorys i such a wey thal makes tlim
inferesting, and more imporfantly, how do
ol raniain feadl guss over severl gaming
adbvirniuies?

B2 Yuiumd 1 HUBDeR 5

Awine GM andd sald, “Thede guiy hiase a
lifesppan of ane cncounies” indecd, once
o el Thee Feroes inbo dinect conllict with
iy sbggle willadn, Hsere i a jrosd chancoe
Eheall e o Alse odthier wall ool sarvive hae
i osanler, inless il el shesd, That
carelully consbructed drimelord of the Black
Sun carbel, put ivto s roomm wath player run
s, iy suddenly eupedieEnoe a canes
arnnaling knmjuery,

Tl b el e sy yow shoadid alwerys disny
iiar heroes e pleasuie of pummeligg on
wieir buwill oy, soth great and small, Rather,
it aliialel Bae ain ided of i o use you
willavdns o produde nol oady memanelsle
emcaniarle ey, Dol also comtimuings o diese bogs
inwgt domdlicts fon the lenoes ot oy extend
Brenimd Uha Bauasd o] 5 singdle encounter o
t-w'lllini':"n adlwealiaie,

||.||l||,|.|||'|. i by & menbser of TG,
ranegging lidan spacegeert lhum Ter praslisn
s who mmoswe ke slodosss Behiod the

sfenes Eadh Lypae prissaenls its o chal

lenges and ogeprtunities bo the GM for
irllq'u".l;i‘nu eaoiters, and |1|¢|'.r||:||=l, naee

g R ey Ciimipaign,

Thugs

‘.-.I..u'linﬂ al thae WY Ik Qmimn, Lhise are B
et ryday bad gups—the moaoks, thi
toughs, and the paleokas—thal seem (o
Uhirive in drowes i Starperts. Sometimes
v gluys croas the heraes” patloin g
B diEliver a miessage”™ Trom thie local
crumptlore. Sormetimes thay are just mind
iy thaeir awen busines when the heaoes
rille tham. Somebimes ey ane jusd loeoking
tor Lraubde, Often Uhisy are nod hm|.-: moie
than sgeeed Bamips i Ghe path of mare

e pernded heroes, Ingamae Terms, thay
are frighteningly fragibe (any hil goes
r.lirrrll:,r Lo wieuiinds ana calls Tai & Fort
sy, and welhven confronied hy suidh Fsats
s Chirawe aued Grical Cleavie, IIH",I Ciln o

doveen i hand fuls




Thugs are in general good for the self-
esteem of struggling heroes, and always
something you can throw at them when
they missed nabbing the mastermind by
Just a round, or if the heroes themsehaes ane
Just looking for trouble.

Mot thugs are pretty much unremark.
able. 5o how do you make a handful of row-
dies in a spaceport canting intenesting and
distinet to the players, and a memorable
encounter to their heroes?

A handy way is an obvious physical trait
af mannerism to the toughs—any one may
be the big one [the one with the highest
Strength), the fast one (high Dexterity), or
the tough looking one (high Constitution).
Daon't look for the smart of wise one—that’s
ot slways abvious (though Thugs with
those traits might be ringleaders—ses their
entry below). Another easy piece is attrib-
utes such as speches, or halr or skin color, or
a distinet physical attribute or piece of
equipment (The pale blue scarred Twi'lek

( Ma I'I'IIIEI nesls

with a knife). In general, it should be some-
thing that's pretly darned obvious, since
thiese guys aren't going to give up their life
story or anything in the middle of combat.

The Reputation score can abio be used as
a springboard for their behavion & thug's
repautation is usually tied up with personal
schisvements. Being “The toughest spacer
ever to ship out of Mos Eisley” ks a typical
boast. And there is the favorite line "l have
the death sentence on twelve systems™ that
commands respect from Jedi knights and
farm boys allke. Generally any conversation
with the lot [a short prelude to mayhem) is
alang the lines of this bragging. Thugs ane
often hoping to establish whao is boss (and
they want it to be them).

Most of the thugs are little more than
one-shot encounters—you will see them for
ane scene at best. An exceplion to this 5
*The One That Got Away.” When you're
doing a thuggish type of encounter [$ay, per
haps, a swoop gang trying to shake down

E

the heroes), one of their number hangs back,
and at the first sign of trouble (perhaps
whan the first of the thugs falls to a hero's
lightsaber), heads for the high country, If the
heroes are quick (and not otherwise dis-
tracted), they might catch up with this one.

L RTAR Wi GAMER
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if they fail, the next time the h!I‘-H"F‘I'T.lI'l into
@ similar group of thugs, there should be a
familiar face among them, This motivates
the herces to complete the set—no heroes
like to leave a job unfinished.

A% a final idea for the One That Got Away,
conslder a promotion for the Thug that sur-
wiwes dealing with the heroes, Let's say your
heroes meet (and best) a swoop gang on
Takoakne. One of their members, a pale
green, muscular Rodian, gets away in the
final batthe. The next time the hercas are on
Tatoolne, a few manths latér, & gang jumps
tham an swoop bikes again. Now the gang's
header I+ the same pale green, muscular
Rodian, perhaps raised a level in thug or
ewen promoted bo ringleader status, with a
level of scoundrel or soldier for her experi-
ences in fighting the henoes,

Organized Thugs

lust half a step above the standard spaceport
band of thugs is an organized mob. This
inchisdes military groups like the Stormiroop.
ers and combat draids. Unlike your typical
thugs, these are identical in appearance (in
thelr anmaor at least), and like the common
thugs, don't narmally Last more than a single
encounter, The highpoint in their caneers ls
g lly direct combat with the heroes, and
fows sunvive the battle. Like comimon thugs,
thiry can be used to slow down more power-
ful heroes, and while their leaders are not
expicting miraches, they ane pleased when
they being down a haro ar two

N ey

il iy

The advantage of organized thugs is just
that—they have a level of training (or in
case of tha droids, programming) that
allows them te function well in combat,
They will tend to be armed mone aften with
missile weapons such as blasters, and be
willing to keép the battle at a distance,
Heroes who are fighting organized thugs
are best off closing the distance as quickly
as possible and engaging in melee combat.
This limits thelr ability to fire among
friendly targets, and arganized thugs rarely
have the Precise Shot feat.

Organized thugs usually have the advan-
tage of decent technology. They not only
bend to have betted weaponi—ihe ability ta
fill & eairidas with blastes rifle balts i1 ot ta
be underestimated—but they have better
communications as well. While a SWODp
gang may be operating on their own, or a
bully in a cantina can be taken down in a
single combat, organized thugs can (and da)
call in reinforcements should they find
themdelves in troulde. For this reason,
heroes fighting organized thugs need to
dispatch them quickly—either to prevent
them from calling in reinforcements or to
keep them from pinning down the heroes
until those reinforcements arrive.

When organized thugs have a reputation
soone, it is usually tied to their unit or
organization as opposed to anything that
they personally have done. Various military
units have an esprit de corps that glves
them bragging rights, as well as the ability
to strike fear in the hearts of others. The
appearance of the stormtroopers in their
white armor should be enough to cow a

0 e

8]

54y ’vul.ul'l i

crowd of planetary locals (though it may be
less effective on smugglers and their Wook-
le# campanions),

The Ringleader

The next step up the evolutionary ladder of
bad guys are Ringleaders—ihese characters
usually have at least one level in a herolc
class, which means Vitality Points in addi-
tion to Waound Points, As & result they have
a higher chance of surviving one good shot.
Scoundrels and soldiers are most likely
found in this category, through at the high-
eif leveds can include prestige classes like
elite troopers and crimelonds,

At first blush, the ringleader figure is akin
to the One That Got Away—he's the thug
that arders others Into combat, and then
vanishes from the scene at the first sign of
trouble. A ringleader that you want to sur-
wive is best seen ordering his thugs into
cambat, and then leaving before the first
sign of trouble. Should his servants succeed
in defeating the heroes, he gets to take the
credit. Should they fail, well, he can always
hire mare l&g-breakers,

A good example of a ringleader is Bib For-
tuna, labba the Hutt's major domo, Whike
nat a warrier In his own rght, Fortuna has
Jabba's resources at his disposal, as well as
permission bo use them to aid in his own
smuggling and slaving operations. Fortuna
is nat the hand that holds the blaster, but
rather the eye that aims it

A typical ringleader takes his reputation
far things that he did, or at least supervised.
His "bays”™ may be running a shakedown
racket in the poorer sectors, or he may be
the ane that fingered a noted smuggler o
the baunty hunters. He makes Hitle bones
about “his™ accomplishments, and uses
them to impress (and order about) less-
influential beings.

A ringleader by himsalf should be a chal-
lenging encounter for the heroes, for exam:
ple he would be o level four saldier when
confronting four fourth level heroes. On
first encounter, he may not even fight the
heroes directly, and may survive mone than
one scene a5 a result. Good (survivable)
ringleaders usually keep an abrcar with its
moter running, or blast doors that can be
dropped into place In order Lo defer pursull.

However, after a ringleader has left the
heroes in the dirt once or twice, the players




may want to take direct action against this
partioular thorn. Ringleaders don't usually
enpect people to come hunting for hem,
and may be faund in thelr favorite bar or
cantina, with a few of thelr mates and lack-
eys around them. & well-prepared party can
get the drop on a ringleader and deal out
their owen form of justice,

Ringleaders, unhess they fieel they have
mo ather choice (they are trapped or chal:
lenged directly in front of their men]) will
sometimes try to talk their way out rather
than battle, They will be glad to save their
own mangy hides with infarmation, and
more than willing to send determined
heroes off to bather someans else. They can
be scaned away by a show of force [“Never
darken this planet's orbit again™] but will
usually just pack up and meve to greener
pastures.

The Good Bad-Guy

Now we're entering in the realm of bad
guys that may make frequent appearances
in the life of a character. These are charac-
térs that may appear frequently as foes,
rivals, and sometimes-potential allies of the
heroes over time and over several adven-
tuires, The first is the wirtuous villain, the
noble opponent, the honorable opposition
He [or she] s the good bad-guy.

The good bad-guy is a villain who oper-
ates under a noble (or a1 least understand-
able) code of conduwct. Honomble and
professional bounty hunters are a good
examphe of this type of opponent—thay
have a et job [finding the individual they
are hunting), and in general are not danger-
ot wiless wau happen to know Lomeone
willing to pay money for your arest and/os
elimination. if the heroes aren't wanted
[and are not protecting someane wha is
wanted), the bounty hunter dossn’t want to
bother with them,

Boba Fett is an excellent example of a
good bad-guy, He meets his obligations to
both Lard Vader and Labba the Hutt in bring:
ing in both Luke and Leia for one and Han for
the other There s o double-dealing or back-
stabbing. It's a job for him, pure and simple,

A good bad-guy makes the most of his or
her reputation, in particular if it can lower
the barrbers to getting the job done. If a
baunty hunter ks known for chean kills, high
success rates, and a minimum amaunt of

collateral damage, the hunter s mare [ikely
to see more work. Take that into accaunt
when playing such a character, The good
bad-guy may not wish to endanger inno-
cents, of may go out of his or her way to
save them if they are imperiled. This tends
o make the good bad-guy a litthe mare
sympathetic, and that much more difficult
for the heroes to just shoot.

When creating a wirtuous villain, think
about the willain's neasan for belng. It can be
as base as monetary reward or as noble as
vengeance for some age-old slight. Regard-
bess, It cobors haw the villaln behaves, A
purely mercenary, but honorable oppanent
will not attack a group of innocents in order
to reach his target. Knowing this will influ-
ence how you play the bad guy, and the
players In turn will understand that.

The good bad-guy aleo creates the poten-
tial for situations in which the heroes and
the villain are working alongside each
other, working toward comman goals, or at
least not trying to kill each other at first
sight. For examphe, the heroes may be lead-
ing a rebellion againsta cornupt Imperial
official, The hanorabde villain may be a mer.
cenary wha has been hired to find (and lib-
erate) that villlan's stash of ancient
documents dating back to the Old Republic,
Both the heroes and the good bad-guy have
similar goals as far as removing the corupt
Imperial official

Usually with good bad-guys, there is a
point where the two paths diverge—whene
wehat the heroes wanl (overthrowing the
corrupt official) and what the good bad-guy
wanis are at odds (Probably starting the

moment the corrupt officlal flees in panic).
A good bad-guy will try ta make sufe he or
shie has the upper hand in this particular
sikuation, or, failing Ehat, that the heroes ane
off dealing with some other problem when
it comes time to betray them and beave,

The good bad-guys tend bo survive
because, were the situations reversed, they
wouild do the same for you. Their actions
are at least understandable, if not always
acceptable. if thrown into a direct conflick,
either the villain or the hero would be walk-
ing away from the fight at the end, and
unless forced into that divect confrontation,
they are good as potential rvals and wild
ards [ your adventures.

The Bad Good-Guy

He's the card shark with a few aces up his
steeve, The smuggler who has a small pack-
age tobe delivered to his sainted aunt on
Coruscant. The swindler who has stolen a
Sith holacron whose owner wanti it back.
The smifing old friend who didn't mention
that he’s being hunted by Boba Fett. He's
the bad good-guy, the gold-hearted rogue,
and he can often sow dissention among
the party membaers.

Much as the good bad-guy can be trusted
for his sense of honor and commitment
despite his actions, the bad good-guy s a
questionable rogue whao often brings his
own problems fo the players. His intentions
may be positive, but something often
breaks down on the way to reality. Smug-
glers who portray themsehies a8 brustwor-
thy traders are a good example of these
type of bad good-guy,
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Villainy’

# gpood example of this type of n-ﬁpmenl
% Lando Calrissian In his early years. A mas-
ter at the sabacc table, he has galned and
lost starships with his gaming abdlities. And
wehile he means no 6l will to his opponents,
hat tends to lvitate people with his continu-
ally hiot hand at cands and his betting abil-
ity, Often, glven amy number of individuals
in a casing a majority of them owe
maney/ane owed money to Lando. And not
all are happy about it

A bad good-guy will use his reputation te
stress his trustworthy, loyal, dependalde,
and henorable nature. If he has to poelish
the resume a bit and glom over some of the
mane unpleasant facts, that's part of the
way the game is played, in his opinion, He
may overstate his value to the Rebel
Alliance or his loyal service to the Imperial
Mavy. Similarly, ha will have the perfect
excuse for that explosion aboard the space
stathon, o the missing funds from the troop
payralls. Often the bad good-guy will take
ane step, or two steps, or perhaps ten steps
beyond the truth, and get himself (and
thase around him) in trouble for it.

Encountering the bad good-guy tends to
be non-fatal, at least at the start. He will
forget to mention a few things, like the
droidekas that are currently an his trail o

the bounty hunber that is after him or the
fact that the Emploe wants him for swindles
an four different systems.

What keeps the bad good -guy alive is
that he's often warth more alive than
dead. He usually shows up llke a bad cred,
with some opportunity that may help the
heroes or the causes that they believe In,
He's the one with the hobo-map (o some
anclent tomb, or the rumor of some new
jump co-ordinates, of the Information on
Imperial Naval maneuvers. He's a good
person to have around, but not to have
around for too long,

Thee Last trick for the bad good-guy s that
he rately outstays his welcome. At the first
chance of a new mark or & ness profit he ks
on his way, sometimaes leaving his former
comrades to pick up the pleces [andfor pay
the damages) of his visit. Occaslonally the
revwards will be too great, and at that polnt
he becomes dangerous. Calrisslan gambled
that Vader would settie for the Rebels and
leave his operation on Bespin alone—he
wias wrong in that gamble, and the others
suffered for it

The Bureaucrat
The mast irritating of opponents |5 one you
can’t directly hurt. The bureaucrat Is that
type, In that fighting him requires time,
effort, and most of all knowledge,

The bureaucrat Is a non-viokent oppo-

nent that may not (initially) mean any
direct harm to the herses themselves. He is
the venal politician seeking to feather his
own nest, of the trader charging too much
for wares, or reglonal governor who |5
skimming the top off Imperial taxes for his
own retirement. Usually these typed cross
the heroes' path by acckdent—the heroes
suffer from the bureaucrats’ short-term
decisions, or are cheated by some scam or
are subjected to some oppressive regula-
tion. Only over time does a bureaucrat
become a dedicated enemy.

Watto the Teydarian is a slightly comle
example of a bureaucratic foe. He has a
wonderful collection of precious junk, any
ane plece of which would be worth a king's
ransom. OF course, he asks for a king's ran-
som for any of it, and proves to be
unmaoved by pleas, threats, and other non-
manetany contribations.

At a higher and less humorous level is a
customs afficer that demands bribes in
order to protect ships from “sedden inspec
tions". The first time the heroes refuse to
slip some credits under the table they find
their ship coming under a rigorous inspec-
thon, and themselves cited and fined for
numerous small viol atbomns.

Meither Watto nos the customs officer
know or care about the herses and their
actions at this polnt—they are both pro-
cecding on business as usual for them-
selves, They have Institutlionalized their
acthons so that their abuses of the market
{or of the traders) are nothing mare than
business as usual. Only when someoans
rebels agalnst thelr way of doing things do
they pay attention.

Thee heroes are usually put into the posi-
tion of keing attacked in a non-viokent
manner, If they react violently (attacking
Watto or the officer), they are the aggres-
sors, and the heroes are the ones at fault,
Bureaucratic villaing make a lot of nolse
about “rights" and “the Law", but always
when it benefits them. & number of
crimelords fly under the false flags of legiti-
mate enterprise, and can be consbdened
bureawcratic villaing,

The way to defeat the bureaucratic villain
i weith his or her owm tooli—knowledge
and power. Gathering information on the
customs officer and reparting it up the chain
of command may result in that officer’s




demotion. Beating Walto al 4 bet [causing
him to lose money, his most preciows pos-
session) s the way to defeat the Toydanian.

Often the bureawcratic villain will hiave
minions of his own, often ringleaders or
thugs. Should the heroes prove Lo be too
sucosslul with their effarts, he ean call
them into play to "deal with the probilem.”
In suich cases, the bureawcrat may be ghing
the henoes the tools they need to embarmss
and depose him—a captured ringleader
that will rat to the authorities is often the
wery weapon 1o bring down such a villaln.
indeed, once a bureawcrat villain reaches fos
physical sobuticns to his problems (like, say,
bounty hunters), the ghoves are off, and the
heroes may react accondingly.

Sometimes the bureaucratl cannot be
attacked, only endured. Should the heroes
earn the enmity of & corrupt senator, they
willl suddenty find themselves at odds with
the Republic itself, Inspectorns snoap anound
their ships and their homes. They find
thiemselves under cbvious surveillance, and
the senatar's alies no longer weloome
them. in swch a case, the héroes have bwo
likely cholces—either relocating out to the
Galactic Rim, or coming to terms with the
senator (perhaps a small favor, or & minor
mission) and settling accounts. This in tum
prevides a springboard to new adventures,

The Personal Yillain
Mot all bad guys are necessarily bad, or
rather; they are not equally bad to every-
one. Some people have perional enemiss—
tivaks or foes that exist primarily for they
themsehees, The villain in question doesn't
warry about the others—they are instead
focused on one opponent in particular,

Personal villaing have a grudge, either
real or imagined, against one individual in
particular. That person may have cheated
lor have been peiceived bo have cheated)
the willain, o hurt the villain in some way,
A a result, the villain is motivated by
revenge againit that one individual. Only
the strength of that hatred will determine
the kengths to which the villain will go to
deal with his nemesis.

Jabba the Hutt is an excellent example a4
a personal villain of Han Solo’s, The Huit
had fittle concern about the Rebellion or the
Force or plots of Emperos Palpatine’s. How-
aver, labba considered It unforgivable that

Han Salo would dump a load af his spice
and cut out without paying him, As 3 nésult
labba pul a price on Han's head so large
that it attracted the attention of & numbser
of bounty hunters, including Boba Fett,
Jabba wanted Solo made an example of, 30
othirs would not think of letting the Hutt
dowin, Once he had acquired the smuggler
from Fetl, he displayed Han, frozen in a car
banite block, in his palace,

The case of Jabba the Huti |s |llustrathe
ecause it alio shows the inherent weak-
ness of a personal villain, Jabba did not take
into account Man's allkes, and while he cap.
tured Luke, Leda, and Chewle while they
ware brying to rescue Han, he undenesti-
mafted their abilities and pakd for that ot
with his life,

Ower the course of adventuring, the
heroes will have numerous oppartunities to
gain a personal villain. Indeed, going back
ta the Thiig that Got Away, a personal vil-
lain may develop aver time, graduating
from one type of villain to the next, Against
a group of heroes, a persanal villain s a sin-
gular threat, as the haroes maust pull
together to protect one of their own.

The Organization Villain
One of the most nefarious type of villains is
the one without a face, If your epponent is
not a persan but rather an organization, it is
muth move difficult to defeat. The Black
Sun erime syndicate, the various Hutt clans,
even the Empire tself is all examples of an
arganization as a villain,

Some organizations are structured like a
pyramid—taking out the highest level will
often cause the rest (o fail, The problem

may be in kdentifying and reaching that
highest level—The Emperor himself ks
hardly avallable on a regular basis, Often
the leaders of an organizaton one master-
rminds, hidden from view, and can bring the
organization’s entine retources 1o bear on
those that challenge it
more frustrating are dispersed organiza-
tions, such as the Trade Federation or the
Imperial Remnant following the Emperar’s
death. Destroying one leader of group of
leaders does not cauie Lhe entife structine
to fall apart. A particular plan may be
defeated, a particular plot may be deralled,
but the organization remains. r |
sometimes defeating the organization |
villaln may prove hazardous, as the organis
zation provides some level of security and
protection for an area, Removing a particu-|
Hutt family from power doas
ere are theee other Hutt fam:
inthe wings. Often heroes
will have to choose between the lesser of I
twio (or more) evils, :
in gama berms, this means that a utﬂ;ll'lll- \
zation villain can produce a regular castof
enemies to deal with, Destruction or defeat
of one group does not entirefy remove the
threat of the villain. Indeed, Organization
villains can bearn from the mistakes of ear-
lber parts of that erganization, and plan
accordingly to deal with interlopers and
pesky harogs.

The Living Weapon

Everything is focused into their abilities,
be they combat, force-related, or both, A
Living Weapon villain is little more than a
tool to be released on an unsuspecting (or
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slightly suspecting world). It has :lrnht
sion, usually set by the Mastermind,

As a character, the living weapon is little
mare than a collection of stats gathered to
ane particular end. Most GM Characters
have some level of balance to them, while a
Iiving weapon has dedicated itself to a par-
ticular mode of attack. It is a combat mon-
ster, efther in meles, with missile weapans,
of with the power of the force itself, Skills
that are not directly related to its nalure are
not considered. Knowledge skills only exist
to help it hunt its prey better, and Craft
skills only to help it with its weapanry.

The living weapon is not subtle by any
migans, nof does it need to be. Others
exist to research, to explore, and to
develop. The living weapon's purpose is to
destroy its opposition.

Given the nature of the [ving weapon, it
is unlikely that the heroes will encounter
him directly more than ence, and then only
at the climax {or near-climax) of the adven-
ture. One way bo set the stage for the final
encounter is bo have the living weapon style
of willain strike around the heroes—

destroying their ships, their allies, their
friends, before moving into the kill ibself.
Sometimes a living weapon will attack a
hero's albes in arder to draw the heroes out,
to force them to come after the living
weapon and fight him on his terms.

The Living Weapon moves through the
unlverse, pushing its reputation ahead of it
lke the bow wave of a ship, Usually there
wiill beanly one combat with the living
weeapon, but it will be a powerful combat.
The living weapon will choose its time and
its place to battle s foe, Unlike the good
bad-guy, the living weapon is rarely bound
to a code other than hatred and violence—it
is an unstoppable juggernaut of destruction.

The best known of such villalns is Darth
Maul, whose hatred of the ledi has been
carefully cultivated by Darth Sldiows, such
that he ks an expert foe, capable of holding
off two Jedi in a single combat.

The Mastermind

The ultimate villsin (4 the ane wiho burks
Ibehind the curtain—the mastermingd. This i
the bralns of the operation, who pulls all the
strings and moves both heroes and villains
across the stage at his whim. This one is the
planner, the initiator of atrecities, who serves

hils own ends and his own ends anly He s
the ultimate ringleader, the force behind the
organizational evil, Unlike the bureaucrat, ha
i% very aware of the evil he commits—
indeed, it s all part of his greater plan,

Masterminds always have a plan, have an
ultimate goal They are willing to endure
much, even temparary setbacks, in arder to
achiewe these goals,

Reputatben means little to the master-
mind=—it |5 a side benefit to his growing
poweer. & masterming would be willing to
hide behind the mask of a brusted ally or an
Innocuous bureaucrat, but only If that sven-
tually leads him to power.

The greatest villains of the Galaxy are
masterminds. Darth Sidious lives for the
destruction of the Jedi, and has Darth Maul
as his living weapon. The Empenor wishes
nothing less than the domination of the
universe ltself under his iron grip.

Deception is a common tool for the
Mastermind, The Empenor allowed the
plans for the second Death Star to reach
the Rebels, and created the impression
that the battle station was unfinished,
wehen i truth It was fully operational, The
mastermingd |s willing to do his homework
in order to play the unexpected card, to
not only defeat the heroes, but to cnesh
both thelr splrits and the bodies.

Masterminds are rangly met in the flesh,
at least not at first, They may not be seen
at—only their mindens ane wislble, The
heroes may take out this crime syndicate, or
that slawing ring. and anly ower time realize
that it is all part of some larger scheme,

When the mastermingd is first seen, it
may be through holographic transmissions,
giving orders to their minkens, Even then
they work from the shadows, half-seen,
completely feared even by those that follow
them. They have a wide array of resources
available—all the other villain types can be
made as their lackeys,

Masterminds are patient as well. They
will groww their plots, insinuating a spy in
the midst of allies toogain their trust, or ket
ting the heroes attack one part of their
operation in order to keep them away fram
anothar, A mastermingd always feels that he
is In control of the situation, is always three
moves ahead of his opposition.

Indeed, that need for control can often
spell digaster for the mastenmind villain, and




makes them vulnerable, The wheels within
wheels can take some level of change, but
sudden, unexpected attacks can derail them,
A'setback’ may send the mastermind off
lickimg his o her waunds, but it is 2 vulnera-
bility that the heroes may exploit to wreck
the mastermind's ultimate plan.

Masterminds are excellent at having an
escape route planned from normal come
bats, and ane willing to sacrifice followers,
riinkons, and other resources in order 10 five
another day, A final battle with a master-
mind usually occurs close to the fruition of
his ar her plan, when the mastermind needs
to be on the scene (and also when victory is
within thelr grip). In that final battle, the
Masterming will use every power at his or
her disposal to deal with the heroes once
and for all. No pity will be asked, for none
will be granted,

Growing Your Yillains

Along Side Your Heroes

The type of villains the heroes encounter
will be determined in part by their own
experience and Interests. Early on, their foes
would be of the thug variety, both with and
without ringleaders. As they advance in lev-
els, more powerful groups are discovered,
and with that linkages between the groups
as well, Soon the collected Thugs may
belong to a larger erganization, like the
Black Sun, which is in turn led by a shadowy
rrastermind,

As the heroes develop, they begin to
attract their own personal enemies as well,
both as individuals, and a5 a group. Bounty
hunters o living weapons may be sent out
from the mastermind to “deal with the
problem.” This becomes part of the greater
story of the heroes as the conflicts grow.

Another idea to keep in mind with your
willaing as your players gain in power and
experience: Your heroes are not static—nel-
thier shiould be your willaing. When first
encountened, he or the may be a little more
powerful than the heroes—perhaps a level
abowve of so above, In fulure encounters, the
bad guy may gain a level for every two that
the heroes pick up. This accomplishes two
things=—it keeps the villain's chance of sur-
wival high in case of a direct combat, but it
also keeps the players on their toes—thay
knew that this bounty hunter was of one
[ e | wilien “'IE"' et e manths

before in the campakgn, but cannot say for
sure if the villain is still at that level.

Not every encounter should be tied back
to one particular villain or group of villains.
While the heroes may have one great foe,
be in the Emplre, the Black Sun Network, or
even the minions of a Hutt family, there is
always room for others. Breaking from one
group of villains to another provides an
interesting break, as the same tactics that
work at eluding bounty hunters may be less
effective in dealing with the hired legions
of the Corporate Sector Autharity.

The more powerful figures may often be
defeated but not slain. They may flee, like
Darth Vader after the destruction of the
death star, to returm more powerful on
another day. They may also survive by the
“ahacure death nile"—A villain may be
defeated, but the body is not found. Either it
disappears (over a convenient edge of the
cliff), or is taken (by loyal servants), or the
heroes ane prevented from making sure that
thee villain is well and truly dead. in these
cases, the heroes may have bought them-
sedves a respite from the villains' predations,
but the villain may yet return to plague
them again. If you as the GM wish to restore
ane af your villakns in such 3 mannes gve
the heroes a break for some time—it cheap-

ens their victory if Darth Vader reappears
too suddenly aftes his apparent death,

Also, should the heroes have been
respansible for upsetting a major plot of a
mastermind, that villaln would beceme a
personal willain for all those invalved. Yes,
the galaxy must be subdued, and brought
under a tyrannigal heel, but first those that
destroyed the villain's last plot must be
dealt with, The mastermind may mowe
behind the tcenes, manipulating events
until be is atlast ready to strike against the
hem!lm*cﬁu:iﬂ his dawnfall,

As a final note, there is always the
chance, regardless of careful planning and
contingencies, that the heroes will get the
drop on your choice bad guy and take him
out. After a deadly, final lightsaber duel,
your living weapon lay In two pieces on the
floar, the mastermind dead from & Wook-
lee's hug. Your heroes are triumphant,
which makes them feel pretty good, but
you've lost a mastermind,

Jugt remember twio words: Clone Vals.
There's always anather chance in the
game. Let the heroes have their celebra-
tion. You will always have more villaing to
throw at them. &
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The &ith
Compendiam

MICHAEL MIKAELIAN

ILLWSTRATED BY ANTHONY WATERS

Starships

it Is unlikely that many of these anchent
starships survived for very long after the
Great Hyperspaoe War Though the infor-
matkon requined to bulld one can maost
lkely be found in Sith holocrons and
scralls, thelr ancient technology i infe.
rior to that which surfaced 3,000 years
before the Battbe of Yavin IV,

SITH PERSOMMEL CARRIER

Thraughout the Great Hyperspace War,
the Sith Emplre employed these trans-
ports for acquiring and maneuvering
landing forces, During a battle, the pes-
sonnel carrler would descend into the
deployment tone's lower almosphene
and jettison its slx troop contakners.
Upan impact, the contalners spring open
and unleash whatever forces are inside.
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Quftsbde of battle, the troop contalners
are lowered on massive chabng whibe the
starship hovers about 100 meters above
the grownd, Holsting the containers up
takes several minutes, during which
timae the personned carrler s walnerable
to attack,

Each troop container can hold 6o
troops, one Sith Slayer, or bwo Sith war
behemoths. When dropped during com-
bat, the single accessway allows eight
troops of one Sith war behemoth to exit
at a time. Passengers of a troop con-
talner delay their actions until the con-
tainer accessway s fully open, The
accessway opens one tuon after the con-
talners are released from the carrier,
using the carrier’s inktiative count.

While In descent, troop containers can
be targeted by starship weapans, They

have a Defense of 26 (+2 size, +2 speed,
#13 armor), g0 Hull Palnts, and DR 5,
Once landed, they may llkewise be tar-
geted by starship weapons with a
Defense of 20 [+2 size, =4 speed, 412
armr) of by character or vehicle
witapons with a Defense of g (-8 size,
=g [ex, #12 armaor). Until all of the con-
talner's Hull Points are gone, it provides
one-quarter cover to troops inslde,

While still attached to the starship,
troop contalners can sthl be attacked,
bt destroying one does no damage ta
the starship [other than reduce the
number of troops that it can carmy)l They
use the starship’s Defense + 3. If an
attack targeting a troop contalner
misses by three or less, the starship has
been successfully hit instead.




Crafts Sith Personnel Carrler; Class: Space
tranipart; Cost: nol avallable for sale;
Size: Larpe (215 m bong]; Crow: 12 (Skilbed
#4); Possengers: 160 [troops) of 24
{mounted Sith mammoths); Cango capac-
ity 1,000 metnic tonsConsumables: &
mionths; Hyperdrive: 16 (xi2 backupl;
Maximum speed: Crulsing; Defense: 21 (-1
size, #12 aomar; Shield Points: Mone Hull
Poimits: 375; DR 30
Weapon: 8 ||.Eh|; blaster cannons; Fire
Arg: 1 front, 3 left, 3 right, 1 rear; Althck
Bonus: «6 (+2 fire control, +4 orew);
Damage: sdioxa; Range Modifiers: P8
=3, % +0, M/L nia.

Sire GUNSHIP

Sith gunboats were the hammer to the
Sith battleships’ anvil during the Great
Hyperspace War. While the flying
fortresses were slow and heavily armed
and arrored, the escort gunships were
fast, manewverable, and not without
firepower of their own. Approximately
one-third the length of a battleship, Sith
Lords Naga Sidow and Ludo Kressh each
had seweral hundred of these ships
under thelr command,

Sith gunships encountered during the
time of the Sith Empire were typically
emplayed as escorts for battleships or
persannel carriers. Naval maneuvers
typically inclisded a battheship carmying -
24 Sith starfighters, two troop camiers ,
and four escort gunships.

Craft: Sith Escort Gunship; Class: Capital
ahip; Cost not available for Sabke: Size:
edium-sized (75 m longl: Crew: 1B
{Skilled +4); P.Iur.nﬂ,en.: 10 Cargn capac:
ityr 250 mietric bons; Conmiu mabbes: 1
grﬂi,Hjlprr:lrlw: | (=12 backu Pl Mani-
mum speed; Attack; Defense: 22 [+12
armeor}; Shield Paints: None; Hull Polnts:
50 DR 15
Weapon: & autoblasteérs; Fire Arc: 3 front,
i left, 1 right, 1 rear; Atack Bonus: +8
{#4 fire conbnol, +4 crew); Damage:
phoxs; Range Modiflers: PRSS 40,
KUL nia.

SITH STARFIGHTER

The srniall, bulbous Sith starfighters zip-
ping around massive Sith battleships
were a comman sight throughout the
Great Hyperspace War, From the begin-
ning to the bitter end of the Sith Empire,
Sith starfighters provided the first line
of defense,

Sith battleships can carry & compli-
ment of 24 starfighters. Lacking hyper-
drive capability, Sith starfighters are
never alone,

Craft: Sith Starfighter; Class:
Starfighter; Costi not avallable for sale;
Size: Small (45 m long); Crews: 1 (Nosmal
+2); Passengers: None; Cargo Capacity:
o.§ metric tons; Consumables: § days;
Hyperdrive: None; Maximum speed:
Ramming; Defensa: 23 [+1 size,

A Note About Eras of Play

The statistics provided here are for many tems thal were |n
common use during the Sith Empire, During most eras of

play, these abjects would be extremely rare, I they existed

ancient Sith sites of worship, long-forgotien regions of open

space, and on the worlds most closely asoc iabed writh the

ancient Sith Emplre or the newly-revealed Sith—Darth Maul

and Darth Sidious

The Sith personnel carrier, gunship, and starfighters, along
welth the Sith battleship provided in The Dark Side Source
ook could reasonably be found In the deep reaches of space
which used to be the Sith Empine. Whether ‘H'Ii:'j' ang oper
ated by remnants of the ancient 5ith Empire ks up to the GM

Whether they are deserted and in disrepalrs, mystedously

i.' Secrets of the Sith Hlvlllld_

#+12 armar); Shield Points; Nong; Hull
Polnis: 180; DR: 10
Weapon: Triple blaster cannon;

Fire Arc: front; Attack Bonus: #5 [+ |
sz, #3 fire control, 2 crew); Damage: |

adionz; Range Modiflers: PE/S 40,
ML ni'a

Diroids

The schematics for a Sith sentry, Sith
warbat, or Sith slayer can be found in
maost Sith holocrons. Though the inner
wiorkings are far inferlor bo dioids pro-
duced thousands of years later, the
alchemically treated Sith armer plating
is thie equal of a low-powered shield
generator. it's unlikely that any of these
anclent droids have been active since
the fall of the Sith Empire.

SITH SENTRY, SECURITY DROID
Realizing early on the advantages of
avtomated troops, the Sith Emping man-
ufactured several different models of
combal drodds. The Sith sentries. the
smallest and most common of thess
automated troops, were used as low-
security guards. These droids were typi-
cally found pulling guard duty that
arganics would have bored quickly of.
Sith palaces, factories, warehouwses,
shipyards all commanly employed at
least a handful of sentry drolds, They
also served onboard Sith battleships,
gunboats, and troop carriers. In emer-

r_:r-_--g.::rh.':‘l. or gperated by a Sith drold crew, an encounter
with them could make an excellent side trek
similarly, Sith drobds might be found guarding the tomb

af a long dead Sith Lord, or reactivabed by an umwitting

scholar studying Sith rulns. Sith scrolis coubd sensibly be the
reward for vanguishing the dark side spirit guarding them or

the subject of an escort mission during any ¢ of play, Mot

really knowing wihat the heroes have in el |.=:.~Hr?:-'-|r-l'l.1hl'-

ol b mr excellent Wy 1o intioduce anclent Sith secrets
and Sith willalns Into your campakgn, Locating a bong-last
focusing chamber could also provide the seed Tor an epic
achenture: especially if the henses aren’t the first te find i,
These statistics can alto be used (D jump slart a campaign

st In the anclent Sith Emplre.
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gency situations, 5ith sentries were
deployed in groups of sl Othenwise,
they were stationed at predetermined
posts or circulating in a preprogrammed
patrol pattem.

Sith Hn!r!r: Walling [T s url1].| drnid.ThuE

) Imit &3 {Dex): Defene 1748 Arrmor, +3

e ) Spd B imz VPRIWIP - f3; ALK 42 maekes

{1d6, punchj, 4§ ran En‘l i3dd, blagter

ufl:|_ 50 DR 3; 5V Fort +3, Ref 42, Will 4y

52 Mi; Rep 2 5t 1, Dex 14, Con 13, Int 10,

Wvis 13. Cha & I'.'il.'l.‘lrng:- Code C

Equipment: Arme-mounted blaster rifle,
alehemically-treated Sith armor plat-
ing (armar check penalty -3, locked
BOOEL

Skinsy Listen +1, Read"Write Basic, 5peak
Basic (unde r1|.1|:||h;-|1l:|r|_ Search 43,
Spot =2

Lingpent Skitl Paints: o

FEdii Wr;pnn Faciis [FII:'LI:rr Rifle).
'l'I'I.'.IPI:H'I Group Profic lency {blaster
rifles, simple weapona)

Cail: Not avallable for sale

SimW ELml WarpoT,

AncignT BaTrin Degio

Unlike the Stingray, the elite warbot was
not widely used. This had mone to do
with the expense of building them than

VOLUME | MUMBER 5

thelr effectiveness. Elite warbols were
actually quite profickent In both melee
and ranged combat.

Models with stun blasters and batons
instead of Sith swords were commonly
used for training exercises, Because of
thelr less-lethal weapons, these drodds
weere nof reprogrammed to behave any

differently, making them harsh teachers.

Though the name implies that these
drobds weere used exclusively for waging
wiar, elite warbots wene often used as
high-security forces. Many important
figures throughout the history of the
Sith Emipire felt mone comfortable
knaving that thene were two elite war-
bots guarding thelr chambers than they
would were there a dopen living guards.

sith Warbot: Walking military droid, 5ol
diar By Init +7 (Dew, Improved Initiative);
Defense 19 {+g armark Spd 6 m [armar);
VPP g5 Atk 873 milee (2d642,
crit 19-20, Sith sward), +9/44 ranged
(3d6, blaster plstol) or 7/ 47/ 2 ranged
(36, 2 bllaster pistols); 50 DR 6; 5V Fart
&8, Ref 4, WIll +4; ST M; Rep 6; 5tr 15,
Do 16, Con 17, Int 40, Wis 15, Cha &, Chal-
lemge Code E
Equipmanl: Two arm-mounted blaster
piitols, arm-mounted Sith sword,
alchemically-treated Sith armar
plating [armor chedk penalty =7),

vocabulator, locked access,

Skitls: Intimidate +q, Listen +4,
Read/Write Baslc, Search +4, Speak
Basic, Spot +4

Uingpent Skill Pafs: 3

Feati: Aleriness, Armor Proficlency (light,
medium, heavy), Cleave, Exobic
Weapan Proficlency (5ith Sword),
Imiproved Inktlative, Power Attack,
Two-Weapon Fighting, Weapon Group
Proficlency (blaster plstols, blaster
rifles, heavy weaponi, simple
Weapons, vibro weapons).

Codf: Not avallable for sale

SITH SLAvER, AMCIENT War MACHINE
The rarest of Sith war drolds, the Sith
slayer s more [ike a tank with a drold’s
brain than anything else. Despite lis
brutish and slow-witted appearance, the
slayer has an above-average intellect.
Bullding a slayer was a long, arduous
process that was quite costly. The
amoaunt of alchemical materials that
went into one slayer was almost as
mich as twa Sith starfighters. Standing
over 12 meters tall and weighing several
metric tons, the slayer is the largest
mechanical weapon other than star-
ships in the Sith arsenal. Though not
nearly as invulnerable, Sith war mam-
mmioths were more common than slayers.




Sith Slayer: Tracked military droid, Soldier

&/ Thiig 8; Init +0; Deferse 15 (-4 size, +§

armar], Spd & m [armar], VRYWP 42/30,

Ak sglegieglagl o meles (30843, 2 Sith

spinning blades), +5/ 65/ 45/ 40/ 40/-5

ranged (Bd8, crit 19-20, Haster cannon}”

ar #3 5+ 30+ 3 e300l ranged (GaR, crt

15-20, blaster cannon)®; 50 DR 10, tram:-

ple; 5 Forl +15, Ref + 3. Will +4; 5T G| Rep

1o Str 16, Dex 11, Con 20, Inf 12, Wik 13.Cha

g. Challenge Code G

Equiipment: Tweo showulder-mownted
blaster cannons, two arm-miounted
Sith spinning blades, alchemically-
treated Sith armaor plating (armor
check penalty =7), vocabulator, locked
BLCBEL

Ekitds; Intimidate +in, Listen 7,
Read/Wiite Basic, Search +7, Speak
Basic, Spot +7.

Lirspent Skill Podrli: o

Feati: Armoi Praficiency (Hght, medium,
heavy), Exotic Weapon Proficlency
[Sith spinning blades), Herale Surge,
improved Two-Weapon Fighting,
Pawer Attack, Two-Weapon Fighting,
Weapon Focus (heavy nepeating
blaster], Weapon Group Proficiency
(aster pistols, blaster rifles, heavy
weapons, simphe weapons, vibro
wirapans).

Cosi: Not available for sale.

* Aroc Borwies incfude multhfiee onid aufafineg

Ireat Bidiler canaces o . Web blosten.

Creatures

CORRUPTED SMAKE

There's virtually no limit to the cormup-
tive powers of the dark side, Places
inhabited by dark side spirits, especially
powerful ones, often becomae twisted by
thie dark energies that swir anound
them. Ower the years, almost every living
thing becomes a grotesque mockery of
its original form.

The corrupted snake is one example of
such a creature, It i unknown whether
this creatune was alweays 1o meters long
of if that's & result of prolonged exposune
to dark side energy. Due to its size, the
comupied snake finds Medium -sized and
smaller beings the perfect prey. Langer
opponents may be enough to stare away
acormupted snake,

The corrupted snake's primary attack is
its bite. its fangs contain a naturally
ooourring variant of Sith polson that
requires a DC 20 Will save, On a failed
gave the character suffers 146 points of
Constitution damage. Like all Sith poi-
sons, this one feeds the character's
anger, drawing him closer to the dark
side. Unless the initlal save was suicess
ful, aach time the character uses a Force
Poink, he must make another Will save, If
that save fails, he automatically calls
upon the dark side of the Force, earning
a Dark Side Point, Unlike manufactured
Sith polson, only one successful Will save
is required to punge the poison from the
character’s system.

On a suotessful bite attack, the cor-
rupted snake can use Improved Grab to
attempt to start a grapple as a free
action if the target ks smaller than Huge.
The corrupted snake does not lose its
Dexterity bonus to Defense and may
camtinue 1o bite normally when using
this ability. if it chooses to deal damage
to & held character as the result of a suc-
cessful grapple check, the victim takes
gdb+n damage.

Milking the venom of a cormupted
snake Is a dangerous proposition. To do
50 requines that the ereature be subdued
and milking sacks placed on the fangs. A
Handle Animal check (DC 12) is requibned
to extract the venom. For every 5 points
the check exceeds the DC one dose of
venom (4 extracted.

Cormipted Snake: Mutated predator 4
it +5 (Dex, mproved Initiative),
Defense 17 (-2 size, +1 Dex, +8 ||.:'Iu|.11h
Spd B g VPYWP g5084: Atk g
{adB+nspolion, bite), or +§ ranged: 50
Canstrict. puimnnm. improved graby 5
Fort 10, Ref 47, Wikl #2; 52 H; Rep 3; Str
32, D 12, Coon 22, Int g, Wis 12, Chan
I{ll;llrng{' Cade E.
SkiilTa: Hide +7. Listen +1, Move Slkently 41
Feardi: bmpaowed Inltiative, Lightning
Reflenes

SirH Warnieo

During the Sith Empioe, domesticated
creatures were commanly pressed into
military service as mounts for heavy
artillery. Like the Sith war behemoth, the

warbdrd was used in this way In
exchange for raw power, the warbird has
Increased speed and maneuverability,
This flightless bird stands 6 meters tall
and is approximately 1o meters long,
The statistics below are for the war.
Iird a% it is foamnd In natune, When a Sith
battie hamess ks added, the warbird
gains a +6 armor bonus, DR §, and +2
Reputathon. The harness alsd confakng 3
cockpit that provides the rider with
three-quarters cover, reigns providing a
+2 equipment bonus 1o Ride skill checks,
and a blaster cannon (treat blaster can-
mon as an E<Wweb blaster) Mounted on
the warbird, the blaster cannon is consid-
ened on a stable platfosm, conferring a
reduced maltl-fire penalty of =2 and aut-
ofire penalty of —4. The fusion generator
onbaard provides unlimited ammunition
for the baster cannon, The challenge
code of a battbe-ready Sith warbdnd todm-
plete with rider is Increased to €
Whither the warbind Is wearing a
battle harness or not, it has the ability to
trample any opponint it threatens, AL o
full-round scthon, the wearbird can run
oved an opponent al least one sige cate-
gory smaller than Huge. No attack roll is
necessary. When the warbird begins its |
action adjacent to an enemy L may
meowie over thé enemty as if it wesen't
there., This attack deals wdB+7 damage. A
sutcesslul Rellex save (D€ 20) reduces
the damage by one-half,

Sith Warbind: Herd anlmal 3; it #
(D) Defense 15 §-2 sige, +0 Doex, +6 nat-
ural); Spe 10 mig VPIWP 2838 Atk
maebee [2dB4+7, gore), or +1 ranged, 50
Tramigde, +2 species bonus Lo Sunvival
chiecks on plaing; 5 Fort 49, Rel 2, Wil
#1; 57 M Bep 42 5t 26, Dex 13, Lon 22, Int
3, 'Wis 10, Cha 2. Challenge Code A
Skl Clemdy 4+, Survival +b6,

Feafs: Power Atlack, Run

SiTH Famiviag

One of the many bessor-nown apgdica:
tions af Sith alchemy is the manufacture
of a famidliae Making a familiar i enpen-
sive and time consuming, and the result
is weery fragrile, Stil, some Sith Losds have
dieemied i worthwiille an endeavos,
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A Sith familar looks like a small scav-
enger bird, with a u,lins span of one-half
maeter 4 Force-sentitive character has a
chance of detect Ing_ih trwe nature if
wiithin 1o meters. The character makes
an opposed Wisdom check rlg.aimt the
famibars maiter. Both characténs add
their Force level to the check, If the char-
acker '|.|..||:|;r'rd'._1h|:)' gr'1 the sensation
that thr:,l'rl: b-ring watched, and a suc-
cegaful Spot check ;-Fpnwd IJ;' thie Famil
fars Hide skill reveals that the source of
that Ff:liu_g 1% this unsus;p-m;ling Bibrd.,

Thé Sith famillar's most u-r:ique ahllilr
1% % conneclion to its creator, B‘:.l
expending 1 vitality point per 10 min-
uted, the familiar's matter can exper|:
ence whal the creaturns is experiencing.
Addtianal |:|l'.1hE mashEr Can uie eertain
Foroe wkills and feats as if she was at the
familiar's location. These include Alter,
Empathy, Enhance Senses, Foroe
Defenve, Foroe Stealth, Friendship, (Hu-
fson, See Force, Sende, and Telepathy, The
familiar's master can alio use Affect
Mind, Drain Knowledge, Fear, Hatred,
and Surmrmen Storm as il she was where
the Tarmiliar is. If she does, the familiar
miust make & Do Fortitude whve or be
destroyed by the attempl, If destroyed
this weay, the attempted dkill or feat lasts
for one reund, during which the familiar
Is consumed by the energy required to

BY || voLumeE | MUMBER 5

maintain the Force condult that long

Crl_-;1_|ng a Sith familiar rtquirﬂ.
instructions found anly in a Sith
holocron or on Sith scralls. These instruc-
tions can only be carried out with 10,000
credits worth of materials and an
alchemidcal a pparatus. To complete the
creation of the familiar requires a D€ 20
Ak h:'rn:r skill chieck. See the ﬁ.ll;h:m}l
skill d:—s:riplipn for more detaili.

Lith Familiar: Alrtbanne wermin 2: ik +6
(Dhei, species bonus); Defends 16 (+2 tire
4 Dei); Spd & m, 15 m fly (pood|; VEAWP
10/ Ak +0 mebee (133, bite) or (1d2-3
2 claws), of +7 ranged; 50 Forte conduit
+10 Lpeciey banut bo saves againt
mind-influencing effects; SV Fort 41, Bef
7, Wil +o; 52 T; Rep
7. It B, Wik 11, Cha 3. Challenge Code A

1} 517 4, Dex g, Con

Swilis: Hide +12, Listen +4, Move Silently
#H, SEanch 2, Spol +3, Survival +4

Fone Skl Enhance abilily +5

Feats: Force-Senditive, Skill Emphatis
\Enhance Ability), Track

Force Feali: None

Equipment

MEDITATION CHAMBER

Throughout the ages Sith Lords have
created many different verdions of the
meditation chamber. Though no two are
the same, they share many similarities.

They usually provide a safe and setluded
envirgnment for weakened Sith Lords to

rl:gain thaair 5tr:ngl:l1 The chamber
allows recovery at rates much faster
than mere nesk, due in part to the cane-
Ful I:.I imbued alchamical properties of
each meditation chambern Darth Vadér
had such a meditation chamber enbaard
his command 1h4p. the Execiilor,

A I::,rpir.:-l mieditation chamber Bunh
the wier a +4 equipment bonut to Con-
tral M nd.imp.:th:,r. Flr'I.E-I:'lI'IE. Hezal Self,
Husion, and Telepat h:,l shill ehichs. Each
time this equipment bonus is gra ited,
thee user g.:lm. a Dark Side Paint.

This unbgue piece of equipment alia
rapidly increates the rate at which the
user recovers bodl witality and recovert
from fatigue. The rate at which vitality
points are restored 14 increased (o1 point
per level every 30 minutes. Additionally,
twa hours of meditation will I'I-IEE&‘I.E the
effects of fatkgue. The meditation cham-
e Erﬂlﬂi na additional bonus to recover-
i weounid paits. Whenever b character
rests undnterrupted for any period of
tirme, they gain a Dark Side point.

Meditation chambers must be ous-
toim-beauilt for a specific person, If amypane
else uwses the chamber, the equipment
banus i reduced to +2 and the user
gains an additional Dark Side Point. All
ather effects remain the same, To build a




meditation chamber requires schamat-
ics avallable only in & Sith holoonon or on
Sith scrally. The materials to construct a
medilation chamber cost 20,000 credits.
Thin deein’t indlude any additional
equipment such as life support, fusion
generator for recharging weapons and
armar, of cormmunications gear, The
hardness and wound point total of a
meditation chamber depend wpon whit
materials it s made out of. To complets
the constructbon of & meditation cham
bt requires a DC 25 Alchemy skill check,

FoCusing CHAMILR

During the Sith Emplne, massive subter-
ranean caverns wene devoled to arrays
of eamplen machinery with anly one
purpose: to amplify Force powdérn.
These apparatus, called focusing cham-
lers, increased the power of a Foroe
wielder by many times, Typécal focusing
chambers resembled a sleek cylindrical
Lot with a eryitalline chamber at the
very top, Clever Sith sorceners were
careful ta limit access to the chamber
ilself by prowiding no means of reach-
ing it other than fhying.

A typical focusing chamber amplifies
the following skills and feats: Control
Mind, Empathy, Farseeing, Illuslon, Move
Object, and Telepathy skills and Farce
Whirlwind, Hatred, Prolong Force, and
Summan Storm feals. The vitality point
coad of a kil or feat is doubled when
amphified by the focusing chambser and
any use of a focusing chamber gives the
user an additional Dark Skde Point. Using
the focusing chamber to initiate an
action requines total concentration for
i reunds (one minute) durng which
Lirme the user may only perform fres
actbons. Likbewise, sustaining a skill or
feat requires the user's full attentlon

Using o focusing chambser for 1o min-
wrbes causes the user to beoome fatigued.
Lhsingg it for 3o minates caires exhaus-
tian, Evil acts performed using thee locus
ing chamber cause users to gain Dark
Side Points as they noermally would,

Each of the Force skills and feats behave
differently when they ae amplified:

s Control Mind: This skill affects 10

times the number of targets for

double the lsted vitality cost to
malntalng The maximum range is
increased by one level of mastery.

[For example, untrained users use

the range for those with Force Mind,

users with Force Mind wse the range
for those with KEnight Mind, ete.

Master Mind allows the user lo

affect an entine reglon, such as the

Care worlds or the Out Rim_|

Empathy: +10 equipment bonus Lo

Empathy skill checks.

Farseeing: «10 equipment bonws to

Farveeing skill checks,

e Nlusian: +10 squipment bomus ta -
sion skl checks; The maximum range
is increased by 10 times for double the
listed vitality cost to maintain.

s Mowe Object: +10 equipment bonus
to Moeve Object skill checks; The mixi-
i weekght that can be mased s
increased by 10 times for double the
listed vitality cost; A successful
Farseeing skill chack (D€ 26) allows
the user to affect an object anywhene
in the same planetary system,

s Telepathy: 410 equipment bonus to

Telepathy skill checks; The maxirmum
range is increased by 10 times for dou-
ble the listed vitality cost.

w Force Whidwind: The area affected,
duration, and range of this feat is
increased by vo times. An amplified

Farce Whirlwind deals 6d6 damage
and requires a DC 30 Reflex save to
reduce that amount by one-half.
Hatred: Using this feat does not
require a full minute of concentra-
tion; The affected anea i doubled (20
m ). Amplified Hatred deals 4d6 dam-
age and invokes a -4 penalty to all
attacks, skill ehecks, and alb«lity
checks. Damage can be reduced by
ane-half with a sugcessful Fortitude
saving throw (DC = 15 + 2 x user's
Charisma modifier). Maintaining
amplified Hatred is a free action that
costs B vitality points per round.

wProlong Force: if the user does nol

have the Prolong Force feat, they may
spend wound points as if they did
when paying the vitality point cost of
an amplified skill or feat; If the user
has the Prolong Force feal, s wound
point provides four times the power
that a vitality point would when pay-
ing the vitality point cost of an ampli-
fied skill or feat.

Sumimaan Storm: A sucoedsful Farsee-
ing skill check [DE 20) allows the user
o summaon a stosm anywhere on the
same planet, The maximum and mink
muim storm radil are dowbled, and
penalties caused by an amplified
storm ane increased to =4, Maintain:
kng an amplified storm is a free acthon
that costs 1 vitality paint per minute.
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Constructing a focusing chaminer

reqpuines schemathcs found in some Sith
holocrons, incredide fesources, Jind a
I'||.||:,'r Caveimious space. The matenals o
Buidld this @nadimous devie woiikd cosl
1, 00,000 credits, A chamber that's at
lewst 20000 cuble meters and safe
fram the elements s also reguined.
Alone, it would take a Sith alchemist
thiee years to complete a fodusing
chambern diade this Uime By U nuam
ber of characters assisting in the con
stnection. Characters without Uhe

alchemy skill—usually slaves—can be
used to rédudce the oonstracbion Dne
Up to four other characters may asd the
charcter pedorming the Alchemy skill
chieck (D go). See the Alchemy skill
description for mone detalls

Artifacts

SITH SARCOPHACLS

Sith burial chambers can Lake on muiy
ferms. The mosd commaon is a

hurmanoid-shaped sarcophaghus, While

these typically contarm the physical

femains of a Sith sorcerern, they can also

B the final resting place of The spiil

WOLLFME | MM E %

a5 wiell, O examiple i the tomb of
Freedon Nadd o Dxun, the beast
moon of Cndeion

Though the sarcophagus i iypically
the center of a Sith Bural chamibser, the
entire tomb oozes dark side energy. The
result ko often felt y Uhe surneunding
flara and fauna, which mutates over
thme. Linless a Foioe wser makes a su
cessful See Force skill check to detect
Farce [DC 1) within 1o meters of the
tomb, thiey sense nothing other than
the nagging feeling that they shoiald
swatch thels back

Often the sarcophagus s a source of
poweer for a dark side spirit., Disturdsng a
elark sddle spiarit's sarcophigus will auto
mathcally transport it 1o the tomb, The
sarcophagies emanates strong woaves of
dark shde energy whien the dark shde
sl is woithin 10 meters, Force-sensitive
charadcters within 1o metess must make
A I e (D = 100+ dark skibe spirit's
Chariama madifier + chaacbes's dark
alide podit total) or succumb Lo feelivgs
of anger, lear, aggresuon, and the like. If
that character atbempis to call on Phe
Faerce wiilhiin the next 24 howrs, Uhey
autmatically call on Uhe dark sicle

i a character somehow finds them
selvis Bybing i the sarcophagis for maore
than ang full rewnd
vl st hey st make o Will save
(OC = 50 Ehae dark side spiait’s
Chamisima mvodifler), & fabled save resulls
bt the dlark sldde sphit possesshing the
charscter Durk side spdeits may st
worshipers o find the perfect specimen

ewen agalisd Hhedr

o possesn, wsa (s (llusion Force skl 1o
Inlick a havio inlo Iydig i i sarcapha
s fof 4 pei il T, oF imnaki LA
isies ol gread possa inslide

'|I.'|r|'\f|"|||l‘|i: e essenoe of & |I'ﬁ'|r|r:
|'i-|'rll|= inlo b saroo) I|1.LJ|.|ll.. CL TR T T [,
curs b Baelln. Thee maateaials to do so oot
Fom oo crcelits, Thie Foroe uisen sl
I rankis dn Bdc sy andd anotlse I||.-||r|;
IH'l:I_!l LELES TR L A |'|I'|I|:|||-||"1|'||' Trais
[ |:l|.||||'||'|||'||" Lhis stz e, a Trwisded
Fasenoe skill check (D 30] s reguined, Foe
eyery humabied lves tlat are n'lfl"ll'l“h'
sanilicesl Tow Lhils ||||m-'.-._|:'d|.||.|= e [N

by 1 vl memanin D8 ool 140)

Sk SCROLLe
it is inknown whether Sith sciolls poe
date the inwention of the halocmon, ae
A resilt of balnig Bl abeilily to crisale
alocmons, o wene simply created by
Sith sorcerers whe Lscked the Lechiol
oLy and ke -hoaw 1o Create a
hanlog oo, Whal is Kndawn s Ehat Sith
scrgdls aee the sbuff of I|=|:|'n|:| A Com
plicte library of Sith scodls woubd be a
pri Elieas discowienry
Thesie extrenely tane soodls e simid

lar tax 4 hodosoron b that they store
hl.mlm!ﬁ:* Iit covinkrast to the holodion,
there is no “teaches™ to help those
ST |'|Il||.l_ Tewr imfprmeation fomd i1, Wihike
this muakes Stk scrolls lisss Bkely Lo leasd
thir veader down the dink path than a
Sith holocron waosuld, it Lakes mach
I"'“F-"' to sccess infonmiation sloded li a
Sith sorall, A acldbed obabadbe i 1 L
ke bairier 1u_ul-|'|.r|rl'|r=r aSsith el
LLEE[THES Alvat thee re e e
Read Write Languagie (Sith) asd a s
cirwalisl h;1|.1r-|.~.-||-1I|:|=h|| v laieh skill ek
wiith a DC ol 3o

Sith scrolls are usieally parl of a lilsrary
of sciolls, A 'ul'lHl‘l' lsrary conbakng sdro
scrolls, Unnless Pl GA wiishes to ot line
the conterils of each scroll, The chance
thil bformation the deader is weancl
gy For can be found n oave of Uhe
wnolls s 15 per screll, For exampde, a
[Merary of o sorells s a 0% chanoe of
containling s s vi=muadics fon Satly bl
the anmarr. To deteomine i e lilsrary
covbabng the desired inlformation soll 4
%, The aiviceanl of Gire 1 Lakes Lo
siarg b nlalsebed soralls is dilferenoe
e bwisenn Uhar sizie of Uhie library and die
Pl a8 o U o owamia o of Qe size
o the Hbeary) bn hoaers, 11 The scialls ane
|.|I.|Iq~|:|'-F_ il bakes oo it that Lime
W thee ddoamalidein s theae, D jeadlai
receives a2 compelende b as i
thary weie acorssing the ifonmation
Iroen a lologion

O placis Ehat Sith sooolls woulsd
Ikl Quarm nige i Dhe crggel of o long el
el sorceEed, Tn o case s o Lhis, i is
Ny thad Bl Sith sonceren is sbilll hang
i arounal, i the Form of o dank side
e ih IF Alhvis is Ul s, stuclying Sith
sonolls muay enad anp bidng more dangion

s than scoeasing a holicmn. B




A CAMPRIGN W o
GUIDETO &

HE CENTRALITY 15 A LONG SLICE OF SPACE THAT LIES IN-
BETWEEN HUTT SPACE AND THE CrRON DRIFT. IT 15 THE
PRIME BACKDROP IN L. NEIL SMITH'S TRILOGY OF NOVELS,

THE LANDD CALRISSIAN ADVENTURES

ITIS A BARREM

REGION, WITH TRACTS 50 EMPTY THAT MANY TRAVELERS RELUN
OQUT OF FUEL BEFORE THE HALFWAY POINT OF THEIRE JOLUR-
NEYS, SECURE HYPERRDOUTES ARE INF REQUENT AND MANY Ol

THOSE WHOD HAVE WANDERELD OFF
BEEMN STRAMDED AND LOST IN THE

Becouse of its remoteness, there is a pop
ular saing among outsiders that the Cen
trality is not the cenfer of anything. But to
the Centrang, those who grew up there, it is
the center. They embrace the harsh environ
ment and s their histony a4 3 vict orsous
struggle against if, Their ancestons settled

ere because they wanted a taste of true

o1 WI#. HUMBER &
¥

s R

THE BEATEN PATH HAVE
DEEP WASTES OF 3FPALCE.

frecdom, sway from corrupt povernments

like the Repulbdic, Now the Centrans cele

brate their liberty by their prospenty—hand

woark in the fronlier can reag rewards
Although Centran philosophy apposed

overarching suthoritbes, a simple one was

mefeLLary for sately and commente, Conoe

fquently, what starfed as 3 series of rage

e

ENTRALITY

Wb " .“IEHME! :

mwzu BY ADI GRANOV

agreemaents and mutual defense Programs
developed inftd a cobbled together coalition
of planets, dubbed, perhaps contemplu
ously, "the Centrality,” The Scrnvinir (High
Trammic for “head writer ) became the Cen
trality's supreme representative. While not
as powwerful as other regional govermments
inlight of recent empires and rebellions the
Cemtrality has been atde 1o hold onlo sits

independence, the care ol Centran identity

The Centrality

through the Eras

RISE OF THE EMPIRE

A5 the Eepublc crumbles, the Centrality
liwes up b0 its frontier repuatation. It can b a
dangerous place o visik. Boonomic depres
i ot it the majorty of the industial

Sl
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cultural weorlds, The government i Loo
weak to spread proper aid. Wealthier sys-
tems, like the Oseon, are not willing o help
lift the others out of poverty.

THE REBELLIOM

in return for 2 degree of semi-independence
and economic aid, the Centrality has swom
allegiance to the Empine. The Centrality mil-
itary is put under IM#IH control, buk no
wiorhds suffer Imuhm.‘lhh course of action
revitalizes the mining and agriculture
industries as they meet the needs of the
Impernal juggemat.

Palpatine, like the Hutts before him,
regards the area as too remote to be of any
impertance. One could say he encourages
this bastion of "freedom.” He knows that
the infermation gleaned about the affluent
that holiday in places like the Oseon s
worth mone than direct oontrol.

The Rebel Alliance operates a few cells
in the region, but they are small and
insignificant. The Centrality is too far
remaved from the Core to be of any great
use to the Alliance,

Tei Hiw Jipi OrDER

The Centrality looks at the New Republic
with skepticism._ Althaugh both sides have
signed treaties of goodwill, the Centrality
opposes joining the New Bepublic, Bol-
stered by old Imperial ships, the Centrality
Mavy Is strong enough to provide ample
deflense of the region,

The loss of the Empire’s huge appetite,
however, has begun to show its effect. Plan-
elary economies are spping. Congurrently,
the invasion of the Yuuzhan Vong in Mew
Republic space has brought a floed of
refugees. Areas are being overpopulated,
jabs are scance, and violent crime s rising,

Meamahile, the Centrality government is
experiencing its own turmoil Renatasian
terrorism and fear of the Yuuzhan Vong
have incited the military to take a stand.
Fleet Admiral Sris Lehhett has installed him-
self as Sexivinir in a bloody military coup.
The farmier Scrivinin, Oftdefa Tavell Geen,
barcly managed to excape and now ks in
exlle on Conscant tylng tadrum up sup-

. . i L IEY 2 '
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~An intelligence veteran, Trallint, has
adopted old IS8 intimidation practices to
uphold Lehhett's regime, Lehhett has
ordered immigration to be halted and all
refugees be conscripted into the military.
Some systems, like Oseon, are protesting
Lehhett's schemes and have gone to the
point of declaring that they will secede
from the coalition.

Places of the Centrality
Oumon

The Dseon Asteroid Belt is the most popular

destination in the Centrality. Scattered
across the mid and upper belts are hun-
dreds of thousands of casinos, pleasure
parks, and palatial residences, running the
gamut from the cheap and dirty to the
most extravagant. From the standand
approach vector, the million blinking lights
owerpower the glow of the sun,

There are only two major laws in the
Osean. Carrying or using a weapon 5 a cape-
tal offense punishable by exposure to the
vacuim of space; However, a sea of insur-
ance agencies and bondsman has prechuded
a formal execution from ever happening,
Secondly, all money gambled must first be
transferred to chips at a branch of one of
the major banks, for authentification.

GADFREY AND THE FLAMEWIND

Years ago, explorer Gadfrey Dsedn was
iooking for an owt from his life as a circus
ringleader. Legend says he ran a crime syn-
dicate within the circus, but got into a tan-
gle when he performed on Mal Hutta. He
fled the Hutts and landed on an asteroid in
noman's land to refuel. There he found

out he could not depart for three weeks
because of an occurrence the local miners
calbed the Flamesyind.

The Flamewind Is what coenced Gadfrey to
stay in the asterold belt, as it has many oth.
s He dreamed if he constructed a casing
and hotel, travelers would have something to
da if they got stuck during the Flamewind
season. They could be astounded by one of
the wonders of the galaxy and in the mean-
time gamble away their credits,

The Flamewind {5 a spatial irregularity
that passes through the Belt once cach year
and :.u'ppt'rﬂls tradeand cnmmunhﬂim

between the asteroids for three weeks. It
fills space with arcs of shifting colars from a
palette of a thousand ridnbaiws, & mwve-
mient of color that sends some watchers
into hallucination, Many think that the
Flamewind is a legion of ghosts, a soul-train
of a long-dead species who passed from
this wniverse wnfadrly, There are those whao
believe the Flamewind transmits messages
to them and dispatches them on errands
and quests to strange places in the galaxy
Schentists conjecture that the
Flamewind is caused in part by solar flares.
Trade and communication are stopped
because the radiation noise accelerates
the decay of electronics. Those who do risk
their necks and ships in such a firestorm
must deal with inaccurate gauges and
flaky sensors. They must be prepared to fiy
"By the seat of one’s pants"—and throl
lnuru-u{
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THE CENTRALITY

atingbeams

Sealler than a held-out blaster, the
stingbeam can fit in the palm of most |
being’s hands or be hidden in folds of i
chothing. It carrles five non-lethal shots |
that can stun an opponent, Although
technically illegal in places like Oseon fit
Is @ firearm}, many gamblers carry
expensive models that can evade most
security scanners.

Costt 400 (1,500 for models with a 45 |

bonus to evading electrical detectors);

Welght: .25k Damage: 1d2; Stun Dam-

age: d6/0C 18; Type: Energy; Slae: Tiny;
.fmm Blaster Pistok.

e = : =

Flying Duiring the Flamewind: The inaccu
sy of sensors handicaps all skill checks
onboard a starshipwith a <40 penalty. Fur
thermore, thene is a 30 percent chance of
ship fallure every hour, Contult Table m-1 o

thie iulebook for feiults of electionic decay

Dweon BBYc: BE4E In the sixth belt is the
largest worldlet of Oseon, seven hundred
kilometers n diameter, honeyoom bed wit h
entrance and egress partals for tube cars
anedd shvips of all shapes and sizes. But 6845 ks
mane than just a set of hotels and gambling
parlors—It's a domed metropolis for the
ultra rich and famous. Real estate on the
Ere- | i -;"_.l_ll.jl'l.l-ﬂl_' that steetches around
the equator 5 among the most expensive
commarcial property in the galasy

Hotel Drofo is the premier lodging for

Visitors wha can affiord absolufe indul

gance. It putdoes all others in luxury and
offers accommodation for every type of
spercies, It attracts onby the best: admirals
captains of industry, nobility, and the
mast flamboyant celebrities, The gaming
saloon is one of the galaxy s finest, with
millions, sometimes billions, of cradibs
being thrown around every hour

Dirofo the Thind, a Tosdarian of no
resenve and no limits (o his imagination,
ownes the hotel He has convinoed the Cen
trality milstary of the necetsily of the
armed Akroec strike cruiter he keeps o
protection against thieves and a clan of
Hurtts who would like 8o pet thelr stulbdy
fingers on his loot
Drora IM: Male Toydarian Expert &; It 40
gt 1% Spd B, 1om ||'|-,.: VPSP - Atk
+2 mielee (1d3=y, punch), 4 3 ranged £
hold-out blaster); 50 Fl !;hr_ Immune to

SEMLE [ S8E SENGE, page 1 ) andd Affect Mind:

oW Fort 42, Ref +2, Will +6; 52 5 FP o: Rep B

Str B, Dex 1, Con o, Int 14, Wis 12, Cha g

Equipment: Hobd-out blaster, comlink,
datapad

Shitls: Appralse +8, Bluff +5, Diplomacy +8,
Fargery 4%, Gather Information +1o
Intimidate 45, Knowledge [Oseon street
wise) 0, Listen 43, Profession [hotel
business) +10, Profession |'t:.r||'-l1lr-r:l oy,
Read/\Write Basic, Read/Write Towdarian,
Search +d. Sense Motive 4, Speak Basic,
Speak Huttese, Speak Toydarian, Spot +2

Feats: Skill Emphasis (Mplomacy), Weapon
Group Proficiency (simple weapons
blaster pistols)

Cxeon Bg2o: The Bt had s owm dens of vl

Lawirny, soame of welich thress on ther odio

Adventure Hook: Sosten Freet, the Advozie .1;'!51'“! of Ema Slake, hires the heroes 1o

|n'.r4_'1.1iga1r_' the disappearance of over half of her tilicate trophies. The investigation
leads them to Bgao, where Ema's past holovid director, the Kubaz O'LF Khaz, is holed up
Khaz is & paranoid wieck, He fears that one of the boan shark producers is after him for
going way over budget on a holovid shoot. He tells them that Ema's retired manager,

the Twilek Phaldri Mex, may kn

something about the thefts. While in Khat's apart-

ment, one af the heroes discowers a missing trophy. Almost by codncldence, Freet
appears upon the scene and has Khaz arrested for burglary. Khaz screams that the tro

phy was planted

Upon leaving Bgzo with thelr reward and the Freet's thanks, Mex's toughs accost and
capture the heroes, When Nex learns that Freet s involved, he gets suspicious and affers
to free the heroes if they break into Freet’s home on 5631. There the heroes find the tro-
phies in crates ready to be shipped off. They must apprehend Freet and bring him and

the trophies to Slake's hame.

70 wwlﬂi! I, NUMBER &
i
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reputation. Eg20 i4 one of them, a minkatune
Mar Shaddaa that Fides gamitlers fFom loan
sharks, hides loan sharks from racketes ring
changes, ific houses the orcasional tourist
whio s LoD cheap 1o iy For safer W ging
Osean pollice foroes onoe |||.=|I'|||I +d 1o elimi
ke this |||.-\.:-:'_2:_|1 it |_|||_||.l|_'|_| too valuable as

formiation s

Tallil e

Oseon sha: Thirty years ago, the residence
of trilllonaine Bohhuah Mutdah on 5792 was
the most lavish of all the astesoid hormiss
before it exploded. Mow the honor b '|l:'|_!§'.
to Ema Slake's estate on s63. The copper
ckinned |'.i|'-|r|§: is one of the galaxy™s great
volces. She s a shameless self-promoter and
the astengdd s 3 shiowcase for her success. |1
has three theme parks. 3 mioseum devoted
to Slake’s songs and |He, and a library col

lecting a quarter of the yvailable music in

2 "
Life Crystals )
The life crystals are an enigmatic com-
bination of advanced technology and
nature It is said that the crystals bring
added vikality and intelligence to the
waarer, The debate In sclence Is incan-
clusive,

After the first week of wearing a crys-
tal, roll dao to determine its effect:

=10 o effect |

1] +1 Strength
12 +1 Dexterity

=14 +1 Constitution

15=16 +1 Intelligence

17 +1 Wisdom

18 +1 Charlsma

g=20  #1d4 tempaary [
Vitality Points |

Ench sucoessive year the wearer rolls
agaln and can gain an additional bonus,
These boriuses stack, as do bonuses
awarded by multiple life crystals. The
effects of a crystal are reversed 24 hours
after it is removed (a bonus becomes o
penalty), If the crystal s replaced within 1
wieek, all bonuses are resfored (the
wearer does not roll again]. If the crystal
is not replaced, the penalties wear off in
1 year, Cost: 5 ooo credils for one erystal
up to and during the rise of the Empire
e, 25,000 credits on the black-market
during later eras.
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Rafa

in the past, most tourksts in the Oseon
planned a getaway to the nearby Rafa sys-
tem for three reasond: (o purchase some of
the renowened Hife erystals, walk through the
E:Ll,’..:.'r' prchands where they are harvested,
and see the pyramids of the anclent Shan,
However, things have changed since the
“fweakening” of the Sharu, The Sham ane
not eager to accepl tourists. The orchards
that remain on Rafa W are chosed and (e
crystals are prohibitively expensive. Huge
chties have taken the place of the pyramids

TeE CHvSTALS AND THE BRoxew ProprLl

The Shairu did not intend to have their crys.
tals separated from the orchards. When an
unknown plien entity thousands of years
ago threatened the Sharu, the orchards
wene their means of escape. They designed
the crystal orchards as mind vacuums to
abmarh and collect thelr inbellectual exis
temce—their Hves, intellipence, and mermo
ries. These life-energles wene then stoned
inside the computer systems of the pyra
milds. Bereft of the intelligence, the Sharu
became piimitives. The called them selves
the Taka, or the “Broken Peopls,” and sung
I their mad verse that one day the Sharu
woild retum.

LAMDO CALRISSIAN AND

THE MINDHARF OF SHARU

When the threat bad passed and the time
was safe again, the pyramid computers
wiould restore the Toka to the Sharn. This

happened a few years before the Battle of

a, "

st with the balp and luck of Lando Cal.
riasian, then a young gambler on a treastre
hunt, He activated the Mindharp of the
Sharu, which pulled together the culbed
energles and acted as a focal point for
avwakening the Shams from thelr comparter-
ineel slumber,

PosT MINOHARP
For the next three decades, the Sharu kept
to themsetves. They halted the lite crystal
trade and discouraged tourism, They even
placed an interdiction field around the sys
tem for the first year to recladm it fram
Imperial-Centrality forces, The la ndscape of
Rafa IV and V transformed radicalky. The pyr-
ambids erupted into Kilpmeter-upon-kilome-
ter of city that made rubble of the colonists
dhwellings. Most colonists chose to leave,
but sclentists and archeslogists came to the
system by droves, excited by the new passl-
bilities of knowledge and technology. They
have bearned little, however, fram the Sharu.
Since the Yuuzhan Vong appeared upan
the coane, the Shara have begun Lo break
ot of their shell, Some of the life crystal
archards that still exist are being re-sown
The Sharu realize, as the colonists before
them; that the life crystals they invented are
valuable commodities. Thy could sell them
at exorbitant prices to buy the few supplies
they need from the galaoye Uinder Lehhiett
the Centrality has been very willing to sup
ply @ labor force of convicts to work in the
orchards, as the Empine did i the past

Shiaru T{':hnnlng:,'. Tha Sharu have been

reluctant to share the secrets of their tech

' ol i!l. LR Ly
AL SR

nology. They construct their buildings with
a high-capacity plastic that cannot be repll-
cated. They also use a matber branspart gys-
term to move around in place of speeden.
Since Sharu technology 1s vastly different
from the norm, special skills are needed to
operate it. Use base ability scores or special




THE CENTRALITY

became an anemic version of its formar sell

redting in Uhe bower levels af the Shar's

izations when appropriate urhan modent alns. Thote wiha could, Tled
Rafa IV; The landscape of Rafa IV Iterecl Those that remain are reseanchers, scien
with huge plastic constructbons lik® Ehase tiets, and the pood, The Shams Ehemselves

of children’s bullding blocks: fBubes. culin Lhow Ao concern 1o The wellare heslth o
¥ )

ders, sphernes, and even a few pyramids, Few condition of thote who live beneath them

F

non-Shan have seen the insides, The inner

dimemnsions confuse those who haw Rafa V: The Sharu first evolved on Bafa V
Eafa IV wsed to be the center of civiliza ind since the awakening it is the most pop
tion in the swstem. when the Emplre and ulated. Chrome and plastic cities cover
Centrality ran the pena v, After thi miech of the planet. the rest is a desert of
Vi |F-'|||I'!'_|||| capital city, !:I': 3 Lusat, resid sand, | hie biest archeoloical | o thi
r/TI"IISI'II-I'I.I y

The Shani appear as older near-Humans, not as withered as their Toka avatars, Many have
tattoos on their foreheads of the Mindharp or other Sham symbals. They claim to have
not yet reached their brue forms; that their humanoid bodies will change over the cen-
kuries to resemble the Sharu of abd. Thelr minds do not work like any humanald species,
which Is possibly why it ks so hard to understand them,

Thelr sockely s based on raticnality. They seem o have no competitive tendencles and
ne Intenest in exploring the stars or enteding galactic politics. Each member serves a par-
ticular function of that society with no complaints. If badgered into combat, they ane
more than capabile of defending themsebves in a style of martial arts they have developed.
They speak both Basic and a dialect of High Trammic, an indication that the language
thought to have evolved on Trammis may be of Sham origin,

Adventure Hook: Corask Slen'da, Bothan head of the Obroan Insti-
tute for Archeology on Rafa IV, has disappeared, The heroes go to
Rafa IV to find him. They rescue one of Slen'da’s assistants from a
local gang. She tells the heroes that Slen'da discovered the secret of
the life crystals, but is now a prisoner on Rafa .

If the herges land in the desert on Rafa V' they will not be
detected. When they reach the orchards, they find a penal calony
of mindless brutes harvesting crystals. If try bo escape with
Slen'da, Chief Supervisor Myle Jandler confronts them, Jandler
tells the heroes that Slen'da attempted to stop Sharu-Centrality

ancient Shar aré e aniting bands of

terhrolerical debris, the Sharu s Tirst

i ki mermoirs. A fodt af the Dice: Thd

arribler 1 Ll Calrissian savs that when hi

wis confinad in a pyramsd on Eala ¥, e was

Laken an o jounney through e planel §

wrilar Thshs b b i5 pres ariloel weil by i ppes
that showed the history and v
the Sharu, from single cells to what they

rewrim e todays He does mal remember
much mane, but writes that this historical

ganllery muay SEiE st

 The Toks (sire-Shsra)

The Toka are almost indistingulshable
from bent elderly humans, Tattooed with
strampge symbaols, they look like branded
prunes. They have [ittle capacity o leamn
and are nearly devoid of passion and
will, During the tenire of the Emgpire,
they work in the orchards or serve as
“domestic ankmals,” sven eating the
food meant for such creatures, Tribos
also roam free on Rafa W and hunt with
simple crossbows [1d8 damage),

relations by assassinating key Sharu who were friendly to the
Centrality, landler allows the characters to take the Bothan, since
the Slen'da is now a walking vegetable,

Upon returning to their ships, the heroes find that the Bathan |s
not mind-numbed at all; he wields a lightsaber and claims he is a
Jedi. He tells the heroes that the Sharu feed off the energy that is
sucked from laborers and are using it to accelerate their physical
transformation process. Scrivinir Lehhett has agreed to provide
wearkers if the Sharu open wp the crystal trade, Slen'da demands
that the characters can help him destroy the life-sucking orchards.
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Appandix;

Other Systema

imthe Cantrality

Aﬂtipmr:: The pleayune '||'.l|.||! ARFREEN FLINS a3
ye '||'|-"'IH. tour from Uhé Osean system to
Antipose X and the sparsely populated
Antipose Bll,a planet with the “mast violet

gkies im the universe,”

Dala: Dela 11l is the financial hub of the

Ce r|||_r._||1|;:'- and homi to a native speces,
the Ulorins. Most who slay for long peri-
ods of time in the Oseon Belt have
accounts at one of the banks. The security
in the system is tight, since authorities
fear Renastasian terrorists and ather pirate
attacks on the banks

Dilonexka: Dilonexia XM |5 the Centrality’s
main supplicr of foodstuffs. Drodds ane val
wed hiete more than wageworkers, béciuie
they can provide a tireless, complaint-free
labar force. Glant weather satellites keep
the weather from becoming too nasty with

.|||u|||||_'!.-|l|- tornaco disrupEtor

Douglas: The Douglas system is namied
after Ehe Farmnous hunter Mendel Douglas
wiho traversed the systemn's third planet to
icquibre the kkde af thi l'|-.1.l\.l|'_|.l: ki I|l|lI
The jackelope made (f b ik fior his colle

tian, _|:||||_||_|Hh sendel hmisel did not

Erilnar: The capilal planet of the Centrality
% far from the urban spravel of Conscant
Thiree hundred thousand lakes break up the
landmass and force transportaton to go

-.nwgqcnnwll;:l.u?:nrqu:1 E.n
i

seen terrorist attacks, one of which
destroyed much of the monorail and killed a

millhon pedpde

Hosrel Hosrel X1 was rumored to have a

top-secret résearch base

- = -

s

‘Shield Camouflage
Capital ship “shield” camouflage is a sensor
masking technology the Centrality Navy
invented in the Hosrel system, The shield is
not as advanced as the cloaking device that
Grand Acmiral Theasn used, yet it has its
acvantages in special dreumstances, In
arcas of stellar disturbance, like nebulas, the
camouflage will blend the ship in with the
dust. 1t adds a2 ¢10 to the DC for sensors (o
detect the ship. While camouflaged, shields

'":T“ be powered down of Lhe bomus (s lost.

Lekua; Lekua W has the fosemost university

in the Contrality. The University s Depart-
ment of Comparative Sapient Species is
remown Tor its tenuned " pralessor- adventur
s " the Ottdefas, who ritk all—academic

crsgibidity, Savings SOCounks, Lheir liwes—For

their reseanch

Paulking: Some of the most unusual crea
fures b the Central ty swwim in LhE waters of
Paulking %M. The trout havée fur, Bee crabs

Fave WINES amad the .'||:|:.|-' Cai HeEak

Renatasia: Rematasia is tucked away in 3
cafmer ol thie Chpen Sea, an Isodated system
cut aff from the rest of the Centrality.
.ﬂ.||hu|.|H'r| the Benatasians speak & cof

rupted form of Basic, the time of their sei-

tiement is judged to be long before the
first colonksts came ta the Centrality. For

an unknown reasan, Benatasia slid into
technological barbarism and had to build
up its chilization. Over the next thousand
years, the Benatasians colonized thelr sys-
bem, but they could not achieve faster.
than-light speeds,

& hyperdrive mishap sent a trader to the
Renatasia system during the Empire’s rule
Hie did mot make contact with the
Renatasizns but reported back to the
authorities. Upon further scruting the
Empire decided that Renatasia eould be a
valuable resource that far in the Open Sea
They classified Renatasia as socially
retarded and ready for “forced redevelop-

a term in the Imperial lexicon that
meant ruthiess exploitation and evadica
tion, The Centrality governmaent says that i
had no idea of the true Imperial motiée

Thiey were meiely |'i'"'-"|'-""F. orders, ofders

ment

that included leveling the capital Mathikle
on Renatatia Il and exterminating (wo
thirds of the population

The Centrality is still dealing with néper
cussions in the forms of termorist attacks
The Renatasians have their “freedom,” bat it
is on decimated planets that grow few
orops and are hampered by disease, The
Benatasians refuse all ald; they want (o see

nothing but an end to the Centrality.

Rigneldia: Rigneldia 1l is the backbone of the
manufacturing industey. The factores make
everything from fasteners to repulsorlift

cones, What causes headaches s the I'I'I!H*:

uring gystem the Elglull-l.llal'l!'- will




render. All measurements are standaedized
around the diameter of the H'lg;nelﬂ..'.n b an

Scillal: The Scillal system operates the
Centrality™s largest shipbullding facility
and |5 the headguarters for Scilial
Designs. While nowhere near the size of
the Carellian shipyards, Scillal nonethe
less s able to handle most of the Nawvy's
redjuests fr wrarsh IFI £ This miakes it g
motspot for terrorist activity

ThonBoka: Before Landa Calrissian
el through the Centralily, the Star
Cave of ThonBoka was thought to be
just-a strange nebula deepin the Open
%Ea, 4 kind of small island in a desolate
desert. Trallint knew that tentiznt life
euisted there, but kept knowledge of it

classified, even from the Imperials

The sudden appearance of Dowatt oul
Lide the nEbula o ||.||'|_'_|'.| e Contralily'd
irategy. The Mawy observed first-hand
the crealiene § abllities, If the Bebels could
¥l EhEmgslves witl Ve Oaweatt it couild
bie trouble for Lhi Ermipine

The Empire barricaded the nebula

with a fleet of five hundred ships, They

planned 1o starse these masiive cred
bures, But Calrissian was able to slip
Hlll'\llll:l' thie blpckade and advise i
g & resull

Clswrait y quarter of the

Y vouu

Eil

I MUWBER 5

blockading ships were destroyed. After
that debacle, the Centrality has left the
Dewaft alone, but does its best to make
sinfe athers are Aol interested in them
The anly architecteral edifice i

ThonBoka is the Cave of the Elders, A
r‘_"-l_,j!l.lll: sphere a thousand killeometers
in dlameter. The Odwall hewed it out af
precious gems that glitter like constel

lathons as fhie cave turns

Tramimis: Giant reptilians ate the first
and second waves of colonists who

arrivied an Tramemes LI, Tha thirgd batch

wid belier prepared. They almost wiped

oull the reptilians, Then the colonists

realiped that they could make & fortun

The rast fegned replilipn s the Akarec, It

stands ten meters high on fouwr feel and
hia% a long head that s all teeth, i scales
Ang resistant Lo blasters; even spoder

Lod e whenpsoaa da litthe damage

Tumnd: Tund Is a begend, belleved to be in the
Opeers Sea. 11 could be a system, a planct, 3
shar chuster, or an anea of space that has
been renamed, Strangely enough, no expe
r 2y




.t q,!mﬁf*wﬁrl‘.r e

dition has ever tried locate it. This is in part due to the Empire, who dis
couraged such excursions and erased most references of Tund, Fear is
another factor, Tund s legendary because it's connected to a conclave

of which littke Is kniowwn, the Sorceners of Tund

Waua: Thie ehief |:| iniet of the La '.',."-1|'r|I_I| iz also the home of the
wlan Quor'sav who have a maligned past with the Centrality
Colonists introduced a virus—to which mammallan biology i an
Imviriune carrier=that was deadly to avian |'..'F'||'-l.'l|||"""'-|1' fihe
Dporsay do ot trust or wWelcome non-avian $peciEs ta their home

Even the intects seem to target offworlders with a vengeance

Zebitrope: Zebitrope VI is usually the next stop for smugghers
after the finishing the Kessel run, because it has a commodity that
is just as preclous and just as llegal as spice—ledal. Lesal 15 a il
that grows en the backs of a rare species of lizard which uses it a3
camouflage. Heads of corporations media stars, even RIgher-ups in
the military are major lesal customaers. It aliminates the need for
Jdeep and consumes no vital chembcal in the brain. Those wha'v
ised lesai claim that their lives are prolonged by a third, with no

dicle #ffects Whather that™s true or not s unknown. §

 THE OSWAFT beam operates just like o starship weapan (Fire Arc: Fromt;
The Oswaft are enormous vacuum breathers whose bralns are Attack Bonus: +o (-4 size, +4 crew); Damage: sdioxs; Range
abaut twe-thirds of their mass, the rest is muscle for their giant  Modifiers: PB <6, 5 =4. M -2, L +0).
wings. They bear likeness to the Corellian sea ray, except are
much Larger They will reach more than a kilometer wingtip-to-
wingtip when they become Elders. They feed on the small cara
pace creatures and quasi-plants that swim on galactic currents
into e nebula,
Thelr biology is organoelectionic, not electrochemical like
most species, They have the ability to generate microwaves at
Incredible levels of power With these microwaves, they can
bend space and time, allowing them to "skip” through hyper-
space. These microwaves can be used as weapons or transmt-
ters by differing thelr modulation, They can also synthesize
simple substances if given the proper raw materials,
The Oswaft never venture far into the Open Sea for fear of
starvation. Content to stay at home, they've become conserva
tive in outlook and culturally stagnant, Evolution found a way
to Inject chaos and curlosity back (nto the mix, when the young
Leh#sii decided ta abandon the boredom of the StarCave and
see what else could be out there. Calrissian alsa introduced the

concept of gambling and games, which has become a specles
obrsEssion

Bhue to its enormous size and spacefaring nature, it s most
likely that the Oswaft will only ever be encountered by star
ships. To incorporate an Oswaft into starship combat, treat it as
Gargantuan (+4 to Defense and attack rolls) with a maximum
speed of orulsing, Oswaft receive a3 +8 speches bonus to Flot
skill checks In starship combat. To use its bite attack the Dswaft
must be pursuing the target at point-blank range. If the Oswait
attempts to grapple a starship, the pilot of that ship uses her
Pilot skill 1o oppose any grapple attempts. The Oswaft’s maser
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n Star Wovrs Gamer 83, a comiplete

the Sikent Death engine was featured, While

game of ship to ship combat wsing

thie oaig nal article fooused on the dassic
Shar Wiart fighters, this article includes ships
fram The Phaniom Menace. Also included
are mewe rules fos gunl‘-n.ﬁ 5, larger mone
powerful ships, and the farmddable cloaking

degiie faund in the Sith Inhiltrator

Cloaking Davica
A very rare and expensive piece of hard
ware, the cloaking device renders a ship
niear invisible to both sensors and the naked
eye it i a |II'.'I{=I.-|_' pece of 1|:'|:|'||'\-c::-!r_'|b1:|l using
the scance stygium crystal a4 its power
source and thus is only found on important
ships, likoe the Sith infittrator

White @ ship is cloaked, it canmot fire
any weapans or move faster than half of
its Driwe [rownd up) ‘f]nluH s would
immediately reveal the ship’s presence
and destroy the cryital

The cloaking device is activated during
the Cannon Fire phase and must be done
nstesd of 1'.I||I'H A Weapon. Star hr'll.;-:}r'l EFie
next turn, the dhip i now near irmvisible. Any
warheads tracking a ship when it becomes
cloaked immedlately detonate and ane
remed From the board. The cloaking
device may be deactivated al any time
|'||'-r|.|r.|||'||:L nghr be=fore the Cannon Fire
phase) and its benefits are imrmedialely lost

When a ship becomes cloaked, the player
controlling the cloaked ship takes three
moare cownters for the ship and places them

TH VOUUME I NUMBER 5

within two lexes of the cloaked ship. The
player must then secnetly mark down
which counter is the real ship and which
ones are the dummy ships. From this point
on, the player moves all the counters a5 if
thesy weere the aclual ship, using up to hal
thedr Drive to move. Whille a ship s cloaked
It canmmpt e aftacked nor can i perlarm
damage control. When the cloaking dewice
is deactivated, the player reveals which
cournter s the real ship and removes all
the ather counters

As an option, if all players agree, instead
of using the above method, the player with
the cloaking ship can actually remove the
ship from the map board. This requires the
player to plot the moverment of his ship each
turn, either on a small map or with a sepa
rafe piece af paper When the ship deact
wades the cloaking device, the player must
show his opponents his movement plots

Gunboats

Gunboat-class starcraft are generally
I.1|H4,-r than .‘:_Hlllw-:. bt are srmaller than
esoprt-class vessels such as convetbes. Gun
beoats ame wiwally used &% heavy fighters
patrol *.h|||ﬂ_{|4'|u?|1rrf._nr transports. They
differ from fighters in that the direction
{radm which an attack comes affects the
specific damage done, Refer to the Queen
Amidala's Transport starcraft |:I|-=.|_'-|.|._!.I MNote
that there are fouwr separate damage tracis
and critical hit charts, one for the front,

nHI|1,Ia'fr, and rear sides

LIUNBOAT MOVEMINT

Gunboats move just a5 tighters do, except
Marrmal Turns cost them 4 (not 3) move
mienk points to perform, while Tight Turns
a&re madified by +4 (instead of +3) Also, IF
they have less than 4 movement points at
the beginning af any Movement Phase
gunbaats can still turn one hexsioe as thes

sode mave for the phase

CUMBDAT ATTACKS

Cunboatl cannons and warheads ane no dif
ferent from their fighter-mounted counter
parts. Howewer, gunboats usually carry a
larger crew complement than most fight
ers, 50 they will have mone weapons and i
ing opportunities, The mechanics for firing
weapons mounted on ;_.q-ml'm.'urc. are nodif
fevent than those used for fighters

CunBoATE AS TARGEITS

Giunbaals are so much | ARRET than fl:‘:?ltf'l 5
that they have a structural integrity that
allows for a differentiation in hit laocations
The placement of encmy fire on a given
area will be more likely to affect nearby
fystems rather than those on the other
side of the craft. To reflect this, gunboats
have a separate |'|.||.=|.1|::|,' track amd critical
hit chart for each of their four guadrants
front, rear, left, and right.

Ganboats are also too |.1r|:r.|' to effecthvely
arvoid enemy fire. They cannot evade attacks
like srmaller, more nimble fighters can. How
ever, they do carry more powerful deflector
shields. Therefore, their Defensive Vabues




reflect a capability to resist substantial dam
ape rather than the amity 1o avoild attacks

Gunboats can dodge warhesds, hosweder

REsouvires DAMAGE AGRINST GUNDOATS
Whaen a ship attacks 3 gunbaoat, it must
determine which damage track is affected

It Birer is USING 3 CAmngn Weapon
mout and i i the HIII'I'II_'-_Ir & Tront quad
rant, hits are marked aft of the fromt dam
e track, likewlse for hits from the beet
side, right side, or rear

Mpde that each Hl_||||_l-l'\-\.\_-||_ guadrant has s
o Damape Reduction value representing
the arrmor on that quadrant of the veise

Exgmphe: A diold starfighter swoops
lowwn on the Queen Amidala’s transport s
left slde and Tires with its iaser Canmeins
ThHi WERRDN Fits amd does & pents of dam
ge. Since the transport has & Damage
Reduction of 2. 4 bowes are marked ot of
31 P16 el S il

Whikch qu.|_|l.h||l_ af & gunboat a proton

damage rai k

torpedo or concussion missile damages
depends an the direction from which the
wirhead snters the !!.l'IIZI'l.II". e IT a
warhead enters through ane of the two
beft slide hexsides, hits are marked off of
Uhe lEtt side damage track, Likew|se far
{orpedoes s@dalandn f froem thi right side, ar

the fromt, or rear hexsided

Tik GunBoAT DAMAGE TRACK
Hits are maskoed off on the various damage
trachs just as they are for fighters. Start at

ihe too left conner of the track, amd then

proceed along the rows from left o ight

The special damage codes in a gunboat s

damage tracks are similar to those found on

fighter damage tracks. Howeser there are

LoimeE important o ifferences
Dirive aurmber reductions ane still imdi
cated in small boxes, but the oooe
inside the bow is always -1 instead of a
mumilseEs. THis means thatl wwhenesver omne
of thede i marked off on a damage
track, the starcraft’s cusnent Drive mium
Bed iz reduced by 1, I the vedsel's cur
rEdil DilvE AamDeEr |15 e ed below o
there is no additianal efect
The highest unmarked diamond value on
adama ge track still represents Thee wes
el Da mage Reductibon, bat for attacks
on that quadrant onky. Each quadrant has
115 onwn Damage Keducison

we aponn hits pne reEsoived normally, bl

cannon maunted i the dam ||:'I|'|1-C|.| At
rant must be eliminated before otier

WA systems can be affected

b Warhead hits are fesobved normally

Mounted warheads can be eliminated in

ArTy 0 idrant which takbes danm ige

#: Critscal hivks are taken WnEnewer an
asterisk s marked alf on a damage
track. buf the result i detenmined by
the roll of 204 on the affected quad
rant’s owen eritical hit chart

¥: Having a single X marked off has no
effect cm a gunboal. 1t takes bwo X neswlts
to deslioy & gunboat. These bao X can
e marked off on theé same damage trac k

of aon b separate I|.I|'I.Ii'r' Lracks

Gentlemen, Start Your Engines

scenarios
PaTrol ARoUND NABOO
e |

Location: Ovibiting Maboo

Background: The Trade Federation sems
oime diald starfighters to reconnaiter The
area surmounding Theed palace before
commencing its attack. The Nabao Koyal
Security Forces quickly scramble to deal

with this abvious threat

Trade Federation (178 points):
Draid Starfighter A (Filot 8, Gunner 7]
Droid Starfighter B [Pilot 5, Gunner G
Droid Starfighter C (Pilot 5, Gunnes 1]
Draid Starfighter D (Pilot g, Gunaner B)

Maboo Pilots (178 palmts)
Mk M- A [Pilot B Gummer 7|
baboso N-1 B EFdlod & Lau

Maboo M-i C (Pelot b, Gunner 10)

mineer &)

i-ul:up; Divide the magp in hall. The Trade Fed
eration place their ships first on ong b sl ol
the map, on the edge, while the Naboo do

the same an their hall of the map

Wictory Conditions: The Trade Federation
may withdraw at any time, although this
dioes ghve a partial Maboo vickory, Otherswise,

the sicdle with the Last remaindng =h P WIS
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Star Wars Silant Death Rules

Srmmary

The rubes below are only & summary of how
te play Star Wars Silent Death, The complete
irules appear b Star W Gomer #3.

H&II-nE the Dice

The follewing format, used when determin-
ing damage, tells the player which dice to
rell and how many: Xd¥ [Low/Med/High). X
I the number of dice to roll, ¥ Indicates
how many sides the die has, and

Low/Med High determines which number
to use. Low uses the lowest number rolled,
Med uses the middie number rolled, and
High uses the highest number rell i there
Is po middle numbser (due to doubles being
rodled) then Med defaiults to High [a roll of
1, 3, B would have a Med of B). i doubles ane
rolled, add them together if they are the
low dice fior a Low value and the same if
they are the high dice for a High value.

Turn Summary

1 Warhead Launch Phase
All ships can launch any number of
Proton Terpedoes and Concussion Mis-
slbes at any target. Place warhead
counters on the launching ship and
declare each warhead's target.

2 Maovement Phase
Each side rolls who and adds thelr high-
est Pilot skill to the rell. The loser of inl-
tiative chooses a ¢hip and meoves it, then
the winner. Keep altermating until all
ships have moved. Whichever side has
the highest total saves one ship to meve
after all other ships have moved,

Each ship has a Drive value, To move
farveard one hex couts 1 Drive, Turning
one hextide costs 3. To turn more than
one hexiide iz a Tight Turn, which costs 3
+ a die roll based on the Pilot's skill, A
ship iy use &g m uch or as little of its
[rrivee pier turn ad it wants, Ehupr. cannot
turn or end their movement in the tame
hex 4% an opponent ship.

After a ship moves, all warheads frack.
ing that ship move. Proton Torpedoes
have a Drive of 12; Concussion Mivsiles
have a Drive of 14. Warheads iy not per-

TB YOLUME L HUMBER §

form a Tight Turn, but they may turm
miare than ane hexside ot & cost of §
Dirive per hexside. Any ship that enters
the hex'of a warhead that is tracking it is
irmmediately hit by the warhead and can-
mot attempt to dodge it.

Warhead Result Phase
Any warhead that enters the hex of its
target detonates. The ta rg-!t' ship may try
to dodge the warheads by rolling [who +
the pilat's Pikot skill = 10 = the number of
warheads detonating). A positive numbes
is the total number of warheads dodged.
if not dodged, a Proton Torpedo does 3diz
[all dice added together) and a Concus-
sion Missile does 1d12 (see below for how
to resclve the damage done),

any ship being tracked by warheads

that did not impact this turn may try to. -

jam one. Boll ydio. i the number ralled
falls into the ship's jam rating (usually 1-
2) then the attempt is successful and the
wearhead 4 removed,

Cannan Fire Phase

Each cannon has a firing arc that shows
what hexes it can fire into lsted in paren-
thesis after the to-hit dice. Each firing arc
is & 6" cone that extends out of a side af
the vessel's hex in the direction indicated
(F Is the frant hex]. The arc covers all
hexes between the cone's auter lines, as
well as any hexes that the line crosses
into. A target musk be o the weapaens fir-
ing arc ta be attacked.

Al Guraners fire first followed by Pllots
i skill grder: Gunner 104 fire then Gunner
g6 down o Pllot 25 then Pilot 1s. Roll the
cannon’s two dice (usually 2d8) and roll
the Gunner's die (called the Attack Die
Bonus or ADB, based on the Gunner skill
lkeel], Total all three dice together and
add any bonuses, If the target is in the
weapon's short range (the first of the
three numbers separated by slashes) add
180 the total; i it is in the weapon's long
range (greater than the middle numbaer
buft mot greater than the last of the three
numbers) subtract 1 from the total If the
final lotal K rqual 1o ar Er:;-lhl than the
target ship’s Defensive Value, then the
cannong hit. The damag: dane it deter-
imirned u'l-lng thie Lo, Med, ar High die.

The target ship subtracts its Damage

Reduction frgm the damage it receives
and then marks off that number of
boxes (starting on the left) from the
ship's Damage Track. If a box is marked
off that has a square and a number in it
the ship's Drive Is reduced to the number
in the next unmarked Drive box on the
Damage Track. Sirmilarly If a box ks
marked off that has a diamond and a
nurmber in if, the ship's Damage Reduc-
tion is lowered to the next unmarked
Damage Reduction box en the Damage
Track. If an asterick is marked off, the
attacker ralls 2d6 (added together) and
consults the target ship's Critical Hit
chart. The effect rolled s applied Imme-
diately. Finally if at s marked through,
the ship loses a warhead (mark it off)
while if & w is marked, the ship loses a
wisapon (If the w is lowercase the ship
owner gets bo choose, if the W is upper
case the attacker gets to choose). When
the X is marked off the Damage Track,
the ship is destroyed.

Ships ean attack warheads in (Hght. The
warhead has a DV of vo, a DR of o, and
reqguires only 1 point of damage to destroy

Damage Control Phase

Each ship can attempt Damage Contral
at the end of the turn. Roll wdvo, If the
result falls into the ship's Damage Con:
trol range, then unmark that many
boxes from the damage track. Lost war-
head afd eritical hit boxes can be

repaired, but they are treated as belng
blank; the damage done by marking
them off is not restored




THE STH APPRENTICE ARRIVES

T —_
Location: Drbiting Maboo

Background: To assist the Trade Fedefation
in its attack, Darth Maul flies his Sith afil-
trator to Maboo and begins d-:-slmg.n-ng army
Mabgo ships that get in his way

Trade Federation (225 polnish:
Sith Infiltrator (Pilot , Gunner g)
Dwold Starfighter A (Fitod B, Gunner 7)
Doid Starfighter 8 (Mot 8, Gunner g)
Drold Starfighter C (Pikod 10, Gunner 10]

Maboo Pilats (225 palnts);
Maboo M-1 A (Pilot 7. Gunner 7]
Maboo M- B (Pilot g, Gunner g)
Maboa k-1 € (Pilot 4. Gunner 5)
Maboa N-1 D (Filot 8, Gunner 4)

Setup: Divide the map in half The Maboo place
thisir ships fest onone half of the map, on the
eclge, while the Trade Federation places their
ship atang the edpe of their Tialf iof thes rmuap
The Sith Infiliratoe may = cliakoas] HE Uhe start.

Filod UWeapon:

Twin LASER
Canmon [F]
JD8+ADE [x2)
Ly it
IDE+ADB+1
Loveg#n

Bamci: 35910

WaLun:

Pibat |Llnapon:
T s AUTD
BuasTers (F)
TD6+ADE (x3)
Mediurm od
204 AL+ 2
Miedium +4
RamcE: /60

Damage Track

SITH INFILIBAIOQE

DFEFEMSIVE

Victory Conditions: If the Trade Federation
loses the Sith Infittratos, Maboo |s victor-
aus. Dtherwise, the tide with the |ast
remaining ship wins,

BATTLE FOR Nasoo
Location: On the surface Maboo

Background: The grownd war has begun in
garnest, A few Mabop pilots rr':.1n.'-|Er'|:| to
take off before the palace was cocupled by
Trade Federation troops. The Trade Federa-
tion sends a fght of drold starfighters to
destroy the N-is.

Trade Federatbon (225 points):

Dvoid Starfighter & (Filot 3. Gunner 5]
Droid Starfighter B (Pilot B, Gunner &)
Deoid Starfighter C (Pilot 7, Gunner &)
Droid Starfighter D (Filot 5, Gunner 1o}
AAT A fGunner B)

AAT B [Gunner B)

BAT C (Guwnmner 5)

TPU:

BPV: BS

Maboa Pilats (225 pointi):
Haboo M-1 A (Pilok 10, Gunner 5)
Maboo M-1 B (Pilot 5, Gunner 5)
Naboo M- C {Pilot 4, Gunner g}
Naboo M-1 D (Pilot &, Gunner g)

Setup: Diwide the magp in half. The Trade
Federation may place its AATs anywhene
on the map; only one AAT can be placed
on the Naboea half of the map, the other
two must be placed on the Trade Federa-
tion half. Each AAT has a Laser Cannon
mount with a 360° arc of fire, They have
a OV of 10 and a DR o If they take 3
points of damage, they are destroyed.
The Trade Federation then places thei
ships on the edge of their side of the
map, Finally, the Naboo place their ships
anywhere in their half of the map.

Victory Conditions: The Maboo need to
destray all the Droid Fighters to win (they
da not need to destroy the AATs), The
Trade Federation must destroy all the
Maboa ships to win.

Critical Hits

2 Pilot killed. Infiltrator can take no
further actions, DV i5 5.

§ Radiator panals damaged. All

PLT:

turns cost 1 additional paint,

4 Targetting system hit. Modify all
To-Hits by -2

5 Cloaking device hit. it na konger
can b used.

& Shield's damaged. Reduce DV
oy

7 Smack. Armor absorbs all
darnage.

8 Engine sputters. Reduce Drive by
3 until the end of next turn,

g Auto-blasters hit, Change
damage frem Medium to Low

10 Jammer hit. Infiltrator may no
longer jam warheads,

11 Manewver thrusters hit,
Infiltrator canmot turn right

12 Reactor hit. Infiltrator destroyed
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THE QUEEN'S ESCAPE

Location: Mear Maboo

Background: The Queen is atternpting te
etape in her tranapaort. The Trade Federa
tion needs her to sign the peace treaty to
make thelr attack kegal. Under no dngum-

lanced 15 ihe 1o elcape

Haboo Pilots (288 points):
Quesn's Transport (Filol 1o
Maboo M-1 A [Pilot B, Gunner g
Naboo M- B iPilat & Gunmer 1)

Trade Federation (260 podnts):
b ‘_:-I:.1If|Ehh'r.|". [Pilot 6. Gunner g)
[rrokd Starfighter B (Filot 5, Gunner &)
Cvoid Starfighter C (Filat 7. Gunner 8)
[vold Starfighter D (Filot g, Gunner g)
[vaold Starfighter E (Pilot &, Gunner 8)
DHaiel ‘5-1.|r||g|'-||_lr F (Palil 7, Gunmner g)

Setup: Divide the map in half, The Naboo
side places its ships on the edge of their side,
wihile the Trade Federation does the same.

Victony Conditions: Queen Amidala's Transport
st escape. A needs bo oess 3 map kengths n
oeder o get away from the Trade Federation

Wheen a starship exits the mag on the Trade

BPU: 155

FRONT;

Federation side, continue moving it on the
Maboo sk, as i were a seoond mage. Use a
rusher oo piher object 1o mark the boundng
Eelwween Lhee shaps furthest from Naboo and
those nearest. When the Queen's transport
miowes oo the thind “lap” rermsove arry star-
ships (reem the Baaed (hal rsever musde @ off
fhe First mags. They're too Far sy bo affect the
outcome of this battle. The Trade Federation
needs o stop the Queens transport sathout
destroying it If the Drive of the Queen's trans
port ever deops below 4, then the Trade Feder
ation captures it and wins. [f the transport s
cestroyed, the game s adraw. §

Critical Hita

FRONT (2D4)
1 Pilot dared. Transport cannat move
wntil end of next tunn

3 Hyperdrive damaged. Transpart

RiGHT: B "
l;:l: |[:z ; PLT: canndl enter hyperipace
REaRE; DR 3 4 Crew shaken. Transport loses
initiative newt tumn
% Jammer hit. Wadcheads are only
. jammed anan
i IF & Shield d:m:gl:d.iml.'-.-r A g v
7 Hull collapse. Mark D6 more boxes
an front track
8 Pllot killed, Transport cannot move
and 1t's DY deaps (oo
LEFT OR RIGHT [204)
2 Strusciursl damage. +5 hits
3 Hyperdrive damaged. Transport
— 77 cannot enter hyperspace
D Com: 1=4 Shield damaged. Lower DV by 1
: -..‘"';II.J.-H S . S : larmmer hH.';l;:Iw.ld'.- are m:\::.l
| D o B 7 (S U | | I [ IS O | |l D O e | | jammed on a1,
| I | | | | | | e ] e | | i | | | | & Drolds hit. Damage Control reduced
-4 W R T A PLL TR L = P B TR [
| | | | | | | | | | [ | | | | | | 7 Crew shaken, Transport loses
1 X initiatve next furn
8 EW hit. -2 to DV, transport canmot
- | = jam warheads
| 1. 1 Jéle] | | ] ) | O e 1) !l’—1 L1 REAR (2D4)
| | I 1] 1 | 3 Catastrophbe failure. +208 hits
I I I I I I | I [ x j it 1 Maneuver thruster hit. +1 (o turns
NERFiT 'F' i 4 Hypendrive damaged. Tramiport
! R — = cannot enter hyperspace
PR VO WA R S ! e T [ T | 5 Engine stutter. Drive -5 next turn.
| i b O ] " 2 o o R (N [ Y S S NS A [ S & Thruster jammed. #1 to right furmns,
T "l il SN BRI =1 £ 1 to beft
] | ] L ] ] | 1 ) A 7 Engine destroyed, Drive b o and DV
= 5 =1 [ = T (=04 = ERIE] | 8 Reactor detonabes. Transport
-'I:_- | . l|I | H I_ 1 | _I'- X | I s I | -1 | | -8 _1:' i5 duist
I | [ =1 | | I =1 | K | ! ! J ] TR |

B0 vOLUME | MUMBER 5




Critical Hita

z Pilot killed. M-1 starfighter can take
no further actsons. DV 5 5
1 K2 unit hit. Pamage Control can no

Twwin Lasie

Carman (F) PLT: longer be used
DAMAGE o
| FDE+ADE [x2) D:.F,,Eltiw; Em:;:.rm”: 4 Laser cannons overheat, Cannot fire
ekl 14 GNA: until after the end of next turn
i1 ;  Proton torpedoes RiL. Jettison al
Lerw+1

Fi |r|.p|r||r|¥: '.l'n'fll_"\-:ll.’!-r“".
6 Shiekds damaged. Reduce DV by 1
7 Targeting computer damaged.
".ﬂl_ll.'ll':ll all To-Hits by -1
B Engine sputters. Reduce Drive by 3

wntil the end of fext turm

RamcE: 31910

g Jammer hit. M- starfighter may no
) RET [am Wi e 2l

10 Conftrols damaged. All turns cost an
additional Moverment Point

1 Ship overheats. it shuts down untl
the end of the next turn. it's DV s g

ey Y .1 TorriBOES
-__‘TI_I'F-UP;:TH R ‘51_.-' NI and it can do nothing
e R e e ; : 13 Reactor hit, M- starfightes
E 1l - >
D-rnl-nn Track ale DATI.
i 4 |t &) | <& | ¢ 10 | Dam Cowr -4
: : 51 = 5] | = il i X Jasasane: -1

- BPU: 30 gy

2 Droid destroyed. Droid starfighter
can take no further actons. LV is 5

DROID STHH

| wis
Pilat Wespon: )

TP

Quan Lases f Crow: Pilat i1 Structural damage. Mark 1} more
Canmonms (F] = PLT: bowes a5 damaged

IDE+ADE (x4) D:,.';L:i'_" Hﬂt::,:,:,: 4 Cannons malfunciton, Cannot fire
it L GNA: cannons until after the end of

2DE+ADE+] (x2) next turn

Liyvadi O

it Jet 1l
JDE+ADB+3 5 Proton torpedoes hit. lettison all
Laores+-3 remaining torpeooes

Range: 379710 & Shields damaged. Reduce DVby 2

T Targeting computer damaged.
Madify all To-Hits by -1

B Engine sputberi. Reduce Diive by 3
urtll the end of next L

4 Jammer kit. Drodd starfighter may
no longer jam warheads

i [8] Slgnai scrambled. Drold
starfighter may not move or fire
writil after the end of the
next turn,

N Fuel slug empty. Drodd starfighter
canmot maowee, its DV is now 5.

12 Reactor hit, Drold starighter
destroyed

TicwHT = .
s Tumn CosT:
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shilers set in the New

The r_'l.||,': tll_'lul'ﬂ:.- munteEr l:|"F:|'|_| L5

BY vOLUME | NUMBER &

has captured Erova, a Hutt wanted for
war crimes Alvorine, Erova has the

min net [l

& ane not the on ¥
called for
] ked by a
devotee of the dark side

Adventurs Background
Krova the Hutt was a minor crimebord

From Alvorine wh

3th sl of the conflict. In the

BY JEFF GRUBE

ILLUSTRATED BY DANIEL VEESENMEYER

time missions into massacres for Bebe

forces, sent a la

Massacre at Ealanda Station on Lath

arra. Declared a war criminal by the

the collapse of the Empire and rise o
the New Bepublic in this area of space
nky wias
as fimally

ago near the Pluthan astenoid b

n her flight, she has uncovered a Sith

i bt still p rful

5 a5 a bargaining chip that
she can to buy her freedom. Meither
the bounty hunter that
nor the
the lecation of the holocron, as she has




Balancing the Advanturs

Thie Hutt HIE | .:'--l.:l'-'-|'-ll foiir
larksiders averaging Gth lewel H the
darkiiders average 7th level, add two
additional Austhority Troopers to th

COY on Ypeeder Bikes 11 LhE heroes

werage 4th or sth level, remove Langro
0% froom the comaoy [in this situatson
hie bs padd at his ship and turns the Hutt

Act One: The Vision
The plavers beoome involved a5 3 resull
of the Halocron sending out a distress
call through the Fance. They can be on
Abvorine iself or 3 mearby dystem

Read thi lallowing to any players whose

charatbers aie FoFCE-Sersat v

¥esui Tl it before you see it—a greal
tremor mowing through the fabric of
the universe. It feels like The bow-

wave of a great ship, and the move-
mert of 4 dork reptilian swimmer
from some primal acean. i oomes to
you thrl}l,rﬂh the Fofceé ihe1f—|lta'|l'.p'.
oppressive, and mallgnant

Then suddenly it ks upon you, and
you see a vaguely humanoid form, as
beilliamt Blue as a holo transmission.
it is indistinct, almost ke a swirling
of Insects In human farm. You feel
bath its power and its almost-incar-
nate evil

The ghostly thing speaks Into your
mind. “alvorine,” it says, "Krova
Carme, receive the power.”

And then it is gone

i quick chieck wikh Bhe nanigatisen oom
pubers thows that Alvorine is a world of
the Mew Republic arbiting a stable triad

af ctars, it has ong major iy

LameE name, s 3 separatle spacepart

Cast of Characters
Erowva the Hutt
& former crimelord now under anest,

scum, Her job beging once the ship
touches down, and ends when they

Ambush an Alvarina

Lo the sidebar on Alvaring for mare
data There would be no mention of
Krova harelf, but an applicable Knowl
edpe ckill (Hutts, or ciminal organiza
tioms, for exarmple) at DC 20 will pull up
L irformation that Krowa is (he name
of & Hirftt war erlminal wanted In the

Alvarine sysbérm

ABOUT AIVORINE
Alvoring is a mid-sized workd orbiting
thiee Hue-white stars. The planet is
kncaan Taf ibs colorful jungbes smnd 155
large native ory ckalline sphres, These
crystal monoliths dot the planet, usu
ally surrounding sites of polable watler
Archeobogists from the Gld Eeputsic
ol Foinwand a AumieEr of Deories
about the crystal monaliths—some

heliEvad that they ane the remnanis of

Hero Hooks
Mﬂ-["F\'IHE THE ADVINTURL
Fom LIGHT 508 HERDES

*Thi Hult Hit" is designed for darksiders, and

i P

provides options suitable lo those tainted souls,

Krewva |s fadrly sure of herself indeed, reach Alvorine City: Howewir, It can be modified easily for onorable
ahee seei her capture as a good thing, hveroed ai weell

ars she is willing to deal with the Miera Lij in this caie, the tremors in the Force warn
Alvoring Authority government. She A petty computer operator in Kast's Force-sensitive heroed of the approach of an
hapes to escape not only with ber hide,  security office, she may be explaited el item of great power. Even with its best

bt with some of the resounes she for imformation. Intentiong, the New Bepublic should not be

trifli N W ith such devices, snd the holocron

wias forced to abandon restored to her,

Fallanji should instead be dumped into low orixit
A bolsterous Twi'lek, Fallanji moved
into the information-trading racket in
Krowa's absence, and |5 willing to sell
infermation cheaply If it means that

Krova gels pul away:

around same star Unforfunately, the plane-
ot share that

Langro Dis

A D bounty hunter who captured
Krowa, he sees his name being made
fox Birlmging bn the war criminal, He
wants o make sure that his prey stays
Intact unfil hie tinds Dhe Hutt over (and
collects his bounty), His first concern s Moth
A& dark shde devotes from the wilds of

tary officials on Alwarin

m bo be willing to forghe
Kirowa of hed miyrlad sbng if she will turn v
the dewice. in this case, in order to protect the
greater unhverse, the herses are set an a
Course Jgﬂmﬂ a planetary gover nment, a

his fame, Bt e can be bribed. member of the New Republic.

Alvorins, Noth has heard the siren Alternately, the heroes may becoms Imdved
Marshall Hundria Kasd call of the Sith Helecren himsetl, and through agenis of Nolh. These agents posa as
Leader of the security forces of the is planing his own ambush to take survivers of the Kolanda Station massacre, who
Ahvorine Authoriby, she is responsible the holocran, are afrald that Krowa will be able fo buy her way
fior Krava reaching Alvorine City alive, out of har crimes. They state that if they can
Loyal, dedicated, and intelligent, she The Holocron rava of her bargaining chip, then the

wheekt of justios will §pin mare wmacthily. OF

course, they want the heroes to entify and

The holocren is an anclent damaged
Sith artifact, and has a number of per-
senalitbes stored within i1, it seaks res-
cue, and Is not picky about who pulls
it from the belly of the Hutt.

does not like the crimelord nor the
bounty hunter. She knaws that the
Huftt will cut a deal ance they reach the
wity, but believes that the New Repub-
lic ks too honorable 1o deal with such

grab whatewer Krowva hai, In & lu.\llt:p.f'-ll}th
hilrmsedf will try to lsprate i from Uhe e roes

STAR WARE gamEn BE
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an earlier civi
lizatiomn, while
others 1h.]1 Hler are natural
uulgrnw!h of the clearwater
areas of the planet. The crpsfals
keep the water nearby safe
from bacteris and viFuses
which run rampant on the rest
of the planet

The crystal monodiths have
no purpose within this adven-
ture other than to provide a red
herring for the players (who
may suipect they are tied in
the Sith, or the Holocnon ). How
BT, lhi:':.l do prevent ships
fraom landing directiy in
Alvarine city as well as the use
of air cars, as the traffic would
be detrimental to the water
clearing erystals. A5 3 result
the Alvarine spaceport is
located on a mesa twenty kilo-
meebers north of the station

Aet Two: Arrival in
Alvaring
Coming into hie Alvorineg S5
tem , the first thing the heroes
necte it that a Corellian corvetie
is parked in orbit over the pri
mary city. This is the Soverien, a
Mew Bepublic ship that is in
orbit for resupply, The planetary
authority of Alvgrine Indicates
that ships landing on the
planet should confine them
selves to the spaceport, about
2o kilorseters north of the city
(Map 1). The planet has a num
ber of unique crystalline fea
tures that do not take well to
starship landings

Al the spaceport, There ane
hiacks nanaing into the city [1cy
oredits] or one can rent an
speider [0 credits/day). Individ
ikals when hrlng thesr own gmund
transpartation ane allvwed to
use i as long as they obey bocal

Dvap to first Floos

HunDria Kast's SECurITY OFFICE

Computer Terminaks

P

T TR T T T T AT Ty

e 9

(il
:"||||“||||||

ALVORINE B

@ Reception Area

VIOLUBE | NUMBER 5




regulations {no alr cars, stay on the roads,
keep to the left)

Onoe on the ground, 3 sefies of Gather
Infermation checks (DC 15] will reseal the
following infoamation
w K rowa was a local erimeland, a Hutt who

made Alvorine her base of operations.

She sald information on the Rebel

Alliance bo the Empire and as a result wad

declared a war criminal
= Knova fled Alvorine before she was cap

tured, abandoning much of her wealth o

the planctany government,

s Krovd wias captured in the Pluthan system
by the Dug bounty hanter Langro Dis, and

i being brought to Alvorine for trial
This ruch can be found owt in a fadrly
straightforsand manner. If the darksbders
result is 20 or more, they also discover
w Krowa apparently surrendensd 1o Langro

Dis withaut a fight
e Wpad |5 that Krova wanks to meet with

thi planetary authorities, and thinks shie

can beat T rap.
w Krova has soméething to trade for her
freedom. Something puwl.'lfu'l
w Marshall Hindria Kast is arranging for
¥rova’s arrival on Alvorine . Mo one other
than she knows exactly when the Dug's
ship will arvive, nor howr she is being
brought into the city
Wow things get a little trickier for the
players. They've come up with the basics,
but mowe the detalls need to be uncovened.
For this the darksiders must dig further, to
the point of breaking into a computer
bank of the planetary authority, paying a
sizabile fund to an Information braker, ar
|:.1II|n3 i a favod

BREAEING 1870 & CoppuTiE BANK
The information the characters seek is in the
offices of Hundria Kast's security depart-
rroeivl. Only Hundria hersel! has ofl the
detadls outside (and she bs curnenthy abaard
the Sovereign until the Dug's ship arrives)
The dhaorine Autharity Security Office 15 a
three-story bullding in Ahorine city: The
buildings on either side ane two stories high
{other gowernment services and trading
offices) and East’s office i on the top Tloor
[see Map 2). The first floor indhudes reception
and Interrogation roorms, the second flogr
the armary, evidenos room, and addithanal
offices. Halding cefls ane in the basement.

During the day there are usually cight
troopers on the first floos, and four 2ach on
the second and thind floors, At night, there
will be eight troopers on the first floor, one
o the second floor, bul regulas patrols of a
single trooper and a patrol drold on the
third. Patrols come arownd every ten min
utes, and are attracted by lights, movement,
and Aolee. The interar doors and windows
are frosted light-weight transparsteel and
easily shattered

Kast's office faces the street, and has a
large, polarized window with an opacity
control panel, There is a skylight directly
above the entrance, which has an electronic
security system on it [DC 25 for Disable
Device checks) ﬁllw.ndclﬁj...tnlrrmrrn;fm}'
exits have the same security system as wedl
setting aff the alarm (or attracting atten-
tion once inside) will bring the other offi-
cers from the wer fhoors up.

The information is on MarshallKast's
compuber on her desk. & successful Com
puter Use check (DC 25) allows the dark-
siders to bypass her security codes, Tollowed
by a simplier Computer Lise check (DC 15) o
locate and downboad the Infermation

Parippd FOR [MFORMATION
The players have Bano options. They can
either bribe a memiber of the local gosern.
ment for access to a computer barnk, of they
can contact someons in a criminal group for
the information, Here are both opbions

Ml Lij Is & lowe-level programmer with
the Authority, working within H unidria
Kast's office. She is underpald and has a
taste for Rylspice, Asking around will iden-
tify her as a weak spot in the armor, The
programmer can provide the heroes access
o the computer terrminaks within the build-
ing after hours for 5000 credits (she'll leave
a door open] of get the information needed
herself for 10,000 (a3 € wvalves greater
risk=—g 000 up front, 5,000 on delivery)
Force skills such as Drain Enowledge may be
used to pull the infarmation from her mind
ance she gets it

Or the other kand, Falbonji i 2 Tan lek
information broker who has plcked up
much of Erova's ald business, thowgh has
showamn sufficient wisdom not Lo overstep
himsel as poor, poor Krova had, Fallanji
will meet the darksiders in a public place,

within shouting distance of Authority

The Data

-I:g:i:gujlnl". al the melhs

it Is gained, the ir

»

K rova's arival ks as follows

w [HE Dh

ship isthe G

it will be
} ays
dark-

an, this

means they have bebween x5 and

48 hours to preparne

igi Spectram will land st

#Alvorine Spateport. and a conwoy

willll e foar
tramsfer. The road to

waill b o

d up far Krowa s

the Lpaoepor

n howr far “ned

e transfer

two officers Trom the

and Marshall Kast w

armiched hoveErvan. (La

¢ for

dropping all charges

e Autharity

Thee files

Faws nimmenout I1.'|.1I.|""I-r" Traim

the planetary

cate a willingn
{1 Higtk has £

Fiear wwehat

& described,

and fits the descnplion of such

5, The darkiiders will know

iptian

real halocron

that this & a

The Hutt will not reveal where

thie holooron k. Kas

that the Hutl will re

AR RLMeE S
gal ikt loca

thon once a desl i made.
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TYPICAL
SPACEPORT

Police. Fallonji would hate to see Erova
he forgiven for her crimes, and would
rr':.1!|3|- hate to see Krova returmn to
Alvarine. He will charge a mere g.o000
credits for his information, and be able
to deliver it thiat even ing

CALUING IN A FavoR

& plager whose character has the special
3 I:n-lll:g,- call in a fanvor can galn thie infior
mation needed (s the noble class
description n Chapier 3 of the cone rule
epok ). A contact on the Sovereign fit
example, may be able to get the data
froem the ship s computer banks, where
Husndria keeps a back-up. While not ille

S

Eal_1||4:- matertal s |'|IE':|'I-|:.I semsitive and
pratected, and as such the DC for calling

in this particular favor is 15

» Mote that an odwdous break-in, kidnap

ping, of ather assaull on Kast's office wil

UME | WUMBER 5

alter the plans. Hundria will get rein
forcements from the Sovereign and ore
ale a dummy comey, The first cormey
will leave a5 planned, with a team of
eight troopers in Lhe armorned hovervan
instead of Kast and the Hutt, She will
keep Krova aboard the Spectram for the
day, and make a second mun after dark
{the road 1o the spaceport will be chosed
again for “additional repairs”, and they
witll be particularly wiatchiul for attacks

of the same type as befone)

WATCHING THE WaATCHIRS

Wiile Ehe darksiders are prepanng
theeir assault, someone else B watching
therm, Moth is a dark side devotes who
fefelved the call Troam the 56ER hiolocron
as weell, but kacks both the manpower
to take the holocron away and the abil

1y b ks |_-|.'u;1|:|- wherng item 15

{3 Storles) |2 Staries)

|2 Stories)

(2 Sterles)

|2 Storlns)

{1 Stoy)
T¥PICAL
City

Instead he will wealt wntil the darksiders
hawe it, then try to take it from them
Moth waill tail the darkctiders soon alter
thery arrive on Ahworine, and followr them
around at @ discrete distance, Malke an
opposed skill check of the darksiders
Spod against his Hide after the henoes
hanee the data (meet with Fallaji, broken
il Kast's office. o bribed Miera I".ll with
a maximum of three chedes total befone
ambushing the convoy, Success indicates
that sormeeEome is fl}lh_‘l'-'-lllﬂ the darksiders
Themy maey Sk to trap heir pursier
Math, if discovered, will initially flee as
opposed to i:ghr_1l|f-n hire others to
rraainLEin the toal. If capluned of 0on
fromted, Noth will claim (o be a native of
Alvorine whio heard they were asking
arouind amnd wanked (o sl thsm intor-
msation (Ehe infoimation 5 iseEbeds o

redundant). He will fight only if given no




ather choloe, and wse his Force powers to
thee ulirmost.

Do nat idertify the rodls as being for
Spot chedo—this makes the players
themselves very wary of their actkons,
effectively telling them they are being
watched even if they fail the rolls. Instead
Yo nnghl; wwand 1o use some red her-
rings, like a shifty-looking indigent wan-
dering away, or a patrol drosd beebling
past, taliing to itself, a speeder bebe roar-
ing around & comeer, of other distraction,

Act Three: The Ambush

There are three options for attacking
Krova's corvoy. Al the spaceport fsell, in
the ]Ilﬂ’,ﬂh‘. or on the city streets of
Alvotiine, Each has advantages and dis-
advantages. Maps 3, 4. and 5 are typical
magps for the “best spat” for an ambush
in each place, thowgh you may come up
watth yous cwn to meet the players need
[for example, If their ambush plan
requines a nearby stream, yod can pro-
wide one If you wish)

SETTING THE AMBUSH
Should the characters attack the cormeoy
before it even reaches the fringes of the
spaceport, then there will be immediate
reinforcements—within a minute hdéeg
rowirds). Thee convwoy will not have to call
fior them—twao squads of eight troopers
each will show up. The advantage of
atiscking on the spaceport grounds i
that the characters may be close to their
own ship, and be able to escape quickly
( They will still have to elude the Sover-
i), Fusrther, ary preparation (digging
mite, |1Eg|ng1|.lps:l would be difficult
without warning those in the area

Chauld the characters attack the con-
way on the raad through the jungle, it
will take longer fof rednfancements to
arrive [1d6 minates, or 10-608 fards),
Further, preparations may be made in
order to Lay a trap (after .l||,1.|'lrl'.'g|' ARE SUP
posed to be doing road work that marn-
ing). Mumerous shde roads exist that can
allow an ewcape to the spaceport or the
city, but not before the Authority locks
dcwn The spaceport

Should the characters attack the con
voy in Alvaring City ftself, it will take
a4 rounds for aid 1o show up (again,

twvo squads of eight troopers each) but
thesy will hase to be called. Ot herwise it
well tadee sdB minutes. for therm to show
incapacitating those with combinks (the
fareard cab of the hovervan and the
hwierbikes) will buy the group mane
tirme b confront Knova

Let the players plan the ambush as
best they are able, making available (for a
price) whalever reasonable resounces
they may need for the attack. Note that
there mnyl;w a oot in additicn to the
credits—should the darksiders buy
paphosives, which are then used in the
attack, the futharity will be ablie to track
ERerse t—-:ph:-e.wc—s back to the seller, wis
will in turm e able to provide a descrip-
tion of the darksiders. Typhcal bems that
ey b available include items e
weapons, demolithons, electronic equip-
ek, Fimes {sunplus from the war), and
rvost ground vehicles. Larger iterms, like
howvertanks, waloers, and starships shoulkd
not be available. Alrcars ane not available
an Alvorine due to their affect on the
erystal maonoliths

The ambush canmnot aoour before
Ermwva's conoy leaved Lhe Glarous wec-
frum, Thee heroes may condider sttacking
it when it comes out of hyperipace, bit
the Spectrum has is own defenses and
the Soveneign will corme 1o 15 s

Similarly, the ambush cannot occur
after the corvey reaches the Govern
ment Cffices within Alvorine City, Onge
there, Krowa will make a quick deal with
the ruling powers, heave up the device,
and leave a free Hult, regaining some of
her lost property, Attacking the Hutt
oy would be foolish, though it might
make the darksiders feel better

The nature of the ambush depends
on the darkskders’ tactics. They will
hawe to stop andfos incapacitate the
hovervan, take aul the guards, then
gadn access to the van and get Krova.

There are a number of ways to stop
the convoy. Blocking the road with a
toppled :r:.l'nl‘.:l pillar or snother vehicle
is an option. Digging a deep-enough pit
will also worlk. Stringing a wing acnoss
the road can cause the speeder hikes to
erash in Hcrn:ul, |r1|;||.|IH_e the players
that come up with Interesting or flashy
wiarys of incapacitating the convoy,

SPRIMGING THE AMBUSH
Once stopped (regandbess of method),
the driver of the hoversan will call for
help (unless the stop is perfectly innoou-
ous], wiile the trooper on the passenger
side and the four mounted on specderns
will dismount and engage any attackers.
Il the driver ks obipusly out of cormmis-
sion, one af the speeder bike troopers
watll call for aid instead of dismounting

Thase within the wan itsel will wait
for the speeder saldiers to deal with any
assallants, emerging only after they
have been obviously dealt with, or Some-
onee tries to break into the cargo hold
[Disable Device, BC 1% to open the lock
from the outside, though maore direct
measures could be taken). Kast, Dis, Snd
the twa troepers will open fire on any
one opening the van (keeping the Hutt
behind them), or emerge in three rounds
if the fight is still going on, or the drives
was incapacitated without getting a
waarnkng shot off

Langro Dis will surmender i possible oo
fight if he must. He will fight defensively
anl try to take advantage of avuilable
cowet (s, budldings, etc), as his job was
“pfficially” finished when Marshall Kast
took possession of the prisoner. Lipon
Lakirg his first wound he will leave the
battle. MarshallHundria Kast will call for
the attackers to suimender, Saying that
reinforcements are on the way, Mone of
the troopers will swmmendier

Depending on the location and nature
of the ambush, there may be reinforce-
ments [rmmediately on the way of (om-
ing seon, The darksiders will prabably
have to deal with the Hutt, one way o
the other, very quickly.

CoMreoMTING KROVA
Krorea i kn binders (DC 15 Disable Device
to open, of the key is on Langro D6s) but
otherwise unharmed. She will attempt
to bargain with the darksiders once they
break into the hovenan, She would pre-
fer to be turned loose to cut a deal with
the Authority as opposed to dealing
with the darksiders

i Krova fesls shie can get away with
Iying, she will do so, informing them
that the holocron is en a small asterold
in the Mluthan system. She will provide
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the darksiders with

the inform

Aut ity busy o the darkdsdens can
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Sense Motive skil
The halochor ok in Plutha
Eather it isin K 1'% primany gullet
valboweed there for Late-keeping
She can bring i€ wp at will, and plans
o ihe has msde her deal
arity officials (The
Irmage of hand| er & Sth artifact
=i with H..l' g esTive |k
3l L S8 honce 1kl can detect
an within

wer ol the ok
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KEOVA THE HUTT

Krowa the Hutt is a middie-aged

Hutt wheo, previous to the fall of
the Ermplre, Bullt up a thriving
Aformaton networ
cholce of allies during the Rebel
lom resulted in her fleeing
Alvorine, Krova considers herself
to be sly, crafty, and an excellent
judge of character. She's been
wnong before

Hutts are henmapnnoditic, and
Erova |5 currentiy exnibiting female characteriskics. She is a pinkish

A, [eOeOr

Hutt with @ pale yellow underbelly.

Krova the Hutt: Female Hutt 5cl /8B 20CL 4 Init -1 {1 Dex); Def 17

| Dex, +g class, =1 size); Spd 2 m; VROWP 295 Atk +4 meles (134,

punch), +2 |.1ng(-:1:5l:|- 8 to Wil s aves .ignin's.t r11|||.r|.;|‘r¢~:1|ng Earce

powers, bonuws class skill (Bluff ), iIcit barber, better lut Ky than gl:u:ld_

call in a favor (1), Inspire confidence +1, sneak attack +2db; 5V Fort +3

Ref «6. Will #10; 52 L; FP 2; ISP 2; Rep 72 5tr 13, Dex B, Con 1, Int 14, Wis

15, Cha &

Eguipment: Electronica I:,.--:l':,u"d restraints. Sith Holocran

Skilly: Appralse +10, Bluff + 14, Computer Use --F:_ﬂ-r.llum.:-l::.' 14
Inrgrr:.- +7, Gather Information 14, Hide +4, Intimidate +13,
F:I"'I.'n‘-'ll:"llt!;r' feriminal nrg.\niu! oni) +13, Listen +8, Move 'iilrrl'll:,l
+2, Bead/ Write Basic, Read/Wirite Huttese, Search «3, Sende
Motive +12, Speak I:Il.l;g.‘.':prﬂt Huttewe, Speak Basic, 5pot +8

Feats: Alertneds, Great Forfitude, Infamy, Iran WilL Skill Emphasis

|Blutt ], Weapan Group Proficiency [simple weapons, blaster pistols).

80 vOLUME | MUMBER 5

Lasicra Dis, BouNTY HUNTER
Langro Lis 15 a Dug searching for the
I;...,: hit that will establish his reputa
0N and b ring ham thie remdnsn pres|
ous ghven to the lkes of Boba Fett
and 1G-88, He is dutiful tah § job, and
while a dead ¥ opponent, w Il niodt risk
hils life unbess therd 15 4 pavchetk at
the end of it. He captured Erova with
SUTRrISINE case buk attributes It 1o
hils rislng name-recognition

Langro is a pale white Dug with
flame-red ey
Langro Dig: Male ﬂl.E Scl 375t 40 BH 1; Init +7 [Dex, Improved
nitkative); Def 22 (+3 Dex, +8 class, +1 size); S5pd 6 my VEIWP
471 Atk «8/+3 meles (1dg, onife), -11-'|E|rir||:e|r'-:l |3d8, heawy

blaster pistol); SQ Better lucky than good, great shout, illicit

barter target Bonus «1, !|.1-I!:I.1:'||'|g_ uncanny dodge (Dex o

Defl: SV Fort +5, Ret +g, Will +5; 52 5; FP 3; D59 3; Rep 7;: 5Er 10,

Dex 17, Con 12, Int 13, Wit 12, Cha 8 '

Eguipment: Backpack, comlink, medpac, survival kit, YT-1300
freighter (Clarious Spectruim)

Skilty: Astrogate +5, Blufl 5, Climb +2, Computer Use +b6, Demo
litions «6, Cather information +7, Hide +18, Intimsdate +b,
lumip +3, Listen +7, Move Silently +14, Pilat +10, ReadWrite
g, Repair +¢, Search +7. Speak Dug, Speak Basee, Spol +b.

Feats: Fame, Improved Initiative, Starship Operations (space
transports), Track, Weapon Group Proficiency (simple

wieapons, blaster pistols, blaster ritles).




MakiHAaLL HUNDRIA KALT
Leader of the Security Forces for the
Alvorine authority, Hunddia is & capa-
ble, competent officer who survived
the masiacre on Kelanda Station as a
young Rebel. She has o deep absding
matred of Krova the Hutt, and wants
to see her punished for her crimes
She |s distressed that the Authorty &
taking Krowa's offer seriously, but will
still execute hed responsibdlities to
the best of her abilities

Hundria Kast is a shart human
fermabe with dark brown hair and eyes
Che has & presence that belles her size

Marshall Hundria Kast: Fernale Human 5ol &; Init +6 (Dex
improwed initlathee); Def 17 (+2 Dex, +5 armar); Spd 10 m; VRWEP
pa /15 Ak 47 2 milee (2d B+, vibroblade), +B/ &3 ranged (303,
heavy blaster pistal); 5V Fort 47, Rif ., Wil +5; 52 My FIP o Rep 2;
Str vy Dex 15, Con 1§, Int 14, Wis 12, Cha 13

Equipment: Combat |urmpiuit, heawy blaster, comiink, flald kit,
medpa, badge

fkifly: Computer Lise +g, Demalitions «g, Intimidale +14, Khow:-
edge [Alvoring '._!.".1i.-|'|'| +8, Pilol +11, Profession (law enforce
ment] +10, Bead/Wilte Basic, Repalr +1, Speak Basic, Treal
Injury «&

Feati: Armos Profichency (light, mediem, heavy), Blind Fighting,
|r|'.|_a-||_||.l|_l|] Initkatiee, bron WIIL Paink-Blank Shot, Precise $hot,
Rapid Shot, Weapon Group Proficlendy [simple wieapons,
blaster plstols. blaster ifles, heavy weapons, vibio weaponi)

If thie plavers
date skl chisch
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voihne, i th
; .|:.:|‘| up Hhe et Fiaih Wl n Shie

n the Pluthan syitem. The

with Krowa to il
ed shill ch
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MorH, DEvoTen o Tel Dark 5100
siaih b4 5 dadk skde devotee who has alid
heard the call of the holscron, and as a
renult seeks its with a single-minded
mania. While he may nire thugs B0 dd s
spying anéd atker dirty wark, hae wants the
mabocron for himself, and himse { aloime
He will try to choose his batibes swdely, bul
1§ relenibeds in Fig pursuil. EFther FiE wil
galn the Sith artifach, of Fe wil diee trying
Math (s a male near-humdn, iR
gulehed from most af the human paoils
thon anly by a pair ol small bumps. Ghe al
the end of cach eyebadw, and 3 bush

pallor to his sk

Moth: Male Mear-Human Fi /050 4 init +3 [Dex); Def 22 {Dex,

classl: Spd 1o m; VPP gqvg Atk +7/ea melee [1dB+, spear, +0/ 44

ranged |3dg, holdout blaster); $Q Force weapon (+1dig). dark side tal

lman [+3]; 5V Fort +8, Ref +8, Will +g; 5Z M; FP 3; D5SP &; Rep 1, 5tr 13,

Daes a6, Con 16, bt 10, Wik B, Chia 12

Eqispment: Backpack, comlink, rmedpac, surdval kit, dark side takis-
FIUAR +2

Skile: Hide +15, Intimidate 47, Knowledge (Sith hare] +7, Listen &,
Spal &5

Fovee Skitts: Affect Mind +13, Dvaln Enengy +12, Enhance Ability +g,
Force Grip 412, Force Push +n

Ferls: Force-5engithve, lram Wl Skill Emiphasis (Force Grip, Drin
Energy). Toughness, Weapon Group Praliciency Lprimitive
weapons, simple weapons, blaiter plitold)

Force Feods: Alter, Sende, Contral, Rage, Sith Sorcery,

a1
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from the rermains, This
HT may be the most expe-
T 1T dient. particularly if

negotiations break down and reinfonce
meents arrive. Hundnia Kast, if still alive,
wants the Hutt to be pundshed, but nod
kifled sut of hand—she has no problem
with the daricsiders relieving the Huft of
the holocron and then leaving, Langro
Dits, IF 528l alive, will stil insist he pet
paid since he did bring the Huth (o
Alvorine—he was jurst ':h:rrirlg the ride
in, as it were,

Confronted with Authosty reinforce-
rrverrls, Ko will Irnml:-di.ltelr call atten-
tian to herself and say that she is being
kidnapped by bamdits, She will seek what
comed sl can Tor ber great bulk, use full
defense, and walt oul the EI.H'I.“EHI.

Act Four: The Rest of the Story
A.']..'-I.l'ﬂ'ﬂE the darksiders Eﬂh the
hodocron, they now have the problem of
getting off planet. If the attack took
place on the spateport, they will be able

to take off immediately, though they will
have to deal with (or elude] the Sover-
elgn In orbit cverhead, Otherwise, they
waill have 1o hole up until the heat blows
over, which will take three days, The
spaceport i sealed up tight and cranwl-
g wiith troops from the Sovereign itself,
H the heroes have a ship present, they
wiill harve to sneak past several patnols
(oof slx troopers each, o four troopers
with a patrel droid) to reach the ship,
There s o tractor beam hnldlng the
ship itself In place, 5o once it can lift off
it st try o get past the Sovereign If
they have Knova with them, it will be
that much more difficult,

Thee darksiders can find easy places to
hide in Alvarine City, provided they da
not attract too much atlention. Alter-
nately, they can hide in the rough coun-
iry bebween the spacepart and the clty,
though this is bess comfortable. Begard-
less, Uhe timie prowides an opportunity
for them come to understand the
heletron and its suppoied value o

thern. i alio gives Noth a chance to sef
up his o ambush. Congider the play-
ers’ request for a hideout—location, how
many exits, watches, etc—and provide
with something that suits your needs.

Hoth will attempt to sneak in, kill the
darkskders, capture the halooran, and
egcape. He will use his Drain Power skill
to deactivate watch droids and security
systems, a5 well as encrgy weapons, and
kill arnpome on watch that be needs ta I
the heroes are in a defentible position,
e well ke instead to kidnap one of the
members of the group and trde theis
Ives for the holocren. Barring this, Moth
will report their location to the Author.
ity, amd while the Authosity makes its
assault on them——bwo squads of troap-
ers and bwo AT-5Ts [found in Chapter 10
of the core rulebook J=he will use the
assault as a distraction to attack the
darksider with the holocron,

Moth, in his first and final attack, will
be a living weapon. He'll use Enhanced
Ability to increase his Etrtngth.'ilth Sar-




cery (fof 3 +3 competence bonus ta
attacks, caves, and dark side skill checks),
and BEage (for an sdditional +4 strength,
+18 vitality points, +2 bonas bo Wil and
Fortitude soves, and -2 to Defense) that
|k Tor B rounds.

Moth has already tallen umder the
swary of the hodocron at & distance—he
bebieves that he Is the chosen bearer of
its knowledge, and that all others must
p-eirsh far PI‘qIf.'II'IIHE it. If he escapes with
it, he will retreat imto the wildemess for
a few weeks to kearn what secrets he
can, then smuggle himself off-planet
Should the darksiders leave Alvorine
without confronting Math, the dark side
devotee will follow them, pulbed by the
siren call of the holocon.

Should the dariskders defeat Moth
and elisde the forces of the Authority
[who, despite Krova's possible death, still
wand the halocron], they will escape
with a powerful, though damaged Sith
artifact, This hoboc rom will in turn seek to
et itself repakred as well as find mone
potent and worthy masters. Holding
anto the holocran, snd wiesting from it
i1 secreds, will take time and willposser
for ewen a Force-user to pull off

The darksiders earn 2000 X for this
Findii m-ll:ngl:h adwventure, whiether
they gain (of keep) the holocron of mod
The Sith holocron ks [ts own reward, and
its owmn punishment 5

Supporting Cast

FaLLss, INFORMATION BROKER

Fadlan|l was onoe one of Knowva § snitches,
and quickly oozed his way into the frag-
ments of Knova's criminal empine when
thie Hutt suddenly decamped from
Alvorine for parts unknown. He ssauld
prefer to see Krova loched up,oe at the
bottom of a tall eliff, because he believes
that the crimelord could quickly muscle
biack i an his profitable operations. Fal-
kanji presents himself as a charming,
refaxed rogus witho takes every Eha"tl'llﬂ.t
in siride,

Fallanji is brilllant green male Twi'lek.
He has the tips of his head-tall plenced
and often wears bells on the end of
them, He does not keep to the shadows,
but does most of his business n the
streetshkde cafes of Alvorine City

Fadlanji: Male Twi'bek Sl 205t ; Indt 1
(Dex]; Def 18 {41 Dex, +7 class); Spd 10 my
VPRI 1458; Atk +3 melee (13, punch],
+3 ranged (3d4, holdout Baster]; 50 Bet-
ter lucky than good, Micit bartes, trail-
blazing ;5V Fort +2, Ref +6, Will +3; 52 M;
FP 1; Rep 1z 540 10, D 13, Con B, Int 12, Wis
12, Cha i,

Equipment: Datapad, fake 1Ds, ehectronic
lstening devices, whistle.

Skille: Bt 411, Computer Like +5, Diplo-
macy +, Disable Device &4, Disguise
+7, Forgery +4, Gather Information
+14, Hide +7, Knowledge [Ahorine) +5,
Listen 48, Move Silently +3.
ReadWrite Byl, Search 46, Sense
Motive +4, Speak Basic, Speak Leklou,
Speak Ryl, Spot +5.

Feats: Alertness, Skill Emphasis (Gather
Infarmation) Trustworthy, Weapon
Gmoup Proficlency (simple weapons,
blaster pistols, blaster rifles).

Migea Lig, DisGEUNTLED EMPLOYED
Miera Lij s a computer aperator for the
Authority Security Foroes, and answers
ultimately to Hundria Kast. Miera has
developed a taste for spice, and her grow
ing sddiction has made her vulnerable to
eraminal IAfluence, She has wold informa-
tion to Fallanji o couple times, and hey
weaknesses are kiown 1o the oiminal
populathon of Alvorine, The Security
Fosces are nol awarne yet, and Kast wouild
hawe her transferned to traffic tuty if she
knew that Lij was selling information
Miera Lij is & female human of average
high weith red hair warn ina o out

Miera Lij: Fermale Human Dip 2; Init 404

Dref vo; Spadd 90 Fm; WPOWP —ho; Al 1

mlee (1d3, punch), +1 ranged; 5 Fort

+0, el +0, Wil +2; 52 N; FP o; Rep 1; 5r

w0, Dex 11, Con 10, Int 13, Wis B, Cha n

Eqisprment: Datapad, ored stick, secret
stash of spice.

Skills: Appralse +5, Bluff +4, Computer
Use +8, Diplomacy 42, Gather Infor-
miation +7, Knowledge [Alvorine] 6,
Profession (Clerk) +4 Read/Write
Bagic, Repabr +4, Speak Basic,

Ffarl:Grnlhead.Trui-Mﬂl'lh}'.wt!Fﬂﬂ
Group Proficiency [simple HEJpﬂﬂﬂ

Twpical Troorae

Thits stak block represents bath troopers
belonging to the Ahworine Authority secu
rity forces and those on loan from the
Mew Repulbiic ship Severeigen. They are
identical except for appearance. The
Alvprine fones wear green jumpsuits,
while the Mew Republic foroes will be in
Wi Repubdic undforms,

Typical Trooper: Hurman Thug I: Indt #1
{41 Dueac); Dol vy {49 Doest, 45 arrmeoe]); Spd w0
m: VEIWP — 2z Atk +3 melee (udi,
baton), +4 ranged (3d8, Blaster rifle); 59
Foit +4, Ref -2, Wil +1; 57 M: FP o; Rep oy
Str 10, Diew 73, Con 12, Ind m, Wis 10, Cha n
tqul_r:lm:'n!: Masted fifle, comibat Jump,
sult backpack, combink, medpac,
speeder bike (for biloe troops).

Skl Intimidate +6, Pilot +4, Profession
1ucurlt:|r Bua rd] +4, Read'Write Basic,
Speak Basic, Treat Injury +1.

Feats: Armos Proficiency [light), Polnt-
Blank Shot, Precise Shot, Weapon
Group Proficiency (simple weapons,
Mlaster rifles)

Mew Equipmeznt

SomoSuun HL-38 ArmomiD HOVERVAN
The HL-38 armored hovervan, bullt by
taraSuub. Is an enclosed vehicle operat-
ing on the same principles as the land-
speeder 1 is used o convey prisoners,
funds, equipment, and ather valuable
cafga. It has an open cab in the front,
which seals two, and can carry up to
i:-lght in the back (O in this case bwo
troopers, Marshall Kast, 3 Hult and a
Dug) The Authority hovervans ane
painted black, and have one-way
transparastes| windows that let those
within see what is going on withoul

Craft: SoroSuub HL-38 Armored Hover

Van; Class: Grownd [speeder); Cost:
13,000 (new), 4,000 (used); Size: Huge (9
m long); Cresn Skilled +4 {1 pilot); Pas-
sengers: 10 or cango; Cargo Capacdity: Boo
metric tons; Ground Speed: 70 kmihr
{max speed 140 km/he); Altitude: Up toy
m- Defense: 14" (=2 sipe, &6 armor); Hull
Paints: z5; DR 7

A airried overeon providnl one- Bl feser [o
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EY STERLING HERSHEY

ITLLWSTRATED BY MATTHEW HATTON

W

ALMAR'S RESCUE" 15 A STAR WaRs ROLEPLAYING IGAME ADVEMN
TURE FOR SIX 3RD-LEVEL OR FOUR ATH-LEVEL REBEL HEROES. IT

CAN BE USED AS PART OF AN EXISTING REBELLION ERA CAMPAIGN OR
ALIUSTED FOR CAMPAIGNS IN OTHER ERAS.

THE HERDES ARE ASSIGMED TO RESCUE TALMAR, A EEBEL AGENT
WHO CRASH-LANDED OMN MAALOL, A SPARSELY POPULATED PLAMET OF
THE MID Rim. LITTLE 15 KNOWN ABOUT THE PLANET AND LESS ABOUT

TALNAR'S CURRENT SITUATION.

Bockground

Talnar is an active Rebel procuiement
agent, who was refurning to base with a
shipment of drobids. Over the planet
Maalol an e \pEnial CUshoms ONeises
itiacked his thip, The snsuing battle keft
bath ships critically damaged. Talnar man
aped to crash land on Maalol, ||_'_'-il.l||I!'! thie
Impenialks stranded in orbil, unable to land

& graup of lacal bounty hunters short

on cash but not inktiative, Known as the
Chguan, observed the battle from the
planet's surface. Recognizing an oppartu

Aity, they sent an air speeder to Falmars

BY  voLwME | NUKMDBEn 8

crash site intent on ¢ "|'I'"'"-!: Tabmnar and
5B ||,|-!. hirm Lo the Imperials for a few guick
and easy credits

Thie Oguan discovered Talnar allve and
Tull of tight. Anolher bael batthe ensued
The Oquan managed to subdue the agent,
but not before he wrecked their speeder
Sance Talnars shap was a total boss, the
opmadtunistic bounty hunters were farced
to call for a ride from thedr compandons. A
ailck search of Talnars hald miade them

call for 3 few extra cango skiffs

Getting Started
The heroes might be an active Eebel cell
or agents who have worked together
before, or might be a tearmn newly assern
bled for this mission, They showld be pro
wided with transport If they do not hawe a
ship of their own

Thee heroes receiwe their briefing from
Captain Bes Nels. a Human male, The beief
Ing can take place at the henoes base, the
Incal Rebel base, or ary other private loca
tion you deem appropriate

Caplain Mels enters the room ina har-
ried manner. He quickly takes a seat and
pulls cut a battered datapad, He
punches o few keys and then says,®
have a misdian for you. We received this
report from the Naalol System”

Hi sets o holoprajector an the table
and activates it. An unfamiliar Bght
freighter flashes by, purswed by a
Guardian-class Light Crukser. A brief




£

but spectacular battle ensues. The
freighter pilot’s skills are as Impressive
as his ship’s armamenis are more than
the |mp-urr.|l'5 hargaln:d for. They are
evenly matched, as shot after shot hits
home, In ane final volley both ships are
:rrtln;allg,r damagr-d. The freighter
descends to the planet below, The
Imperials are adrift, engines disabled
amd hall hr;vl[}' dnmag:d.

“The freighter s cne of ours, calbed the
Golden lewel. s captain is Lewtenant
Tadnar, one of our agents. We believe he
drepped out of hyperspace to report in
o o eomemunicatlons satellite in sys-
tem. Either he had no chance to transmit
or didn't waint to tip off the Imiperials to
aur satellite’s presence. If his mission
wiad sucoessful he was returning to base
with a CagD of drosdd.”

“The Galden Jowel crashed on Maalal.
We hawe the coardinates from the satel-
lite, We want you to bring him and the
drodds back to us. He doesn't have much
time. The Empire will send for reinforce-
maents soon, You must get to Talnar
before they do”

aptain Mels will emtertain a few questions

Ahoree all, e will stress how Bittle time t|'ll.':|-

have and encourages them to leave a8 soan

% possible

Meds can provide the following additional

infarmatson:

« Maalod: The planet is a sparsely Inhabited
terrestrial workd with few spaceports o
mapar citlEs. There 15 an |I'1'Ir.|l'l'-'.1| nres
ente, thaugh it is small. The inhabitants
do not interfere with the regional gov-
ernment kn:QplnE maostly to themaelves,
ity o backwater planet, but reasonably
modern with little organized cime. The
Haalol system has two other uninhab-
ted planets, both im oebits extremely
close taits star

Talnar: The Rebel agent is a pregurement
speclalist, He is a human male of about
45 years, He typically works alone. & pic
ture is provided

The crash site: The coordinates reveal Ta

naf went down ina mountainous region
it is Late winter, so conditions could be

difficult. The heroes are provided with

systemn and planetary maps

The Ermpire: There i+ 8 small ganison of
about 30 personnel on Naalol, but rein
forcements cowld arrive at any Bime

s Thie Dinolds: Mothing mione is known
about them

Equipment Mels can provide some basic

ﬁ||_||F||1||:|:'| ad I:r,'|r'|5.|5-|_'|r|‘ if ML S Ny

Anything overly expendive of Fane |s keft up

o the heroes to acquing as best they can

& Communicalbons: Nels F-'l‘wll:h"". a combink

through which the Eebels may De con
tacted via the spy satellite. However, e

instructs the heroes fo wie it sparinghy, a4

each use might reveal the satellite s pres
ence to the Imiperials

To the Rescue
When the heroes arrive in system, thelr
seans indicate spme light starship trathic in
the srek Theéns s no Sgn af the dama ped
Guardian of aivy Impenial vesseds

A% the heroes. approach Maalol, Space-

pert Contral halls them, The controller sk

them if they need landing coordinates,
though in no way implies they are neces-
sy, i successful Enowledge (systems] or
Enowledge (spacer lone) check L 15)
reveals that a kanding permit 15 not neces-
sary on Naaltol, i no heno has an appropri-
ate Knowledge skill,
a successful Semse
Miotive check (DC 30}
migkes it clear that
the controller is
merely offering them
a service and not giv
i therm orders
Otheraise, et the
players assume whal
Theey will

If the hefoes say
they ane booking for
the doswmned ship, the
controdler takes a
greater interest in
them and immedi
ately presses fior
maore information. He
requests that the
e res Lama ab the
spaceport in Rigton

Variantions
for maod ifying the
181 e Uy pes. or eras
e Hedoes |-1|_!]|'|t b
ned 1o
raler wha ks

nty hunters

ang
case, boc:
Imiperials in

pbie Tor any era

this option, ¥y
LHTE I|r||,||l|'|:'||

you may el

H 1l heroes |E|'.3-'|:1I'\-|'. request, they have
plenty of time to land befose any patno
craft reach them

Il the heroes have alerted Spaceport
Control that they ane looking for a
downed starship and choose to land at
the spaceport. they are greeted by & squad
of eight stormtroopers (six are armed
with blaster rifles, two with light repeat
ng blaster riflesh Unless the herogs attack
them, the squad leader asks them a few
questions and lets them go about their

husiness, If the heroes choose to attack

GOLDEM JEWEL CRASH SITE

a5

GBTAR WARS GAMER




the stormitroopers, they automatically
Bain 3 surprise round, ¥4 the stermirsop
rs are not expecting troubde. if the
heroes defeat them, there is a transport
nearby that they can commandeer.

i the heroes ship lands at the spaceport
and hasn't drawn undue attention, the
heroes can easlly rent @ speeder (100 cred-
1ts day) and, ussng the information provided
by Caplain Mels, reach the crash site in
about two hours, A& here with the Traillblaz-
ing abtality can attermp to shorten this time
with & successiul Survhal skill check: the
inforrmation provided by Nels gives the hero
a +4 clroumstance bonus to this check

if thee hveroes decide to land near the
crash site, they discover the area is
eufremicly r|.|E|_?.-|,'r.| with |'.IE|1 peaks and
'-'lll-ﬂl']"'lg ridges. Making the approach even
miohe harardous is the fact that a strong
winter storm is passing through the area
Fortunately, the oash site appears to be on
the tralling edge of the front. The wind is
very gusty and it is stilll snowing lighth: The
conditions complicate H:.III'IE_ confound sen
sars, and hamiper ..-|-;.|h||.1'_.-

Whether they use their ship of 2 hover
transport, the heroes can survey the anca
with a low pass, requiring a Pilot check [DC
o) to avodd crashing. Sensors of a successiul
Seanch skill check (DC 1) reveals that the
Golden lewel impacted and skidded along a
ridge, coming to rest in a fissure halfaay

B8 vOLUME | NUMBER &

T 3 marnee vadley. The wreckage of
same kind of ipeeder lies near the ship. Mo
pnie can b seen, Sensors don't show amy
skgng of life. There are a couple of 13 e
clearings within 6o melers of the wrecks
thiat would make suitable starship landing
sites {la n-:l-l'g requires a D 1o Pilot check ). If
the group is using surface transport, they
can Land within 20 meters of the crash site

There i no one at the crash site. The
Chyuan have removed Talnar and the
droids. The heroes can make a singhe
Search check, with each member aiding
the hero with the highest Seanch bonus, or
they can break off inte groups and make
individual Search checks. It takes thirty
minutes [divided by the number of groups
searching) to scour the entine crash site
The level of seccess determines what they
find. Bead all of the appropriate informa
tion below r'.lr';mnr.lm;g on the heroes”
degres of sucoess,

I the heroes decide to "take 207 on thedr
Seanch checks or spend more than twenty
minutes at the crash site, they encounter an
Imiperial patrol of four biker scoufs. Whilks
on their way to the crach tite themastves,
the patrod observed the heroes’ approach
Choosing to abandon thelr speeder bikes at
the bottom af the valley, they've been mak
ing a dow ascent through the fissure to
snieak up on the heroes. One of the biker
scowts will try to gauge the group’s num

Searching the Crash Site

SEARTH

CHECE

Rusult  INroRMATION

Up oo There was a battle at the site.
Blaster and grenade damage is
apparent all around the speeder,
plus Insbde and outside the ship,

 though he might be wounded.

 Talnar's cargo s gone, although
the damaged hold had to be cut
open to remave it
Many people have been inthe
area, leaving tracks theoughout
the ship and an the ground, all
Iiﬂjﬂly covered by the recent
snrwitall, There are four medkits,
soeme tools, and basic items
aboard, but nothing of real value.
There is little wworih :.;ll'l.l;ging. The
vithicle, a MandalMotors Shadaow
WV Cambal Alripaeder, was
:I-Htru-]m:l I1:.r weapon fire—it
shows na sign of Impact damage
fromm o crash. It was a modified
civilian craft, not Imperial
The tracks lead to various points
arcund the site, then disappear
completely, most likely omto wait-
age of the cockpit are two

. - ' ged and nsither

seers to have anything to do
with the ship. A successful Repair
check (DC vo) or othes appropriate
+kill check reveals they are dioid
“cantrol pads, likely for Talnar's
cargo. Neither work, though it
might be possible to cannibalize
parts from one to make the other
aperational, I

=30

o

bers and strength, wiing the Hide and Move
Silently skills as appropeiate

Thie patrol's miain weea pons ans stealth
and surprise. Their white armar alio helps
camouflage them in the blowing snow [+3
clrcumstance bonus to Hide skill checis),
the cold weather muffles sounds (-4
penalty to Listen skill checks), and the
Er-n-.md is difficult terradn (movement is
hakved). The patrol has not repocted in for
fear of aberting the heroes with a comlink




transmission. They'll try to ambush the
heroes as they exit the Golden Jewer, Make
a Spat check for each hero and compare the
result (o a Hide check for the imperials, Any
henpes that Fail do not a0t during the sur-
prise reund of this encounter, i the fight
tirng against the scouts, one attempts to
calliin the siiuation

Iif the heroes quickly search the ship and
depart, they do not encounter the biker
scouts. The Irmperials, however, have been
alerted to the heroes’ presence. They'll
repart in with a description of the group

I thiy've already been to EIE‘tDn_ the
heeroes can retwin there If they haven't, it
easily the closest ity atcordineg to their nbel-
lipence I;inefm.ﬂ (1 thiey are traveling on |amd,

Imperial Patrol

Irﬂp{rl.\l Stormiroopers {B): Human Thg

3; Imit +o; Def 6 [ +6 armaor); Spd B m

{armar); VPMWP —Ffio; Atk +3 melee [d3

punchl, &3 ranged {338, blaster rifle); 5Q

Immunithes®; 5V Fort +3, Bef +1, Will +1; 52

BA; Rep 1 5tr v, Dex 1o, Con v, Ind wo, Wis

10, Cha 1o,

Eguipment: Stormtrooper arrmad, Blaster
rifle, fragmentation grenade, grap-
pling hoak, comlink, utility belt

§kdllg: Climb +3, Intimidate +4, Jump 43,
Knawledge (Imperial Army] +2, Profes-
sion (stermirooper) 44, 5pot 42

Feats: Armor Proficiency (light, medium,
powered], Weapon Group Proficlency
[sirmple seeapons, blaster rifbed).

“Hlarmifaogdis der ke B0 beveg bribed, biack

mpled, prduged, ov rowied, ey such offempd aulo

matingiy foih; no ook & ddharnig ERAG I

L e E

lsremialL Taoor TRAMNIEOES
Craft: Men-Carvon PX-7 Tracked Troop
Transport; Class: Grownd (Tracked|; Cost:
Mot available for sale; Sipe: Gargantuan
{1325 m long); Crews: Morrmal 2 (1 pikot, 1
gunnerl; Fassengers: &; Cargo Capatity:
100 mietric tons, Ground Speed: Gom
{ma. speed 130 kmih) Defenseng” (=2
gize, -+ armorl; Hull Podnts: 30; DR: 10
Weapan: Twin light blaster cannon (fire
limked ); Fire Are Turret; Attack Bonus:
+4 [+2 crew, =2 size, +4 fire contnod);
D.lmJE_l: nhos Riﬂﬂﬂ‘= 100 m.
“Thii wrfiele prosided Bree-gaprtor oovoe Fo 8L

PTIREEer

they'll encourter the Oguan before they
reach Rigion (see The Bridge belowd). If they
l;f.:l'ﬂ:-]h:,l starship, arry heno monitonng the
sensars will discover the Oquan comey with
a successiul Computer Lise skill check (DC 15}
if the heroes decide o leave Naalol, the mis
ston s a failure, 1UH be the |ast important
mixshan they get for the Rebellion

If the heroes decide (o check out the con-
voy, there are many oppartunities to do so
along the route. The rocky outcroppings of
Mount Mogaar provide many places to hide
and ohserve or ambush anyone on the oad
If thie hevoes hurrg, they might be able to
regch the mountain before the comeoy
chears the skorm

The Bridgn

The Oquan are very familiar with the anea.
They are experiendsd Bounty hunters and
are nof about to go walking into a potential
ambush without checking things out. If the
heroes decide to ambush or observe the
Oguan, read the following:

Imperial Biler Scouts {4): Male Human
St 4z Init +6 (Dex, bmproved Initiativel
Dl 18 (42 Dex, +6 armar); Spd o m;
WRAWP 32046; Atk +4 melee (1dg e, knife)
or «5 ranged (3d6, blaster pistod); 56
Immunities®, trailblazing, uncanmy dodge
[Dex bornus to Def); 5V Fort 5, Ref 44,
Wil 43; 52 M FP o; DSP x; Rep 1 $tr 13, Dex
14, Coni i, Int 10, Wi 12, Cha &

Eguipment: Blaster pistol, hold-out
blaster, field kit, knife, frag grenades
{2}, scout trooper anmaor, Aratech 74-2
speeder bike. Hebmet of scoul trooper
armad provides a +2 equipment bonus
an Search and Spot checks

Skills; Cmb +4, Computer Use 4, Hide
+1, Listen +7. Mowe Silently +2, Pilat +5,
Read MWrike Baskc, Repalr 4, Search
+b, Speak Baske, Spot +8, Sundval +3
Swim +1

Feats; Armaor Proficiency (powened)
irmiproved Initiathee, Polnt Blank Shot,
Track, Weapon Group Preficiencies
(blaster plstols, bBlaster rifles, simple
WENpans|

SEibrr Sooubi o e (o bedeg beibed black

maked srdoord, or routed, Ay such ohiewegd ewde

mitically faie no chirck or ong o i
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Late in the afternoon, the convey reaches
& bridge. They deploy two speeder biloes
from one of the langer transports. Each
bike carries a driver and 3 passenger.
Thql ﬂp across the bridge at hlgh ipﬂ!ﬂ.
Upen reaching the first switchback, the
two passengers (e their jetpacks,
launching themselves high in the air,
Lising sensor packs, the twao hovering
Humans sweep the area looking for any
_-.-igni of puriuers.

If the Oguan discover the heroes or are
attacked, they try to escape as quickly as
peossible

i the hemoes attempt to stop the
Oquan convey by creating a rosdblock,
read the fallewing:

The convay doesn't seem to slhow down
as it approaches the blocked section of
roadway. The large armaored ower
trucks blast the roadblock with heavy
weaponi and barrel right through. The
top hatch of both speeders pop open,
and four Humans wearing jetpacks
launch inte the alr.

Once the convoy chears the final switch-
back up the mountain, the speeder biles
form a rearguand. The landspeeders acceler-
ate, trying to outrun thelr pursuers. If this
proves imipossible, the Oquan drop smoke
bormibes, huel thermal detonators, and il the
tunnel with blaster fire as they flee, Finalky,
the Mogaar Tunnel divides into multipe
branches before it reaches Rigton. The vaii-
ours branches lead to different areas of
towen. The Oquan divide ug. If the heroes ane
close enough, they can s1ill pursees cne of
mare speeders, otherwise the chase is over.

H a battle snsues for more than a minwte
[ten rownds), it attracts the attention of
three nearby TIE fighters [see Chapter 1o of
the core rulebook), sent to the anea to akd
the impedial search. The fighters fire anly in
self-defense as they elose in for a bette
laak. Fram the biker scout’s neport, the TIE
fighters should be able to identify the
heroes, if fired upen, the patrol will attempt
to disable as many craft as possible, I:I-I:|-'I}'-
ingg any escape untll reinforcements arrive
The fighters othensise fogus on stopping
aryone from getting away,




If at any
point the
heroes attempt to contact the convoy and
negotiate a deal, the Oquan play things
wery close to the vest and remain highly
suspicious of the group T h|::|r will not
admit to having Talnar or the drodds. They
canstantly watch the heroes, waiting for a
surprise attack. They will not E'I'El:lti.lh." on
the road, Insisting instead on meeting ina
neutral location in Rigton. The Liseutenants
are buffing and have ne intentions of
dealing with the heroes,

Oquan Lieutenants ("Patch" and Selana):
Uise the Bth-level generic Bounty Hunter
from Chapter 14 of the core rulebook, with
the addition of a jet pack

The Ogquan (15): Use the gth-level generic
Bounty Hunter from Chapter vy of the core
rulebook, with the addition of » jel pack.

Speeder Blloes [2): Use the lkas-Adno Night-
falcon from Chapter 10 of the core rulebook.

Mimeinomon 2-6 liT Pack
Cost: 300 fuel not included)
Weight: 30 kg
The Mitrinomon 2=6 jet pack is perhaps best
knwvn as the model used by the infamous
bounty hunter Boba Fett. Though inexpen-
sive to purchase, the Z-6 is costly to keep
fueled

The Z-6 has encugh [ift to carry the user
plus an additional 104 kg. A fully-charged
fuel cell provides either 20 short bursts o
enough fuel to travel 2 kilometers, One
buarst can canry the user up o 7o meters
straight wp or up to 100 meters horizontally
a% a full-rownd action. Multiple bursts can
b uied Lo sustain movement o the same
direction or hover in place, both of which
are mowe actions that use a burst of fuel. To
land requires a DC 1z Pllot check. if the user
fails, he gets ne actions for one full round
while trying to regain his bearings,

A full:,r-;hn:gcd fuel cell for the -6 costs
15 credits

Liso SpinouE

Craft: Modified SonoSuub LLS-3 Land-
speed er; Class: Ground [Spesder | Cost:
12,000 {new, £,000 [uied]: Size: Lange {4 m
nnE:I_ Crew: Skillled -4 (v pilot. 1 gunner;
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Passenpers: 4; Cargo Capacity: 50 kilograms;
Ground Speed: wom (max, speed 200
ki, Abtitude: up to 2 m; Defense: 13* |-
size, +5 armor): Hull Poinrts: 22; DR: §
Weopan: Defense blaster; Fire Arc: Turret;
Attack Bonus: +7 (#4 crew, =1 size, +4 flre
coniral]; Damage: 305; Range: 206m

"1 R wRhHe prede O -Rdll ST To A i sidngd i

SeEoeR TRooks (4)
Craft: Modified Ubrikkian Speeder Truck QL
1a Landspeeder: Class: Ground (Speeder);
Cost: 20,000 (new), 10000 (used); Sipe:
Huge (12 m bongl: Crewws Skilled +4 (1 pilat. 1
punner): Passengens: 2; Cargo Capacity: ©o
metric tons; Ground Speed: 7om (max
spead 150 omih); Altitudez up o2 m
Defense: 1
35 DR: 5
Wmlmn; Detense aster; Fre Arg; Tunnet:
Attnck Bonus: +6 (44 Orew, =2 sipe, &4 Tire
control]; Damage: 3d8; Range: 20m

i* (-2 sire, 43 armor]; Hull Pabnts:

S v hicy prosesiel oone- Pl {oeeer Fo i s rigen
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Successful Heroes
IF Ehe heroes suoceed in rescuing Talnar but
mod all of the droids, the Bebel will do all he
can to comvinee them to obiain the droids
Continue the adwenture at City Search

It the heroes get one or more of the
dmids, they cannot activate them without a
working conbrol board

City Search

Onece the Oguan bmmh' hisnters reach Eig
ton, they quickly take secret tunnels to
their hidden hideout. If the heroes fol-
loywed them ina Erm.rnrl withicle, the
Oquan simply seem to disappear around a
cormer. Mo matter how hard they try, the
henoes will be unable to find the concealed
tunnel entrance the Oquan used

Rigton is a medium-skeed city, bulkt
against a crescent shaped ridge. Tunnels
honeywcomb the mountainside, effectively
ghing the city bwo sets of streets—one
abeve graund, one belaw. Fully hall the city
euisls below ground, and many buildings
have levels bath above and belows the sur
face, The tunnels are always busy, but espe-
cially 2o during the winter manths.

With the exceplion of a fiew noads into the
micunkaing, the maln roads run down the val-
bey to larger cithes on the plains below Like
miarmy cities on Maalol, Bighon is reasonaby
selfsufficient and lsolated. Thene ks mo vizible
irmperial presence, although local officlals
cooperate with the kmperiaks and mperial
lavew 15 endonced, B leniendly,

Eigton appeals to all kinds of isolation-
ists: rich, poor, palitical rEfugEH.-:fllr'llﬂJIi
basically anyone who wants to be left
alone. The criminal underworld tends to be
Just that—opermting under the surface,
within the tennels. Except for o few isolabed

ArEaS. rhe-_,r don™t dominate the city




Late in the evening. the storm resches
E.F_l-;lrl S Talls heavily and the wind is
strong. Temperatures plunge towell below
freezing, Most of the city's inhabetants take
ta the tunnels, leaving the surface streets
wirtwally deerted

Talnar ks impowible 1o find. If the heroes
try hooking for him or ask about the Rebel

lon, they get the cold shioulder, There are no
Rebel operatives in Righon, but you meght
waank fo invent one if the players need 3
hand, The Oquan, howeser, are infamois i
Rigton "I:-;lul,'ll'\. evEryane has heang af

them, few actually know how to comtact
theemn directly

& Gather information check will provide
the heroes with information about the
Oquan. The kevel of success determines
what they find, Read all of the appropriate
infarmation bebow depending on the
eroes’ level of suctesd

Prit's Free Pit
Prit’s Free Pit (s a hode—literally. Locabed
deep in Tunnel 329, the establithment is
carved fram the surrounding mountain, The
raw, unfinithed rock face matches the Fit's
cliemtele. Nominally a bar and restaurant,
thie Pits actisal business is bo serde 5s 5 new
tral location for sensithve’ business deals
For a not-so-modeit (e of o credIts per
persan, the Pit provides a weapons-free
ervironment for deals and discusdioni—
orver a deink or light meal, If so desired

Aveton Prit, the ovwner, is an Iimpesnial
informer. The local 158 operative, Nir Rinit
pays Prit WETY wiell—so well, In Fact, that the
cash keeps Prit supplied with hi-bech sur
weillanoe and security gear. Prit uses the
gear to manitor his clients and glean what
ever information he can from them, then
sefls It Prit’s favarite phoy is to plant record
g devices on his servant dioids

When the heroes amive, Einit is already
inglde, He knows that the heroes were pok
ing arownd Talnar's ship and belleses they
sould lead him (o Talnar When the heroes
reach the Pit, read the fallowing

F'r_-rh.aps un;urprltlngly_‘l’unn!l 12
proves Lo be dingy and davk. Flickering
bluish lghts previde a litthe (Bumination,
A fow b-rlnﬂs hurry abong, wishing to
;peud as little thme In the tuinel 53 héc-
essary. There are pockets of activity

argund the various busingsses along the
vy, A few speeders soream by, fiding
the boundary of the tight speeder lane.
A beight yellow sign advertises “Prit’s
Free Pit" above a srmabler, flashing red
sign declating “Guaranteed Wea pons
Free® oved 3 doonway. As you approach,
the doors silently glide open. The labby is
brighthy lit, utilitarian, and cold, To one
ihdle, D Ineawl!,r armored I:lelng:- &t
bsehind a thick transparisteed barries,
One of them says, “You e new here
Welcome to Prit's. If you want in, put Al
of you weaspars [in that box over there,
chase it and key in you easn comibbnation.
Then deposit 5o credits eath—aash o
chip—and go through that dood,” paint-
ing o a door across from the entrance,

The Contral Pad
An howr of work and a successtul Repalr
skill check (D€ 15) reveals that the drakd
cantrol pad will not work without
obiaining several new parts [an
|:'1||'_r:|||'r|l|_-|] Frikilti -1.|E;|'||'I| transmItter, mini-
viswicreen, keypad, and indicator lghts)
If the check result is 20 or mone, the
heroes plsa discover that the contnal
panel contains a vokoe recognition pack
age usind o give werbal commands
Herpes searching for replacement
parts for the drodd contrel pad can easily
find shops selling all exceph the
encrypled multi-signal transmittes
While nt actually Hlegal, the trangmit
ter |z uncommeon. The hendes have a ool
ple of aptions. They can bry to find a
black market supplier {Gather Irfofma-
tien DC 230], which takes three hours to
locate, and pay him 1,000 oedits far the
device. Conversely, they can attempt to
jury-rig & nermal encryption transmittes

[Repair DC 22). Thowugh they don’t know
it at the time. this will only allew them
to give Identical orders to all the drosds

via the coninal pad

Thee hee roses miust ented the correct
access code (Talnar knows it) of make a
Computer Use check (DE 20) to acthvale
the pad. There is currently one voloe pat
tern skored In the pad, but others can be
added in 10 rdmetes
Use check (DC 1) ance the pad has been
activated. Once actiee, 488 tnnllnllnrl-g
the Droids.

fith a Computer

Investigating the Oguan

GATHIE

INFORMATION

CHECE

RESULT INFORBMATION

Up to 4 "The Oguan, huh? | know a few
things about that greedy crew.
Soemie ol the best bounty hunters
around here, to be sure. Well, they
wre, avywry, | guess we'll see how
thery come off now that there's been
a few changes. If you're booking to
hire them, talk to an info broler
named Cotan. The best place to find
him is ol Prit’s Free ML"

5=  “They lowe money, They can't get
er:mlg_h credits. They even wear it
Hie a badge of pride. Take a look af
ane af ‘erm youll see a credit chip o
coin duck on thelr armos some
whene, it supposed to be the first
credit they earn when they join up
in fact, it the anly credit they get
from thelr first job. Their Mumber-
Two gury wears hi on his eye patch
It's really disturbing to see. Like the
oredit's looking at you.

10-14  “They iy really well, though. Mot
shiips. I'm talkin’ jetpacks, here. They
add a whole ‘nother dimension to
the Oquan’s tactics. You Think you
got “erm cornered and BOOM! They
shoat strakght at you. Or up, Or
whatever”

15=1g  “From what | hear, the Oguan ook
an a high-paying job to capture a
Hutd. The Ogquan succeeded, bul we
figure they bost a third of their peo-
ple, ships, and equipment in the
final grab. | think they had to spend
every chidil fing themselves back
up and to pay off some Hulls whio
wene suddenly very interested in
seeing them ellminated.”

204 “Since Bel deol took over, he's been
tryin’to prove that the Oquan are
still great. He's quick on the
uptake—ahvays after o quick credit,
toa. Acol would like a little fame to
go with his ereds, He's loud. He
h‘lﬂ»l‘l!tllml].l'hl#lﬂl.u-'lnll
over his captives. He's always wavin’
his blaster around when he’s on a
tirade. Don't underestimate him.”

STAR WARE camirn BB




PIRESTTE

“Don't
bt Rier trying
to hide anything. We' |l Tind it. Qur
scanners are the best. We do this every
day, all day, so don't even think about
it.” & notifscation near the innee
entrance warns that cybernetic
wieapons must be deactivated.

“Your tems will be returned to you,”
the guard assures you.

W the heroes ask about Cotan the Informa
tion broker, 3 guard sxys he believes hes
still inside, if the heroes delony, several indi
widualks erter Prit's, obediently following the
directions. They |r||#|‘||: orondde a bit of infor
maticn aboul the placs, il questhansd

A large bow sits in an alcove near the

Jogr, The box 15 very sturdy and has an elex

tranic combination look inits |||||F‘:|_'|1 lid, The

heroes may type in any combination they

wilsh, after which the pancl reads, “Secured,”

The akcove closes and recpens with a new,

Rinkt's Exit

i

Storage

emply box The heroes then pay their go
credits to a contral pad next to the doos
Passing through the doges (marked
Weapons Free Zone ), Uhe eroes walk
dowen a hall through a sefies of scanness
Anyone concealing a weapon (or amything
that looks likbe a weapon) i5 stopped Dy a

guard and ardened to dispose of the item

Somiething very exotic (such as a lightsaber

or caganic weapon] might escape the detber
tors, at your discretion
The next set of doors leads nto the Pit

Itself. Read the followin B

The Pit proves ta be just that: a bowl-
shaped cavern, The entrance overlooks
a large room. Tables on concentric ter
races surfound two circular bars in the
center of the room. The raam is illumi-
nated primarily by glowlamps on the
tables, The place is busy but quiet
Lome beings look nervously about,
while others are talking intently in

Kitchen

hushed voloes. Here and theee, E.Ir‘:m
ing silver servant drolds deliver drinks
and food.

& SE-g servant droid approaches you.
SGreetings pentiebeings, How may |
help youd™

T dingi] el Il take them (o Ehe Dar o a

fable it so desined. 1 the 4 5K 3bout

Cotan, the droid escorts them o his tabse. I
not, Binit approaches them after ten min
Ul or $0

Cotan i o pudgy male Ted ek with pink
gray skin [use the stats for a gth-deve
Genenc Dutlaw in Chapler 14 of the core
ruleboack). He's impeccably dressed and
enjoys a constant flow of fire food and
drink. Throughouwt hls conversation with the
Iveres, digsds constantly refill kis plate and
glasies. Nothing is offered to the heroes
Lotan is very direct with the heroes, ance

ey declare thesr needs

PriTT's FREE PIT

Calen's
Tabile
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“You're looking for the Ogquan. | can help
you there, certainly. Easily. Right now. For
goo credits. | wish | could charge mone,
but my services are very limited where
the Oguan are concemed.”

If thie heroes pay, he continues in a
friendly manner. A successful Diplamacy
check (DC 20) or successful wie of the Affect
Mind force skill alkaws the heroes to negot
afe a lower peice (although Cotan refuses to
accept less than vgo credits), if they haggle,
Cotan admires thelr negoliating acumen
and gefs diown to business

“Thank youw. I'll let the Oguan know you
wish to speak with them,” Cotan gives
you a comlink frequency that the
Oquan will use to contact you. He then
wawes your credits at one of the ser
vants, “Another plate of crushed
oceshells please.” Cotan looks past you
at an appreaching well-dressed Human
10 meters away, “Quickly, give me 100
credits and I'l el you who that is.”

if the heroes ablige, Cotan comtinues, i
thiey haggle, he surreptitiou i1y el anes,

“This ane's on me.”

“He's Nir Rinit, an 158 agent. | don't know
whether he's looking for you or me.”

The heroes hunee a mament to react., i they
delay or do nothing, Rinit reaches the table

The hurman stops nest to the table. The
Tiwl'lek looks anmoyed. “I'm engaged at
the moment, Come back later” The well-
dressed man responds, *1 have no inter-
st in you. | have a great interest in
them.” He glances at you and proclaims,
“Wow will corme with me, now"

If the heroes attack Einit or try (o run for
it, each must make a successful Spot skill
check (DC ) or be caught flat-footed by
Rinit's hired goons, whoe are "mingling”
nearky There is one unanmed goon for mach
hero. Rinit fights defensively and bets the
hired help take the brunt of the heroes'
attacks. Fifteen of the Pit's armored geards
wiill break wp a fight after six rounds

if the hemoes defeat more than hakf of
Rindt's Eu;-.'m-:._hl" il atiempt Lo escape wihlle
they're distracted. If he gets away, the
remaining poons e IFRINIE s |:.1p|:|.|rrd_
they make an attempd 1o free sim. The nex
goon whao |s defeated will be enough
encouragement for any remaining goons 1o

mun, abandoning Rinat. If Binit escapes, the
henpes are marked as wanted felons by the
Empire Feel free to use that as an opportu-
nity to arrange encounters with imperial
forces once the henoes leave Prils

+:|:g.1r.:'|-'{'51 of whether Uhe leroes resist
or agree to beave quietly, Prit doesn't wand
fo be seen allowing free acoess to a known
imperial agent. Before they reach the exit,
Prit's armared Elrﬂrl'],'n. seipe both growps. Go
to Ejected, betows If they escape before they
can be subdued by the guands, glve them
some time to collect themsetves, then go to
Meeting the Cquan

Prit’s Guards [15): Male Human Thy 4 bnit +0;
Deef 415 [+5 anmar], Spd vo m; VRWER —N;
Atk +8 melee [1d6+4, baton), +4 ranged; 5Y
Fort +7, Ref +1 Will +1; 52 M; FP o; DSP o; Bep
o; 5tr 18, Dex n, Con 14, Int 7, Wis 16, Cha §.
Equipment: Baton, cormbat juempsuit, comlink.
ckifls: intimidate «6,
Fergta BTG Fru;fln;l['m;jl [I|Eht:l,l:|r|:'al Faati-
tude, Power Atiack, Tougness, Weapons
Group Proficiency (1imple weapons)

Ejected

The guards throw the heroes and Rinit's
goons oul separate "troublemaker exiis
at either side of Prit's and into the tunnel
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The Impearials

Mie RipiT Goont: Thag 4: Init +0; Def +11 (=1 class]; Spd w0 mp VROWEF =NE; All 0
Mir Rinlt is a local 158 operatiee. He keepd an 2ye on [he kcal crimi nitles {nd3e 2, punchj of +4 ranged (306, blaster pritol); 5V Fort +5 Bel
nal population, passing useful information to lis superiors and 1 WY 0 S Y I 1 By 1. Daew i, COm 12, nd B, Wik 0. Cha
o catiomally "-""'”"'F A P operations on s own, He anioukly Fguiprm@nt: Blasted pistol, cambink, 400 credils
JeE Fny -_||||_.:"||_|'|I:|- RO PSS Ias SLPEriors He 15 .|'r|||.=_.'|||r sl Yt s Climeh &0, intimsdate +0, Jumip +5
tends to underestimate his opponents. With a small Imperia pres Feats: Armgs Proficiency (Hght), Toughness (x2), Weapen Group Fro
ence on the planet, Rinit often must find his own help, With the | ncy (Blasler pastols, SImipde wWedpons)
r|IF||:.|||_I.:| Rebel Blinviby, oS Cager Lo make a big scong
THE MiN 4D
Mir Rinkt: Scl 2550t 2 bt 0 (Dex): Def 18 (49 class, +0 Dex ) Spd 10 m Tha Mrarad S Binit s modilied fll'l.].‘l'.l"'l A 1245 popiarn L orellian
WARSP 1 /B Ak 43 melee (sl puinch), o +3 ranged (346, blaster craft, ity appearance i amblguows snough to pass foe a lght
sboll: SO IMickt bartes, better lucky than goad, trailblazing: 5v Fort I'n'.l;i'ur.-'-l_-.'n‘hr..li transport. or a pleasune yacht, whichever Rinit
1 Rl 6 Wl .8: 5F A FIP & DSP & Bep i Str vo, Dex 15, Con B, Ink 12 mideds for & cover story at the time, While on Maalol, the Miniad i
Wik 14, Cha s berthed at docking bay 21 of the Bigtoen Spaceport
Fauipsner: Blasier piatal comlink, électronic listening dende, Imp
il 1D, credstick (1000 onedits] Crafi: Corclflan Engineering Corporation FA-£544 Trarmiport Clads:

Skitty: Bluff +30, Computer Use 46, Diplomacy +5, Disable Device + Transport; Cost: 100,000 (new], 10,000 (used): Sie: Small (28 m

Disguise +4, Foargery +5, Gather Infarmation «13. Hide +8, Knowd long); Crean 1 [Uniquie); Passengen: 10; Cango Capadity: 100,000

cdpe [survelllance] +7, Listen +7, Sedrch +6, Spol +5, Survival +7 matric tons; Consumabdes: 2 months; Hyperdrive: k1 [backiap =iz
Feafs: Dodge, Lowy Profile, Skill Emphasis (Gather Infonmation), Track Plmsai i e Sl Attack Defernse: 10 (&1 slze, +g armod ] Shield

Paints: Go; Hull Podnts: 110, DR A
Rinit often hikes & 4l gang of Human thugs when s S SOrTeE Wieapan: Laser Canngn; Fing Anc: Front Attack Bonus: 45 (41 2ife
exira musche. They know he's an Imperial agent. but be pays them 4 Tire control]; Ramage: 4oioxy; Range Modifiers: P #0, 5 +C
sl Briois H_ll 1o r;,:'a.gl_". Aot i1, He also holds end .|!':|I EvlEncE on ML nia
their crimanal pctivities Lo intude thedr srrest, shoald they ever tum

on him. And thiey know i1

The heavy blast door slams shut behind them. While the heroes are brushing them

[f. read the fol IwWing

Looking around, you see Rinit and his men similarly thrown cut of a far doorway.
Witha hlgh-phqhbd whine, bwo small panels slide pway between the center
doars of the ML Thene's a loud bang as a rectangular metal bax drops out of an
opehing 8B meters pway from the door and smashes into the side of a passing
speeder, knocking off its engine cowling. The speeder wavers and then accelerates
derwim the tunnel, The box ipln'. :;r:::rl}l H‘Irl:!.l‘ﬂh the air, rheochets aff the far wall,
and crashes noisily to the floor. 1t rests squane in the middle of the speeder lane.
You see Rinil running for o similar bax Aear the door his group came throwgh.

saving throw (DC 10 to do
oul of the way of be run over (see Ramming and Yehicle Collisions
in Chapter 10 of the core rulebook). The hemes” box (s damaged. 1t
i B farce the b e with a Stne

LAl Lhe dar

aneE of mae of the
n Prit's Free Pit

the table below to

ruin the chase. Each stretch of tunnel is 18 meters long
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1020 TvPE oF TUNNEL
i=i0  Stralght (add +4 to the next roll)
11=43 }nur-wn:lr imtersecion
14=16  Three-way intersection
17 Left T

18 Right Turn

14 L ube (o surface

if any of the heroes are captured, Binit takes
them to his ship at Righon Spaceport. The
femaining Iveroses can eithes '.-:,.'m- FESCLIE
their captured comirades of wast to hear
fram the Oguan. if Binit or any of his goons
vi capluted, they voluntarily reveal nothing
i interrogated, the herces learn that Rinit is
an bmperial Security Bureasu agent and has
arders to detain the heroes. The goons akso
oncwv Uhe Bacation of Binit s sta r'.hlrl

B all the heroes canm Lurm & oofmer without
Rinit seeing them or reach a MY tube with-
aut being threatened by an opponent, they
escape, Once they ve had a chande to get
thiedr bearings, regroup, and rest for two

hours, they recefve a ca Il from the Oguan

el Acol: Male Human. 5ol 3/5c 584 4; Inlt

+5 [Dex, lmprowed inktlative); Def 20 (41 Dex,

+g classlt; Spd 10 m, YROWP 7a/8; Atk 410045

mielee (2d6, vibroblade |, +nf+6 ranged (xdd,

heavy blaster pistol) or [2dg. laser gauntlet);

S0 Mlicit barber, better lucky than good,

smzak attack +4db, target bonus +3; 5 Fort

i, Rl 8 Wil «5; 52 M; FP 3, D5P 3, Bep g,

Str n, D 12, Con |5-|I"|l 10, WS 13.':"“ Ll

Fguipment: Heawy blaster pistod, laser
gauntiet, vibroblade, heavy battle arrmod,
camlink {bullt into ga-:lﬂll.rtj.hlndrn..u!
paci, medpac.

Skilfy: Astrogate +4, Bluff +3, Computer Lise
6, Demalitions +5, Diplomacy +8, Dis-
gubte 3, Gather Information +8, Hide +8,
Intimidate #i0, Knowledge I:{r'lg.] rnEd
crime) +5, Listen +10, Mowe Silently +7,
Pilak +1g, Read"Write Basic, Bepair +6,
Cearch +7, Sende Molive #10, 5 ptih Basic,
Spot 48, Treat Injury +5.

Feats; Alertness, Armor Proficiency (light,
medium, heavy], iImproved initiative, Per
suasive, Point-Blank Shot, Precise Shat,
5kill Emphasis [Pilot), Toughness, Track,
Weapon Group Proficency (simple
weapons, blaster pistols, blaster rifles,
vibro weapons, heavy weapons)

Meat the Oguan
The Dguan plan o meet the heroes ina
run-down abandoned storefront. They send
G rn_-pn_u_-.._-||-.._=.I:|'.|:-_full:,.'.||||1|-e-|| b disciiss
terma. Though the heroes have no way of
knmowing, the represeniative s Rl Arod
leader af the Oquan. Thene are fowr snipeds
within 30 meters of the mesting location
(DC g Spot check to detect) just in case the
heroes try anything funmy,

Aeoi's demands are simple, He wants
g o0 credits for Talnar and 12,000 for each
droid, The heroes can negotiate with Aol if
1|'ﬂ_'!.I wish. If the henoes protest,

>

Bcoi reminds them

-
Fl

that the Empire
il pary far mone
for Rebel scum
like Talnar, After
all, “Rebels are
good money.”
nd even if they

dan’t, the drolds will fetch a pretty centioned
on the black marked. ¥ the heroes agree,
ol arranges for the swap. W they cannot
agree to an amount, ool atternpls o leave
them with & warning: “Watch your backs. |
hear the Empire is lsoking fos you, too”
Wheether the heroes actually intend (o
pay the Oguan or not doesn’t matter, The
arranged Ywap i a trap. The Oquan plan to
take the heroes money and turn them over
ta the Emplre for a rewsand. If the henoes do
nat trust Acol, let them make a Sense
Motive check opposed by Looi's Bhuff skill |f
they fall they find no reason (o beliewe the
swap |5 a trap. f they sucoeed, they don't

beliewe he's being honest with them
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The Swap
The Oguan nstrisct the heroes to mest in docking bay 22 of the Rig

ton Spaceport ot midnaght. B the heroses hllll-ﬂ [or harve already
browght) thedr starship, they are berthed nearby. The spaceport is busilt
it a large rocky outoropping, with bays lining each side

When they approach docking bay 22 at the appointed time,
read or paraphrise the follesdng

As you approach the docking bay, the B-meterwide door before
you parts at the middle and slides nolsily aside. You see an
arrmored figure standing 5 meters before you, it's the tame nepre.
sentative who amanged the meet. Like all of Rigton's docking
hays, this one ks irregularly shaped, There are two closed connect-
ing hangar doars, presumably to the neighboring docking bays.,
CHF to one side bs a cargo [t In the floos. On the opposite side of
thie charmber, the ghtrw ol & magnetic containment fiekd rlngs. the
large hangar exit. You see the weather has not improved this
rrarfifg. Wind.driven snow evaporates as it hits the feld. Ther
are a few containers scattered about the bay, but little else.

The cargo lift is in its lowsered position, 3 meters down. The lift
leads o tunnels connecting the Landing bays to warehouses within

the Spacepoe

FRIE | HLUMBER 5

Acod inwites the heroes In. He stays whene he is, near the door to
dacking bay zv. Built into his gauntlet is a transmitter that operates
all af the doors in the room, Acol will move to ancther area of the
Bay if the heroes insist. Otherwise he tries to complete the transac
thon wihere hie ks,

‘When Lhe heroes reach him, e asks Lo see the Money If the
heroes insist on secing Talnar and the drokds, Acol obliges by open

ing the door to docking bay 21, Read the following

The large doors to the adjoining bay slide open. Beyond, you see
a hangar filked with comtainers of every sibe and shape. Near the
doar, however, you see & man bound to a chair and gagged. St
ey crales have one side rersowed. Each contalng what
appears to be a drold. it is indeed Talnar and the drofds, He's con-

sciows, but helpless.

Acod knows he can take the money off the heroes after they've
been capbured but would prefer to have it in hand first in case they
esfape, ecrelly make a Listen check (DC 26) for each hero (o see
watielhier any of them motice someone |‘|I|'.|II'IE b il the niearby
crates. Onoe Acod s certaln all the heroes have entersd the docking
bavy, or one of the heroes makes a sudden move, read the Fulh'rwmg-




Suddenly, you hear docking bay 22'% blast
door sham shub. In the biink of an eye,
stormitroopers appear from behind crates
and through the adjoining door on the
opposite side of the dodking bay. You see
a ship beyond therm in docking bay 23.
The magnetic containment field drops,
arl four Humans wearing jetpacks rise
up Fram the mountainside below,

The Oguan agent looks at you and
says, | teld you, Rebels are good
money.” He fires stun blasts from his
wirist, almed at you.

Befode falling initiative, each heno that
fadled to hear the stormit roeopers must makos
& successiul Spot skill check (DC 10) or ke
caught flat-foated by these new arrivaly al
the beginning of combat. The Imperials and
the Oquan want to capture the Rebels, if
possible. Each group of five or less oppo
nends will combine fire (see Chapter 8 of the
e mulebook ) with weapons set te siun

There are 10 storminoopers hidden
arpund docking bay 33 Five mmepde mm in
from docking bay 21. Binit jor an Impserial
afficer if he has been eliminated) stands
ready in decking bay 1, letting the
stormiroopers handle things

There are four Oguan hunters wath jet-
packs backing up Acod. They fly into the
hangar bay and either land or fly up to the
high ceiling using lights and other equip
ment for cover while firing their weapons

The heroes have plenty of cower, and the
containers are strong enough to stop
ENEFRY Weapon blasts. There are also a
fews control pads and large pleces of
equipment. if the heroes attempl to run
from bay to bay using a narmow bledge ol
side the maln hangar exit, they must
make a successiul Dexterity check (DC 10)
or slide down the side of the mountain. At
your discretion, you can kill any heroes
wha fall dewn Uhe side of the mountain or
give them a chance to survive with o
wound polnts if they make a successtul
Fortitude wave (DL 1)

if thee heroes try to free Talnar, A0oi stuns
him. He can be easily carried, however, The
crabes cannol be moved without a cargo
sled, and there Sre mone around. AR some
point, the heroes might iy to sctivate the
droids. They must have thie contnod pasd
ff'l:q_||r|'d of fevive Tabnar Innbl__ r"-ll-clq.lr':h to
arder the droids into battle

When they are activated, rend the

following:

inside the crates, timy lights start blink-
b You hiear the droids’ servos whining
bauder, and the contalners begin to
bulge. The droids strain to unfold, With a
loud bang, the crates :.p!ll.‘.:!ll-dlillg pan-
els and balis Ilrinﬂ in all directsons. The
droids stand at their full 2.5-meter
height, snapping weapons inte place

Anyone standing within 2 meters of the
exploding crates must make a swcoessful
Reflex save (D€ 10) or be knocked prone by
.'I':.l|r|2: debris, The deokds enter comibat the
fr||l|:-'|.l.|'||1r_ round usir 12 the lreiBRative oo
they were activaled on, firing immediately
¥l anmy stormirooper or Humans dressed
as Imperin 5. The dealds Ignone Talnar and
whoever is using the drold control pad
funyone else is fired upon if they attack
the drojds. The drolds cannot distinguish
the Rebels from the bounty hunters and
have no orders regarding them

Thie drodds will wsae their maximum e
power on their tangets, vnless ordered
athersdse, They are quite capable of
wiecking the hangar. 5ee Contralling the
Diroids

The Ogquan fight until halt their mumber

are unconscious or Acod |4 defeated. They

STAR WARS GAMER
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mands to one or mare drolds. The heroes have bwo problemd using £ Weanng a jetpack

r:-r.lr11r'n||||1|] thia Drolds haunty Aurte thE g 48 can |l dstinguish the Daunty

The d gntral pad sends com hunfers from the heroes, & préferable command woubd be, “Attack

the control pad & character Tails a Computer Use skibl check T mand a drold

First, commanding the draids with the controd pad takes prag manually, the dn ores the cormmand
tice. The hedaet can leamn & little |_-.:,I fidal Mg W ith the pad ahead of
timse, While warlous commands seem easy enaugh to send, in the
heat of o batih y Ay niot b '|||-'|'|f|-. Endugh or might e s
|r|I|-||_|||-:|-|| h:ll thee dirodd. Hiuing commands mand } Wwith the
drodd control pad is a full-nound action that requines
Uige Lkl check. Use the table below Lo delanming the L. &
puiept Talnar wirffers & =3 tampelence |:a-|..|lr:,- ta this

"y

flee the way they came. The iImperials Ending the Scenario

f |'|'\-| wntil ordered atlherwwive The l,ll Flazge W Y froem the |'I'||'\l|'|'|.i|'\..il"::: ther

on board the ship in docking bay 21 Oquan, the heroes are free (o returm o base
omnce the heroes have Talnar and have with Talnar and the remmaining droids. Telnar

sctivated the droids, they can try to thamks the heroes Tor rescwing him and tedls

retreat at any time. If their ship is docked them he evwees them one (this could be a

Ini Rigton Spaceport, a quick escape is pos ‘fawar for moble characters)

sible. Otherwise, the henoes will have to f the heroes successiully complete this

figune oufl how Lo relurn Lo thedr starship ilweEmtane, thesy eam 2.000 P |r||||'.-|:'-|'r.| by

with Talmar and the droids the average heno level and divided evenly

i the heroes do manage to get to thekr among the surviving heroes. i they refurn
ship tor steal a ih pin another docking Talnar and at least half the droids, you can

|'|.|'!.l: .;||;|rH-.l_ the remaining atso award each hend 2 Eeputation points If
Imperials will dispatch any af the heroes” actions wede particularty
three TIE fighters to heroic, feel free to awarnd Fonce paints af

<5 shaal down the vl disoretion. g

henoes’ ship

Talran Male Human | g 5: Inkt +1 {Dex), Def 16, [+1 Dex, +5 class), Spd 10 m,

VWP 3178 Atk +3 melee {ndly dar nage, punch), + 5 ranged; 50 Barter, adap

tive learning [Computer Lise), jury-rig +2; 5% Fart +&, Ref +q, Willl #2; 52 M,

FP 4, Rep 2, 5tr w0, Dex 12, Con 15, Int 16, Wis 12, Cha 12

Eguiprment: None

Sirllis .ﬁ_',‘lﬂﬁ.jlr‘ &7, Bluft #3, Climb +4. Computer Lse 103, Gathier Infarmiation
4, Hide 5, Listen +8, Filot +14, Bepair +4, S5earch +11, 5ense Molive +3, Spot
#11, Sureival +¢, Treat |"|I.||I:|l #i.

Feati: Alertness, Gearhead, Spacer, 5kl Emphasts (Filot), Weapon Groups
(simphe, Master pistols).
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INTELLIGENT LIFE

Apprarance and Bielogy
The Chiss are tall, blee-skinned
humanolds with eerlly glowing red eyes,
sparse blue-black halr and soft voloes. all
cbserved representatives of the Chiss
specles have been in very good physical
shape, indicating an active metabolism
that keeps a trim figure and prewents obe-
sity found in sedentary humanoids

Genetic sampling has recently confirmed
Ehat the Chiss ane nesr-Humans, 11mugh
their evolutionany divengence from baseline
Humanity has not been pin-pointed in
either time or space. Physkologically, the
Chiks are guite similar te Hurmans, with
comparable circulatory, neuroliogical, diges
tive and reproductive systems. Thelr growth
Fale is aecElerated:; Chiss malufe mudh
faster than Humans, A 10-vear ald Chiss has
the physical maturity of a 20-year old
Human, amnd & culturally-imprinted emo
tional maturity many times beyond that of
a Human counterpart

The Chiss hormeworkd has been encased
inafrigid ice age for milbennia, though very
few signs of evolutionary adaptation to
these colder environments are evident in
Cintss physiclogy. It is believed that since the
eutended period of glaciation began when
thie Chiss were .1Ir{'.1d:|r a T{'n:hnqln:lgn:ﬂl ly
advanced people, the species dealt with
their new sundhval challenges through tech
nological adaptation

The mineral content in the Chiss home-
warkd's madrosphene causes the glacial for-
mations to be a striking blue in color, a5
opposed to chear or white. This mineral con-
tent also cantributes to the Chilss’ distinctive
pigmentation, though it does not appear to
offer any notable evolutionary benefits

Temperament
Chiss life is harsh and disciplined. Self-con
trod and propriety are among thie most
lauded character traits a Chiss aspires to,
¥While passions are recognized, they are
done 2o with disdain, Such energy would be
better applicd elsewhere,

Chiss live in a very regimented society
Crime is abthorred a5 a weakness of an indi
vidwal = the notion of blaming society is

108 wvolussd | MUMBEE &

completely allen = and justice is meted out
with little compassion The Chiss, however,
do not believe in capital punishment, recog
nizing it as an brational emotion-driven
reaction rather than a true deterrent. Exile
i% the extreme consequence for the most
helnous crimes. Green how important famil
iad bosyalty Is to the Chiss, the expulsion from
wonciety is 3 very grave punishment.

S0 removed from their passions are the
Chilss that I;hi:-_!.l st almiost mechankcal
They cokdly weigh their options and calco-
late the most efficient and decisive course
of action

Chiss conflicts never become personal
Chiss are very ranely the aggresson sinie
agpression has nothing o do with their
altercations. The Chiss Eq"nr'ml'lg.l let conflicts
gome Lo thierm. To strike first i an anathema
to Chiss discipline. Even tactically-sound pre
emptive strikes are deemed controversial

Chiss are extremedy loyal fo thelr own
kind and look down upon other aliens as
barbaric and immature. Only by proving
that he adheres to Chiss disciplines can a
min-Chiss gain the koyalty and respect of
the cerulean-ikinned peaple

The Chiss

BY IVAN SCHWARTIT

FPFICTAL THNANKS TO FANLDO MIDARG O

ITLLUSTRATED BY JEFF CARLISLE

History and Culture
Wery little is known of Chiss history as thedr
records are carcfully guarded on their
homeworld of Csilla, deep in the Unknown
Reglons. From the fragmented reports gath-
ered by o fewe infrepid scholars, it s believed
that the Chiss are the result of a forgoiten
colonization attemipt, sinoe I:hrjr S0 r.:lnf.rl}'
resermble Humaniby

Foer thee past sesveral thousend years, Coilla
has been locked inan ioe age, Profound
glaclation has enveloped the terrestrial
warld. The ancestors of the modern Chiss
traveled along the ice front's leading edge,
sunviving ini the temperate front as the gla
(45 *,pr-oad SCFoss the planit

Menosodhalogisls postulate that the haish
extremes of the ice age instilled in the Chiss
thelr no-nonsense nature '_-.u:\-m::ltﬂtnd'n tell
of a decadent culture that lived in the trop-
ics of Csilla who were utterly unprepaned for
thie chills ng temperatures that befell them
Othes related parables describe the northemn
Chiss slaughtering the decadent ones when
FESDUICES Wt Sparsc

Whatewer the truth of thelr andent ori-
gins, it is odwious the Chiss adapted well to
their world, Using geothermal energy a2 a




poveer source, the Chiss have bsisilt wEveral
populous cities among the glaciers.

The Chiss were quick to develog a glabal
government, sidestepping the cultural ado-
lescence marked by competing naticon-
states prevalent in many developing
woilds, The Chiss adopted a planet-wide
tongue as well, Cheunh is a dense, difficult
language wherein complicated ideas are
expressed by uniting related words into
larger words, As such, the Chiss language
has relatively few core words, but the syn-
tax required to piece together compound
waords B complex and invobaed. Further-
maore, wiitten chewnh does not have an
abstract alphabet. ideograms represent
concepls, and complex ideas are expressed
by combinimg simpler ideograms, The Chiss
take great pride in understanding and con-
vedsing Im such a comvoluted language.

The Chiss independently developed star.
travel, perhaps by Lapping andient memo-
ries of the original colonization effart that
brought them to Csilla. They now rule & iz-
able sector of the Uinknown Regions,

The Chiss maknfain impressive fleets ded-

icated to protecting Csilla and her territo-
riess. They have colonized over two doren
workds. Chiss colonies are sparsely-popu-
lated production centers for resources that
are then transported back to Csilla,

The Chiss motive for exploration and
expansion is difficult to determine. They
Lack the passion for conguering the
unkncwn common in Huemans, and they do
nat claim new territory out of greed or
hunger for power. The basic need Lo man-
ape Csllla's population as well a1 gathering
resoices withouwt upsetting thelr home-
world’s ecosystem governs misch of their

space program., Since the worlds in their ter-

Men Who Mevar ‘Smile

Thrawn s Justicn

ritory more than suffice for the total Chiss
population needs (estimated at just shy of
five trillion), the question rermaing 2% to just ]
wiiat thie Chiss are bpoking for, A leading b5 slandards o
theory is that the Chiss seek to bnpose I 0
order on what they sée a4 a chaatic and bar- Chiss After a regrettal
baric reglon n ataand

Dwespite their growing borders, the Chiss
still foster a cultured contempl for other
i-plﬂilli-..iﬂd beliewe in isodation and preser-
vation of their heritage. The Chiss Expan
sionary Defense Fleet patrols the growing
tedritory, keeping a glowing red eye on
neighboring worlds

It was this fleet, under the command of
a young Chiss military genius named
Thrawn, that made first contact with the
Galactic Republic.

A& secret taskforce — surreplitiously dis-
patched by Supreme Chancellor Falpatine
— by i wealt to ambush the Qutbound
Flight project, an expeditionary force of
Jedi Masters who sowght to explare
beyond the borders of the galaxy, The task-
force, led by Palpatine's trusted advisor
Einman Doriana, instead stumbled L=
Thrawn's fleet, Despite inferar
weapons and numbers, Thrawn dec-
imated Doriana’s ships.

Dorlana survived the battle, and
sel up a parley with the Chiss com.
mandet. He was able to impress
upon Theawn the inherent threat of
the Outbound Flight project. Doriana
also spoke highly of the onder
imstilled by Palpatine. Appealing to
Chiss semibilities, Doriana was able
to recrult Theawn to complete the
mizsbon he fadled.

Thrawn and his fleet destroyed the
Darthoumnd Flght vessel Beturning to

Cailla, Thrawn explained to his superions that
his actions were a presmptive stribe meant
to presenve Chiss territory from an encroach-
ing foe. Such a radical concept challenged
rmary deep-rooted Chiss philosophies
Thrawm was reprimanded and placed under
observation Under his command, though,
the Chiss Expansionany Defense Fleet con-
tinued toengage outlying aliens, which the
ruling famidlies did not view as the threat
that Thrawn did. Eventually Thrasn ws
hranded a criminal and exiled to a distant
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wihere he would
later be picked up by Falpatine’s agents, and
iFvited into the mperial fold,

Far Theawm's entine tenune in the bmperial
Wy, nothing was kbnown of the Chiss. Even
wien Thrawn rose to prominence five years
after the Battle of Endod, moone in New
Fepublic Inteligence was able to determine
hits caiging. It wars not until a decade Lter
that Luke Skywalker and Mara lade returmed
from the frontier world of Ninuawn with a
specles name and some skefchy infomation,

Since that time, the Chiss have beoome
marne visible. With the growing threat of the
Yuuzhan Yong, an unprecedented partner-
ship has appeared bebween the Chiss and
the Mew Republic. & Chiss House phalanx of
claweraft fighters, led by a human no less,
arvived Yo save the day at Gangil

Politics

The heart of Chiss politics lies on Csilla, and
ir the fouwr ruling families. At the House
Palace in Cailla's capital eity of Caaplar can
be found the Cabinet and Fardiament. The
28 outlying Chiss colonbes are represented
in the Parliament by appointed governors,
or Howse leaders,

The four ruling families - the Ciapla,
Muruado, inrokini, and Sabosen - represent

bliocudlines sakd to predate modern Chilss dhi-

lzation Every Chiss clatms affiliation to one
ol the four farmilies, o detemined by tradi-
tion and Birthplace. In truth, the family
names are [ittle moee than cultural
haldowers. Chiss blood(ines have become so
co-meddled, that a Chiss could easily claim
affiliation to any of the four. Since the four
families are not in competition, and rhalres
are rare, a Chiss” allegiance to one family
does not typically affect his day to day living,

Though the Cabinet handies much of
the intricacies of Chiss geverning, all deci-
skons of that body are approved by one of
the four families. Each family concentrates
an specific areas of concern. Csapla han-
dies isswed of calonial affairs, resource dis-
tribution and agriculture; Nuruodo
handles the military and forelgn affalrs;
Inrokini handles industry, science, and
communication; Sabosen hamdles justice,
hiealth and educathon.

The Chiss gevernment functions bo siphan
irmpartant decisions up the command chain
to the families. Individual colonkes volce their
issues in Parllament. These isswes ane taken
wap by departments in the Cabinet, and
finally distilled wp to the families. Fardiament

positions are democratically determined by
olonial vole. Cabined positions ane
appainted by the most relevant family,

Caapla's most pressing responsibility b
the distribution of resources bo the
colonies and o the peaple of Cailla, It is
impartant to note that the Chiss have no
finances = they have noe money, Everything
is provided by the state,

The Chiss military Is a sizable force. The
Nuruodo family ks ultimately in charge of
the fleet and arrmy, The military has never
been requined to act as a single unit, so it is
partitioned into 28 colendal units called Pha-
lan=es. Operation of these Phalanxes uss-
ally falls to an officer appointed by the
House leader, called a Syndic, Separate from
the Phalanxes ks the Chiss Expansbonary
Deferse Fleet, which is deermed a forsign
affairs asset rather than a military asset.
The CEDF patrols the borders of Chiss space
while the Phalanxes handle amy threats that
get past the Flest, In times of crisis, like the
recent repudshon of Ssimuul forces, the
CEDF balsters its ranks by drnwing upon
nearky Colonial Phalanues.

A significant portion of the CEDF, Syndic
Mitth'raw nunuodo’s Household Phalan:x,
has taken an extended lesve of the rest of
the fleet to deal with encroaching threats,




While same would call this action secession
and treason, the ruling families have taken
cafe not tostir the populace with such
inflammatory talk. Thrawn's Phalans has
teamed with a cell of Imperials to guard the
Chiss territory In a musch more proactive
ranner than the Chiss would ardinarily be
comfortable with. While the ruling families
pretend to be oblivious to such actions, the
awerage Chiss does indeed know,

Technology Level

The Chiss have independently developed
analags for many galactic standard tech-
nalogies, The Chiss hyperdrive, while not as
efficient as the latest model from Corellian
Engineering Cosporation, is nonetheless
competent and capable for traversing the
distances of theis territone

The Chiss star-travel e began with the
al;ulll:r to create hrp:rﬁl:lds- l.hr-uua_h pre-
clse radiatéion of composite materials. The
early Chiss ploneers were unable to sus-
tain the field around a vessel lange enough
to carry a passenger. While Chiss scientists
continued to work on enlarging a habit-
able bubble in the chaos of hyperspace as
well as I:I:mb.'lﬂl'lﬂ_ field dE'l‘.'.'l". olheds
began equipping automated drones with
early hyperdrives. These drones, fitted with
specialited beacans, were launched inla
the Unknown Fl‘i.-slun;..

Owver time, the Chiss waene able to enect a
netwaork of navigational anchor-poinis. it Is
further testament to their discipline that
even though they had the capacity to ven.
twre info the unknown, the Chiss wabted
decades for thedr navigation network to be
complete befone leaving their planet. Mod.-
ern Chiss spacecraft wse this anchor-poind
netwark for hyperspace travel within Chiss
space, Chiss vessels thus lack navicomput-
ers and are unable to safely travel beyond

the Chiss barders.

Chiss homing beacons are reliable and
require very litthe energy. They ulilize the
encigized domain of hyperspace itself as a
signal carrier, The transmisslons generated
Iby a Chiss. beacon can only be detected by
the Chiss. Grand Admiral Thrawn employed
a thny Chiss beacon in the Imperial Becords
Libwary 4o that his forces could track the
location of the secret Imperial capital wosld
of Basthon years after his defeat.

Recently soen in combat is the Chiss
clawerafl, Information on Chiss capital ships
remalns sparse however, as nong have been
seen in action yet. It s belleved that the
Chiss do not have a starship larger than an
escort frigate (about 300 meters in length).

Trade and Technology
The Chiss maintain tightly controlled bor-
ders, and are self-sufficient in the isolated
territory they rule. Ower two dozen worlds
wppl}l the Chiss with food and resources.
They hawe developed technology compara-
ble to the rest of the galaxy, and see no
need for trade. Thelr culturally-encoded
cantempt for “lesser” aliens also prohibits
them from friendly relations with neigh-
baring species.

Chiss in the Galaxy
Thie mast infamous

Chisd to leave
bis mark

on the galaxy was Grand Admiral Thrawn,
The anly non-Human to achéeve this Imper-
iad rank, Thrawn's unparalleled skill and
razer-sharp mind were such that the Empire
awerlooked its own anti-allen policies to
grant him his position.

Duiring his depredations against the New
Eepublic, ne one knew of the Chiss species
ar of Thrawn's orgins. it weas not untl the
Caarmat Docurnent incident o decade later
that some insight imto the Chiss was gained.

Maow that the galaxy ks under the pall of
the Yuuzhan Vong, Chiss soldiers have
an:l:.'lr:d.:nmrrllllhﬁ_ their fearleds pilods
and deadly daworaft in battle with this
extragalactic menace.

There is another known Chiss lhving in
the Outer Rim, though he does not know!
his owm heritage. Mo one knows how the
dim-witted swoop jockey Spier made it to
Tatopineg, but evidence strongly suggests he
is @ Chiss, perhaps one afflicted with a
learming disabality. Spiker disappeaned
shortly after the Battle of Endar, when
labba the Hutt's criminal empire on
Tateone collapsed. 5




T b Force its one of thie reast corm-
pelling aspeacts of the Stor Wars uni-
verse, The Jedi Knights and Sith Lords in the
filmes, along with other Foroe users In the
expanded Har Wers universe embaody marny
of the pathways that the Force provides
Betweeen the Star Wars t‘:;lcph_;ﬂn!'r Garme
and The Dok Side Sowrcebook, players can
choose between Lhese conoepls and rore

Still, there are Emitations to the class sy
tem. and unly a limited, if admlttu:dl:,' VETY
large, amount of variety to b= had by choos-
ing Hiills and feats. The multiclass mules,
hiowever, add enarmaous fhﬂcihilll:,r fo the
class system, allowing unusual character
comncepts af all fypes to exist. bn this column,
we' W =xplore a nesw multiclass combination
and a character concept to go with it
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By JIESSE DECKER

ILLUSTRATED BY DENNIS CRAMER

General Dascription
The charalatsn, like the medicine men of
thee Old West, move from town to town try
ing to sl the poorly educated or casily
fonbed wondnous oure-alls or other faulty
gpoods. They make their bving off of the
gullibifity and hope of others, spelibinding
thedr audiences with tales of their product
of scherme. Charlatans have natural atlity
with the Force and a desire for easy money.
Mary relesh thisir .HI_'II|I1:.' to food others
Cosmcpalitan areas like the Core Workds
e fewer charkatandg: most |:l|ef1:r thi easied
croweds and smaller audiences of the Ouwler
Rim. Knswving that thelr schemes are mare
likedy b Tl Ehe bonger that they stay in one
place, charlatans acquine trantport a5 often
ar..1h-[':.- can, keeping their identities, and

hapefully their schemes, continuously fresh,

Roleplaying Notes
Deception |s everything to a charlatan; he
radkeed in financial wealth while his muse
holds, and quickly looses everything if it
fails. Bluffs of every kind come naturally to
the chaslatan, and his innate grasp of the
Force makes his schemes even more likely
to be sucoessiul

Miost charlatans live only to tum a quick
profit, caring little af whorm they hasm
nl-:ng the wang, For this reason, most should
remaln G characters, A fiew, however, use
their silver tongues and quick minds for
maore admirable purposes. A con artist is
h:rdl:,l the ideal hera, but some rise abowe
their desire for easlly acquired wealth to
pursue nobler object ves, These heroes
retain the easy confidence and palished
social skilks they learned on the streets. but
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they begin to understand mone of the Faroe
and its mysteries. Such characters make
isually cheerful, outgoing adventurers,
though they aren't above taking a quick
detour from thelr travels in order (o make a
quick profit. goals, and

Variant Abilities MAXIMIZE OVLELAPPING SKILLS o = 5 yo 5 E———

Although the chart below shows the typical  Applylng as many ranks as possible toa  gain at 2
el progression and abilities granted character's overlapping skills provides the

according to the multi-class rules found in feast variety but it is the easiest to execute.  DIVERSIFIED SKIL
the core rulebook, your GM might allowyou  and produces the highest skill ranks a  Gaining ranks i
to substitute some of the existing special every level. Find out which skills ane clas ha ]
abilities for others that stick closer Lo the { ith of the charmcier's classes

charatan archetype. FrarTy ranks a5 possible in

VamianTt 1 Avwavs Moving

Instead of gaining Skill Emphasis, the char-
latan earns a special +5 bonus to Bluff
checks made to conceal his identity, This
bonus offsets the penalty normally applied

to such checks (see chapter six of the Star ity as if she were a gth-level scout. Charla-  area, Each week bayond the first that he

Wars Roleplaying Game core rulebook) tans are always wary of unsatisfied ows- continues to operate in that area, he suf-

Charlatans are adept at moving around and  tomers seeking revenge, fers an additional -1 penalty to these skill

concealing thelr identities. checks, Charlatans are initially charming,
VaARKINT 3 INsPiRE WoNDERMENT but invariably, their deceptions begin to

VarianT I Uncamny Doooe Allow the charlatan a 2 circumitance grow thin. §

Instead of gaining Skill Emphasis, the bonus to Bluff, Diplomacy, and Disguise

charlatan gains the Uncanny Dodge abil-  checks when first operating in a new
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i Tirst Image thie wiond “slicer oon
_|l.lll.":- b rvined 5 @ 50-kg pasty
skinned post-adodescent hunched over a
computer tesminal surrounded by half
Eaten cormenEnce Toods. The truth is that
this stereotype s ranely ever accurate. The
Bebel Alliance, Mew Eepublic, Empire, Cone
Sec, and criminal empires alike hawe al
ermployed computer experts bo write and
wlice code. Many ane true professionals,
adept at steal i o J..ll'.*u...an'.’lng data few
have and reost want. Though mach code

Closs FRratures

REQUIBEMENTS

To become a slicer, a character maust fulfill
all the folowing criteria:

Base Attack: 3

Skills: Computer Uise 7+, Disable Device 3+,
Foargery 3+, Bead /Write Binary, and
Repair g

Feats; Skill Emphasis [Computer Use).

Must bulld or modify a computer Tar slic ing.

Building & computer requnes a DC 20 Craft
(romputers) skill check. Modifying an exist-
ing com puter requires a DC 20 Repair skill
check. See the Craft and Bepair sidll descrip-
tlors for more Information. Skoers con-
slantly updale and replace their computers
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The Slicer

BY PATRICK MCLAUGHLIN
ILLUSTRATED BY KYLE H.

1! Ling I5 |'\'l"'|"|'\lll'\l1-'|1 by drosds, the sentilent
touch is often requined for “special” jobs
The slicer is often called upon to forge docu
menis, circumyent seourity systems, o
scaur the HolaMet for hidden information
Keeping her true identity a secred i the
mark of a successful dicer. She would rather
not speEnd M time aolding ounty
hunters, makigned criminals, and judicious
lavwemen. In place of her true identity, the
slicer has adopted a code name. Even regu

|@r cléErts are usuially ol prsey bo her truae

for better performance. A data pad-

sized computer can be puschased for
1000 credits; 3 bess portable one can be
purchased for as little a3 1000 credits.

CLass Sunls: The slicer's chass skill fand key
abilety] are: Appratse (nt], Bluff (Chal,
Computer Use (int]. Craft {Int), Disable
Device (Int). Escape Artist (Dex), Forgery
(int), Gather Information (Cha), Hide [Dex),
Knowledge (Int), Mave Silently [Dex), Pro-
fession (Wis), Read/Write Language,
kepair {int), and Search (int).

SKiuL POINTS AT EACH ADDITIOMAL LEVIL:
B & Int modifier

@ Vitality per Level

identity, i doesn't really matter if she can
Bet the pob done

Making her wing in the digital world, the
slicer uses a specialized computer to accom
esh vyriad tasks, She N e Iy beuitd hier
oW ompiter from the base companents
and ufilize it for abmost everything. & free
lance slicer will often charge her client for
"|'||_'|_'|_"5.l,._'||:|- " misditecations a5 part of a [air-
ticular job. This computer is a canefully
guarded object and constantly evalving
wiodk of art for the shicer. She 1:,.-|:-.:_.|II:.- dioes
AEl HCuEs 118 Spaailics, excepl with |e-
minded individuals on oocation She'll often
wsie complex adcess codes or even a self
destruct mechanisam (o prevent the captune

of her most prized possession

P-pl:udqn:rm: At First level, the slicer
becomes better known by her pseudonym
than the hero's real name. She essentially
has two identities. To represent thig, the
hero attributes any reputation points
earned (or purchased with the Fame feat)
when advancing a leve| as a slicer or
awarded while acting under this secret
|-Jr|'|h|:.l 1o the |!-§E'I,.||,!|:‘\-|'!|'|1I Criminal
wlicers have flashy psendonyms, while cor
porate and government slicers tend to
have militaristic code names or alphanu

ITRERAL l!lll":-IHrI..lll".l"l S




Thie Shcer

Decode: Also at first bevel, the slicer gains an
additional bonus to amy skill checds imolving
Computer Use (inchuding skill checks that
gain a synergy bonus for 5+ ranks of Com-
puter Lse). This is +1 equipment bonus that
increases by one every three levels (gth, 7th,
and woth] and only applies when using the
slicer's customized computer, This bonus i
doubled if the shoer bustt the computer.

Special Abllity: At second level, and every
thres levels thereafter, the slicer gains one
of the following special abilities:

w Skilf Mastery—Choose either Com-
puter Lise, Disable Device, Fongery,
Gather infarmatian, or Repalr. The
slicer can take o when using that skill
even if stress or distractions would
narmally prevent hier from doing so.

e Bonus Fert—The shioer can gain Fame,
Gearhead, Infamy, Low Profile, or Skill
Emphasis (any class skill)

Wirus: Beginning at third lesve], the shicer
masters the ability to create more destruc-
tive computer viruses (see “Digital Warfare”
sidehar). At thind level, the sHoer gets a +5
eompetence bonus when introducing a
crack virus it into & compufer system. At
sixth bevel the slicer gabns the same bomius
far a screen wirus, and again at ninth level
for a redirect virus, B

Crack Wirlss

Soreen WViius

DNt el Wearfare

Wi MICHATl MITAFLIAN

iruses can simply wipe out data,

increase the DC of Computer Use skill
checks, or cause specific things to happen
normally controdled by a computer system.
Writing a virus requires 3 Computer Lise skill
check and 8 howrs of work, Thowgh vinuses
are the specialty of a slicer, a character of
any class can attermpt this skill check, Thene's
na consequence for failure, 5o a hero can
take 20, Becawse vinuses are difficult o test,
this skill check can only be made when the
wirus Is introduced inta the system. If the
hero uses @ thind party fex.: an infected data
card] to deliver the virus there is 2 -8
penalty to this theck.

T Imtrosdwce a virus inbe & system the hero
makes & Computer Use skill check once she
has aceeis. Modt secued systems can only
be accessed from inside, much lee R2-00
does in A New Hope,

Rermdring a vieus from a computer system
require a Computer Use skill check (DC 20
and at beast B hours of work. H an acceptable
backup exists, the D s reduced o o and
the time to 30 minutes.

Mew Lises for Computer Use Skil
Crmck Winug: This type of program corrupts &
computer system, giving authorized uses a

Redirsct Wiilis

peralty to Computer Use skill checks: It also
gives the crack vinus's oneator a bonus 1o
Computer Lise skill checks on the affected
system. The result of the akill check deter-
rriires the creumstance bonus and penalty
prosidied by the vinus.

Screen Wins: This type of program is com-
monly used to tap into or wipe out parts of a
compuier system's data banks. Soreen viruies
can copy data into hidden files or erase it and
set up shell programs that are virtually iden-
tical to the casual observer, When a shell pro-
gram ks accessed, the user discovers that the
data s not there, The result of the skill check
determines the DC to recover deleted files or
detect the virs, i a character fails a recovery
attempt, only another character with more
ranks In Computer Lise can try again, if a
backup exists, no skill check is requined.

Redirect Wirus: This type of program is
used to conduct & hastile takeover of a com-
puter system. Redirect vinuses can override
compurter-controlled objects such as lift
tubes, security cameras, and foroe fields.
When writing a redirect virus, the hero
st ehioose what effects the virus will
cause. The base DC for this skill check i 15,
micdified by the table below, The mare com-
plicated the virus, the higher the DC. The
result of the skill check determines whether
the program is successful ornot. B

remotely conbral SCivity fegees swtem s e contiol] 4
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il il go o the Talooine \plern.
There you will learn from Qui-Gon
linn, the ledi Master who instructed me in
the art of Podracing”

Welcome to Tatooine, the Planet that
Termedire Fargot.

“Dig, or do mot.” “Mowe along.” "Point
thig and of 1aber AWy frarm face at all
times.” The Jed| don't like leaving anything
to chance_of course, Master Qui-Gan linn
is not your typical Jedi. This month, for
instance, hie's gathered all of his Jedi bud-
dies and headed to the track. Don't worry
about the Padawan payrodl, though: Qui
Con's betting on a sure thing
A5 if there's such a thing as a sure thing
when you're plunging down the Shaft..

The recently released Tatooine expan-
gion truly lived up to the name, expanding
the Sfar Wars COG to include all four
epitodes in the :..|g.'|-.'|"|'hil{' it I:t_"rt.-lilﬂ}' I%a
bit peculiar to see, say, Leia Ovgana fight-
ing side-by-side with her [presumed]
Grandma Shmi, the only situation that
would be truly difficult to justify—anakin
against Vader—is impossible, since Anakin

gy CORY J[.

dossn | hive a characler cand,

Timeline aside, Tatooine explodes with
passibilities, especially in terms of theme
decks. While they're no ledi army, a force
{umpri-.['l;] ol Qui-Gion, Obi-Wan [:,mur'lg or
old), Luke, a bedi-trained Lela, and even
Yoda (assuming he can make the journey
from Dagobah) can hold a line in the sand
even against the Sith. Podracing is viable
a3 the focus of a deck (although the Dark
Side has a fews more racers, the Light Side
had thie best race r:.ﬁ.n.lkln"i.h:lr can bhack
up a number of other Tatooine-based
strategies. Fear the dreaded Brisky Mom-
ing Munchen deck that throws a never-
EI'I'-‘Fiﬂg 5u|'.l|;||}- af lar lars at your
opponent. And with a little effort, Padmé
Maberrie can lead a contingent of the Old
Republic that fights on well into the Battle
of Endor era

Decipher promises an Episode Fonly
tournament environment after the
release of the next expanshon (tentatively
titled Coruscant], but why wait? This
month’s deck was built following one sim-
ple rube: no character or ship is allowed
that could nat have

HUMBER &

been around during
the events of
Eptsode | This
allowes cards like
Artoo, Chewbacca
lage 200) and the
Miltenmitm Faloan,
bart mo Light Side
standards like Luke,
Ham, or Leja. They
probably wouldn't
get along with far

lar anywiay,

Tour de Force
Pyoonishin Your Opponent
HERNDON

This deck was remarkably easy to build
even with the little timeline restriction—
Tatoodne is a well-rounded set with cards
that complement each other [there's very
litthe im the way of fixes for broken cards
from past sets, for example). You'll be
spending most of your time at Tatooine
sites, although Chewie and a few Z-g5s
are available for space defense if needed,
Start with Podrace Prep to get the Arena,
the Boonta Eve Podrace, Anakin's Podracer,
and Brisky Moming Munchen on the
table, If your opponent faces you on the
ground, chop 'em up with lightsabers or
knock them over with a clumsy Gungan
And you'll have plenty of the classic Jedi
imterrupts like Sense, Control, and Alter to
deal with threats that even a Jedi could
not accurately predict

Well, unbess he cheats at chance cubes.

SHMI SEVWALKER &
THREERIO WITH

His PARTS SHOWING

in the absence of the
Chosen One himself his
i and naked droéd
combine ta form a flce
little card-drawing-and-
destiny-manipulation
engine, as long a5 you keep them
together. This isn't too hard, since Three-
pio can deploy from the Reserve Deck to
Shmi's lecation. Then the unfinished pro-
tocol droid takes care of the rest. Just keep
them well-defended—despite nice forfeit
numbers and Shmi's attrition reducing
text, the desert duo doesn't fight well on
its own, and you'll need to battle to use
the best part of Threepio's text




lam lam Bimns B BRISKY
MorMING MuNCHEN
it's no secret that many St

lE=ng than

Waes fans are
fond of this clumsy Gun
gan, That should change
{weithin the COG world

at least] with the release
of Tatooine. This 'bom-
bad’ character can deploy to any (that's
any) site, including those normally only
apen to spies. That means he can drop in
on the Emgenoar i his Throne Boom (1o
example), start a battle, and then use his
mare accident-prone game text (and a
high destimy draw) take out Falpating
wimmself. lar Jar can then hop back to
Brisky Mormning Munchén, Then repeal
the process until your opponent begins to
rave about "pyoonishin™ you, or you win

BooMTA EVE PODRACE &
AMaKiN'S PODRACER

This Epic Event poswers the
Padracing deck. Start
with Podrace Prep 1o
get the Boonta Eve
Podrace on the table,
and the hIHh £ e

Mos Espa-ronto
STarTiNG CARDS (6]

1 Tatoolne: Skave Quarters
1 Podrace Prep

1 Tatooine: Padrace Arena
1 Boonta Eve Podrace

1 Anakin's Podracer

1 Brisky Morning Munchen

Locanions (&)

1 Tabooine: Cantina

1 Tatooine: City Qutskirts

i Tatooine: Docking Bay g4
1 Tatoolne: Mos Eisley

1 Tatoolne: Mos Espa

1 Tatooine: Podracer Bay

CramacTens (15)

1 Artoo

1 Artoo & Threepio

Ben Kenobd

v Caldera Righim

2 Chewle With Blaster Rifle
1 Deneh Both

=

deathmateh can begin! Podracing can
certainly be the focus of your deck, but in
this case we're using it as a litthe “shoe
game™ that can swing the course of a
pame within a half-dozen turns
Although the Dark Side definitely has
the most individual racers, Anakin's

Podracer is a match for any of them

Qui-Gon Jinn, THE DBi-WaNs, & SWoOPs
All right, 50 adding "04d Ben” stretches the
definition of an Eplsode l-era character
but hey, there's no Luke (which should
frustrate an opponent with a kot of Luke-
specific cands). Qui-Lion |5 just pllain effec-
tive; he deploys cheaply Lo Tatooine, hie's
o slouch in a duel, and he's the Light

cide's second Jedi Master [and the first

Lar Jar Binks

Ofvi-¥Wan Kenobi, Padawan Learner
Padmé Naberrie

Couil-Geon Jinn

Shmi Soywalker

Threepio With His Parts Showing
Yoits Orren

o o gy

Weapons & Divices (7)

1 Electrobinoculars

1 Mercenary Anmor

1 Obi-Wan's Joumal

1 Obi-Wan's Lightsaber

1 Qui-Gon linn's Lightsaber
2 Stun Blaster

STaRsMIPS B VEHICLES (6]
2 Air-2 Racing Swoop

1 Millenniwm Feloon

1 ¥T-1300 Transport

1 Z-g5 Headhunter

that can deploy wherever he [ikes). Young
Obi-Wan can zip anound Talasine sites
fighting the fool soldiers, or if you re con-

cerned about Maul or Vader showing up,
use the Old Man instead and the Sith will
think twice about dueling. Put either Jedi
on ane of the A2 Racing Swoops and
they can cover the whale planet easily and
avold getting stuck in the desert. §

InTERRUPTS [1T)

3 A bedi's Patience

1 A Step Backward

2 Alter & Friendly Fire
Armed And Dangerous
Control B Tunme! Vishon
Either Wy, You Win
End of a Reign
Eventually, You Lose
Losing Track

Rebel Barrier

Sense & Recoil In Fear
Sorry About The Mess &
Blaster Proficiency

1 Too Close For Comfort

=

T R B T

ErrEcTs (2)
1 Bacta Tank
i The Camp

Eric Evenr (1)
1 IDHd It




ne of the best '.I1|nﬂ_'-. about the new
F Jedi Knights TCG is building a deck
arcund one of the main characters from

Sfar Wars. Does a deck based on the
themie af that |:|.I'-|1|rlg FogE LI, Hin Salo,

have what It takes to make one of the
toughest out there? You bet it does! Han
miay nol hawe the Force abalities of his
|:l||-:|-:l§,- Luke a ||E;|"|1‘\..‘.||!|-e'.l like the Dark
Lord of the Sith, or the command pres-
price of the bureaucratic Tarkin, Bul he
has strengths that none of them have.
With some of the best support Characters
and Events in the Bame, and a '.h||:| Lkt
“may not look like much, but she's got it
where it counts,” Han proves that he's a
farce to be reckoned withl

Be aware that this deck speeds
through cards pretty quickh: Han always
thought that there was “no match for a
good baster at your side,” and this deck

reflects that philosophy Get lots of

Who's

for Jedi Knights

weapons into play in order to fire them
often and add cards to your hand. Play
them as soon as possible and transter
thiem to the proper character later {erl_!.;
through cards so fast, it's Important not
to play with a draw deck that’s too small
therwise, :,w{-u'll e t.’r.lu.'lrrE peroes for
desting near the end of every game

Having the highest Theme number,
Hamn will .;lll.-'.'.:l:,", b the forst Hero 1o |:II.J:|r i
sitee, He will always, therefore, be the one
who determines where the Final Conflict
will be, Hoth and Cloud I:ll::,' siles allowy
only Han (or the Light Side in a multi
player game) to play a character from the
Theme Pile when 1h-e::|.' coime IRlo |:l|.|:|.'_
making them great selections for a start
ing hocation,

When selecting a Force card each turm,
there are a couple of factors to keep in
mind. First, deploy as many cards as possi-
bl Hnl.:finl.;l back for later turns is |.|||_-I:,I a

Looking?
A Han Solo Theme Deck

BY DOUL TA¥LOR

sScruffy

wise choice, The only time this strategy
has $0me use is |:|ur|r||§ the firch tunn on &
planet, and then only when stuck with a
hand of nearly all characters or all star-
ships. In that situation, it is sometimes

best 1o save a lone character or stars |'|||.'l
fiar the second turn, when it can go down
with reinforcements. Second, always try
to Have the l:ligh-e'ﬂ Farce numibser, allow-
ing Han to go first in every phase, With
Han's Theme number of 12, he'll win all
ties, Maore |r||;:-c:lr1.|r|1|:.l_ Han's best sup
poerting Character (Obi-Wan Kenobi, Old
Fossil) works best when Han is first o
attack. When Obi-Wan supparts Han (o

Going Solo

SuamminG (M) 1 Forces Sranships (1)

1 You Like Me Because 1 Force & 1 Millennivim Falcon «
I'm a Scotmedrel 1 Foree 7 fUincommon | Madified Transpart

1 Han Soko « Smugggler for Hire 1 Fore® 2 Tantive IV

1 Bespin Systerm « Cloud City 2 Gold Two
Carbon-Freezing Chamber CHaracTens (12) 2 Gold Five

1 Endor System » Back Door 5§ Han Solo « Uinlikety Hero 1 Rancor's Tooth

1 Tatooine Systems MosEisley 5 Obi-Wan Kenobi « Old Fousil 1 Dodonna’s Pride

1 Hoth System » FrozenWastes 5 €300 - The Professar {TIEAh

1 Force 3 Lia Organa « YourWorshipfulness.  Wiearows (17)

1 Forez 3 Ellorrs Madak » Flight Instructor 5 Hans Blaster Pistol

1 Foree 3 [Uncarmimon | 1 Momaw Nadon « 5 mlﬂﬂ.ﬂhn

1 Forceg

11H WVOLUME | NUMBER 5
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can backfire

Jedi Knights
Survival Guide

By Michael Mikaelian

Tom Tirs 70 TACTICAL TRIUAPH

With anly one set available for Jedi
Knights, the selection of cards may LEEm
limulbed. The fruth 4 that there are many
different varieties of deck types possible
Hene are Len

teps for ling A deck and

aving i wiel]

10 WHiIRLwWIND TOuR OF THE LALAXY
YOUuF CDIceE |_'\'" stes can f F:'.Ill' HPrLHTH
ety vt O Your '-:I.It-_"'_s':-. Thie ordér you
play the sites s mast impartant. Flayers
take furns chopsing filés duning srtup
take advantage of your twd (ORe i 3

four-player game) cholces available

0. THEME PARKING
Carefully comswler which Caras 1o put i
yaur theme pile at the |"'l'!:,l ning of the
game. The compasition ol our dedk
ardar in which the sites will be played,
and cHOIC &% YOuiT l,'\'_'i"'q,'\'lll"'ll‘l-'- theme oTTers
her must be taken into account, All af this
Infarmation it availlable Before you

choose whal goes inho yoar theme pili

B UNEOMMONLY LOOD

The Uncommen versions of the 7- anad 3
Force cards ane well woirth p AYITE I
|l~_|_||_'.||:\.:gl for one fewer credit, the uncom
mion Foarce cards alklow you Lo play oneg
spicific cand |l,.|'|l'.ul iz Thie 7-Force card
E18 you play your Herd Tor T b 3

Foaee card 1els sl |'\l| Ay a starghip for free

1 b

much ke

tter allies. When
the best v ol FHan Wan and
Threepio ET 11
plus a destiny. In a
6 [ ]
enemy’s Tactical - ry strong
difference

in an -|1'.r|||'|.|r|1 battle. Each memi

ability that

5 erful triumvirate |
¢ which

CUumb e

walue ins that t
il w

Palpatine s Fo

1. Heap Back 7o Basi
[ weu s ENoose BEtwesn I0SINE your
icter [Hamn

theme cha Solo « Smuggler Toi

Hine, fo

instancd) and & poaviertul charad
ter (Leda Organa « Your Warshiplulness
for instance), go with the theme charac

ter If gpoes hack to wour theme pile, avall

alsle 1o be played again masxl Purm, Just
don T confuse TReEr wilkh 5 BELLEr WErsson
|Han Solo « Linlikely Henp, for instande )

6. WATCH THI CLDECK

|'|..l-"|'_ s oontral check. the anly thing
that matters s that vwou Rave idie povwnei
i the site Than your oppone VL. T w0 are
currently winning the control chieck at a
site, wall for your oppanent 1o attack
Dot do a |-..-.I'n-'!';'.|*-.l|:-..'..|-.: Coal wou

control of the site

L WeiEN LEADERS ATTACK

Wee your leaders (presumably wikh a typ
cal Blastér 1o Lise +1 bonus) 1o atlack
youl opponent’s characters that would be
used B0 support their leaders. This 15 a
|:---.". way 1o pick apa t hiis defendes and
knvock off ks most poveeriul non-leadei
characters ané &b a Lhivkd. There ane exoep
tiarns ta this, such as Grangd Mot Tarken =
Destroyer of Alderaan; e amd Four o1her

[NV PErials are usLa Iy @i I!'|'- 1o take oul

EvEN the toughest Riebie|

4. GROUND CONTEDL

f vou hawe to choose between contralling
the gystem or the dite, always Choose The
gite, After all, that’s the object of the

f wou can't compete in space, Iecus

AT

Each Ewe

instead of bein
bonus. Drawing three ¢ ards %
id another k

it. wehich can then be used for the tactic

will often y replace

wre to make an imp
get out of tight jams and

coim® thro when hie's met

an the ground, As lanRg ad you have mone

&k Mhas

extra characters than your oppon

capital #higd, wou can make The sIfe Your

e Tsanal :".l'.!:'.'ll'l.l

I Srant ROTATION

f wou dominale a $ibe (oF §y5ti 1) oA
appa t can still prick you apart oF you
don t leave the comedt chanaciers (or star
ships) straightensd. i your opponent
relies on weapons, keep your high
defense cards stralghten: d. 1T e relbes o
=l ] KEap yor |||!:|'| pOWET cards

straightenasd

1, DrawinG CARDE

The mare cands you can add to your hang
the mode GPLsoNs You nave B wary of
drawing your entine dLk Detore the

game ends, Though The mirnirmum A
fIZE |8 4O Cands, Weapons, otiner diest iy
draws, card-drawing game texl amnd your
nonmal allotmeent of card draws can easily
COMSpre 1o sap your dieck before thie end

af the second battle (Tour turns). 5 B

|;|".||"'|‘| deck shpe i from 50 10 75 cands

1. WEAPONS

Weapoins enable you bo dedw cards anda
¢liminate character at the same Lime
Don't get too trigger-happy; onoe your

deck runs out of cards, you ca LL
Anymont. Maximize your WwWeapo %
potential by including as many high
desting cards at possible. This €an

reduce your tactical bonuses overall, so

choowe the cards wisely. §

atan whins camen 118




T r|r|;|uu|1|:_|-u1_ Fl:bru.jt:,r and .ﬂ.l:lril_
LucasArts r‘mlle--:l the thades,

closed the doors, and went to work

preparing for the Electronic Entertain-
ment Expo in May, To prepare for the
trade show, wikdeh willl b held in Los
Angeles, teams entered into “mini-
crunches,” working long hours to polish
the games that will be unveiled at E3. In
order to better understand the signifi-
cance of E3 and learn how the company
prepares for the event, 5far Wars Gamer
played a round of poker with Tom Sarris,
Director of Public Relations,

Star Wars Gomer: We've heard a lot
about "E3” lately. Can you tell us what
it's all about?

Tom Sarris: E3 provides a forum for com-
panies thi uuH|1r.|-IJ1 the interactive
enterfalinment industry to showcase
hardware and software products on a
worldwide stage to the media and
retailers,

SWG: Do you kEnow anything about the
||:-:.1|.||:|r of E3f

120 vOoLUME | HUMBER &

TS5: Yeah. E3 h:'g.:m i H.l'l..'l_l,r. 169495, and was
created as way of focusing attention
solely on the Interactive entertainment
industry. Up to that time, these compa-
ries used the consumer electronics
qlioias Lo pi amole Lheir ;H:‘ulur.h

SWG: From Lucasarts's standpaint, why
% E3 50 impurt.m‘l?

T5: E3 provides LucasArts with a way to
formally showcase new titles for the
coming year, With the top media and
retailers present, E3 serves as the per-

"E3 provides LucasArts with a way to
formally showcase new titles for the
coming year.”

The Krayt Dragon |5 ane of the many
creature concepts revealed at E3.

120 Gearing Wp for Electrondc Enfertainment Expo
1 Jinkins: The “Wedge Antilles® of Starfighter
LFE] Bakile foe Maboo: The Maboo Bomibe

124  Stor Wors Galanies Update: Player Speciet

117 Chest Codes For P52 and NGy

Gearing Up for E3:
LucasArts Prepares for
Annual Trade Show

BY HADEN BLACKMAN

fect mechanism to help create a buzz
for a new game

SWG: How does the company prepare
for Exf

T5: Holy cow, where do | start? There's
an immense amount of preparation
involved with E3 each year, 50 much 5o,
In fact, that we like to joke that our
favorite day of the year is the day after
E3 ends.

About two weeks after E3 ends, the
Lucas&rts marketing department meets
to discuss what went well and what
didn't. From there we begin to bulld a
framework for the next show, but don't
really start thinking about it seriously
until about six manths later, At that
point we then meet with our develop-
ment department to determing what
we're going to be able to announce
From there, the teams create demos for
us to show at E3. The demos are a huge
amount of work and require a ton of
focus,

SWG: What do you consider when
deciding which products to show at E3?

T5: The main consideration is the
game's expected date of release. If it's
within one year from E3, we'll probably
show it If not, it will have to wait until
the next E3 to be unveiled.




A bone kaadu r gk (o take a

drink of water In the swamps of Naboo

SWG: When Is It considered "danger-
ous” to show a product at E3f

You can also expect to o run inta
at lesst ane Rerd af '.Iluﬂ\p.iif!'.
while adventuring in the swamps

of Naboo

TS: It's only dangerous when you're
ahowing a game you thought was
going to release in six to nine months,
reappears at the next E3. Then you hawve

to ex pl.;iln wl'r!,- s a 3ﬂ-ud thing that
the game's been delayed..,

SWG; Wihal do you plan to unvell at E3
this year? Can you give us some hints?
Any big announcements?

T5: We'll be announcing several new
titkes this year across a bhoad spectrm
of platferms, including PC, PlayStation
2. Hintendo GameCube, and Microsofi
ABox. Additionally, a few lucky journal-
ists will be able to see sneak pesks of
Stor Wars Galaxies and the BioWare Star
Wars RPG [tentatively L
titled Star Wors: Knights
of the Old Repulbdic),

feontinued next page)

ST, WSS
STARFIERMTEY

CHARACTER

PROFILE

Jinkins: The "Wedge
Antilles" of Starfighter

Background characters in Star Wars
sources always seem to grab the atten
tian of fans. Wedge Antilles, a young pilot
first introduced in the original Star Wars,
hias becormse a fan favarite, despite his rel
.1-.-'.~|:~|3|- fevw limes and limited soieen Lime
I Lucasdats' '_-.l:,jrflﬂhh,'i, that rode belongs
to Jinking, one of Mym s onew miembers
wihe adds his caplain at several bey poinis
in the game IhH-n-g'Mls'.l-:n 7: Eye of the
Storm . Nym mmiwst protedct linkins, whao in
furn jumps into his oven starship to tum
the tide of the battle

& Bith enginecr, linkins (who was orig
nally called “Ackbar Chavez” by the team)
flies a powerful “Freefall bomber when
supparting Mym, Finding the right vehiche
fr Jinkins was difficult hoesreser, Accord
ing to Starfighter's Level Design Tech, Ric
L, IIHk-II‘.'ﬂrIEIH.ﬂ craft wat 3 “death
miachine” that destroyed everything in s
path. In the final product, Jinkins' craft is

bess fosmidable, but he i3 imvalnerabde

when in his starship. In fact, testers found
amusement In dropping bomibs on link
ims’ velicle, just to see the neat effects
that such “altacks” prodisied

limking: Male Bith Frg o init +3 {Dex); Def
18 {5 elass, +3 Dex) Spd wo m; VPWP
25400 Atk +2 melee -, punch), +6
] ﬂg::d (34, hodd-out blaster); 5C Barter,
Adaptive Leaming (Repair), Jury-rig [+2),
Sairgival |:|..'-I| KeeEn Smchl, Milcro-vision; 0y
Frt -+4, Ref +6, Will +2; 52 M FP 1 ep 2
Str g, Dex 16, Con o, Ink 16, WWis 12, Cha 1o
Eguipment Medpac, electrobinoculars,
combink, hold-oul Haster, survival fit,
ool kit
Skils: Astrogate am, Computer Use +13,
Demalitbons -+ Listen 411, Pilok 411,

Bepair +#13. 5pot +n, Sundval +g, Disable

Device +1

Feals: Aleriness, Gearhead, Starship Opaes
ation [starfighters), Weapon growup pro
fickencies (simple, blaster pl*:-llll'i:l

Speciol Qualfties: Keen Smell—Eith can
|dertify am individual by smell at a
range al i@ melers witlh o Wisdarmn
cheeck (DC 15). Micro=viskon—Eith have
ey 50 sharp they can see microstopi
O AT This gives thiEm &4, 1o
Search and Spod skill checks wnen
searching an anea up to 30 centimeters
away. They recelve a +2 bonus bo Search
and Spat skill checks when the area is
30 centimeters 1o § meters avway, How
ever, Bith are also myopic and suffer a
- peen _||',:|r to all Search and ‘:|r|.|:-| whill
cheecks within a range af 5-20 meters
The penalty increases to -4 Tor visual
related actions invelving a range of 20
A0 meters, Theey cannot siee beyond 40
meeters without special equipment like
glectrobinoculars

2 Dweor,—32 Con, +4

hpecied Feafunes: =7 St

Ink, &3 Wi
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STARFIERTER

STARSHIP

RROFILE

The Freefall
Crafft:

Class:
Coils
Size:

LW

Passengeriz
Cargo Capacity:
Consumables:
Hyperdrive:
Maximum Speed:
Msaneuvers:
Defense:

Shiedd Points:
Hull Palnis:

DE:

Weapon:

Fire Arc

Attack Bonus:
ﬂimigt:

Range Modifiers:

Weapon:

Fie Ares

Attack Bonus:
Damage:

Range Modiflers;

Weapon:

Fire #rg:

Attack Bomus:
Darmage:

Hange Modifiers:

Modified Fresfall-clais
'\.1.‘|r'|ﬂh|‘|"

I_‘ut.\jlllF\.I'll_'r

Mol svailable for sale
tmall (30 m)

Linsque {1 pllnr_ 1 GUNMers,
1 narvigator, ¥ bomieer)
H

30 metric tondg

g weeks

K2 (X80}

Attack

41 (41 sapE|

I [+ SiDE, 410 IAAr)
&0

120

I

Laser cannons

(4 fire-lnked)

Froant

#3 (&0 size, +2 fire control)
Gdhoma

PR 40 ML nda

Rotating laser turret {2
indewittizally comtrofled)
Tuirred

+5 [+ size, 44 fire contnol)
fdioxz

FEMS 40, ML nda

Boamb chute (20 bombs)
Venkrl™

7 [#1 sipe, #2 fire contral]
Bdlnong

PE +0, S/A/L mifa

" Mot are relepeed fonm Ehe botfose of L

ifav g e oo Lol o

t0 targelt helov

122

WOLLIME |

HUMBERA %

EWG: What's the best thing about E3?

T5: For me, the best thing about E3 is
renewing relationships with the press.
I"ve been in public relathons at
LuscasArts for six years and most of my
relationships with the media go back
pretty far, and | know a lot of people,

development for a year or mare, and to
hawve that excitement shared by others
who are seeing it for the Tirst time, And
wi typlcally get very positive feedback
aboul what we show at E3, which
makes me realine iur.‘t how lucky | am
wark for a company as well respected
&% Lueasarts.

“The best thing about E3 is renewing
relationships with the press. Much of
what we're showing has not been
seen before and they're usually
pretty anxious to cover our games.”

We typdcally speak to most of the
media ower the phone during the year,
but there's no substitute for face-to
face iInteraction. it really helps bond
relationships, Meetings also provide a
great opportunity to strike future coyv-
erage deals with the medla, since much
of what we're showing has not been
seen before and they re usually pretty
anxious to Cover our games,

One of the ather great things about
thie showe is that it allows us to get
immediate feedback from the press
about what we're shawing. It's great to
fimally unveil & game that's been in

i I ki
Wikl

EWG: The worst I:hlrnE:I

Th: Lack of sleep. And that there's
ran:l}l any opport unlt:,r to walk around
to see what other companies ane
showelng. My staff and | typically hawe
meeti ngs with the press scheduled
each half-hour of the show, for all
three days of the show, 50 unfortu-
nafely, there’s not a whole lot of
downtime

SWIG: Thanks far enlightening us. We fold,

T4: Mo problem, Full house.

When it comies to details,
Star Wars Galaxies dellvers




| Craft

é.v e

| Maboo Bomber

Class

: Haboo bomber
Starfighter [Bomber)

i ‘r Coity Not available for sale
WAL_"ZE Slze: Srmall {20 mj
V4 ~ - STAR EH Ip Crew: Lindguee [1 pilat)
r-" rln-. L A ,J"'u [ i. - = EDF"...E Passengerii 2
Cargo Capacity: § metric tons
The Neboo Bomber Consumables: 2 weeks
Liscasfrts’ action-flight game Battle Tor Hypendrive: None
Naboo introduced Star Wars fans toa Maximum Speed: Alfack

LOCATIONS

number of mew wehicles, including the Maneuwers: +1 [+1 size)
¥ destructive “Naboo barmber” As Envi Defense: 7n |+ size, +30 anmor)
P 1 ﬁ- i = ‘ sioned by the development bedm thii Shield Poirts: 4o
- X -". ] Maboo bamber 5 slow and has a weak Hull Paimts: 150
! I central laser canddn Tor [imibed protec DE: 10

tion agalnst starfighters. However, it
coim pensates for these defects with Weapon: Laser cannons
incredible armor and a payload that |2 Fire-linkad)
includes powerful ion bombs. b the Fire furg: Froumt

game, few struclures can withstand a

direct hit from one of the starfighters

Brett Tosti, In onder to simulate a larger
attack craft, the designers made sure that
the bamber handled very !:I"l\.'ll"lll:r' than
other starfighters in the game. In Lhe
final product, "the Mabaa bamber takes a
bit more skill to fly than the N-1 of the i, Bl H LSty o

police cruiser,” Tostl cxplains. The vehicle  deribed hove. That b

is also vulnerable to attacks from droid rend rese dieect dam
starfighters. Despite the bombers wieak srleaie P bom b e
sprots, Tostl really enjoys flying i1 "Noth f Bl are pefeased
ing can quite match the thrill of eliminat sinrfkphter and foll or
ing & half-dozen ground umits with a

ping@le well |.l|.||’|".‘| bamb.”

Thie Naboo Bomber is
thie perfect suprise for
GM4 1o “drop” In thelr
players’ lapi. This
wreenvhot fram Shav
Wars: Eplsade I: The
Battle for Maboa
shpws wrhat thid fine
plece of equipment
looks like in a<ison

Ancient nusns af The s¥amp

Abtack Bomus:

Attack Bonus:

Damage:
Hange Modifiers:

+3 |+ SIDE, 42

fire control)

B s Damage: sdi0xr

The potential for mass-destruction was  Range Modifiers: PE/S +0, ML nda
the team’s primary reason Tor includIing
the bomber in the game, “We wanted an Weapon: Bomb chute
mireraft that was primarily designed to i3 lon bombsl*
attack ground units,” explains Director Fire Arc: Ventralt

+3 [#15i2e, 42
fire control)
Te1oxz

PE +0. %ML nda

* e Mahoo horber coiv doiény 0 'rsle mange of Fapio

el WA Eh Ehe  Rn S

v,
dgr The Tiher con oniy
T ronaet

dFrparr e Boflom & the

e Fagery e bowe
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GALAX jS

Ower the past several months, Luecashrts have been providing
imcreasinghy more information about Star Wars Galaxies, the first-
ever Massively Multiplayer Online Role F'|..1:|rir|E Came [MMORPG)
sef in the Sfar Wars universe. The most recent news revalved
ancund the playable species—those species that players can use
when creating their characters,

12y
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SPELCIAL LIPDATE

As revealed on the official Galaxies web site {www.starears-
galaxies.com), selecting the eight playable species proved diffi
cult, The designers started with a list of virtually every known
Star Wrs species, from Bith to Zabrak, and sbowdy narmowed it
down to only eight. The semi-finalists included such diverse
species as the breather-wearing Kel Dor, the bat-faced Chadra-
Fan and even sluglike Hutts, Expanded Universe contenders were
drawn from comics, novels, and games: Falleen [Prince Xizor),
Chiss [Grand Admiral Thrawn), and Feeorin (Starfighter's Mym)

weere all conshdered at one paint,

"The designers started with
a list of virtually every
known Star Wars species,
from Bith to Zabrak, and
slowly narrowed it down to
only eight.”

Thl:q_'lghl_ finalists rr_'pn,'-_.unl, the rJnrl:'r-_.-ll:}' witkh the Star Wiars uni
weerse, but were chosen with several criteria in mind. The Star
Wars Galaxies team wanted to make sure that they included
some of the most |!H‘:l;|l|r|.'lr alien '.-|:||!~|:i|“"\.,whl|-|‘: alup giving Star
Wars fans something new and different. The species also necded
to be balanced .:lg..|in'.1 one another so that no one Species
proved more successful than all the others. After months of
debate, the team opted for these eight:

BoTHAMS

The Expanded Universe choice, Bothans beat owt such fan
favorites as Noghri and Chiss to claim a spot among the eight
finalists. Bothans were selected, in part, because they ane actu-




What a Bothan player will laok lke

“Bothans were selected, in
part, because they are
actually referred to by

name in Return of the Jedi."

ally referred to by name in
Retwrn of the ledi, More
impartant, however, is the

. I-

species’ role in politics and
invalsement with the
famed Bothan Spynet
Bothan player characters
will likely be slightly
shorter than the other
species, but will possess
quick reflexss,

Humans

The dominant lifeform in the galaoy, humans will represent the
"balance point” for all the playable species. Some species might
be stronger, but slower; others milght have an edge in intelli-
gence, but will be physically weaker. Humans may also have

sommee advantages wien
dealing with non-player
characters (NPCs), espe-
cially Imperials, A recent
poll on
starwarsgalaxies.com indi
cated that almost 33% of
sibe's wisitors want to play

humian characlers
I

A typlcal Mon Calamari explorer.

MoM CALAMAR
The developers really
wanted a species that would excel in watery environment and

considered Gungans, Quarren, and Mon Calamar for this rale,
Uitimately, the Mon Cal triumphed because the Quarren didn’t
seem as exciting visually and Gungans were too closely tied to
Episode | [Gungans were, however, announced as a playable
species as part of an April Fool's Day joke). The Mon Cal in Star
Wiars Galaxtes will come in a variety of colors, from the salmon
hues seen on Admiral Ackbar in Return of the Jedi to blue and yel-
lonw patterns, a5 show in comics, Mon Cal character traits will
include high intelligence and an ability to survive underwater for
extended perbods of time

STAR WARS GamEn 1256



RooDiams

hl.:.lrl:.' anyone who has seen Sar Woaes
remembers Greedo, the slow-draw artist
who bost a duel with Han Solain the Mot
Elsley cantina. Greedo's high profile tramns-

lates into instant recognition for Bodians,
one of the most well-known Shar Wars
alien species. However, thanks to the ever-
expanded continuity, it's clear that Greedo
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| “Thanks to the ever-expanded

continuity, it's clear that Greedo was
an unexceptional Rodian.”

was an unexceptional Rodian—mast arne
fast, wily, and well-wersed In combat. In
fact, the Galaxies team was attracted to
the species because of the many ways In
wehich they are depicted in the Expanded

A female Twi'lek character model,

“The Jedi Tott Doneeta is just one
example of a Twi'lek character who
defies Twi'lek stereotypes.”

Universe, This exctends o appearance xs
weell—expect Rodians in Star Wars Galax-
e Loy :Il'r.pf.l:.' a -.prl;llum of skin coloration
and otihwer vanathons.

TRANDOSHAMNS

Frtrnrlg and resilient, Trandashans are
probably best known for their persecu-
tion and ensbyvement of Wookieet,
Honwever, as recent sources (including
thie Star Wars RPG) have pointed out,
only a small percentage of Trandoshans
have been 3t odds with Wookiees, Still,
this reputation makes Trandoshans one
of the most feared species in the galaxy.
Although the species rivalry between

Wookiees and Trandoshams attracted
the team, they were also interested in
the Tradoshans' appearance—reptilian
species have proved popular in other
MMOS, n'mkirlE Trandoshans & I|.'l|::||.'-.'|l
chiokce for this title. In Sfar Wars
Calaxies, Trandoshan characters will
possess great strength and fortitude

Towi'LEKS

A secret head-tall language and vast cus-
tomization options (including a huge
range of skin colors) are just two of the
perks players will receive when they cre-
ate Twi'lek characters. Another highby-visi-
ble alien species (thanks to both Oola and
Bib Fortuna from Refurn of the Jedi), the
LA Was h.,lm:l}l Vo learm that Ted leks
have also played an important role in the
|:|:|r|1irl-u|15r—tl1r- Besdi Tolt Doneela 15 .|“"1

"Reptilian species have proved popular
in other MM0Os, making Trandoshans

a logical choice.”




Basic, the galaxy's common tongue, they
won't be portrayed as mindless or dumb.
Thi tearn feels strongly that Chewbacca
displays great intelligence in the films
and Wookiee characters should have the
same characteristics. Wookiee fur colors
willl range from white to back, with
spots, streaks, and other variables thrown
in to make each character truly unigue.

LABRAK

After surprising the fan community with
the fake April Fool's Day announcement
that Gungans would be player ¢ haracters
the Star Wars Galaxies web site officially
revealed Zabrak as the eighth playable
species, Both Darth Maul and Jedi Council
member Eeth Koth are Zabrak, The
species proved very popular, gamering

“Wookiee fur colors will range from
white to black, with spots, streaks,
and other variables thrown in to
make each character truly unique.”

one example of a Tedlek character who
defies Twilek stereotypes. Sar Wiars
Garlaxies Twl'leks should have keen intell
gence

Woosinis

Perhaps the most recognizable of all Star
Wars alien species, Wookiees are populaf
with fans thanks to the heroics of Chew
bacea in all three original Star Wars films
.I'l,ll:ll-u:n_lgh the Wookiee |'.'|t-r|'.|'||‘."d I Wector
Prime, Wookiee heroes will live on in Star
Wavs Galowies, Like Chewhacca, Wookiee
characters will be exceedingly strong
And while they won't be able to speak

A Zabrak enjoying Tatooine's sunsdown,

25% of the vote during a recent poll on
the Star Weaes Galades web site. Flayers
will be able to choose fram & varkety of
subtle facial tattoos and horn patterns
when (rn:.lhng Zabrak characters. How-
ever, the team warns that Darth Maul's
over-the-top "Sith" tattoos will not be
avallable to starting characters, §

Cheat Codes

ST RS
STABFIERTEY

PS5 Hiap-To-HEAD ACTION]
As development on Starfighter came Lo a
m
ful af
MIES G AE MO ||H LA |l| 1L alled

can't) earn all af the gold medals to

enjoy the '||._'|':||,| e Misseong

seneen. Mow, all multiplayer missions will

th the latest o NS

s lect |'_:|
i, thien se nd enter
ary of the following
BOOMIE: Having trouble § | Ouit ydur

to =

vilkty
CANTMISS: Drold starfighters dodging

TMUNAPWR: Mee
combat
Ay

TOOWEAKT: Want to see how the gami
ends without dolng all the work? This
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Kuat Drive Yards
atar Galleon

By the Numbers

Dwear Gamer,

I have received lisue #4. 50 far, | am pretty

happy with your support of the Sar Wars

R, | have to comment on some things:

1. “Deep Spodlers™—I can lve without
Gungan diablect irritates me tono end. |
can't stand it. | look forward to Eplsode
Il im the hopes of seeing lar lar kick the
galactic bucket, horribly.

. | remember “What They Called Me™
from Dark Horse Comics's Star Wors
Tales. | hope to see more of that kind of
hurmor in LT I'I1|1E|ii:i ne,

3. "Alien Safari™ was most excellent. | hope
that it will be an ongoing article, When
will the fauna of Myrkr be detailed? |
know the vornskrs were detailed a litthe
i lssue #3, bt there were a couple of
other species that are pretty interesting

as well Of course, you already knew that.

4. The Starhoppers of Adulba-3~ Yes!| You
have decided to use WEG's version of
planet datal After witnessing what |
saw on your web site and in the rule-
book about the extremely vague planet
data that was posted, | was worried
that you weren't taking the game seri-
ously. | am glad my fears are laid to rest
The info on the Lepl was Interesting
alsa, It reminds me of Monty Python
and the Holy Gradl (“The rabbit’s got
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teeth like . . Look at the bones!”),

g, “Secrets of Kashyyyk —Great job.

B, "Starfaring Jungles™ was another wel-
come article.

7. “ships of the Smuggler's Alliance™—
another needed article. However, | must
point out some things abouwt the Kuat
Dirlve Yards star Galleon deck plans. |
realize that the spacecraft was modi-
fied, but | seriously doubt that Galley
Stores (g) would be positioned in the
gun turrets and the mess (1o) being
these tiny rooms toward the bow and
bW |.|IFEI_"T posrrad Al wehile theme G
two small galleys and one large galley
(B} surrounding the officer’s quarters
(). | knoww rank hath its privileges, but
COME G

8. "Kashyyyk In Flames" was good.

g, “Shaman Archetype —nice touch,

10, "Critical Care™—Yesl! Finally, Darth
Vader can slice off Luke's hand in the
dzo system ("Lost your vitality, farm
boy?”) ook forward to springing these
charts upan my FI'.'I-}'I:'rS..

Allin all, | do enjoy most of what your Star

Wiars RPG and magazine have to offer. As a

veteran gamer of over 20 years [ years

with Star Wirs), | am used to playing many
games, The dzo system is a good system.

Like anything, it just needs a few kinks

worked out of i (like the second half of the

Starships chapter in the rulebook). | hope

that the Star Wars RPG prospers and | ook

forward to seeing what comes oult next.

William Wilson

Simi Valley, CA

1. Mesa thinkin yousa too hard on
the If_'.urlg.lm.
2. 5o dowe,

3. Check out the “Campaign Gulde to the
Centrality” (page GE), and look for mone
l:.|ll1'|[I|IIEI'I E_IJIII[I:"- if fu1ur-e' FebLIES

4 We take this game very serioushy. Can't
youl tell?

5. Thanlks.

B Thanks

7. Coh. I'm going to have to say, "The
UEI'Iﬂ'lIEHE- are r|_-_'=.p|:|:n-..ib||: for this
snafu.” if only we gave those guys
Read/Write Basic as species trait, stuff
like this would never happen. Here's the
cormect map and key.

B. Thanks,

4. We've got more comin,

1o, I the Immortal words of Jeff Quick,

“I'm sure they'll love that."

Just Can't Get Enough
Hi Guys,
Just wanted to say the magazine is really
shaping up. As a roleplayer | would rather
see more on the new system, including
new ships, species, background, and espe-
cially a more detailed star chart. The one
listed in the starship section of the ule-
book leaves a bit to be desired. The new
rules seem to work pretty well, and | have
run ko very few problems. Overall |
wioald hanve to give it an A"
Balrogagso
vin Internet

l:'url}l faue has more on the Star Warm dao
system. In this issue alone, we have two
E“—‘*ﬂ stories with RPC stats, a new PrEs:
tige class, a multl-class varlant, everything
WO Ever wianted o know about Chitd, the
Huttese language, the many Hands of Fal-
patine, more Sith goodies, two adven-
tures, a campaign gulde, a stand-alone
game expandion, a dissertation on the
pyramid of villainy, CCG decks, electronic
game secrets, luggage stickers, and, since
you asked so nicely, a map of the Star
Wars galaxy.

As for more detailed starship rules, keep
your eyes open for the Starships of the
Colaxy souncebook, coming soon.




Armor Woes

LNy,

I'm excited about this neee BPG book and
thie Star Wars dao system. |'ve played WEG
for some ridiculows length of time (like
decade or so) and comprehend everything
except this: What is up with anmor?|

Wiy 121 h-level soldier, 7th-level ledi
guardian, and 4th-level scoundrel all have
a class Defensive bonus greater than
miediurm padded armor Why!

Wy would | wear armior past that level?
dued wekmy dhoess thae armar nalt i miceE a DK mat
ing? These are the questions ry Padasan
learmers are asking me! And | have no answen

By the way, | love everything else thus
far. | just couldn't figure out why my wth

evel soldier would suddenly ditch his
armor at 1zth-bevel and go armoress)
Smaggler
via Internet

Two Hot Products,
[ne Cool Website

VI W AWOWIEA T O SO0 sl % ol SLim

AR And o ek thak
t aail af the new The

Dk Shde andd Bebellion Ergr soluicebooks

Thiz Dark Side Sourcebook
Generate random dark side Gamemasies
char tatlor

thieim (0 sull your cam

palgn bn this new anline

ity Yioan Il also find a

anieak peek ab Exar Kun

an exclusive Interdiew

witth Sfar Warrs EPL gL

Bl Skavacseh, aan o e

':.l-| Tt
warth the Invasion of
Theed Adveentune Leame

a0 freat yvoul (oo
th the biook s
e, Chaic ke oarl
our chat site ol wwwowizand s Comicomimi

nity for Uhie Latest details on date and time

Rebellion Era Sourcebook
Chline wee v got more LK rei S i

lateeleaw wwith 1he o Sign feam, a darzlin i

| hope you're nol disappaimted whien | sy
that you're not the first reader to ask this
guestion. Have you ever cofisidensd modd
fying the rules to fit your needs? |'ve heard
mmany anmor varianis

* Soldlers get a special Al 5t 15t el
that allows them add half [or all of )
their class bonus in addition to an anmor
Bonus

Armor values provide damage reduction
(DR Instead of a Defense bonus, permit
ting heroes to use thelr class bonws in
addetion to armor

An imipreved Armor Profic ency [cleode
one] feat that works like the soldier's
ability listed above, with the prerequi
site of Armar Proficiency (same type)
Pick one that swits your needs, or ma ke one

up and see what your players think of it.

Umtdl mext tirme, iy thie Force e with YO
—Mike

shtop wallpaper, and the “Fall

ol Chousd “ minddventure by 10 Wikes

Cuar Creature Feature highlighis the Bilan

Baritlg, amd our customizable sdvenlune
ol SOena cLN 18
il waril to check in daily for
ol Belwe o gramie Tach a day—jusl

Faowwd iy XP did Luke earm for )

Tie l||lr' touched on in the book, and
enpanced onleme with

iz riplinee 1 xl anel

peady Lo deploy bnto your

[ _|||||,|.-.|H||

The afficial welbs

Sl Vens

Canime offers youl all this
plus monthdy LIV

FORHE JITPHEN IIF'Ll.Ill"-

sl il comdgrencon, We ll sas hi 1o

Lando far you

In Two Weeks

Star Wars Insider #5585

Prequel Update

More Episoce |1 mews

Interviews

Samuel L Jackson (Mace Windu) and
Silas Carson (Ki-Adi-Mundi)

Star Wars on The Muppat Show
Juodi Knights

An introduction to Decipher’s latest
Star Wars card game

Next Issue

Star Wars Tales

Characters from the popular Dark
Horse Comics series

Bounties to Die For

Ten tempting targets

Combet Tectics

Fighting as a team

Custom Lightsabers

Build your own

Modal Citizen

The Death Star

All-Now Game

The Battle of Hoth

Sanbra's Guide to Intalligent Life
The Mikta

Special Ops—Archetype

The Mercenary

PLUS:

Mew Fictlon by Bestselling Authors
Two Exciting Adventures

Battle of Hoth Playmat
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