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Special Featura

Star WarRs—SILENT DEATH™
BY LT A [N WY

The Mew Jedl Order invades Silent Death, Includes new
rules for colossal-siped starships, three new starship

cards, three scenarios, and a rules summany.

RPG Articles

MEexT 5TOP, Ba RTYN"S LANDING
BV OO L HERNDON

An all-new campalgn setting! Bxplore the seafaring
frrngc towwn of Bartyn's Land ing

SECRETS OF Mos EisLEY
BY MR ECMWITACHORF RN

A Secrets of Tatoolne supplement, with five new encoun-

ters, including an updated map of this wretched hive of
scurm and vilakny
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STARSHIPS OF THE BOUNTY HUNTERS

BY TN ILC SFEFHENT
Few have ever seen the inside of five these starships
Mow you can be one of them and lhve to tell the tale

ALIEN ANTHOLOGY ADDENDUM
By STIVE ML

The universe IS a big place, 5o it’s 2asy o lose track
of a few species. You won't find the Defel, Sarkan, or
Tieeith im &llen .l'l.nl;lh:uln;lg:,l ¥ou'll find them only in
this issue.

GaLaxy's Most WANTED
Wi MACRLATT AL | LN

“The Jundland wastes are not to be traveled Hghthy”
This roving band of Tusken Raiders prove old Ben
Kenobi's warning is a sound one

UnvERSITY OF SANBRA GUIDE
10 INTELLIGENT LiFe: THE AN

7 (ARG CARTTY, JAEON FRF & ARG WALLACE
Ever get the feeling some beings can see right through

you? If the belng in question s an Ane, it can . .. sort of
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SPECIAL OPs: DILETTANTE
oy AP BECEER

if you're looking for something nobler than your aver-
age scoundrel, this class combo fits the bill and tips you
weith variant class abdlities and multiclassing advice.

SPECIAL OPs: VEHICLE ACE
FF MV RARL AACALT | LN

Mok every ace pilot takes to the stars. This new prestige
class includes a new feat and new racing swoop

Dech Plans

THE SHAFT—DaRE LoD WALKING
B OO L HEFNDON

The Shaft switches gears to bring you a Vader theme
deck for Decipher’s new Jedi Knights trading card game

RegEL COMMANDOS
Y DOUIG FATLONE

The Tatooine expansion ghes Star Wars CCG players
the final pieces to get into the bunker, set their
charges, and get out in time for the big boom.
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ame geeks are way coolér than
ﬂ movie geeks, OF course, we ne
talking relatively cooler. When
comparing geeks to geeks, there's only 5o
far you can take the word coal, but indulge
me for a few more paragraphs. After all, if
}ll:ll..llrl'_' "-'*"-’“"t: thiis, }'l'.u.l'n." a game gee k.

Gamers are élite geeks. There are lots of
maovie fans compared with gamers; ergo,
gamers are more rare and, as any TCG player
weill teld| YO, e waluable.

Game l',lﬂ'.lr:. ane mare cregtive, Most
movie fans never even wiile J screenpilay,
but every gamer builds a deck, creates a
character, or constructs a level

Gamers are better investors, A movie geek
drops ten bucks and leaves the theater with
nothing but an empty bucket and a cup of
melting ice, In a pinch, a gamer can unload
ki callection for cash

Cchriie i,ll_fe'k': are mare social. Movie fans
sit in dark theaters watching a film, often
alone, uswally silent, while gamers gather
their friends around 3 table and talk all dﬂ'g.'

CRmers ave strovig Don't et those pot-bellies
fool :,.'c-.|| Years of hr'11|nl; card-filled sultcases
and stacks of hardcover rulebaoks make
gamers more powerful than they appear

Chicks dig garmers. | have no evidence to
suppaort this one, but | figured I'd throw i
out thens

Camers have more fo say I you've seen
the film, movie geeks have nothing new o
add, but gamers can spend hours telling
you about their characters,

Comers get belter Jobs. The roleplayers in
particular have a lot of practice at lying, 5o
intereiews are 2 snap, Most vice prn:&:dn:'n s
WETE ONCE gamers

Giormers are Belter armed. A movie F:-L'L'i:
can maybe fend off attackers with a pro-
gram, but those dice make Ert'.':t WEA pons.

Game geeks know the rufes—and how to
break them. Let's see a mowie i;lllll: get out
of a parking ticket."Rules lawyer” is as
much a talent as an epithet

Comers are good with their hands, They

have to be to paint all those tiny minirtures
and draw those intricate maps

Came geeks have better excuies. When
mom complains about their obsession,
young gamers can at least say they're
haning their math and logic skills.

Al GRS COF Feand,

Game geeks make belter parents, Aside
from the obvious advantages of knowing
the rules and how to handle experience and
Dark Side Points, game geeks have more
toys to hand down

Gamers fix problems. Movie fans can only
whine about the screw-ups in movies, while
gamers write their own levels and mods

Gamers make better lovers, One word:
roleplaying

Mow that you can see how much cooler a
u{'q'!-. YO are, what wlll you do with yOour
newly realized abilities? We suggest using
your powers for good. Seek out the nearest
movie Eq,'q'l-.'\. and -:lr.:H_ them Into a $far Wars
game. If you have trouble persuading your
new friends that game E_d'-e"kl:l-:‘.lm is far
coaler than mavee |._‘:l't"k1:||.'rr'|'|, just shiow

them a Coy al this editorial as [:-ruﬂf

On the other hand, maybe it's better that
you wait until after the game. That way
they can be coal, too

Drave Gross
Geek-in-Chief
wader@wizards com

Got Character?
Ho ften do you get the chance to tell

‘ead Uhe writers
puidelines at www.wizards.com, then
send in your character and the paper
WO k—wid .'!'!'Jil"hll' I

somse fabulous art and print the

worll Il b the envy of all vour Star

friends—including the movie geek
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ife on the fringe is tough, so with
this tssue we're sending a litthe
oomfort to those of you living in the outer
reaches of the galaxy. Within this issue
you can explone the frontier world of
Bartyn's Landing or defve deeper into that
mast infamous hive of scum and villainy,
Mos Elsbey. We're also printing your letters
for all to see. Don't see one you wrote!
Better check the batteries on your HoloMNet
bransceiver

Before you do, you'll want to read
whal everyone else has to report from
way out there.
Michael Mikaelian
Managing Editer

More Light Side/Dark Side!

I just want to say | love the magazine, and |
would like to see morne of the litthe comic
strip that was in the first or second Issue.
Both the wife and | thought that was
hilarious. And now for the serous matter,
as | happily came bouncing out of the
bookstore with the much awaited Dark
Side issue, | ripped open the bag and
started reading the letters section. fnd all
| have to say ks, I'm happy and angered all
at the same time,
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Tales from

Fringe

If There's a Bright Center to the Universe, These Letters
Are From the Planet That it's Farthest From

There wias the letter from Me Andrew
Chapov. I'm very glad to see a parent tak-
ing an interest in what his child is reading,
but to say that this fine magazine and
some other venues of entertainment are
the cause of the downfall of American
soclety] Oh come on, a fictional Sfar Wrs
character makes people want to kill other
people. if you believe that, | have a bridge
im New York to scll you

| weould like to try bo educate Mr.
Chapow. People whao take guns and bombs
o schaod already had those thoughts in
their heads and probably didn't meed any
thing to encourage them. it's a kack of par-
enting, and teachers who just simply don't
Cafe anmnyrmore.

50 in closing, | would just like to say
keep up i (1] Eﬂﬂld wirk
Mike Marell
Via email

We alio loved Aaron Willlams's carboon
(“Light Side Dark Side.” Star Wars Gamer
#i). We hope ta bring you mone funny
stuff in the future.

Andrew Chapov's letter (“To Each His
Own .. = Star Wars Gomer i) has draown a
lot of fire from our die-hard fans. | refter-
abe to parents: your children, your respon-
spbllit:;.'l."i'r"m nat trying to dEEﬂl\'tﬂﬂ]'l:ll'IE

into thinking we can baby-sit for you,
though we always strive for a Stor Woars
experience the whole family can enjoy.
Go casy on the teac hmi,lhnugh. A5 our
next letter illustrates, they have feelings too.

Speaking With Authority

In Issue #5, you have a parent shrilly com-
plaining that your magazine contributes
to the already large bandwidth of child-
marketed wiolence and mayhem

As you noted in your reply, it's refreshing
ko see a parent check out what's geing into
his kid's head. (In fact | wish more parents
would do this in regard to music—and I'm
a heavy metal fan yet.} if he ever sees your
reply, hopefully he'll realize he's gone a lit-
tle too far to the right wing of the parent-
ing spectrum regarding the content of
your magazine,

You make the point, rightly, that with-
out a depictbon of evil there can be na
effective deplction of good. Without
willaing, what shall 2 child see the heno
wanguisht

The story of Martin Luther King Jr. is not
comphete without the Ku Klux Klan, The
story of Jesus is not complete without King
Herod, the Pharisees, or Judas lscariot, The




story of William Wallace is not complete
without the English. [And it's worth noting
here that British acters have so wonder-
fully depicted Imperial willains from the
beginning of the saga.)

| happen to be a middie-schoal English
teacher in Philadelphia. I"ve noticed that
the media has a very powerful, usually
negative grip on my students’ minds.
Howeser, none of my troublesome stu
dents seem o like Star Wars, and many of
my good students do

When literature, or any other medivm,
depicts a villain antagonist to oppose the
hero protagonist, it onky makes sense to
depict them doing evil things. Your publi-
cation shall fall short onby when it fails to
deplet the good guys' imperfect virtues,
their internal struggles against their flawws
(such as Luke's struggles against the Dark
Side], and their ultimate victory ower il

| would ask this parent to look at the
myths of the past, including the very
bloody Beowulf and the sundry CGrecian
rryths, mot to mention the ariginal Grimm
Brothers' falry tales, and see that Star Wiars
is effectively no different and no worse as
the result of cur modem soclety’s tradition
of m-,'th-rnn l:lng—.mn:l il u:an:hmn

I hopes of a more autonomous and
insightful society of media, parents and
children, | am ..
Iohin H. Furnish
Philadelphia, PA

Gee, evien the teschers who listen to heavy
metal care

We got plenty of letters about Mr.
Chapoy's tirade. One reader even shared a
privabe My with us: " Lrowing up, |
only had one nightmare resulting from
[seeing Star Wars]: the stormiroopers-are-
gonna-get-me nightmare.” Powerful,
powerful st uff.

You Want Back issues?

I think your magazine is great! | used to
borraw it from a GM | game with, bat | just
bought issue #4. | was wondering, is there
away toorder back issues? | really want
the first three issues, tool

lan Les

Rolling Meadaws, IL

i told you kids a hundred times, we don't
sell back Issues! If you don’t get off my
property, I'll feed you to my buba . .
what's that? We do sell back issues? You're
lucky my wife's here, or you'd be buba
chow by now. She tells me that you can
get your back issues of Star Wars Gamer
[and Star Wars lnsider, if you like] by going
to swianwizards.com. Mow git, ‘cause
guantities are limited!

| Love You, But . ..

Let me just say that so far | am pleased
with your magazine. It has a lot of content
that | enjoy reading, such as the letters,
adventures, the new species and classes,
the CCG stuff—everythingl | especially
like this magazine because it containg
stuff on all the Star Wars games | p|il}'.
wehilch is all of them| Ower all, this s an
excellent magazine

One small problem with the website,
though. When | downloaded one of the
adventures on the site, all it shows on
WordPad Is gibberish, 15 there somel hing
wrong with the adventures or is it some
thing mare? | know this is supposed Lo be
about your totally excellent magazine, bt
| thought that since Wizards was responsi:
ble for publishing this they might some
wiay to explain this or remedy it somehow,
(By the way, the site’s great tool}

You guys have done an excellent job.|
hope the magazine just keeps getting bet-
ter and betier,

Zach Olson
Via email

P5 Any thoughts of making any Jedi
prestige classes?

| slipped the local information broker a
few credits, and here's what he told me:
“Most of the documents you can dawn
load from wvww wizards.com were creabed
using Adobe Acobat. Acrobat is the per-
fect format for making printer-ready docu-
ments available sver the Internet. If your
computer didn't oo with a version of
Acrobat, you can download Adobe's Acro-
bat Reader for free at www,adobe.com,”
s for Jedi prestige classes, you'll be
diu-.l.'nlng i thern SO0 nnnugh. Mt

swlianwizards.com
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vear's Mew Jedi Ordler and Power ﬂ-_,l"HhE
Farce sourcebooks will have a couple of
them, as will at least one future issue of
Gamer (that's all | can say Tar mow).

Sharp-Eyed

| nothced that the new ship stats have
extra fields that haven't been explained
(far Instance, maneuverability). Is this a
glimpse of some of the new material that
will be released in Starships of the Galaxy?
It's a litthe frustrating to get the magazine
before the sourcebook: in the case of
Gamer e, The Davk Side vourcebook. This
i% & minor annoyance.

I hawe a question about the Akone
Strike Cruiser. The ety on Weapons Ei'-.'Ei
a damage of dwo=z, with ranges of PB-2,
5/M +0, L =2. All the other entries for capi
tal ships have a multiplier of xg, | was won-
dering whether this was done on purpose,
to Indicate a much bower technology in
weapon production, of It was an eror.
lean-Mare Comeau
Ottawa, Ontario, Canada

Thanks to our close ties to the Bothan
SpyMet, Star Wars Gamer is often privy to
information well in advance of its pre-
miere, If you subscribe, you got a sneak

peek at some of the benefits of the
Emperor’s Hand prestige class before The
Dark 5ide sourcebook was released (“The
Emperor's Pawns,” Star Wars Gamer #5), as
wiell &% the Gand Findsman prestige class
from the Alfen Anthology ["How the Other
Half Hunts,” Star Wars Gamer #&6). Of
course, there’s also the instance you
pointed out, the maneuwser statistic, If you
haven't picked up Starships of the Galaxy
from your local trading post, maneuver is
the total of a starship’s size, maneinver
madifier (based on the ship's engine qual-
ityl, and crew skill, You use it whenever the
starship makes a Pilot check to perform
I::,Iml guees S 1) ManeEuvers.

We don't see mamy capital ships out this
way, but the Akorec strike cruiser ("A Cam-
paign Guide to the Centrality,” Star Wars
Gamer fit) seems to be in order, Laser can
nons, like those on an I-wing 1ig|1t-e'|. hawve
a base damage of gdo = 2. The X-wing has
four af them fire-linked, InCreasing thie
damage to &dvo = 2. See, nothing wrong
writh this IiEil-try armed capital -..|'|||:|_

Some Service Hare?

First of all | would like to congratulate you
on a great magazineg, | have found useful
EPG infarmation in almost every article

so far Leven had some great inspiration
from the fiction storles. | just picked up
issue #5 and was delighted to see the
Shicer prestige class., It is exactly what |
was looking for my scoundrel at this
point in our campaign

| was rather disappointed that my copy
of issue 5 did not come with the Galaxy
Poster Map. My friends and | were looking
forward to seeing it a5 we have been hav-
ing problems with hyperspace travel. |
have checked all copies of the magazine
available to me but none have the map
At first | thought that there may have
been a n1|.5|:|rin1_ on the cover, but you
mention it in your reply to Balrogagso in
"Force Feedback.” Was there a problem
getting it into the issue! If there |5 a way
I could get a hold of a map it would be
much appreciated
Colin Wheelock, a.k.4. Velspath
Duncan, British Columbia

We're glad you're finding the magazine
useful, There haven't been many com-
plaints about missing poster maps,
though sometimes these things happen.
Writing us at swgamer@wizards.com is
one good way to get some service, [Be sure
to Include your first and last name,
address, and phane number.) If you
cortinued an page 13b
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Answers To Your

BY ID WIKER

SErtar Wars RPE Dilemmas

How Jedi support themsebves during the
Odd Republic and Rive of Emplee eras? Do
they receive pay from the Republic? Are
they like manks needing to ask for dona-
thons from the common people? 14 the ledl
Temnple so wealthy that it can meet all the

mich stronger for that character—amply
demonstrated by the character's willing-
ress o learn the skill in the first plage—
he doesn't gain a dark side pobnk until he
answers that call.

One of my players Is convinced he must
play a darkslder. | have no problems
playing with the dark side, but | would
like some clarification on the difference
between light side and dark side skills
and feats.

In Epdsade |, Obi-Wan |5 8 Gth-level bed
guardian and is close to achieving the level

Each dark side skill ar feat is clearly
labeled with the weonds “Dark Side” at the

needs of the ledi?

The Bepublic funds the ledi Order, espe-

{|a||_l|r“!|1¢n 1_'h.r_,- are cnyﬂ:d n milsslons
for the Senate, usually in the form of
transportation and equipment. Still, when
# Jedi Enight s sent on an assignment, he
ar she carries a sum of money based on
the anticipated needs; the Temple is fu-
gal but mot stingy. If you need a specific
amount, assume that a Jedi leaving the
Ternphe on a mission would recelve a
nurmiber of Republic credits equal to (level
o leved) = w20, A Padawan would receive
ne maney at all; any funds e needed
would be entrusted to his Master. In any
event. the Temple expects anmy unspent
funds to be retumed on completion of the
FrAlSSian,

Mast Jedi Knights rarely need money
wihibe they are outside the walks of the
ledi Termple; the Force generally provides
wihal i1 nesded, in one fshion or
another. For example, Qui-Gon linn, hav-
ing 20,000 Bepublic dataries on his mis-
sion to Maboo, was unusual considering
that he was on what was expected to be
a diplomatic mission, The money was
miast likely supplied by Supreme Chan-
cellar Valarem, who would have anticl-
pated that, when dealing with the Trade
Federatbon, even a Jedi might need to
pay a bribe here or there

of ledi Knight when his Master, Qui-Gon, is
killed, Wihat il a bed is 3rd level, and the
tralning lin't even dose to being complete,
when his teacher dies? Does he return to
the ledi Temple and awalt ancther Master?
Does the bedl Coundil appoint one?
Almiost certainly, The bedi feel a strong
respansiblity to thelr students, Having
opened a Padawan's perceptions to the
larger workd of the Force, they cannol in

good consclence then abandon a student

whose trakning is incomplete. H a

Paddawean' Master dies before the leanner

Is ready to undergo the tests of advance-

ment, the led| High Coundll would malke it

a pednt ta bring the Padawan back to the
fedi Termple and find a new Master fise

hirm as S0 as possible. We'll answer this

gueestion in mueh mare detad in the
Power af the Jedi sourncebook

‘When you spend the Force polnt construct-

ing a lightsaber, do you get the bonus dice

of just roll normally
The Force podnd that 2 bedl expends when
building a lightsaber is specifically for the
purpese of imbuing the focusing orystals
with the poweser of the Force, i does not
affect wiy of the rolls necessary to con-
struct the lightsaber. On the other hand, if
a character expends a Force poind an the

beginning of the first Hme after the skill's
title—and o K the 1ol light gide gkill,
Heal Ancther, The rest of the skills and
feats are neither light shkde nor dark side—
I:hl.-lr ane 5|mp|:,l Force skills and feats, and
efther kind of character can use them
without dark skde modifiers

My ledi character decides to take a dark
shile prestige class. Would he add his Jedi
Guardian level ta his Dark Slde Marauder
lewel and divide by two to figure his Battle-
mind bonus?
¥is. Since Battlemind says that the
attack roll bonus is equal to one-half
your Force-user bevel, you would add
your Jedi Guardian levels and Dark Side
Marauder levels together to determine
the total bomuwi.

Where ks WotC was hiding the official
efrala on their website? After looking at
the site for a couple of hours, | gave up
fimding it.
By the time you read this, you can go
directly ko Star Wars Eoleplaying Game
errata by typing the following LIRL in your
web browsern wwwowizards.comfawerrata

How do you go about awarding experience
points to a droid? Example: There are four

Constituthon check, the Wisdom Checl, and
the Inelligence check, she rolls the bomis
dice a5 narmal Since thede checks are
riade all at once, a singhe Force point i suf-
fickend o gasn the bomus for all theee molls

gth-bevel chamcters and an B2 unit, Mor-
mally after the adventure, if there were
only 4 players, each would get 1,000 expe-
rlence podnts, Does the drodd count a5 a
“eth player” and yeu divide the experience
by 5 and award each player Boo [including

Would bearning a dark side Foroe skill—

wihlch would ghe a dark side palnt to

use—give the charscter a dark slde point?
Mo—mg mare than |E-Irrlirl3'l'.'| Fire &
blaster makes a character a murderer.
While the call of the dark side would be

1M vOLUrE 2 NUBBER




Gamemastaring Advies
| was looking at the West End Games sourcebook for the Death
Star, and | started wondering about the Death Star’s super-laser,
Just how many points of damage would i take to destroy a
planet like the Death Star destroyed Alderaan? Canverting the
West End Games stats gives an average damage arouid 400-500
points, But that can't be right—that's not even encugh to take
out & Mon Calamani cruiser, 5o what would you say It would take
to destroy a planet?
While we were working on Starships of the Gafaxy, we debated
whether to write up the space station stats for the Death Star.
Uitimately, we deckded to omit them because the Death Star's
super-laser should really be only a plot device. The super-laser
should fine when the GM says It does, destroying nearly any-

Observations & Clarifications

ricochets 4 of g times. How would you determine the probatdlity
of characters getting hit?
My suggestion ks to determine how many times the bolt rico-
thets randamly by relling 2d4. For each “bounce,” randamly
determineg what's in the way of the ricochet by rolling a dro; i
the roll on the dzo s egqual to or kess than the member of char-
achers in the area, the ricochet “attacks” one of them, (You
might even want to assign specific characters to each number
s0 that you can alio determine which character is in danger) if
the roll is higher than the number of characters, the bolt con-
tinues to bounce arcund.
A ricochet has an attack bonus of +0 and ignores ange
ingrements, Once a ricochel bolt hits a character, it stops

thing=—with the exception of bounding. if you've résolved
s, fen then K wauk ros Assigning a number to the Death Star’s super- sl ik Mithiotit
devastat H | 'ﬂ| ENerRY
::-r:';:ibg:nlrr] :':Imh;m IH“‘I h more “Ft ﬂ“n H'i elther spent or shrieks hanm-
thateffct s mareworkthan 45 hgggusp then you have to assign hardness and ‘=77 RS
assign hard et wourd paint 'Hﬂ mt |"|'H 5 h“‘tﬂ""““’fﬂl ematic surprise, you might
l:lllﬂil-l.:-"::ﬂﬂl; everything, I'Iﬂ Inl. consider letting everyone take

Just in case the heroes get hold of the thing and aim it some-
place the GM hadn't expected. Uitimately, that's a waste of
time for everyone involved, The Death Star should fail to

destroy something only if the GM wishes.

| was wondering if anyone knew of 3 mechanlc dealing with rico-
chet fire of the sort that happened in the trash compactor on the
first Death Star. hust say you were reenacting that trash com-
pactor scene In your game and Han fires his blaster, which

the drold), or s the experience split among
the “real” players, and the drokd GM char-
acter receives 1,000 experiende ke all the
aither players!
The determining factor is whether the
droid actually participated in the adven
ture, Mote that in Chapter Thirteen of
the core rulebook, B2-D2 is b Scoul
4 FExpert 1. whibe C-3P0 is only a Diplo-
miat 3 This disparity was intentional;
while Artoo embraces advenfure, [hnee-
pho actively avoids it. The experiens e
gains it almost entirely for non-physical
encounters, where the protecol draid
helps by translating or otherwise pro-
viding assistance the other heroes need.
Artoa, on the other hand, is considerably
spunkier about it, poing So far as to lend
a hiand—ar an arc welder—when a tar-

pet presents itsel

their first action without immediately resolving the effecty—
and then resolving all of the various blaster shots at once. And
if you get a player who wants to take advantage of the ricochet

to hit a target behind cover—or several targets-—you should
assess a penalty of -4 for each “bounce "—but still caleulate

Page 31 of The Dark Side sourcebook
talks about commupted ledi: ~A ledl who
takes on amy of the Sith Prestige classes
gains one level in the new class for each
lewel of Jedi consular or ledi guardian he
trades In.” Now does this mean that, if
you are 3 1oth-level ledi consular or
guardian, you can trade all 10 of those
levels in and take on 1o lewels of a Slth
Prestige Class, If you meet all of the
requirements? Hf so, what, If anything,
do you keep [Base Attsck Bonus, Saves,
Defense Bonus, and so on) fram the led|
consular or guardiant?
When you "trade in” bevels of ledi for
levels of Sith, you exchange the ledi
class’s Base Attack Bonuses, saving
throw bonuses, and vitality dice for
those of the Sith class you choose. You

alsa lose any special abilities of the Bedi

those additional ricochels!

Mote: Most surfaces won't cause 3 ricoched, but you can have
a lot of fun with surfaces that are magnetically shielded, like
the walls of the Death Star's trash compactors,

class—which means all those feats you
galn far free _||_|‘§.|; fipe h-l"lrl-H; a Jedi. Bul
you have to remember that if you trade
in so many levels that you lose the
feats that allowed you to qualify for
the Sith prestige class, you can’t
becomie a Sith. §

Got rulas guestiona’
Sand them to:

Jadi Counseling
e/fo Star Wars Gamer
P.0O. Box 707
Renton. WA 98057

or viam amail to:
swgamertwizards.com
{include “Jdedi Counsaling
in the subject)
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Thie fates were smilling when arts and design unit Kyle H. met lim

Mahifood at this yeas's 5an Diego Comic-Con, Using a complex sign

|.|'|:,:|_|.|_,:|_I af popping and i kl'lr:_ Jiim éxpdalned th ||_II_IH|'I Iuis Fain
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ag Fel shouldered open his dented cockpit and struggled

ouf. A blast of cold alr hit him, He shielded his eyes againgt

the stinging wind and searched the horizon for the Chiss

military academy A vast, curved sphere rose from the bleak
landscape, barely visible against the blowing snow. if not for the
reflected the light of the three converging moons, he might not
hawe seen it at all

With a sigh, Jag began the trudge back. In this weather, be'd be as
blise as a Chiss by the thme he gat back

A sharp, nasal blast of from hower shed mingled with the rising
wind. Thie bright red wehicle skimmied through the swirling smow,
driven by a burly Chiss man with white, ice-encrusted hair

“Oberskenl” lag shouted, waving bath arms to get the attention
of his rescuer, They were well acquainted=—maost of lag’s flights
with the Blue Flome ended with an interesting landing and a scold-
ing fram the chief mechanic.

The elderly Chiss pulled up and sent lag a baleful glare. Moving
with practiced case, he hitched lead rapes to the ship and winched
it onto the sled. He grimaced at the sight of the huge mynock
plastered over Jag's viewing portal "Couldn’t help this, | suppase.
At least this time you've a good excuse.”

lag suppressed a wince. “You'll hear otherwise. The thing settled
on Shawnkyr's craft and began to eat through one of the cables on
her port, forward arm. |, ah . .. distracted it°

Obersken sent him a look of unmitigated disgust. “Rash, undizci-
plined. There's ne room for heroes in this corp. How many times
hanve | told you that?”

Jag inclined his head, a gestune that both acknowledged this
wisdom and made apology for not following it. s a child, he had
dreamed af being a hero. Ak four-
teen, he already viewed these early
armbiticns with the nostalgis
reserved for childhoad foolishness.

Gimald Nuruoda, the flight
imstrisctor, met them at the door.
“Moe henkecs, Lieutenant Fel?™

Thee Commandarnt's tane, cool and
podite, conveyed his opinion with
painful clasity. lag snapped to attention. "Sir, we won the
pxercie, wir”

“Win or lose is hardly the issue. The disregard of rules, the
presumption of an individual who placed his Impulses above the
collective wisdom of tradition and clan, this we cannat allow.” He
paused for a disgusted sniff. “You are your brother all over again”

Jag's first Impulse was to thank the Chiss—which would be a
sincere response, but one that would certainly seem Insubordinate.
His brother Davin had been a hero in every sense of the word, and
the Chiss found a thousand ways to rembnd him of it

Theewn was @ hero, Jag thought, but he knew better than to

speak the wards aloud.

In the Wake af Thrawn

Laker, in the comforting warmth of the academy, lag's thoughts
lingered on Grand Admiral Thrawn. He was wise enough to keep
those thoughts ta himself, even as he joined the other cadets for
the evening meal

Long, stralght rows of blue-skinned future warrors filled the
mess hall. No one slouched; no one spoke, They sat with perfect
posture on the backless plasteel benches, quietly spooning up the
evening meal. You would never know by looking at them that the
cendral purpose of thelr lves had suddenly ceased to exist.

For manths, “Thraws has refurned!™ had resounded throughout
the Rata nebula like morning Hrdsong spreading through the acad-
emy’s dome-sheltered forest, Rumoss of the great leader's survival
had galvanized the Chiss outposts, The cadets’ training had been
accelerated in hopes that the Grand Admiral would socn call them
into active service, Even Jag had been given a ship of sorts. He
considered himself as ready as any Chiss cadet, and as grimly
determined to serve well,

But Thrawn's return had been a lie, a hoax perpetuated by a clone
and his con man. Jag felt as if someone had pulled his daworaft out
froem wnder him in mid-fight. What were he and the other cadets
supposed to do now?

As if in response, 3 tall Chiss male in the burgundy uniform of a
Howuse Phalanx commander strodie into the room. The cadets rose
crisply and turned with military precision toward the daks to await
the commander’s wonds,

lag stood with them, regarding the Chiss commander with a mix-
ture of interest and apprehension, The commander krown only a5
“ghent” had served with Admiral Vess Parck and with Jag's father,
General Baran Soontir Fel, Stent was also the reason why lag had

etuated by a clone

her
and his con man.

come to this particulas academy,

“ciand at eage,”the Chiss sald in a low, perfectly modulated volon
that carvied to the far comers of the mess hall, The cadets shifted
it a slightly mare relaxed posture, their eyes Intent upon the
leaadizr,

*The liatson post eemmanded by Admiral Voss Parck has fallen to
the Rebel Alllance,” he sald biundly.

With difficulty, lag bet back a curse. His father's post, destroyed!
Once again, the rebels had reduced a comer of his orered workd to chaos.

Commandant Gimald stepped forward and execufied a crisp
b, a courtesy nosmally given only to those of far higher rank
than Stent. This was o sure sign of disagreement to come. it was
the sort of small, pointed iromy that lag had bearned to expect from
the Chiss,
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"With respect, Commander Stent,

Red Sky.
Blue Flame em=itnatemten

The cadets are expected o keep abreast of political develapments.”

“The name might have changed since the so-called Battle of
Endor, but after fifteen years, the so-called ‘Wew Republic®is still a
rag-tag collection of thugs, peasanis, and deserters,” Stent sabd
tﬂunllr.‘ﬂ?ut I'wasn't sent (o disouss semantic niceties. With your
permission, Commander?”

Gimald yielded the floor with a tight-lipped face and a deep,
formial bow mone appropriate to an audience with the Chiss Senate,

“There were two waves of attack,” continued Stent."The first
came from Jedi sples. The facility was destroyed, We salvaged what
we could before other ships arrived, forcing a tactical retreat. it s
possible that some records remained behind, if the security locks
woere breached, it is possible that the location of this academy has
been compromised,”

lag kept his eyes straight ahead, but ke felt the other cadets”
red-myed glare and the sudden, answering heat in his face. The
acadermy's location was not entered [nko the data banks, Mo human
burt Baron Fel knew of s location, and this information had been
gheen him grudgingly and with a cost—the safety of his only living
sar. Baron Fel understood that betraying the location of this acad-
ermy would also mean endangering his son. Jag knew his father
wald not betray him.

St here was Stent, preparing the acadermy for an attack. Stent
reposted to General Baron Fel. Why would he come, unless the Mew
Republic had learned the location of the academy?

A thin whine cul through the condemning silence, rapidly grow-
ing 1o a maelstrom that spanned the spectrums of sound, encome-
passing bath a thunderous, ground-shaking roar and a raptor’s
shriek, Alarrme blared and 'ﬂ'a.l'nlirlg Figh'l.t pulsed, The Chiss seram-
bled toward the ship hangers.

lag followed as he had during scores of drills, rcing down the
spoke-dike commidors that raediated from the vast and verdant forest
in the dome's certer. The passage was filled with a complex green
scent, a strange contrast te the metal-and-ceramic fleet visible
through the transparistes] wall of the hangers.

oo late it occurred to Jag that his ship, the infamous. Blue Fleme,
wias pet In the hanger but In the mechanks bay Again.

His heart sank, He slewed his pace and moved teward the corri
dor wall to bet the others pass. His gaze settled longingly on one of
this sleek, sibver clawcraft assigned to his fellow cadets, With their
ronded cockpits and four neatly furbed metal aoms, they looked like
a arnall pack of feral ereatures, tamped down and ready to spring
into the sky.

Suddenly. a terrible crash shook the structure and threw down
fragments of the transparistee] wall, lag ralsed his arms before his

face, but not before he saw his fellow cadets fall beneath a
sparkling shower of knife-sharp shards. Many of the
Chhiss stidents did not rise again The bloody sur-
vivars pushed through the wredkage to get o
thieir ships. Then they stopped, staring with
tight-lipped dismay at their rulned fleet,
Small fires burned throughout the hangar
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The sprinklers came on, dewsing the lames but dolng nothing for
burming pain that flared in a dezen wounds on Lag's body. He pulled
a particularly nasty shard from his forearm befose striding forward
to take stock of the damape.

The cause of the disaster had been a mid-sized frelghter. its
scattened remaing littered the hangar floos, which had buckled and
cracked under the impact of the crash. |ts canga, most of which was
decidedly not military [ssue, spilled from a twisted hull and lay
strewn across the floor. Between the impact and the shrapnel, most
of the clawcraft had been damaged beyond repair. Only one
seemed to be still intact,

lag glanced up. A huge hole marmed the celling, revealing another
gap in the outer wall of the dome. The jagged edges of both hales
refracted the light of the converging moons. It was fortunate, lag
nigted, that the planct was in one of the temperate seasons of its
cormplex, years-long cycle. Had they been in deep winter, the
breached dome would have meant certain death.

“Mot a deliberate attack,” lag said, his eyes secking Stent's grim
face. “This was nat the Rebel—not the New Repuldlic”

The Chiss eyed him coolly, “Explain.”

Jag kicked at a shattered crate, and the pile of bright fabrics it had
ance helid. “This loaks more like koot than amything a military ship
wiould carng You said the first wave of attad was by Jedi sphes, the
second came Later, Perhaps the second wave wars pirates, nod
Mew Republic”

Stent condidered the suggestion. "It is possible. | was not there to
confirm the identity of the attackers. But pirates traveling with Jedi?
it seermns Mloghoal

“Hut nol unknown,” lag countered, “Princess Lela Organa of
Alderaan married 2 common smuggler, That sets a certaln standaid
for strange bedfellows. On the other hand, pirate nrgmulﬂﬂm can
be resourceful. They might have got wind of the attack and fol-
lowed like scavenger binds to a battlefield, with no connection to
the Jedi”

A tall, muscular Chiss female approached them and snapped a
quick bow to the commander. “Permission to speak,” she asked,
glancing pointedly at lag, who had not followed such protocol, Her
red eyes lingered for a moement on the blue piping on the arms and
leggs of lag's black flight sult. Her own sult was marked in red, as
were those of all the other Chiss. When he'd first been Bseed this
uniform, Jag had assumed it ko be symbolic, & way of integrating
the human cadet with his cerulean-skinned fellows, He soon
learmed ot raise,

Stent acknowledged her with a curt nod.

She bowed again. "First Lisutenant Shawnkyr Nurvodo, cadet
cormimander. In my opinlon, sin the human could be correct. It Seems
likely that this freighter was damaged in the attack on the outpost.
The pilot attempted to land on what appeared to be a lake and was
confounded by the dome. By the time he realized his efrof i wal
too late to alter course.

"Exactly,” lag agreed. "They never knew we were here”

“They do now.” Shawnkyr pointed to the shatiered ceiling,

Tiny sibhouettes of intruding ships crawled acnoss the pale face of
Asdroni, the largest of the planet’s three moons. They seemed to

circle the glowing orb, growing larger weith each spiral,




“They're Landing.” Stent concluded. " If they are pirates, they will
land and oot the acadermy, Where are your commanders, your
imstructors?”

Shawnkyr's gaze shifted to several motionless forms lying under
a small hillock of shattered erystal, “They led the way to the hangar.
You are now the rmnking officer, Commander Stent.”

The Chiss nodded once in agreement and pulled a small blaster
from his belt. This he handed to Shawnkyr. "Take ten warriors to the
mearest weapons lockers and gather ol the chamics and extra
energy packs you can camy, Bring them here. The pirates will soon
comse through the breach. We must be ready for them.”

Shawnkyr tucked the blaster into her belt. Her eyes swepl the
sheill-shnckied survivors “Fenlish, Khana, each of you chose four and
follens,” she barked out, then jerked her head toward lag to indicate
that he was also Lo eome with them,

The cadets sprinted through the corriders to the nearest
weapons cache, then kooked expectantly at Shawnkyr. Cadek com-
manders were issusd key cands with lock combinations for just
such contingences

She reached for a uniform pocet, but the ripped fabric hung in
an emply flap, its contents lost. A lavender flush suffused her face.

On Impulse, lag spun and kicked the locker, just to one side of the
Incking mechanism, The thin metal buckbed. A second kick folded
the door in, pulling it avway
frowm the lock, but not quite
disengaging It With an exas-
perated hiss, Jag smatched the
Shawnkyt's bormowed blaster
and sent a single shot at the
lack, The dear Swung open
with a creak of protest

“Cuikcker this w.ahl." lag
explained to the sunprised
Chiss. He began pulling charric blasters from the locker. He
dumped the first laad inta Shawnkyrs arms. Their syes met over
the piled weapons.

“Your orders, Lieutenant?” he asked.

She composed hersell, “Tlarik, help Jag Fel gather the weapons.
Ml thers, queus up. Take a3 much as you can carry at a run, then
return te Commander Stent for instructions.”

Shawnkyr spun on her heel to do as she had instructed the oth-
ers, Jag snatched up weapons and tossed them to the wailing
Chiss. He piled all the remaining power packs into Tharik's arms and
waved the kast cadet on his way. There were mare remalning
weapons than he could reasonably carry, but the cadets would
need them all, Jag looped the straps to the rifles over his shoulders
until he could barety stand under the weight of weapons. He gath-
ered up more to carry in his anms and hurried to the rendezvous
point. Stent and one of the surviving cadets were checking out the
sobe imtact claworaft

He was about @ hundred meters away when a streak of laser fire
slashed dawn through the hangar. A red flare it the devastation.
When it faded, the claweraft was gone, as were the two Chiss whao'd
been examining it

“Stent,” gasped Shawnkyr,

*vou're in command,” Tharlk reminded her.

Shawnkyr compoased hersell almost instanthy "Everyone take a
weapon and two extra packs. Once all are armed, anyone my size of
larger takes a second weapon, as long as the supply holds out.”

Her red eyes quickly swepl the hangar. Jag followed the line of
her gaze and tried to guess the path of her thoughts. On the far side
of the hangar was one of several corridors that formed concentric
circles around the interior forest. The hangars were near the center
of the dome, a position intended to protect the ships from attack.
Since the dome was virtually invisible from above, it was believed
that a ground assault was the only real threat. Only the catastrophi-
cally bad uck of the freighter's crashing through the dome had
changed that.

“We seal off every circle beyond this one,” Shawnkyr decreed. Her
gaze shifted from one cadet to anather. “Gintish, seal down this
passage, Pump the oxygen from all the outer corridors fo contain
the inwaders in the center, Can you accomiplish thist®

The young Chiss snapped a bow and set off.

“That will forestall looting. With limited tenitory to exploe, the
imvaders will find their way into forest center. We will await them
there,” Shawnkyr conchuded, glanging up through the nuined dome.
Aboye them, the eney ships clecled in lower and bower,

The young Chiss took their places. As lag snatched up a charric,

rec

came away wet an

he wondered whether he was the only one feefing apprehensive
about this plan, What Shawnkyr suggested were traditional tactics
baen of the drilks the Chiss had designed to protect the academy’s
students in case of a grownd invasion. All of them had been trained
in hand-to-hand combat, using the artificial forest terrabn as i it
waere a second weapon. lag's father had taught his son that the
Chilss had an unparalleled aptitude for tactical thinking. Wiy, then,
wils Jag sa wneasy?

The bombardment was as brutal as it was sudden. Laser fire
streamed down info the bieached chamber, Tollbowed by the blue
flare of proton torpedoes.

“To the forests!” shouted Shawnkys,

The Chiss scattered, fleeing the leading edge of the first explo-
sion, stumbling dewn nubble-strewn corvidors to the central havern.
Here the dome was the highest and alio the most impermeable, for
it was meters thick and protected by powerful shielding.

Jag ran close behind Shasniy'r,

The corridor ahead exploded into shrieking
metal shards. lag threw himself at Shawnkyr,
Thiey fell hard and olled together into a side
corridorn, They found themsebes in the
mechanics bay, sl one of the safest places
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Red Sky.
Blue Flame

outside of the forest tself,

The Chiss pulled herseli free and
came up in a crouch, running lightly
under heavy durasteel grids that lifted ships fo an easily accessible
height. They dove under cne of the platforms and
heuddled there,

Shawnkyr's black hair, always neatly fastened at the nape of her
meck, now hung in koose and wnnly strands. She raked one hand
through it in an attempt ta restone ander, Her hand came away wet
and red, but she mercly wiped the blood on her unifiorm,

“Probably two-thirds of the cadets hawe made it to the fonests,”
she murmured. " That leaves our forces at between fifteen and
tweniy, That should be enough. Once these plrates land, we'll pick
them off ewsily.”

The truth came to Jag suddenly “They won't land,” he sakd. "Not
for & while, at least. There were a few claweraft still recognizable
after the first erash, and the ships came close enough to get a dear
view of them. Mo one but Chiss flies this kind of ship. /s unlikely
that pirates would (ntenthonadly attack a Chiss military outpost—"

“Uinless it weas first softensd up by a primary assault.” Shawnbyr

finkshed grimlby,"In time, they could bring down the shields. The cen-

tral dome is strong, but not impenvdous.”

They were silent for a moment, listening to the continuing bam-
bardment and the crunch and sheiek of the mistreated structure.

“Stent did not say whether your father sundved the attack on his
putpest,” sabd Shawnkyr.

“Me didr’t need to, Why else would Stent have corme, unbess my
father survived? M:,r presence here showes o [FEEle trust Stent has
in my father's honr”

“That is harsh, but loghcal,” she agreed. & particularly pewerful
blast hit the dome, and the room shaak. The Chiss glanced up
toward the cefling and grimaced, “We may be pinned down here for
some time, Indulge my curlosity: Exacthy how did you come to be
hene, at the scademy?™

It weas a question lag had heard for most of his life. He'd spent
much of his childheod at the Hand of Thrawn, the Chiss admiral’s
hidden base, He had been ratsed among Chiss, all of whom had
shown the same |:u|'|-|:l':|H.:|I about the Fals' presence and purpose.

For several years, this had been easily explained, "My father
serves Grand Admbral Thawn,” was something all could understand,
S0 lag was sccepted, after & fashion, and he'd played with solemn,
blue-skinned children, and he'd watched them mature before his
eyes like swift-blossoming cannu flowers. One day they wene chil-
dren; the next, young adults. Ten-year-old Chiss put on the uniform
of eadets and lefi for ane of the military academles, whose loca-
tions were guarded as jealously as that of the Hand of Thrawn. Year
after year, lag had watched them go with longing eyes.

During the last monsoon season, Jag had grown with almpst

Chiss-like speed. Relentless training had packed muscle
onte his lengthened frame, so he was not quite as
gawky as other teenaged humans. His vodce
changed nearly as precipitoushy, plunging
dowmward in direct oppositicn to his
soaring height.
lag remembened his father's face when
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he'd approached him about a commission to the academy. Baron Fel
had been unusually distracted in recent months, and he did a
shocked double-take as he focused on the young man standing at
attention before his desi.

"Wedge,” he'd muttered in disbelieving tones,

Wedge Antilles was his mother's brother, one of the Rebels’
heroes and a pikot in thelr famous Bogue Squadron, lag supposed
he did resermble him somewhal—nhis halr was the same shade of
near-black, and his face defined by black brows, strong features, and
a square chin. Once, Jag might have thought to emulate the famows
pilat. at the moment, he felt only blank astonishment that his own
father did not recognize him, if even for just one moment.

He pulled his thowghts firmly back ta the present mament, and
the watchiul Chiss."1t was a political matter,” he explained. "y
presence here ghoes the Chiss leadership a sense of security,
Humans ane known 1o be emational, so the logical assumption is
that Baron Fel, though he is currently a liaison between the Chiss
and the impertal Remnant, would protect the hidden Chiss bases
from Imperial exploitation for fear of retaliation against his san,
With that assumption in place, he is free o mapeuver as nesded,
Withowt rancos, | can assure you that my safety would be only one
of many factors entering info his deckshon.”

Shawnkyr nodded thoughtfully, "1 had not thought humans
capable of such tactical decislons.”

“And that's exactly why we're stuck here llke spine rats ina
burrow,” he retorted.

“Explain,”

“Tactics ..." ag sald curtly, holding up his keft hand, fingers
splayed. "A knowledge of past military tactics,” he sald, curling his
thumb and third ﬂng-:r into his paim.

“Knowiedge of the enemy ...” this point he underscored by
furling his index finger,

", ..an understanding of their expectations,” he added, ticking off
this point by curling his middle finger.” He shoak his hand, the
pinkbe still extended, “And what 15 left?”

“ hidden plan that contradicts and confounds these expecta-
tioms,” ‘.'-h;wnl;:,rr recited,

lag maddied Erlml_-,l, ihatlng the fist his hand had become. &
rathonal process, a well-reasoned solution, An obviows solution,”

He thrust out his dght hand, stiffened fingers diving for
Shawmnbyr's throat. The Chiss batted the stack aside just shart of
impact. Chagrin mingled with anger on her azure face.

“Wou have o dangerous way of making a pednt,” she said, "but it i
effective for all that.™

*The Chiss exiled Thrawen for his repeated affersed Hawe you
never wondened how this brilllant tacticlan failed to measure the
tolerance of the Chiss nding housesi”

She hesitated, then inclined her head *) have pondered this, yes”
“The answer Is simple: He dign'f miscalculate, He wied seeming
defeat to further his objectives. Did you know that the Empire made

recruitment overtures before Thrawn's exile? He could not honor-
able accept, not as bong as he was attached to the Chiss Expansion-
ary Defense. What oould he do but engineer his own disgrace?”

Shawnkyr stared o1 him.

“My father told me of Thrawn's subterfuge. He considered this




information part of my tralning. Surely he was it 3 posithan o
know. Stent confirmed It when he told me of my commission and
explained the purpose of this particular academy. We were 1o be 3
hidden phalanx, & weapon for Thrawn to unbeash at a moment of
hiks chaice.”

A5 Shawnkyr assimilated the information silently lag suspected
that Stent’s name gave his words a weight that they otherwise
would not have had.

He glanced at the red piping on the Chiss female’s uniform, This
presented the Red Flame—the essence of courage, cunning, and
discipline, an the ideal state of perfection that could be aspired to if
never quite achieved. Quite a confrast from the blue piping on his
own uniform. In the eyes of Jag's feflow cadets, his impossible aspi-
ration was something rather different. His uniform was a constant
reminder that he could never be a Chiss.

“Tell me mare,” Shawnkyr prampted,

lag sternly banished the bittermess that followed these thoughts
ke Fumes fram a bad exhaust. "My father left the iImperial service
for a time to pursue 3 personal matter Admiral lard Later captured
him, and he disappeared from public view. Most people inside the
Empire and beyond assumed that he had been executed for trea-
san, This was alse Threwn's plan, carried out by Admiral Yoss Parck.”

Shawnkyr's eyelids flickered, the Chiss equivalent of a gaping jaw
and an astoentshed gasp

“¥es, the same Imperial officer who found' the exiled Thrawn and
brought him ko Coruscant,” Jag sald impa-
tiently, “and the captain of the 3tar
Destroyer who accompanied Grand Admiral
Thrawn o the so-called Unknown Reglons
after his supposed fall from Imperial grace.
Thewwn planned each step, drawwing bmper-
ial forces knto Chiss territory for the profec-
tion of his people. The imperial Bemnant
gained outposts and alliances, and Thrawn gabned a conduit for
ships and weaponny.”

Shawmiryr nodded slowly. "I have never considered the matter in
this light, but your interpretation ks logical. Continue, Speak now of
the enermy—not Thrawn's, but the ane we face.”

"Oppartunists,” Jag sald. "Carrion birds who follow warriors and
phck the battiefields clean. They want a quick fight, if they must
fight at all. How old are you, Shawnlkyr!”

She negotiated the rapld change of topic without hesitation.™
have twelee standard years.”

"In human years, you're a child. To human eyes you're 3 grown
wiorman, a seasoned warrior, That's what the enemy expects to find
down here, That's why they're attacking from a distance. If the ships
hadn't been destroyed and the Chiss met this attack in an air battle,
our enemy would have scattered and run, Every cadet they encoun-
tered would affirm their perceptions, Every cadet but one.”

“Ah" Understanding set her ciimson eyes aflame. “and what
could lower thelr expectations more swiftly than a Human boy?”

Jag wasn't sune whether to wince of grin. Since both responses
would be equally incompeehensible to the Chiss, he did neither, "I'm
taking up Bl Flame. That should lower their expectations toa
manageable level”

Her eyes flicked to the aging, battened ship. “An exceflent choloe,”
Shawmkyr said without a trace of humor, “And | will prepare the oth-
&rs for a ground assault.” She rose in a single smooth movement.

Jag nodded and headed for the old ship.

“Liewtenant Fel,” she sald sternly,

He glanced back. One comer of her lips quitked up, an almest
imperceptible gesture of appreval. “We want the enemy to land and
seek easy plunder. Do not dissuade them by flying oo well.”

This time he did smile, but as Thrawn might have done: coolly
confident, utherly superios, “Defeat can be the shortest path o

deception.”
&

lag hauled himself anto the repair dock and regarded his claw-
craft. The mechanics had added a coat of metallic silver-blue paint
after one of his mishaps. This covered some of the scars but cast
every dent into bright relief He disengaged the locks on the cockpit.
He had to shoulder-skam the reunded deme a couple of times
before the mechanism fully tumed over.

He climbed in and began to power up the repulsor lifts. The ship
wiheezed as its engines fired, and it rose from the dock with all the
grace of a drunken Gamorrean, but at least it rose, and the controls
showed that the weapons had been fully charged.

lag eased through a broad passage and carefully maneuvered the
ship inta the hangar.

Do not dissuade them

y tlying too we

There was little keft but rubble, but at least the invaders had
maved on. The sky over the shattered dome still shone red with the
laser barrage, but the enemy was now targeting other sectors of
the dome.

Iag urged his clawcraft swiftly up toward the breeched dome.
The hole was mach Larger than it had appeared from the ground,
Huge panels of the thin, mimored transparisteel hung from the
edges. As Jag passed, one of them tone loose., it drifted down, look-
ing nearly as welghtless as a leaf in a soft breeze. Any sound of its
impact was muted by the nolse of Jag's engine, and the continuing
assault from abowe.

He rose up into the open sky, engaging the controls that spread
four sweeping weapon arms into firlng position. These framed the
pod, splaying out in a formation similar to that of an X-wing's s-
foils, He wheeled the Blue Flame in a tight circle, surprised and
pleased that so unreliable a ship could remain so
manewverabile.

The three moons were n Fane summer carmer-
gence. The forest moon was edging acrass the
face of the large. primary moon, & small,
mere distant moon, glowing a faint biue
against the distant nebular haze, dosed In,
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AL g reuly, the sky was nearly as
bright as in bwilight. Even with his

Red Sky.
BI“E Flame Lfﬂth;::mmﬂ.hemuldmnh

A passing X-wing changed course and veered sharply toward
hismi. The pirate ship was painted in a garish red-and-black design.
lag punched the atmospheric engines to full power. His clavwerafy
darted away, barely evading a stream of crimson Lager fire.

The By ihlp falbavwnd, di-plplnE and yn'arlng and it p-url.-ugd
the Blue Flame, lag avoided i1, but only barely.

He headed toward the main force: five old X-wing fighters sur-
rownding a battered corvetbe, The pirates had seen the ruin of the
Chiss fleet, lag concluded, and they'd probably concluded, quite
rightly, that since the Chiss hadn't used any land-to-air missiles yet,
they didn't have any.

Even so, this battle meant one not-particulardy-fast Chiss ship
agains several professional spade pirates. They had every reason o
expect his defeat.

lag threw the Biue Fisme into an erratic, zig-zagging pattern, fir-
ing searmingly at random, Neary all his laser fire went ddiculously
wild, He hoped that would convinoe the pirates to overlook his twe
proton torpedoes,

Baoth misiles itruck their targets, and bao fighters dissolved In
brief, bright explosions. lag headed directly into the flying rubble,
j|l'll:|ﬂg ipas thee weoist af it and .Hr:epllni a fesw solid hits. The purs-
ing X-wing peeled away, circling back at a safe distance.

The alarms on lag's console began to flash, The byperdrive had
taken a hit. There was some fuel leakage, and danger of volatility,
He'd WY about that Ister, when II-H,hhp:i:d wils a necessiby—or
for that mattes, an option, The battered ship had no hope of achiev-
ing hyperspace

it pccurred to him that this situation had potential as a
deceptive defeat. His fingers danced over the controls, pouring
pawer into the damaged hyperdrive, demanding lightspeed
acceleration, At the same time, be armed the eject-hypendrive
mechanism that abl Chiss vessels employed—although few ships
eould match a clawcraft for sheer maneuverability, their hyper-
driwes were known to malfunction.

The Biue Flome began to shake as it picked up speed, lag watched
the gauge climb steadily as the overtaxed hyperdrive unit
approached critical level,

"Wl be cdose,” he mutiered, dodging a laser stream as he
careened drunkenly toward an oncoming Z-g5, At the last possible
moment, he veered away, rejecting the red-hot hyperdrive into the
jpath of the fighter,

The edge of the explosion slapped the clawcraft hard,
threwing it into & 3pin. Jag ket the Fame go, knowing better than

ta pit the old frame against that sort of force. He eased
the claweraft away from the battle, showly widened
its spiral wntil he could pull it without harm into
controlled flight.
Theee fighters down, he noted grimiy, Only
the corvette and two X-wings remalned.
The red-and-black ship circled the wreck-
age the way an ocean predator might
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examing a storm-wrecked vessel. It appeared that this pllot, at least,
was not convinced by Jag's feigned ineptitude.

Iag sdjusted his mask and squared his shoulder. He had to con-
wince these men that he was the best the Chiss had remaining, and
that their best was none too good.

Again his lAlIl'ﬂ-i-l'lﬂ; fl'lg;l'l-li flared, This time the maneuyering jets
were dangerously close o overbeating. He wars running out of thme.

"Defeat ks the shortest path to deception,” lag muttered as he
threw the claweraft into a screaming dive,

He hurtled toward the dome, streaking past the pirate vessels
and throwdng all his repulsors on full force. The Blue Flame towed.
Hawr rvch aned how fast would be hard for the higher-aktitude
ships to gauge. It was none boo easy for him to calculate, either,

The blue clawcraft plunged through the shattered dome, knock-
ing huge sheets of mirmored transparistee! loose. Jag fell in a drift of
glant silvery leawes,

He landed hard encugh to bounce, The impact took out his
repulsars, so he landed harder the second time. Pain sang through
hils every nerve, and the sky abeve was still red with enemy fire,
Even in the darkness of the hanger, all seemed as bright as blood,
lag shook aside these dazed perceptions and forced the cockpit
open. He tugged off his flight helmet, ignoring the throbbing pain,
and squiited up al the sky

Abave him, silhouetted against the pale green maoon, was the
red-and-black X-wring. 1L had shut down its :ﬂﬂlnﬂ- and was prepar-
ing to folkeer the Flame into the dome.

lag tried leaping from the dawoaft and settied for falling, He
stumbled to his feet and boushed shards of transparisteel fram his
uniform, His head it even more now, and a cut on his forehead
Wi H-Etdlng pu'n-l'u:.-:lr.

The ship was in worse shape than he. Two of the anms had broken
off. and mauch of the blue paint had been scraped off by the impact
with the transparisteel. it looked like a fatal wreck, Jag fett an unex-
pected twinge of regret as he glanced anound for the last thing he'd
need to complete the grim plcture,

Orie of his fellow cadets Lay nearby, no longer recognizable as
rmale ar fermale, human or Chiss. lag dragged the body toward the
rulned Fiame and draped it over the side of the apen cockpit. His
lips thinmed to a grim line 25 he observed the convincing scene. He
modded ance, then termed and stumbled towmand the farest,

He dinappeared into the thick foltage, finding a path that no one
unfamiliar with the terrain could discer. Even o, he didn't wee
Shawnkyr until she stepped from the shadow of a vine-shrouded
biridoin tree directly into his path,

“They're coming?™

“On theelr wary,” he sald, and then he fell flat onto his face,

Diimby he wasi aware of Shawnbyr dragging him into the vine
thicket. Every part of him felt numb, so he didn’t mind when she
flopped him over onto his back, none oo gently For a moment she
regarded him with grave, measuring eyes. Her fingers skimmed his
forehead and then dove into his shert black halr, probing for
wounids, As she did, sensation began to return, Jlag gritted his tecth
and forbade himmuelf to weream.

“Yau will fight no more today,” she announced. A head injury,
and serfous, It's a wonder you made It this far®




lag lifted weirdly tingling fingers to his forehead. He felt the wet
edge of a deep gash that ran from his right eyebrow and well into
hits. hakr,

Shawnkyr pulled a knife from her boot and deftly scraped off a
strip of hair on either side of the gash, She reached into a utility
pocket and pulled out a small ring of tape, such as a mechanic
might use for a short-term splicing repair. Ripping off a length with
her teeth, she pinched together the edges of the wound and
pressed the tape inta place.

*It will serve for now,” she said in response to his incedulous
stare. "] need you awake. Someone must plan tactics.”

The soft ping of chaivic fire sang through the forest. Shawnkyr
lifted her weapon and hunkered down.

“How mary?” she asked, her voice just above a whisper.

*Two one-pllot fighters. Those are both dewn by now, There's
another ship, a corvette, that could be holding anything from two
to fife”

"Too many,” she sakd.

A soft birdcall drew her attention, “Both the humans are down.
We must prepare the cadets for the larger imasion.”

“Honwe rarry ™ he asked in retum.

Her face went grim. “Only seven cadets remain able-bodied,
myself included. Even in the forest, it will not be easy”

Jag forced his dazed thoughts to focus. The image of drifting
transparisteel plates came back to him, and with it, a Thrawn-like
deception. His lips curved in a feral smile, and Shawnkyr saw the

cunnéng there,
“Tell me.,” she demanded,

£

Later, the surviving cadets made their way toward the docked
corvette, planning to use the comm system to apprise the nearest
Chiss outpost of their situation. As they moved through the corri-
dors, they made their way past the bodies of their fellow cadets—
dragged there so that they might serve one final time. The slain
Chiss rested on lightweight plates of mirrored transparistes], the
substance that had reflected back the sky and cast the ilusion that
the dome was a large Lake. The surface was sublly rippled, giving
anything it reflected an illusion of depth and substance.

lag glanced at the ceiling. Several ropes hung there, some still
swaying. Moments before, every able-bodied Chiss had hung from
two ropes hastily tied to the corridor’s metal framework—one tied
about their chests to keep their hands free for weapons, the other
to their ankles, Thelr reflections in the transparistee] paneks min-
ghed with the slain Chiss on the floor. To the pirates entering the
cormidar, the floor appeared to be [Fttered with bodies.

Once the students began to fire, confusion overtook the invaders.
They fired low, whirling toward each door keading from the corridor,
but never realizing that the danger came from over thelr heads. The
battle was messy and brief.

“n unususl tactic,” one of the survived Chiss allowed, his red
eyes shining with approval as he glanced up at the celling.

Shawnlkyr lifted one black brow, “Not so unusual,” she countered.
“Defeat Is ofben the shorteit path te deception, and deception can

Jag Fel, Human Pilot
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Group Proficiency (blaster pistols, blaster rifles,
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lead to victone All great tacticians know this to be true. |s that not
so, Lieutenant ™

Several moments passed before Jag realized that he was the lleu-
tenant Shawnkyr had addressed, or that the Chiss were watching
him, walting respectfully for his response. Mone af the ather cadets
had ever called hirm by his rank. When the Chiss were in good splrits,
they addressed him by name; when not, they settled for “human”

He considered his words carefully, understanding the importance
of this moment, “We are all students of Grand Admiral Thawn,” he
said sowly. “They tell that his return was a deception, that he is
dewd. | say that's a lie.”

For once, the Chiss composure failed his fellow cadets. Shock
claimed every face. This subject was simply not discussed| But they
walched him still, waiting for his next words

“He will always be with us, as long as we can learn from his
example.”

They considered this. "1 had always dreamed of serving Thrawn,”
Shawnkyt said sleawly, “That is not ko be. But I, koo, can learn from
example. It took the Chiss too long to recognize the leader e was,
and learn to follow, This mistake is not one | will repeat.”

She turned to lag and handed him her cadet commander
insignia, then snapped into a erisp salute. After a moment’s hesita-
tion, the others followed suit,

With a full heart, Jag drew himsetf and returned the salute. The
effort was too much, and once again the world spun and swam. He
Iooked dawn, trying to get his bearings.

Shawnkyr put a hand on his arm and began to propel
them both toward the corvette. ®| have high hopes
for you, Lisutenant,” she said quiethe *Do not
disappoint me by acting the hero's part.”

“A memiber of the Chiss military, aspiring
to be o hero?” he said in feigned disbelief.

“wWhat would Theawn say of this?™ §
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on Lamaredd are scatbered, sparsely set-

Few beings have ever heard of the remote
Lamaro system, let alone its only populated
world, Lamaredd. The entire system is absent
from recent navigation charts, despite its rela-
tively short distance from the outer reaches of
the Corellian Run. That’s not surprising, since
the Quter Rim is littered with such remote,
sparsely populated worlds.

tled islands thai dot the oceans from pole
to pole. Thick jungle covers almost all of
the continent's surface, hiding dangerous
predators and bizarre creatures that
remain unknown to Republic xenozools
gists. The -'l.mF:,l inhabitants of B.'rr1:,-n'-§.
Landing, the planet's de facto capital [and,
mot celncidentally, its only real spacepaort).
regularly launch extended hunting excur

vions 1o keep the reglon free of the more

Some of these planets serve as hideouts for
the Black Sun, the Hutts, and independent
outlaws, Others represent the shattered
hapes af ambitious settlers who werne
driven inlo ruin and subsistence living by
unforeseen disasters. Ma my hidden=—and
expensive—resort worlds remain popular
destinations for rich, well-protected
toerists. And a few, such as Lamaredd ikl
are owmed sutright by powerful corpora
teems of wealthy magnates interested in
exploiting the worlds' natural resources far
awvay from the bright light of Republic kaws

and tariffs
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Larmaredd, the third planet of the
Lamaro system, 15 a lush tropical weorld
Even the polar reglons are termperate, so
Lamaredd has no matural loe caps Ships
can reach the planet anly via a small mum
eer af little-known hyperspace routes (the
safest s a onoe well-uted branch of the
Corellian Bun). Deep saltwater oceans rich
weith diverse life forms cover raghly
eighty-five percent of Lamaredd's surface
These oceans feed the small population of
sentient beings that dwell mostly on the
narthem continent, the largest landmass

on the |'l|.'|.‘||_'1 1w |y o Eber ipofty al Lard

dangersus beasts that roam the nearby
forests and moumtaing

It was the northern continent and the
ready access (ts geslogically young motn
tain ranges offered to the planet's are-rich
crigst that first attracted long-range scouts
weodking far Cuter Rim Oveworks [ORO). This
attention sy lbed doorm for Lamaredd™s
natiwe sentients and led directly to the

founding of B irtyn's |_.'||||_||I'\-|,l.

The Tale of Hugo Bartyn
Larmaredd was first mapped five centuries
before the Chancellorship of Palpatine by an

exploratory heam '..'..-'_:lhrl;l foe the gigantic




Duter Rim Oreworks Conparation. Recent
innowations in long-range spectrometry
equipment indicated a much higher con-
pentration of useful metals in the system
than had previowsly been estimated, so the
caecutiees of ORO quietly dispatched a
reseatch team o assess the system for

polential mining. The team leader was an
ambitious Human named Hugo Bartyn, &
field agent with a long and laudable record
af sugeessful missions for ORO's exploratory
branch, the divislon responsible for locating
promising planets for gas and mineral
explodtation

Bartyn had proven exceplional at his
job aver the years. His previous discoveried
had already led to the settlement and
development of numenous Curter Rim
planets, including several of 0RO most
productive holdings in the Corporate
Sectorn, The fack thatl many of these worlds
were already home to sentient but primi-
tive populations when Bartyn arrived is
rarely noted in official ORD documents,
bk it was an open secret among the
unscrupulous execulives

Lamaredd

EASTERN HEMISPHEIRE

Thee trurth was that Hugo Bartyn was a
cruel bigot. He considened non-spacefaring
species and mary spacefaring non-Human
speches] to be litle mare than ankmals, and
e treated them as such. He often persen-
ally led the destruction of native spedies
and enjoyed these "big game hu nis” nearby
a5 much a3 he refished the materal rewands
his explorations provided

But even Boensed outlaws Decome weary,
grizz led explorers grow old. After decades at
the top of his game, Bartyn saw in Lamanedd
his chamce 1o rethne in ﬁtrh" The planet truly
was rich in retals and anes, probably due to
gealogically recent volcanism. Mining
Lamaredd, in Bartyn's estimation, would e
snap, Calling on his considerable reputation
and more than a few longstanding fawvors, he
comvinoed the management of 0RO 1o
imitate hirm as sdministrator of the planet
rather than -,h||_1|,:-. ng Firm aff to the next
gaploratary mission. His besses also deeded
Bartyn & substantial block of land surround-
ing & well-protected bay not far from the
rrinees, wehich was his to do wath as he saw
fit. He proved a highly successiul business
man for the compary, turning a profit with
the mining installation in record time If any
of his superions guestioned his methods In
turning that profit, they kepd their concernds
private, ind if Bartyn was making a few
extra credits through Blegal sice enceavors,

The Lamara .-':ll"'ir.l'lll
Lamaredd shares the Lamaro syitem
with three other woerldi—Lamarebb,
Lamarec:, and Lamarermim [the names
are likely dertved from notatians on
ancient star maps). Larnarebb and
Lamarecs ane gas glants orbiting per-
fously close to Lamarc. Every 14 years,
Lamarect and Lamanebb nearly grane
gach other. This event creates a fabulois
light shenw im the skies of Larmaredd, a
speciacle that often knohs out oofmmai-
mdcations an the planet. Small, Ky
Lamaremim, the fourth waorld fram the
star, 4 the only ather planet capable of
supporting life. Conditions on that world
have limited the native bsosphene 1o
primitive lichens and microbes, and even
Outer Bim Oreworks has deermed the
pl.] nel worthless. The Lamaro system i
surrpunded by a broad doud of asterolds
and dust dubbed “The Reef” by locals,
the residue of & 1..'I-|..'I1|IFEI|:lh|F collislan
between bwo other planets that onge
orbited beyond Lamaremm The cloud
limits access bo the inner system from
hyperspace; withoul precse coordinates,
ships must drop from hyperipace oul:
sicle the system and enter at sublight.
Thanks to the surneptitious efforts
of entrepreneur Hugo Bar [!pﬂ_ﬂ'lt Coans
dinates to Bartyn's Landing are missing
fram most standard star charts. Unless
specific coordinates are provided o
the pllot beats a OC 10 Knowledge
(Lamaredd) check, add +4 to the DC of
Astrogation checks when figuring time
for hyperspace travel to the Lamarno

System.
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B{II"tY 18} el they simply bribed

.ﬂ. n (1 Se et theright positician
L and looked the

ather way, They certabinly weren't galng ta
go check on him as bong a3 credits contineed
o Plow Inko DRO coffers

Bartyn, howeser, had kept his true goal

from the ORO bosses. True, he enjoyed hunt-
ing the nathee Menaleun to the brink of
extinction, and he was twrming a tidy side
profit skimming from ore mining profits,
The buldk of his riches, however, came from a
resounce Bartyn had not seen fit to report to
his supeviars—seafocsd.

BamTya's LANDING

0RO engineers and thelr construction
draids bullt the primary mining installation
(OO Mining Station LMoa28), staff living
Tacilities, and the waste plpeline that would
soon dum p several thousand gallans of
wiidle indo the distant Northwest ocean
0RO delivered hiundreds of sturdy mining
drodds a5 well, most of which wene sent to
woik digging Inte Lamanedd's erust. When
construction was finally complete, Bartym
lined a few pockets and saw to It that the
canstriction drosds adso rermained behind,
Onice away from the prying eyes of ORG
corpoate, Bartyn used his enting savings:
ilikcit and otherwise—to purchase a dilapi-
dated Hoersch-Kessed LH 3010 capital
fr\rlgh'rrr From Nelmioddian traders who had
planmed to decommission it for parts.

The vessel couldn 't even hald atmos-
phere, but Ihrl!:,m didr’t care. He used the
reprogrammed construction drolds to bring
the 3-ilometer-wide ship bo rest on the
shaone of the coastal strefch of Bartyn's land
desd from QRO with the front end resting
in the water. This would become the harbor
af Bartyn's tenwn The administrator had
large parts af the ship's hull blasted out
with mining equipment, opening the main
deck bo the sky. The entire top of the central
cormimaid madule wid rémoved: that
spherical section became the “center of
bown.” Bulkheads wene dismantied and
turned into plers. The massive engines of
the freighter were removed and rebuilt into
large ship hangars that would serve as the
planet’s primary spacepert. After o few
rmorlhd, the dioids had traniformed the
EMHOTTTHOUs fr{'igh'rrr into a small port town,
albeit with only a small population of drosds
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and Bartyn's gang of confederales. Who
first dubbed the fown 'E.:H:rrl"!. I.:mdlrla_" 1]
a mystery, but the long-lived MD droid
named Doc—supposedly evwned at the time
by a member of Bartyn's Inner circle—olften
claims to have colned the name

In his new home, Hugo Bartyn would
establish his most profitable side venture, 3
gourmet seafood business that would make
him !'a-‘bquml-g.l:,- rich, His planned seafood
aperation was 100 large 1o manage with
juest hits field team (mast of whom wene
naw full-fledged partmers) and a few dozen
spane draids, even if they had been repro-

an area that would become knovwn s the
Ring. These stalwarts are known as the
“First-Wavers” by thelr descendants, and
they would ane day become revered figures
in local oultine for their courage in enduting
HuE-u- Bartyn's endlavement. All the while,
the entreprenewr was careful to keep his
side operation hidden, and ORO remalned in
the dark about his fishing enterprise,
Bartyn's delicacies were soon in high
demand by wealthy dilettantes, corpulent
Hutts, and even Alderaanian mobility, &3 the
entreprencurial Human had hoped, the
tenwn became a hub of commerce, a base

Initial scans of system designated LM0228 show heavy ore
deposits infusing the crust of the third planet. Claim
registered with Senate Mining Bureau; further exploration
recommended. Additional: Displacerment of native sentients
[species designated Menahuun] required.”
—Excerpted from Agent Hugo Bartyn's
initial field report from the Lamaro systemn

gmmmr'd with expensiee food processing
and fishing databases. Mow Bartyn needed
a population of expert fishermen o help
hrinE in the catch, and workers to operate
the processing plant he'd bullt into the hull
af the landed freighter

Teiw Firs-Wiavies

Bartyn quietly send several “recrisiters” to
wisit watery worlds such as Mabod, Mon
Calamari, iskalon, and Champala to Eﬂ'lhl"l a
cheap fishing workforoe, Bastyn's recruibers
made auntiful promises to the paar and
uneducated of these planets, luring them to
Lamaredd with the usual dreams of a ew
life and a rew framtier (Im this case, the
promise of vast, unbouched oceans didn't
hurt, either), Once thene, these nrig;irl.:l
colonksts’ documents were mysteriously lost,
and they were informed that they rnow
worked for Hugo Bartyn. Those who
refused—including most of the Iskaloni-
ans—were simply taken out to sea and
abandoned on wooden rafts, whene they are
presumed to have fallen prey to the ele-
meents or Lamaredd's gargantuan predators
Thie Quasren, Man Calaman, Gungans, and
Chagrians who stayed behind to work as
indertured servants settled Ihn;!ug,huut the
guter ring of the frelghter-turmed-tewn in

from which to explore and, with Bartyn
leading the charge, tame the jungles of
Larmaredd.

The town began to thrive within a few
years, Despite the deceptive means by which
he recruited his fishing erews, Bastyn was 2
practical man. He allowed his workers a
great deal of personal freedam—while fak-
ing hefty pratection payrments fram ewery
den of wice in tewn, When a large group of
Cuamen wished to settbe in a fishing village
of thelr cwm, he keased them land across the
bay froem the Landing, and there they soon
developed a community known as the
shoals, Bartyn also established other remote
putposts, quietly appropriating the deeds to
kiry loextions and mast of the langer slands
from DRO

By the time 0RO became aware that
Bartyn had bullt his own personal fiefdom
on Lamaredd, i was bod |ate fod them 1o da
much about it, With profits steady and
bribes abundant, none of them would have
tried armpamy. Enough of & furor was ralsed,
howeevier, that the executives ordered an
DRO security force and flight controdler to
take orver spaceport operations, and Bartyn
raksed no objections. He saw to it, however,
that these ORD &m ployecs would .1I'.'.r.1.}~1
answer to the ORO stathon administrator,




allowing him to keep the volume of seafood  operations, and only a dozen years aftes

shipments off of the radar of DRD corpo- Bartyn imported his workers to Lamaredd,
rate. Since that time, the administratorship  there were seventeen travwlers under the Bartyn's Landing bk pre
has descended through Bartyn's heirs, and carmnmand of emancipated non-Humans in sented during the Rise of
the arrangement has never changed a fleet that numbered aog ships, These the Empine era. With & lew
aliens begin to form an Infarmal ship-to- ad|ustments, however, it can
Auin UnRgsy ship information nebwork, at first for fit imto ary of the thee eras
in the five hundred years since the founding  safety reasons, then sgon after for more During the Rebellion b,
of Bartyn's Landing, no group has proved subsersive omnes. Lamaredd malkes a perfect
such a thorn in the side of Bartyn Gourmet One of the seventesn non-Human ship spot to hide a Rebel base,
Deelicacies (BGO) a5 the Sailors’ Unian cormmanders was Sirrik Olyeg, a venerable i the Empire beaves It
When Bartyn first brought hundreds of Chagrian trawler captain who had |ost her » o less unmaoleited. Add a storm
Cataraganies, Mon Calamarl, Quarren, and family In a random attack by a Quarnen Lro : o B4 ince Lhe
Chagrians to perform indentured labor for swoop gang. Olyeg was the first to begin o S5 & Earrispn or two—
hils seafood operation, the several species whisper of rebellion against Bartyn’s rule and you're sef
constantly squabbled among themselves and the oppressive conditions he imposed During the Mew ledi
With the exceplion of the Quarren and the an non-Humans, Using ocean-themed code Crder pericd, Lamaredd ik
Mean Cals, whao didn't really like exch other phrases and metaphors that Bartyn's com- lucky enough ta ke well
anyway, hardly any of these workers—who munications monitors simphy weote off & out of the invaskon path,
had been picked from the poorest segments  “alien meta-babble,” she convinged like Bt the Yuurhan YVong would no doubt be
of their societies—had spent any lime with  minded captains—including a handful of interested in such an unspoiled and
otiser species. Bartyn provided the "immi- Humani—and & Tew trusted lisutenants to sesource-heavy workd for their own pur
grants” Large sections of the Ring in which help organize a work stoppage. As trawlers poses. The Imaderns would be eager ta
ko live, but the frugal rations and forced started coming In less and less freguently, destroy the abamination of a toven bullt
hardships of plant work began to take thelr  with na lost transpenders indicating sinking fram an enonmous machine.
toll an the growing population. Small mem- or predator atkacks, everyone began fo Youi can even transplant the tosm
bles escalated to large skirmishes as groups notice. Hugo Bartyn realized what was hap- mone-od-less intact fo a varkety of ather
competed for the meager living space.and  pening right away, but he was powerless 1o worlds, making substitutions whare
appropriate, For example, a [itle tweak
“Kill all the little I,',II._,IEEF_"["_-'.L Have YL rselves some fun, And if ing can turn Bartyn's Landing into Fort
any of ‘ern are still around when corporate gets here, Balarad, a well-protected smuggling out
s g n IO L post on frigid Gertafuu VL Instead of a
'_l,-'{:ll._i re o erm, fishing- and mining-b

—Hugo Bartyn's orders to his research crew, [EEEEEEEEESTEAEEY
according to several witnesses [l

Agqualish and Whiphkd resldents can

interspecies vislenoe soon replaced plant stop it He needed all of his boyal caplains at frade in furs and exotic meats. The QRO
accidents a5 the leading cause of death. sea fishing to meet his orders, not chasing mining instaflathon can be transferred to
iWhile Bife at the Landing was hell for the kazy aliens all over a planct that was four- wirtually ary lecation without change
plant workers, those aliens who proved tobe  fifths open water. Rumars abounded in the Of course, the simplest way to work
exceptional sallors had it retathvely good Ring: An undiscovered migratory predator Bartyr's Landing into your game i 1o use
aboard Bartyn's growing fleet of irawlers had finally returned to these waters and was it as presented here. “Rechonings,” the
The 170-meter long fishing vessels, another devauring ships whole! The sailors had diy sdventure that beging on page 78 of this
dizcowni purchase made with funds fram turbed an anchent Sith temiple, and Dark isvise, makes a good lawnching point for
Bartyn's under-the-table dealings, weren't Lords had commandeered the vessels for an an Outer Rim campaign or a vide adven-
the newest models on the market, and each  asmsault on the Landingl The native tuire for yoler own oRgeing story,
required several dozen onew members o Menahuun had retwmed, murdering cresan
operate. Even if mest of the crew spent aver and devouring their bodies! GoiNG To THE TABLE
half their time in the bawels of the ship The truth soon spread reached the plant Bartyn had erealed a nasty dilesmma for
cheaning and packing the catch, they still workers , and interspecies bickering disap himmself Ak first, he tried to intimidate the
were on the open ccean, able to feel open it peared almost overnight as the working wiikers back to the plant with threats and
and a srmall sene of freedom population redirected their anger at thesr acts of vialence. When this tactic only
The alien sailors soon proved Indispen- tarmentor, Bartyn, Within a few days, work-  steeled the strikers” resolve, he realized he
sable. Many began to receive unofficial s at the plant stopped showing up,and all  couldn't just murder his labor population
commistions to command warlous ship BGD operations grownd to a halt His business had grown oo expansive, and

STAR WaARS dasen 33



B ﬂ r‘tY I — to replace so mady wiorkerd waoibd Fuin
v ﬂd lﬂf.j him. The Hutts were among his best
Lﬂ customers, and he had many outstanding
hackorders waiting to be filled. The lask thing he needed was a Hutt
envoy at the Landing, re-enslaving Bartyn's indentured servants.
When Sirrlk Olyeg colled for a face-to-face mecting, Bartyn had no
alternative bul to obiige.

Although it would still be years before Tria Bartyn freed all the
beings her father had forced into labor, Sinrik Olyeg, first chair of the
Sailors' Union—a namee formally chasen only just before negatia
tions with Barkyn—won many concessions Tor the warkers who
browght in the catch, and he also greatly improved conditions for
the plant labarers. Bartyn agreed to open Large, unused portions of

Kurline: Male Quarren Dip g; nit +1 I:DEZI]. Dt 14 {3 clags, +1
D ); Sped vom; WROWR ==f10; Atk +4 melee [y, knife), or +5
ranged (zdy, hold-out slugthrewerk 50 Amphiblous, low-light
wishon; 5 Fort +3, Bef +4. Will +6; 52 M FP 3 D5 1 Bep 3; 580 10,
Dex 12, Con v, Int v, Wik n, Cha14.
Eguipment; Expenshve clothing, hodd-out slugthrower, knife, well
|  appainted office, credstick, comlink, datapad.
Liills: Appraise +10, Bluff +14, Diplomacy +17, Deguise +4, Gather

Infarmation +g, Intimidate J-q,ll:nnwlrdsr [Lamaredd) +8,
Enowledge (Sailors Linion) +30, Profession (bureawcrat) +g,
Eead Write Quarren, Sense Motive +15, Speak Basic, Speak
Calamarian, Speak t:haf-ﬁ,imal: Cuarren.

Feats: Skill Emphasks [Profession: bureaucrat, Senae Motive),
Trustworthy, Weapon Group Proficiency (simple weapons,
slugthnewerns)

| Generic Trawler Captain: Malbe or female Frga: inkt +2 (Dex); Def

16 (44 class, +3 Dex); Spd som; VPIWP 26M2; Atk +4 melee 1dg +,

lonife), or a5 rlng«n:l {3d8, hl.".l'al':" blaster pistod); 50 Barter, adap-

tive learning |Gathier Infn:urm.atlu;ln:l_]-,ltj-ng #2, also by species; 5V

Fort +5, Bef +4., Will +2; 52 M; FF 2; D5 o; Rep 1; 54r 12, Dex s, Con

12, Int 11, Wis 12, Cha 4.

Equdiprmend: Heawy blaster plstol, knife, repulsorsail fishing
trawiler (private captains only),

Skt Diplomacy +4., Gather Infoarmation +b, Knowledge
[Lamaredd] +8, Hnnwl-rdge [Sailor's Lindon] +£, Listen +3, Pilot
12, Profession (salkor) +7, Repair +3, Spot &3, Survival +6,

Featy: Alertneds, Skl Emphasis (Knowledge: Lamaredd, Pilot),
Weapon Group Proficiency [Blasted pistals, simple WA,

Generlc Sallor: Frg 2, IM +0; Def 15 [+ clags, +1 Dex); Spd 1o,

VEFWP 14514 Atk +3 melee 1dyg +2, knife), or 42 ranged (3d6,

blaster pistol): S0 Barter, aluo by species; SV Fort +5, Ref +3, Wikl

+1; 52 M FP 1; DSP o; Rep o; St 15, Dex 13, Con ag, Int 10, Wis 12,

Cha B

Equripment: Blaster pistol, knite, personal belongings,

skifte: Climb +5, Enowledge [Lamaredd) +2, Knowledge (Sailor s
Limlon] +%. Listen +3, Pilot +6, Profession {(sailor] +q, Bepair +2,
Spot +6, Surdval +6

Feats: Aleriness, Skill Emphasis (Profession: sailar), Weapan
Gnoup I-'rnfu.'lr'nq.l [blaster pistols, simple weapons)
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thie Ring sectiom of E|.\r|;:||r1'1. I.:ndlng to the aliens, and he alio
granted screage leases fof sizeable portions of land just outside the
spacepoirt. The anly condition of the grant was that the new lease-
hodder clear the property of predators and riatuiral harards.

In the end, both sides felt they came away winners, The Linkon
had proven to Bartyn they wene a force to be reckoned with and
saved many of their people fram harm. Furthermore, they made
Bartyn agree to cede fo them the second-Largest land mass on the
planet—ihe o ooo-klometer Iung lotsen's sland, on the Far side of
Lamaredd—as an alien “homeland " where Quarren, Mon Calamari,
Chagrians, and Gungans could carve out a new [ife for themselves
without working for Bartyn E:arl:.'n-_ maeanerhile, I.l=|:rt his business
going strong and earned record profits that year, At the same time,
hee felt he'd managed to trick the disgruntled abiens into chearing
out large, {Iangrrnu:. wwwarthis nfjunglr: that had threstened the
safety of s spaceport, as well as establishing another seaport Ina
strategic location that he'd been planning to build on anyway,

Hugo Bartyn made out sowell that he almost regretted ordering
the assassination of Sirrik Clyeg,

CURRENT STATE OF THE UNioN

in the waning days of the Old Republic, a government that reans
almiost nathing to the population of Bartyn's Landing or Lamaredd,
the Sadlors” Union i stronges than ever, Headquartesed In Farsands,
the outpast capital of Jotsen's lsland [l:rh'n'i'l'l Eo sl &5 T LitE Mo
Cal"}, the Linion malrtains dosens of undon halls in ting port villages
all owver Larmaredd,

Unfortunately, corraplion has become a problem, and some
sailprs have complained of mistreatment and intimidation l:'}'ﬂlrn
Unian. & wily Quasren shipping manager named Kurline heads the
Landing union chapter, the biggest off of Little Mon Cal. Although
he ks’ abave taking the occasional bribe or kickback, he fights hard
for the rights of his chapter members, who both like and support
hirm in most cases. 11's well known around town that Kurline can
atways make time in his schedube to meet personally with any
unlon member and hear their grievances, and he has even been
kncwan bo help interview potentlal Uinkon jolners.

Although it began as a non-Human resistance movement, the
Sallors’ Linion is now open fo anyone af any specles who makes his
or haer Ill.nilg off of the seas of Lamaredd, and almost every pme-
signal seafarer on the planet, whether private fisherman of BGD
ikipper, it 2 membaet

BamTye's Last Hunt
For hundreds of thousands of years before Bartyn came, Lamaredd
wiis horme ta 8 sentient speches that call themiselves the Menahuun
Peimitive '.'I}l E.alau_'lu; standards, these cmall, lermur-Bke humanolds
had a peaceful, nomadic unting-and-gathering society that had
existed for thousands of years when Bartyn aevived. Tribes ranely
came into competition, and confrontations were uiu.l"jl' limited to
Iiktle more than glovified shoving malches—food was simply too
plentiful, and sentient life in the predator-filled jungle too precious,
far the Menahuun bo spill the blood of their cwn kind

When Bartyn's field team amived, the Menahuun greeted them
as wondrous visitors from the sky; Barbyn retumed theis weltome




with murder, The Menahuwn soon leamed
to fear and hate him as he hunted them
dawn like animals. Bartyn suspected that
the jungles of the northern continent were
too dense Lo find all of the “little buggers,”
as he called them, altthough he kept those
reservations between himaelf and his clos-
est advisors, It was widely assumed by
those wiho came after the construction of
the ORD mining station that the Menahuun
were exfinct.

After 30 years on Lamaredd with no more
trouble from the Menahuun, even old Huge
Bartyn began to believe the natives weie
gone. Despite his advanced years, he had
married and raised a family, and he thought
his hunting days were long past. Then the
rumors began to circulate: Frightened
mathers whispered tales of baby-snatching
beasts, Fishing vessels began experiencing
ineaplicable mechanical breakdowns, and
several were lost a1 sea. Hunting parties
that ventured near the northern polar
mountaing were disappearing without a
trace, And what were those strange, altar-
like piles of sticks that kept tumning up on
the outskirts of town?

At the ripe age of B4, Bartyn decided bo
get to the bottom of the mysten He
assembled a hunting party of his dozen
miost trusted colleagues—induding the last
surviving members of his original field
team and his oldest son Traggat. Armed to
the tecth, Bartyn's party promised the
townspecple an end to the ghost shories as
they ventured into Lamanedd’s junghe.

They wene never seen again,

seanch parties eventually discovered
evidence of a viclent death for Bartyn and
his hunting party—a tattered scrap of
clothing: a pack that had been ripped to
shreds with s cango of food scattersd and
half-eaten; and the disemboweled remains
of a pack animal, The group’s electronsc
equipment and weapons wene never fowund,
and the Menahuun—no matter whether
they were responsible—have not been
heard from since

The Gulletheast: Devourar
of tha Deep

The oceans af Lamaredd hide wondrous
and often deadly creatures, many of which
remain undescumented even 500 years
after the planet was settled. Thene's na
doubt about the existence of the gullet-
beast, however. The monstrous creature
resermbles a whale, with a I1:-|1|_.';. [ilal ful
tall and broad, webbed fins that prope| it
through the water at amazing velocity. The
largest gulletbeast on record was meas-
ured at three-quarters of a klometer; its
mouth alone was 200 mebers wide. The
gulletbeast is not a discriminating hunter,
cruising through the deep oceans and tak-
Ing vast mouthfuls of smaller fish—which
intludes every other animal in the s2a,
including the occasional fishing vessel.
Despite Hugo Bartyn's efforts to eradicate
the monsters, the gulletbeasts survived
and now are the most notorious of the
many perlls on the open sea

Fortunately for sallors, gulletbeasts om-
pete for territory. so more than one is rarely
encountered except during mating season,
which comes every 4 years, During that
month-long period, the southerm waters roil
with gulletbeasts competing for mates, and
ships steer clear,

Although other sizeable predators pose a
host of dangers to the sallors of Lamaredd,

| Gulletbeast: Aquatic predator 18; Init +6

! (Bex, Improved Initlative); Def 1o (410

natural, -8 size, -2 Dex); Spd gom swim;

VPIWP gBalygh; Atk 54 melee (408444

o swallow whole, bite), or +8 ranged; 50

Darkvision, swallow whole, DR 10; 5V

Fort +37, Ref 49, Will +4; 5Z C; Rep B; S5tr

8, Dex 6, Con 632, Int 2,'Wis 7, Cha 17

Chiallenge Code: |

ekl Hide =B, Listan +8, Search 46, S5pot
+8, Survival 41, Seim 450,

Feats: Improved Initiative,

special Qualities: Swallow Whole—

Treeat the gulletbeast s bite as a grap
ple when sttacking Gargantuan and
immaller targets. If the gulletbeast
succeads, It swallows the target
whale. A swallowed target takes 4dB
points of acid damage each reund it
stays in the gulletbeast’s gullet. After
20 rounds, the swallowed target is
too far down the digestive track to
target the nerve bundls that causes
the creature to open its mouth. The
gulletbeast can swallow up to &
trawler-sized vessels at once,




B{IIﬂtY LR =Y the mouth of a
[1- I—-I.[[ 1Id [3 gulletbeast is large
L - enough to swallow
he average fishing trasvder In such a case,a
captain can only hope 1o fofce the creature
to cough up the engulfed vessel by firing all
availabde weapons at a small nerve bundle
[Defense 22) bocated in the reof of the gullet-
beast's mouth. if the ship inflicts ary dam-
age on the nerve bundle, the gulletbeast
foecibly ejects the comtents of its maouth, if
Ehi |:,:||;rt;|||1 of the trapped veiss suctebds ad

even a few bskalonians fish the deep, deadly
seas, many making their home on the
souther island nicknamed “Little Mon
Cal,” others dwelling in what were once the
kowwrer lovels of the freighter from which the
tawn was bullt. Farmers still tend to their
crops, taking advantage of the nutrient-rich
50l In the surrounding lowlands. Visitors
often sthck around longer than intended,
adding mare species to the mix. The Chief
:|.tIFIl;||'B_.i|nin'-. and leads hunting parties to
range the mountains, ridding the area of

“Directive 220197410—No employee of Outer Rim Oreworks
shall conduct himself or herself in a manner inconsistent with
local planetary mores and values; such conduct reflects
poorty on OR0 and could affect profit margins. Violation of

this directive will result in the loss of one standard month's
wapes; repeated violation will result in immediate termination
All employees are directed to report such behavior to the
appropriate personnel supervisor.”

an immediate Befle save agaimt a OC of 15,
the ship retuims bo Lhe surface unscathed. if
the save fails, the captain is unable to get
the ship to the susface before it fakes on too
ruch water and sinis,

Life in Bartyn's Landing

I thee T centuries since Hugo Bartyn
discoveded Larmarnedd, the population of
Bartyn's Landiig has grown steadily, offi-
{:;II:,. 5LI111~:H-'=-iI'IE the 10,000 citiben mark
several decades ago, but the community
remalis & rough-and-tumble frontier town
on an out-of-the way waorld,

Lifie dm thie L.mding ithese d.‘l:"’}, unl]-
Bartyn's descendants and the occasional
towrist use the full name) has changed lit-
te since the |:|::|' l-l'u-_H,u Bartyn ventured into
the jungle for the st time. The Bartyn
family still holds the adminkstratorship of
the QRO mine, ovwns most of the property
in tossm, muns the banks, maintabng the
drolds that mine for ORO, sells rane seafood
at inflated prices, and takes a siveabde cut
from every other local business operation.
Steady profits from the lucrative mines
strearm ouf to 0RO, still technically the
ownier of Lamaredd. Quarrens, Humans,
MAon Calamari, 1’.|,|.-13.:.r|_a:, [ I'|-:|Erian'.i and

BE voLuME & MUMBER 1

—0R0 Personnel Code

dangerous predators. And everywherne, the
|,'.-n-|:,l I!hin-p that talk bBauder than credits are
the barrel of a slugthrower or the mutze
of a blaster.

Many things have changed in the town
since ﬂlﬂ}ﬂ"ﬂ-llmE. however. Hugo's eldest
daughter, Tria, long ago freed the aquatic
aliens from their indentured servitude to

Lawe, Drper, aND EComMOmICE
Population boorms inevitably lead to higher
crime rates, and Bartyr's Landing, although
srmall by galactic standards, s no exception
to the rule. Long age, Hugo Bartyn took
charge of the security and law enforcement
budget from Quter Rim Creworks, and 0RO
still pays the salary of the ORD Security
Chief and his seconds to this day Despite
the technicality that the Chiel™s department
Is a remote branch of ORD Security, the
position has evodved Into a popularly
elected office. For the pasi twenty years,
that Chief has been the fair, just. and weell-
liked Mon Calamari Mix Liddeil

The rest of the Landing's government
consists of the mayar—who's usually the
vz beer of the Bartyn family who inherits
the administratorship: if not. a Bartyn-
selected proxy—and & 14-member town
council that represents the interests of the
people. The members of the council are also
ostensibly selecied by popular vote, like the
Chief, although such elections are just as
prone to rigging and fraud as ane the races
for Chief. The councils power s limited to
local chvic Bssues: the oft-amended town
charter leaves them litthe say in ORO opeta
thons and absolutely none In matters of
inberplanetary commeree. Aocording to the
towen charter, the MIEyor Can weto army action
of the council, although this power has
been put nto practice only in times of orisls,
That zaid, the council dees overses trade in

"So what brings you round these parts, stranger?
—Miss Mylla, Falleen Courtesan

the Bartyr Farnily, and rarny locals il effer
thanks to both “Benevolent Tria® and the
legendary First Wavers for good fortune
Waord spread of the planet's natuml beauty
and vast ocoeans, as well a4 the abundant
and steady work on the open sea, Within a
few decades of Hugo Bartyn's disappear-
ance, the Landing and all of Lamaredd
boasted an even mone diverse population of
agquatic and amphibious alkens that now
cuinumbers Humans ten to one. The
descendants of the First Wavers built the
Thiree letties, a "harhor on the harbor™ that
becarme the port of cholce for private fish-
ing vessels, Visitors became more frequent,
and novw a burgeoning—and often lllicit—
tourist industry thitves in the Landing

textibes and foodstuffs with the marmy tiny
villages seattered across the oceans, and the
sowereign tland of Little Mon Cal,

Ome other group, neither elected nos
appointed, holds considerable swiy in lacal
muatters: the Sallors' Unbon, Tria Barbyn
encouraged further expansion of the group
when she took her fathers place, and every
village seems to have a Uinkon hall, The
Linion speaks for the crews of the salling
vessels that made the Bartyn famély rich,
and ower the years it has steadily improved
conditians for its members. As Bartyn's orig-
imal trawlers b-:g.m o break dawn, private
fisherman became mote common. In the
Rise of the Empire era, mare fishing cap
tabne oven thelr vestsels than ever befone, a




situation that would have been unthinkable in Hugo Bartyn's time.
Furthermore, the anglers receive a decent percentage of the profits
from Bartyn's seafood sales on top of the part of their catch they
keep to feed thelr families. Many even have small businesses of
their own, although commerce is limited to Lamaredd, BGD vigor-
ously prevents any seafood exports from being shipped offworld

Keepers of the Peace

CHmr Mix LippaLL

Larding native Mix Liddell serves the peaple of his town in many
up;:llrﬂ_ In hiss 4o-odd years as Chief, the crusty, Gh-year-old Mon
Calamarl has been called upon to settbe family disputes, track
down lost pets, hunt dangerous animals, and even form a posse to
go after the accasional lawbreaker, Longlime residents, including
the centuries=cld MD deaid known as Do, fiemly believe that Chiet
Liddell is the best constable the town has ever had, and they just
mlBh'I' be rIth.

Although he once sailed as 3 harpoon man on the trawler Silla,

Liddell had to ghe up his Union membership when he took the job
of Chief, The salary s still pald by ORO, and Union members have
long been prohibited from accepting direct employment with the
mining company. Liddell regretted the necessity, but he manages
o keep his piloting skills from getting rusty by flying the Secunty
claud car and salling his own repadsorsail skiff.

Green Chief. Dark Padawan
Fresh from several years fishing the seas of Lamaredd, Mix
Liddell was still a green second under old Chief Ertine when an

outlaw gang led by a shadeowy figure calling himself "The

Padawan,” rumered to be a fallen Jed, began to make ralds en
Bartyn's Landing and the cutlying aneas

Thie nemars, a4 it burns out, were true, although only the
Padawan himself knew for sure. Decades earlier, he had been a
jedi student named Byrch Dyshkava on his first missian with
out his Master. Dyshkava was a proud young man with a ten
dency to overestimate his prowess, and his master hoped the
simple negotioting misshon would teach his apprentice some
Impartant lessons with minimal risk of getting in foo far aver
his head. Dyshkava's master was wrong.

The negotiations were just getting undensay when a local
terrorist group attacked the conference, kllling three negotia-
bors and taking several more as hostages. Byrch Dyshkava was
wounded in the initial attack, but he was able to escape thanks
to the Force, instead of contacting his master for guidance, the
irmpetuous youth took matters into his own hands. Drawing on
the dark side, he stalked the terrorist group one by one, killing
them with strangulating Force grips. In the end, the hostages
wene freed, bul Byrch Dyshkava disappeared. The Jedi tried for a
time to locate him, but even Master Yoda was not able to
glimpse the youth's desting, and soon other matters ooty pied
the council’s attentlon. Dyshkava spent several years roaming
the hyperspace lanes, fully in the grip of the dark side and care-
ful to aveld Jedi when he sended their presence. Eventually, his

ralds on BGD supply lines led the young ledi to Lamaredd,

—_—

is B T Flls & 2223
Milx Liddell: Male Mon Calamari Frg 4./55ct 2050l 4; Init +3 (Dex);
Def 2o (47 class, #3 Dex); Spd 10m; VIEWEP B2 ARk 47742
melee [2d4-1, vibrodagger) or +7 melee [1d6-1, baton) or +12/47
ranged {248, custom slugthrewer]; 50 Adaptive learning [Sense
Motive], amphiblouws, barter, jury-rig +2, lew-light vishon, trail
blazing, +1/-1 on Will saves In wetldry envinoiments; 5 Forl
+m, Bef 48, Will +6; 52 M; FP 4 Rep 3; 5tr g, Dex 46, Con i3 Int 18,
Wis 15, Cha g

Equipment: Badge, baton, slugthrower, vibrodagger, Flurry il
coimbat cloud car, speederbeat (Ertine]

Skitls: Computer Use +6, Craft (slugthrowers) +13, Diptomacy &4, ‘
Gather Information +8, Hide +7, Knowledge (Lamaredd) +9, |
Knowledge (law enforcement) +8, Knowledge [strestwise)

#7. Listen +91, Move Silently +5, Pibot +16, Profession [peace
officer) +16, Profession (salbor) +7, Read\Write Basic,

Read Write Calamarian, Repair +12. Search +6, Sense Motive
#10, Speak Basic, Speak Calamarian, Speak Chagrl, Speak
Huttese, Speak Quarmen, Speak Rodese, Spot +12, Survival #12,
Swim 43

Featd: Armor Proficlency [|i3h'|.l|'l!'l]lul'll-.|lf.]'\|':|':|. Herole Sunge, |
Point Blank Shat, Preciss Shot, Far Shot, Quick Draw, Track, '
Weapon Group Proficiency (blaster pistols, blaster rifles,
primitive weapons, sl ugt hrowers, simple wea pﬂﬂﬁ:'

h E )

B ::.'lllln;_g himdel! simply “the Padawan,” Dyshkava rein-
wented himself as a frontier outlaw. Soon, lpcaly learned to fear
the glow of the Padawan’s blue-green blade, The Fada an's
gang ralded—and sometimes ared—outlying farms, boarded
fishing and merchant vessels for monkhs, and the citizens
demanded that Chief Ertine do something to stop the ralds
Desplte the Padawan's supposed Jed) sorcery, the Chief and his
secondi=including young ¥ delell—=wiere able to track the
Padawan's gang back to thelr hideout, or so they thought
Unfortunately for Ertine and four seconds, the Padawan was
aware of thelr presence the entire time and deew the poise into
a trap. Liddell himself was gravely wounded, and the bandits
left him for dead, 1§ was the last chance Fadawan would have
ta underestimate the Mon Calambs liwiman

After a few days in Doc'’s bacta tank, Liddell assumed the
title of Chief by unanimoud vate of the town councll, and he
guickly planned his own trap. With the help of & few trusted
townipeople, his handful of newly seconded fishermen and
ane brave farmer, who volunteered his homestead a3 a batthe-
ground, Liddell lured the Padawan’s gang info an ambush that
quickly became a rout. Most of the bandits were killed or cap
tured, and the Padawan hirnself was brought to the town jailin
chains, The outlaw’s capture was short-lived, however—iome
how, e managed to slip out of his cell while Liddell himself
stood guard, To this day, he's the only criminal o escape on
Liddell's wateh, and Liddell swore an oath te track the Padawan
down and bring him to justice. The Chief believes it's an oath
Fe'll Aever have the chance ta fulfill.
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L]
ﬂ ﬂntYI = Marny il
¥ nd I'lq informed outlaws
Lﬂ underestimate
Liddedl because of his prefesence for using a
personally crafted slugthnoener pistal rather
than a blaster, but I:hl..-_r make the midstake
only once—Liddell Is a crack shot with his
weapaon of cholce. This pistel has been
made o carry larger rounds (doing 2d8
damage instead of the vsual 216) and
expertly balanced to peovide Increased
atcuracy, which grants a +1 bonus (o all
attacks within 1o meters
Like most citizens of Bartyn's Landing. the
Chief harbars an abbding affection for Miss
Mylla, the Falleen cowrtesan who runs the
tossn's bursiest saloon. Professional that he
5, it's undikely that Liddell will ever openly
pursiee Mylla, SHIL when the Cheel [snt sail
i) o crimrhun‘ling.udds- are he's bending
the ear of the progirietor of the busiest
saboon in Center Sphere

Toan Coninr's CLoun Can

duir vehicles remain none loo commoen
amang the citizens of Bartyn's Landing.
One of the few on the planet, and by far
the mast madern, ks the ORO-Issue combat
cloud car provided to the Securlty Chief
The battered car lets Min Liddell perform
aerial patrods of the 5urr|;-||nr|i|ng ANEas,
I_".[II_'-_IJ"!’ harldy In missing-person cases
Usially, though, it rests atop the roof of
the Chief™s office, The Chief has nicknamed
the once-shimy, bronze-colored choud car

“Brassie.”

Craft: Bespin Motors Flurry 1; Classs Als;
Coth 14,000 (new]; Skoe Huge (6.2 meters]:
Crew: Linique (1 pilot); Passengers: None;
Cargo Capacy: 8 kilograms; Speed: 280 m
[max. speed 750 km/h); Altibude: 4 meters
to G0 kilormeters: Defente: 14 (-2 size, +6
armiorl; Hull Polints: g5; DR: 5,
Wrapon: Blaster Cannon- Flee Args Frant
Attack Bomuas: +1[-2 sine, +4 fire control)
Damage: 542; Range: 300 m

© M chousd cor peowndien full coveer

Stnronr SpcoMD GRUBBER VAPPS

The Chief commands a small foroe of
“seconds,” deputles who help him enforce
the low in Bartyn's Landing. The senior
second, and Liddells in-town proxy when
the law takes him away from the Landlng_
is Grubber Vapps.

Second Yapps has been riding with Chied
Liddeell since that fateful day when the Mon
Calarman pulled his ald friend off of a fish
ing travader to aid in the capture of the
Padawan, & wiryg, grl;.zlrr.l Human nearing
&0 years of age with a squint in one oye
and a cigarra between his teeth, Yapps
sfrikes many as a caricature of an Outer
Eim lawman. Yet despite his affection for
gambing, Houor, swoop races, and Miss
Mylla’s Saloan, Vapps remsing a wily, capa
ble lieutenant and Liddells miost trusted
friemid,

Thanks to his compulsive tinkering,
Vapps also often serves as the towm
mechanic, a position he fills with surprising
skill, it ene pednt ar another, be's prakably

worked on nearly every wehicle in the Land-
ing. What lse considers his best work, how.
ewer, poes into his battered, beloved,
spuped-up racing swoop. When he's nod
“imeproring ™ s wehiche, which he calls
“Rudy,” presiding over a backroom sabacc
match, ar making time at the Saloon, Vapps
is ||1.;.|.anll:|r sitting waalch at the town jail,
wihere he oversees the typical assortrment
of drunks, vagabonds, and petty thiewes
awalting trial

-

'.ﬁrubl:ltr'lul'.'lppi: Malke Human Frg 6; init
£ 2; Def vp (45 class, 42 Dex); Spd 10m;
WPWP 1o Atk +5 melee (1d4 41, knde) |
or +6 ranged (36, blaster]: SO hdaplive
learning (Eepair, Bluff), barter, jury=rig +2,
suiretvad +3; SV Fart 45, Ref 45, Wil 45; 52
M: FF 3; Bép 1; S0 13, Dexd 14, Cod 10, I6E 13,
Wiis 17, Cha 12

| Equipment: Badge, slugthrower pistol,
cigarras, Bguwor flask, knife, modified

RIDD-7 racing swoop [“Rudy”), sabacc
dechk, 1oal kit

Siills; Bluldt #80, Compuler se 43, Diplo-
macy +3, Disguise +3, Intimidate +5
Knowledge (streetwise) 49, Pilot +n,
Professian Il'!.'l mbler) &9, Profession
(pesce officer) +n, Bead/Write Rasic,
Eepair +13. Speak Basic, Speak Calka

marian, S5pot 410, Survival 412
|

Fearfs: Endurance, Gearhead, Skl Ermpha-
iis (Repair), Weapon Group Proficiency |

[blaster pistols, simple weapans,

o it s
F




“Ruoy”
Second Vapps' most prized possession is his
trusty swoop, a relentlessly souped-up RDD-
7 meodel he's given the moniker “Rudy”
Vapps' swoop has much more power than is
typical, and it boasts several other unique
maodifications such as 3 reinforced frame
and a front-mounted repeating slugthrower
gun. The repeating slugthrower can be fired
Ewice per round at a -4 penalty to each shot,
Many Landing natives also soup up their
swoops to participate in the frequent
Cargo Track races that run around the cir-
cumference of Center Sphene. Although
Vapps frequently participates, he believes
that his friend the Chief is unaware. Of
course, Liddell is completely aware, but he's
willing to let it slide since his best second
usually wins.

Craft: Modified RDD-7 racing swoop; Class:
Ground (Speeder); Cost: Not for sale (esti-
mated value 7,000 credits); Siees Large (4.3
meters); Crews: Unique [ pilot]; Passengers:
1; Cargo Capacity: 12 kilograms; Ground
Speed: 7o m [max, specd 480 kmihj; Alt-
tude: up to14m; Defense: 13° (-1 5ize, +q
armor); Hull Pabnts: 25; DR: 5.

Weapon; Repeating Slugthrower Gun; Fire
Arcr Front; Altack Bonas: +5 (=1 size, +5
fire contral); Demage: 2dha; Range: 10m.

* A vy proviikes im0 coveY.

GUTHER BARTYN
The mayor of Bartyn's Landing is the 23rd
Bartyn to hold the title, and a less Hlustrious
sucoessor to the family name is hard to
imagine. Guther Bartyn has a great deal in
commaon with his infamous ancestor: he |5
opportunistic, quick to turm a profit, and a
whiz with mining droids and the manage-
ment of the Bartyn family fortune. On a per-
sonal level, however, the 33-year-old Human
mayor-administrator has all the charisma of
a mynock and the interpersonal skills of 2
Hutt. He seems blissfully unaware of the
effect his grating personality has on others,
and no one with whiom he comes in contact
would dare offend him with the news.
Bartyn keeps several mistresses in town
and is a regular visitor to the top fleor of
Miss Mylla's 5aloon. When not patronizing
that fine establishment, the mayor can
often be found at work—aor a convincing
facsimile—In the mayor's mansion, or at

sea on his extravagant personal yacht, the
Trla Blue. If disturbed on his boat, he's not
likely to look kindly on the interruption.

Tk Tria Blue

The childiess Guiher Bartyn's pride and joy
i a personally commissioned Lbsikkian sea
yacht, named after Guther's well-liked
ancestor in a transparent attempt to
impress the locals. The Trig Blue is a remark-
able vessel, with a top speed that belies its
Jo-meter length.

Bartyn loves to sall—or rather, bo have
the crew of his yacht sall for him while he
sits back and enjoys the rde. Still, he's no
fool: The sceans of Lamaredd are extremely
dangerous, and he's had the Ubrikkian
Shipwrights bulld in a great many safety
precautions. A powerful furbolaser furret
protrudes from the bow of the ship just
under the bridge, and proton hydrotorpe-
does armed with remotely programmable
motion-trackers can take care of any other
menace that might threaten the boat. As
an extra Iajrqr of protection, Bartymn had the
ship outfitted with powerful shield genera-
tors in the bridge module. Taking a cue
from the standard design of a fishing
trawler, the bridge is itself a fully opera-
tional escape sub with enough supplies to
last & dozen Medium-sized humanaids for
a month and a shield-reinforced maximum
depth of over 2000 meters [see the "Under

Pressure” sidebar on page 44 for more on
submarines and maximum depth),
although Bartyn has never had to test the
pressure rating. The turbolaser turret and
shield generators stay attached to the
bridge when it detaches and goes into sub
mode. The escape sub also has its own
independent repulsor engines that cannot
be activated unbess the emergency bridge
release is activated. For passengers not able

il "
Guther Bartyn: Male Human Dip o; tnit

+o; Def 13 (+3 class); Spd 1om; VWP —/

1; Akl +g mebee [1d3—, fist) or +5 mnged

(3cd4, hokl-out blaster); 5V Fort +3, Ref 43,

Wil +7: 52 M: FP 3: DSP 2; Rep 6; 5Ur B,

Diex m, Con 1, bnt 17, Wis 1, Cha 7.

Equipment: Hold-out Blaster, Ubhkkian
sEa }'an:lﬂ | Trice H.I'u!]. EXpETSIVE
chothes.,

Skillls: Appraise +15, Bluff +14, Comparter
Use +13, Diplomacy +6, Disgulse +o0,
Gather Informatkoen +0, Intimidate +a,
Knowledge [business) +1g, Knowledge
(Lammanedd] +g, Listen 46, Profession
(bureaucrat) +10, Read/Write Basic,
Sense Mothve +13, Speak Basic, Speak
Calamarian, Speak Chagri, 5peak
Quarnen, Spot +1,

Feats: 5kill Emphasks (Bluff, Gather
information, Knowledge: business),
Weapan Group Proflckency (blaster

pistals, simple weapons).

b F,

e S

ThiE Teia Buvd

Craftz Ubrikkian Private Shipeerights’ Con-

tract GEX-oog; Class: Aquatic (Speeder);

Cost: Not for sale, estimated value 2.9 mil-

lion credits; Slze: Cobossal (70 meters); Crew:

Skilled +4 (1 plkot, 2 engineers, 1 navigato

gunner); Passengers: 45; Cargo Capadity: 2

metric tons; Speed: 120 meters (max, speed

400 km/h); Altitude: N/A; Defense: 1o (-8

size, +6 armar]; Hull Pointi: 1g5; Shield

Polnts: go; DR: 10,

Weapon: Dual turbolaser cannons (2 fire-
linked}; Fire are: Front Turret; Attack
Bonus: +4 (-B size, +4 crew, +8 fire con-
trol); Damage: gdioxz; Range: 3000m

Weapon: Proton Hydrotorpedo launchers
(2): Fire are: Front; Attack Bonus: +4 (-8
size, +4 crew, +8 fire control); Damage:
giio; Range: soom

“Presvides nig o full oover,

EscarE SUB
Crafft: Modified Ubrikkian BBK Repulsorsuby
Class: Aquatic submersible (speeder); Cost:
Mot for sale, estimabed wvalue 100,000 oned-
its; Skzes Gargantuan {13.5 meters); Crew:
Skilled +4 (1 pibot, 2 engineers, 1 navigator, 1
gunner); Fassengers: 15; Cargo Capacity:
13000 kg; Speed: 7o meters (maximum
speed tio kmifhr); Maximum Depth: 2000
mebers; Defense: 12 [skoe -4, armor +6]; Hull
Points: 68; Shield Podnts: go; DR: 5
Weapon: Dual turbolaser cannons (2 fire-
linked); Fire arc: Front Turret; Attack
Bonus: +8 (-4 size, +4 crew, +8 fire con-
trol); Demage: gdiox; Range: J000m.
Weapon: Proton Hydrotorpedo launchers
{2); Fire arc: Front; Attack Bonus: +8 (-4
sipe, +4 crew, +8 fire control); Damage:
g {one torpedo); Range: so0m.
“Pronides full cosery,
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B HFEY::-E to make it to the
v | beridge, the Tri
ljﬂ I q Blive alsa ur!:u
complement of elght 6-person [Hepoads.

SPACTPORT CONTROL

The only major ORO presence on the planet
other than the mine, the r'rl.irllrl_g droids, and
Bartyn himself ks the security and opera-
thons staff of the spaceport. These pasithons
are will filked almost endinely by locals,
althowgh ORO ostensibly holdds spacepord

Mew Vehicle Weapon

Praoton Hydrotorpedoes
Hydrotorpedoes have guu:l.:ru.'f clrcuktnyg
that kets them lock on to targets as a
starship missile does: If the torpedo
“hits" on the first attack roll, its sensors
eatablish a lock on a specific target
[each tarpeda has its ovwn plogramimed
target to present one from accidentally
targeting the virsse] from which it has
been fired or a friendly ship.) Characters
with af least 5 ranks in Computer Lise

get a 43 synergy bonus on this attack

Once a lock ks established, the torpedo
e at a rate of 200 melers per
round toward Its l.ir_gr1..l|1h|:-ugh it
sputters oul after 3,000 meters

The target's pilal can try Lo avaid the
tarpedo if aware of it {creatures,
agalnst which hydrotorpedoss ane
mast often employed on Lamaredd,
cannal try to dodge the attack), If the
pllat af a l.IrE:E'TH'I wessel beats a Mot
check against DC 25, the torpedo loses
Its lock and sinks harmlessly into the
depths a5 a dud

When thi h:,-._'.lrr_!-11:|f|1fd|:| enters 1ts
1-iI'E£I-5- Eijuane, the attacker makes 5 rodl
with a +10 computer bomir [don't ferget
o add the +3 synergy bonus for ranks In
Computer Use if appropsiate). If this
attack hits, the hydrotorpedoes deal
damaEr On a critical hit, the darn.lEr
goes direcily to hull or wound podnts
depending on the target

Hydrotofpedoes are effective protec
tion on the hiEh seas, but I:h:':,'.ar:' YETY
expensive weapons. Only the wealthier
fishermen o private citizens can afford
to ouffit their vessels with hydrotorpedo
launchers, but few have had reason to
regret il

YO wvOLUME 2 NUMBER |

pefsonnel to stricter regulations than the
leeway granted to the Chief, and the corpo-
rathon insists on hiring only Humans. Today,
many spaceport secwrity officers remain
stationed at the Bartyn mansion, serving
the mayor administrator as bodyguards
ORD Security does not draw (rom the
brightest among the population for guards,
while spaceport controllers are by necessity
amang the most computer-praficient indi-
widwals in town

LaNMDING SeDOTOUT

Every year, Guther Bartyn hosts the Landing
Shootouwt, a gr.'rrl-d public spectacle inowhich
lacal sharpshooters compete for fame and
prizes. The Tirst-place winner recenes a
pearl-handled slugthroser pistal made by
Chief Liddell, who graciously bowed out of
the competition after his soth stralght win

Generic Spaceport Security: Human Thy 1
2; 1M +2; Dl 14 (44 armor); Spd vorm;
VEIWP — g Ak +4 rselee (16, baton),
4 ranged | 2dE, slugthrower rifle); 5V

| Fort +5, Ref +2, Will +0; 5T M; Rep 1; 5ir 15,

| Dex 14, Con 14, Int 8, Wis 10, Cha 1o,
Equipemend: Baton, blast helmet & vest,

i ﬁl.rgrh ravser rifle, comdink
Skiffs: Intirmddate +5, Profession (seourity
guard) +£, Read Write Basic, Speak
Basic
Feats: Armor Proficlency (Light), Weapon
Group Proficlency [shegthrowers,

simple weapons) ;

The Gune of Lamaradd
Mot everyone in Bartyn’s Landing and the
other small towens that dot the surface of
Lamaredd earries o sidearm of some kind.
Several alvo carry Large kniees, clubs, and
rifles, Even AMiss Mylla'’s H;:rh carry knives,
just in case & customer gets out of hand
Although blasters exisi here and there,
miosd are worn by offworkders [Miss Mylla

being a notable exception). The weapon of
chodce on Lamaredd is the slugthrower pes-
tol. Mast natives are proficient in their
upe—Chief Liddell, for example, makes
slusgthrowess as a hobby and has fash-
iomed his own wrigue pistol. This far out on

thie Elng.fnr'rgy % a precious resource, and
sluglhn:-wnn ilﬂ"||:||!r Make more BomnmEmic
iende. The bage materials are readily

over Tifteen yoars ago Second and third
Mace winners recefve cash awards donated
by Guther Bartyn. All winners find they have
become suddenly, i beiefly, very populas
throughout the frontier community. 5ome
milght even become the unwitting target of
belligerent gunsiingers hoping to establish
a reputation,

The Landing $hootout is one of the few
puliic holidays that s celebrated by all
citizens of the E.lrl:,'n-'_-. l.:l-n-dlirpg BIEinH'I. o
all species fill the streets most of the day
eating. drinking, hawkng wares, and enjoay-
i the holiday. Rarely does the celebrathon
fum I.IE|:||'_!h|:IIJHh‘|hE potential is mot lost
on the mayor, who orders a strong security
presence al the event each year

Anyone can compete in the shootout, and
rriany do, thowugh most don't make |§ past
the third round. Theoughaut the day, the
argets are mbved farther sway after all
enirants have taken their one shot. The firsd
roing hias five targets, the second four, and
0 on. Each competitor gets one chance to
hit the target and procesd to the next, Each
round lasts approximately one hour

in the fifth round, finalists take turns fie-
ing at the same hrgﬂ. The competitor
whose shot comes closet to the center of
the target |s the winner

To determine how close a shot comes to
the center, sulbtract the attack total from
the target’s Defense (see table below]; the
finalist with the highest total is the winner,
If & attack roll achieves a threat, add the
dzo result for the critical rodl to that total, if

availabde, and in most cates a dlug speaks
as I|_1||:.:'|I:_.' as a lasier balt, Ower the cenfuries,
thie peaple of Lamaredd have begun ta
ook an blasters with jisst a little disdain,
.I“‘hﬂuEh when necessity arkies [usually
when a town ks threatened by wild anl-
maks or ralding bandits) they plek up
energy weapaons that they keep sedunely
locked and charged In case of emergency,
The excepisons ane sailors at sea; most
carry blasters (which are less susceptible
to misfine in wet conditions) to defend
themielaes from gulletbeasts and other
predators of the sea. And of course, some
r:all.'.'ﬂ—tsp-r-rrlll:.' nulllu.".—dlf.rrp_;:ud
taboo and wse blasters with abandon no
matier whene they happen bo be




Weapaon
Slugthrower pistol, custom

Ni&
two of micre characters tie, those characters
shoot again until they break the tie

The winmer of the shootout receives an
clegant, specially crafted slugthrower pistol
with increased stopping power and range,
jurst [ike the ane Chief Uddell wses, Addition-
ally. the winner gams 1 Beputation poind
Thie rurmer-ip wins Looo credits, and any-
one elie wha made [t to the fifth round
wing 300 credits.

Oppose heroes who make it to the fifth
roime with cne or mose Generic Dutliswe
from Chapler 14 of the core rulebook {Lub
stituling Weapan Group Proflclency with
blaster pistols for shugthrowers).

First 20 meters 707

Second 40 meters g
Third B0 meters 1% )
Faurth 8o maters 5 (15}
Fifth o0 meters 23 {17)

“iin tin fabide, B favgel | D feveie inclodies mnge
penatiirn. Fhe favge! | Bsir Orfesie i 5

Services, Heavy on the Vices
Miss MrLLa's Sauoon

By far the most popular business operation
ir the Cemter Sphierne district ks Miss Myllas
Saloon. Mylla, a beautifil Falleen woman of
indeterminate age with a dazzling smibe
and the exotlc looks commaon to her spedies,

€ost Damage Crit

ad8 o 15 meters

1.4 kg
took over the local inn several years ago a nd
transformed the place virtually Mrnlgh'r.
What was ance a dingy dive nol unlike any
ather on the Ring soon became the most
popular place to congregate for drinks,
gambling, music, conversation, and the
occational visit to the private mooms on the
top flooe, (Mylla also rents more traditional
hotel rooms at a loweer price]

Mylla is protective of “her girls,” as she
refers to them. Everyone in town knows
big "Bantha™ Burloo, the 2.25-meter tall
Chagrian bouncer who leaves hig post al
the doaf only to dispose of mannerless
ruffians who abuse Miss Mylla's goodwill
& stolc, hulking wall of enigmatic muscle,
Bantha rarely says more than it necesiary
to dio his job and has been watth Ml
My:l.;l as bong as anyone has kmsowymn her In
addition 1o the comforting presence of
Bantha, Mylla makes sure her employees
are waell-treated by all patrens and takes
an active imterest in their health and well-
h-rmu When ane of her g:rl'. hl!"'EII'I'. o lire
of the wark, Miss Mylla has been knawn
to arrange for offworld education to help
thase beaving her employ find work ina
different field, and in one instance, even
to arrange for one of the girks to marry a
Fallsen prince

Miylla's enly weakness appears to be
Chief Liddell The two have a great deal of
respect for each other, and the Falleen has

Slre
Srall

Croup
Plercing Slugthrowwers
been able to provide elusive information to
Liddell during seme of his mone frustrating
investigations. Mylla has repeatedly said
that the good-hearted Mon Cal could be the 4
only man that could ever get her o setile L
denwn and give up the life of a cosrtesan. Foe

now, her hopes remaln unfulfilbed, but not

even 0 lawman can resist a determined

Falleen forever

Miss MrLLA

Hiss Woella's crigins are a mystery bo hes
neighbars in Bartyn's Landing. She was not
eaer on Lamaredd but arrived on 8 passen-
ger ship with a dogen of her finest Falleen
courtesans and 3 surpeising amount of funds
ok when Lidded] weas. $190] & s3ilod. Kumors
harve circulated for years that she is the con-
cubine of the Falleen ruling family, the heir
of a royal line fallen o disfavor, of svena
farmaus holo actress gone into hiding o
ayoid a jealous wife—nod that any of these
hypatheses has been confirmed, nos ane they
likely to be, Whatever her background, Miss
hylla prefers to beep it a seoret. And given
her potent powers of persuasion, it's lkely fo
rermaln that way for some time

“BanMTHA" BuRLOO

iiss Mylla's Saloon is a safe place thanks In
part to the watchful eye of Bantha, a mas-
sive Chagrian of few words with a short
temper and a fist the size of most Human




[IPtY 18 B2 eads. Although
: .[_Ilnig Miss Mylla's is 2 24-
g
L haour establish:
mignt, the big blue allen doesn't seem to
sleep, Rather, he's always within so meters
of Miss Mylla's front door, unless he's tois-
ing a troublemaker out on his ear,

Hantha generally ignores patrons of the
saboon unless they cause trouble. If any
unpleasantness artes, however, count on
it G b i the rdddle of it busting heads.

rhl.jll.lu Fermale Falleen Nbl B; Init +3

[Drext)z Def 1 {#6 class, +3 Dex); Spd womg

WRAWE g0 Atk egleg meles (1dga,

knife) or +g/4q r;nw{gdq,,hnld-nu'l:

biaster); 50 Pheromones, hold breath,

bonus class skill (Bluff), call in 3 favor (2,

command 44, inspire confidence +2; Fort

41, Ref 47 Will +8; S M; FP 4: D5P 2; Rep

g 5ir B, Dex 17, Con 1, Ink 15, 'Wis 14, Cha

A,

Equipment: Knife, expensive wardrobe,
hold-out blaster [contealad), TIEFII.I|5-€“-
yacht,

Skils: Appraise 8, BIuff +16, Computer
LUse +13, Diplemacy 421, Disguise 413,
Gather Infarmation +1¢, Intimidate +7.
I:nnwlrda;e [Lamaredd) +8, Knowledpge
(mobility B rayalty] +7, Profession
(eourtesan) +1L Read/ Write Basic,
Read./Write Falleen, Senie Molive +13.
Speak Baslc, Speak Calamarian, Speak
Chagri, Speak Falleen.

Feais: Skill Emphasis (Gather Informa-
tion), Trustworthy, Weapon Finesse
[(knife), Weapon Group |"F|2|"I.'|E11|::|l'
(baster pistols, simple weapons),

Generic M.lﬂla'-l Girk: Female Dip 3; Init +2
(Dex); Coef 13 (#1 class, +2 Dex); Spd 10m;
YRIWP —/o; Atk +0 melee (adg-1, knife)
of +3 ranged; 50 by specied; Fort +1, Ref
3 Wil g 52 M FP 1 D5SF o; Rep1; Sir 8,
Dot g, Cioomy 10, Ik 12, Wi 1. Cha g
Equiprment: Provocative chothing, knife
[concealed), personal helu-nglng:..
5kilfs: Diplamacy +8, Gather information
+8, Knowledge (Lamaredd) +3, Profes-
sion [courtesan) +1o, Profesiion (walt-
ress) 47, Sense Mothe +8,
Feats: Skill Emphasts (Profession: courte-
amh, Sense Mothve], Weapon Growp

Proficiency (simple weapons), ‘J

MYLLAS GIELS
When Mylla arrived on Lamaredd andd
opened her saloon, she staffed the business
with Falleen courtesans she brought with
hier. Crver tirmee, howewer, her payroll has
grown considerably, and wornen of many
different 5p¢1:k:1 o weorkl Tor AL Ayl
AAost :lI'M'_fIIit's gul: split their duties,
warking alternate days as waltresses In the
cantina partion af the business in pddition
o wihat ‘H'II:':||' call “the work.” Some prefer
one job cver the ather, Mylla takes good
cae of her ermployess and sctively endeay-
ors to help them make lves for themselses
h}md that of a courtesan Thoie who
eventually move on to other jobs or obliga-
tions still think of her as a guardian

MD-0CE [“Doc”]

MD-OCE—the independent diold that most
everyone in the Landing calls "Doc™—began
existence as the chief medical droid for the
original settlers and miners or Lamaredd
Creer the course of several hundreed years, he
newer underwent a memory wipe and
developed 3 unlgue, i curmisdgeonty, per-
somnality. Eventually he became a completety
independent and valued member of the
coemmLnity (the dearth of non-mechamical
dectors in Bartyn's Landing |s a testament
ko bath his likeability and the trust that
.y Lanl:llnE denirens have in the ald
drobd]. Ower the centuries, Doc has steadily
added parts to improve and protect himseld,

'r.-"ﬂinllu" Burlao: Male Chagrian Thy 13; y
Init +7 {Dex, improved Inik ative); Def1g
b class, +1 Dex); Spd wom; VRWP —/14;
Atk sbfenieb melee (b +5, club) or
#165endsb melee (1dg +5, knife] or
#13/+8/+3 ranged [2d6, shugthrower pls-
tol); 50 Amphibious, kow-light viskon,
radiation resistance; Fort #13, Bef +5, Will
41 52 MW PP 3; DSP o Rep 5; 5tr B, Dex 13,
Cot 29, Ink 10 Whs 11, Cha 1o,

Eguipment: Clulb, knife, slugthrowesr
pistol,

Skills: Intimiclate +13, Knowledge
(Larmaredd) +12, Profession (bouncer)
+8 Eead/ Wiite Eh:gn.ipﬂh Basic,
Speak Chapgri.

Feate: Improved Initiative, Skill Emphasis
[Irtirmidate), Tnughru-“. Weapon
Groap Profickency (blaster pistols, shm-

ple weapond, slugthrewers). ¢

including a repubsors unit scavenged from a
discarded specderboat for greater mability,
additicnal internal storage for field work, a
shoulder-mounted retractable blaster, and
even a stundy layer of energy-resistant
armor plating

Dixc’s @ bit crotchety, but be has an amag-
ing store af medical knowledge. The patient
is always his paramount concern, and he
has a tendency to be quite rude ko any
other flesh-and-bloods who interfers with
his weark in his office (usually indicating that
they should go out and wait in the walting
roarn). Doc also employs a small assistant
hivwering droid, F-RTZ-2, that he wsually colls
5|m;1|:|r‘Fr|'I el

Urlilee most drolds, Dac loves the walteér,
When not ot his office or on a house call,
he's likely sailing the open sea in his small
n|:|;||,||5|;r|1:=-|| kiff often with Chief Liddell
When Do is out on the water, Fritz stays on
call at the office, able to reach Doc via
internal comlink at a moment's notice.

ll‘-Fnl.:I:I-l:"I'.'E: Howering medical drosd, Exp -\'|

En'FrE t; it #a [Dexl; Def 14 [+3 class, #1

D Spd ﬂ_,l ym (gmd. max, altitude

wom); WRIWP giiz; Atk +4/=1 meles

[1d6=2, punch), #7/+2 ranged {3d6,

blaster pistol); S0 DR 5 (v energy

weapans anly); 5Y Fort 5, Ref 44, Will
+7: 52 My Bep 4o 5t 6, Dex 12, Con 12, Ind

15, Wis 12, Cha 1o,

Equeperert: Wea pon mount [blaster pls
tal), heurkstic processor, intemal stor-
age (1o kgl medical diagnostic |
cormputer [+4 to Treat njury chec i.s.:l. |
iiproved sensor package, diagnostics |
packnge, translator wnit (D€ 5), vocab-
ulator, medkit, re puh.ﬂrii:l",repuli-nl-
1ifE wnit

Skifts*; Corputer Uise 413, Craft (droid)
+8, Knowbedge (blology) +14, Knowd-
rdg«r [chemistry] +14, Knowledge
(Lamanedd] +14. Il:nnwlrdgl: [medi-
cine] +14, Listen +5, Pilot +12, Profes-
slon [doctor] #16, BeadWrite Basic,
Bepalr +1g, Seanch €, Speak Basic,
Speak Binary, Spot +5, Treat Injury +17.

Ungpent Sk Podnls o

Feots: Abertness, Skill Emphasis [Pilot,
Profession: doctor, Treat Injuryl,
Weapen Group Praficlency (Master
pistols, simple weapons),

"‘:.Dq',h: T sl Fotah deciude abilify Bdviuiil

Y2 wvoLULE B HUMBER I




F-RTZ-2 [“Fmirz™)

Fritz runs Doc's front office and helps n
sorme of the simpler medical procedures. In
a pinch, the tiny foating droid isn't a kalf-
bad fiekd medic himselt, although his
processors can't begin to match the wealth
of informuation Intide Dac.

Fritz can understand a suiprising number
of languages, but be has no vocabulator
wihen funning the front office, he uses a
translator built inte the framt desk. i in the
field with a patient who cannal understamd
binary, he can project medical Instructisan in
waritien Bagic with his holoprojector

Other Notahle
Businesses and Services
The Landing is a big place, and not all of the
residents’ needs can be met by the Chief, his
seconds, Miss Mylla, or Doc, Heroic charac-
ters often need weapons, food, kodging, and
ather services, When the players want to
explare, they can visit any of the following
establmhmsents

Foar Purposes of character irvberaction
vich as opposed skill checks, use the generic
termplates from the cose rulebook for the
progirietor of each business. i you orave
meore detail, adjust the templates by swap-
plrg aut some skills for others,

Toon Taicrin CANTIMA

On the edge of the northwest quadrant of
Center Sphere, this dark, smoky watering
hale is popular amang sallors who prefer o

- ~
F-RTZ-2: Howering medical drodd, Exp 2;

I s Def 12 [+2 size); Spd fly vom (per-

fect, max. altitude 2om); VEWP —5; Atk

0 meles (di-2. claw) or +3 ranged; 5Y

Fort =3, Rel +o, Will +5; 52 T; Rep o; 5tr 4,

Dex 10, Con g, Ind 130 VWS 14, Cha so,

Eguipment: Heurlstic processar,
holarecording unit, toal mount (x3),
translator unit (DC o), repulsorlift
unit.

Shkills: Cornputer Lse 46, Hide +8, Knond-
edpe (blolegy] +5, Knowledge (chem-
Istry) +5, Knowledge {medicine) +5.

| Profession (doctor) +7, ReadWrite
Basic, Repalr 43, Speak Basic, Speak
HIn:r:r.Trra‘l Injury #56.

Uinspent Skil Podnts: o

Feats: Skill Emphasis (Treat Injury).

Feite' 1kl hotad include ability bonuse

drink lum and gambile in pri-
VRCY H.anr first- tirme visitors
also ened up there, thanks 1o
the Tallfin's strategic bocation,
The propeietos, an old salt of a
Human called Jemahg, &
lononaen for bils fish shories,
gruff-but-friendly demeanor,
and a lonach for separating
tourists. fromm their credits,

ferrahg conforms to the
|- le=wel Beneric trader bem-
plalt- in Chapter 14 of the core
rulebook.

Tua Evin CUT SABACE PARLDR
AND CASING

Miss Mylla's most successful
competition for the credits of
Landlng residents, the Even
Cut sits right across the street
from the Falleen's saloon
Whencas Miss Mylla'sis a
well-rounded full-sendice
establishment, gambling Is

g T

the focus at the Even Cut, and
there's always a sabacc game running no
matter what the time of day, The owner and
hostess of the Even Cut is Myubuna Bulul, 2
striking Mon Cal fermale with a nose for
business almost as keen as Miss Mylla's,

Kyubulla Bl conforms to the mid-level
generic trader ternplate in Chapter 14 of the
core rulebook,

ACKRAHBALA'S SwWoOPS & SPENDIRS

"Crary 'Bala,” a3 he's called by locals, ums
the biggest viehicle business in Bartyn's
Landing. The energetic Chagrian salesman
Is alwrays willing to cut a deal. He sells 3
varkety of swoops, landspeeders, and
aquatic craft. Ackrahbala also rents wehicles
a reasonable rates; g0 credits per day for a
swoap, 6o credits per day for a subskimmesr,
and 100 credits per day for a repulsorsall
skiff (all rentals require deposits equal to
vioth thelr used value)

Crary ‘Bala conforms to the Sth-level
adminkstrator teriplate in Chapter 14 of the
core rulebook, but swap Profession (admin-
kstrator) for Profewtion [rader )

Havsin's MERCANTILE
Mast everyone in the Landing visits the
Mercantile sooner or later—a wide variety

of foods, sundrbes, equipment of all sorts,
and ewen simple weapons ane available for
purchase,

Gillis Haymer, the shopbeeper, conforms
to the low-bevel generlc trader template in
Chapter 14 of the core ubeboak.

THE SKYLIGHT MARKIT
The center of the Center Sphere anea holds
the Skylight Market, so named for [ts loca-
tian directly beneath the open-air section of
the Sphere. Here one can find virtwally amy
iHegal or exotic items for sale.

indrvidual stallkeepers canfedm to the
4th-level administrator template in Chapher
14 of the core ruleboak, swapping Profes-
slan (adminkstratos) for Profession (trader).

Tewsry Tencwer's Guing & Asiao
The aged male Guarren known as Trusty
Trikker lost an eye decades ago in a
shootout, so e retired from the outlaw
gam« to ply a safer trade; selling and main-
taining weapons of all types. i it's
designed to hurt, you can find it ot Trusty
Trikher's,

Trusty Trikker conforms to the low-level
smuggler template In Chapter 14 of the
core nulebook.
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Bﬂr.tY n ',_':; CenTin SpaEre
'ﬂﬂdlnﬂ_] FLipasinEws

"The only news
service that lands the big stories” has its
office and presses In the Center Sphere dis-
trict. Coples of the daily edition are avail-
abile most anywhere for a single credit.
Newcomers would be wise not to Eake all
of the “big stories” at face value, however,
since CSFN has few qualms about exagger.-
atimg the facts to increase circulation.

Bampump's Tapcary
A well-lit, relatively clean taphouse that's
popular with the tourist crowd, Bamfurd's
Tapcafe specializes in a wide menu of local
dishes. Bamfurd, a jolly Ankura Gungan of
indeterminable age, often serves patrons
personally—especially new ones.
Bamfurd confarms to the low-level
generic rader template in Chapter v of
the core rulebaok,

EHREENE S SMITHY
Whether you're looking for well-made
traps, custom-forged harpoons, or just a
dependable knife, Khreenk is the Tran-
doshan ta see, The burly blacksmith has a
small cadre of apprentices, but he still
overiees the more important jobs person
ally. Khreenk has fved in the Landing for
aver one hundred years, so he's a font of
lacal legends and stories, many of which
are even true,

Ehreenk conforms to the low-level
generic trader template in Chapter 14 of
the core rulebook.

UI1IJI1I‘ Flr'ﬂ';hl_.”r:_-

Oisini Turro, Taruor aAND HARERDASHER
When the average Landing denizen needs
a new sult of clothes for the odd fancy
occasion, that denizen heads to Turpo's
Turpa, a middle-aged Snivwian female with
an ear for secrets, can often be a good
source of infarmation on local palitics and
soclal gossip

Disind Turpe conforms to the gth-level
adminlstrator ternplate in Chapter 14 of
the core rulebook, swap Profession (admin
Istrator) for Profession (tailor)

Novom GuNGa FUEL STATION
Motoh Gunga rests In between two of the
Three ketties, serving as an offshore meet-
ing place hub of trade for independently
operating fishing vessels. The station s also
home to one of the Landing's very few non-
Bartyn-owned manufacturing companies,
Molah Gunga Bongoform.

Attendants at Moloh Gunga conform to
the Gungan commaoner template in Chapter
14 of the core rulebook,

THREE JETTIES GOURMET RESTALANT
Although most of the seafarers that dock
at the Three Jetties despise the presence of
this *floating eyesore,” the Three Jetties
Gourmet Restaurant is the place to visit

for wealthy offworlders, especially guests
of Guther Bartyn, who owns 8a% of the
business. Walk-ins are almaost sure to be
turned away without a reservation,
although well-dressed individuals might
be able to talk their way into a table with a
successful Diplemacy (€ 10) or Intimidate

(BC 20) check: Three Jletties Gourmet
Restaurant exclushvely serves BGD seafood
prepared under the watchful eye of head
chef Vondri Deeq, 3 kemperamental
Ortolan perfectionist.

Getting Around

SEimMIRIUES

Most travel in and around the Landing Is
by swoop, although townsfolk also use
gondola skimmersubs to move quickly
around the harbor. The skimmersubs were
created by Gungan and Quarren éngineers
who wanted to build a vehicle capable of
diving down to the lower levels of the
Rimg bul also able to act as a surface ves.
sel. Ower time, they have become guite
comman in the Landing, and most fami-
lies own one or more. They're also readily
available for rent at almost any dock on
the Landing.

Skimmersubs resemble the Gungan
bongos of Maboao, but they have been bullt
without the benefits of Maboo's locap
plasma, Instead, the vessels are propelied
by three repulsorsails when on the surface,
and the large central sail collapses when in
submarine mode. When submerged, the
sklmmersub mansuvers with simple
hydrojets and the smaller port and star-
board repulsorsalle. When in surface-travel
“top-down”™ mode, the la rge central fin
gives the skimmersub the appearance of a
large fish. The comvertible craft has
retractable transparistes) windows that
are capable of withstanding depths down
to 50 meters,

Submarines, such as the skimmersub and the escape submersibles
presented here, each have a maximum depth that dictates how far
bebow the surface of the water the vessel can dive before the water
pressure begins to damage the ship. Diving below that threshald
forces the submersible to move more showdy and causes the hull to
take vl points of damage per rownd for every ten meters below the
masimum depth

For example, a skimmensub [maximum depth oo meters) that
dives to 530 meters suffers 3dB points of damage per round until ris-
ing to 500 meters or higher. This damage goes to shield points as
narrral if the sub is shielded. If the sub loses mone than half of its
hull paints (whether due to pressure, combat, or same other reason),
it cannod survive below its maximum depth, n this case, the vessel
implodes—reduced to 2ero hull points—ecausing damage to any
characters inside the sub as per the rule in the care ruleboolk for

YUY vOLUME B, NUMEER |

exploding vehicles—iod6 points of damage, with a Beflex save
against DC 20 to prevent half that damage. Since this ks an Im -
sua, ot an exploshon, you don't need to deal with area damage

waithin a vo-rmeter radis,

Any survivars must still deal with the pressure Liwing creatures
not bullt for an aquatée environment (that is, any species that does
not have the Amphibious or Hold Breath special qualities) can with.
stand water pressure in normal gravity dewn to 4o meters. Aquatic
species such as Gungans and Mon Calamar have evalved to handle
pressure, o they can dive to any depth. Below 4o meters, the non-
aquatic individual begin to take water pressure damage equal to
2dEB per round (heavy armar reduces this amount to 1d8), Below 100
meters, this damage goes directly to wounds. Characters can, of
course, make Swim checks to reach a survivable depth, but they stil
have a very good chance of being stunned,




ﬁl‘thl}l.lsl‘l- the GIJH!II"I ENZIETTS of
Moloh Gunga bulld sturdy craft, even
their handiwork can succumb to the
enormous pressunes af the deep
poean, 5ee the “Under Pressure” side-
bar on page 44 for mone iInformation,

Craft: Noloh Gunga Bongoform Skim-
rersuly; Type: Aguatic Submersible
{speeder); Cast 16,000 (Rew). 7500
(used); Shoes Huge [5.25 meters); Crew:
Marmal +2 (1 pilot); Passengens: 4; Cargo
Capacity: 18000 kg; Speed: no meters
[maximum speed 410 kmJ/hj; Maximum
Depth: yoo meters; Defense: o (e -2,
anmor «3); Hull Polnis: 32; DR 3.

*Prowiden full cownd wisen sealed, nig cover when
apen

FrsHiNG TRAwWLEEY
500 years ago, Huge Bartyn bought a
fleet of wsed fishing trawlers from the
Hirtts to launch his independent
seafood operation. These archalc ves-
sels, 50 old that they used ancient
repulscdsalls, soon became a common
sight at the Landing. Thelr wide nets
soon brought in more "raw product™
than Bartyn had ever dreamied of driv-
Ing his prafits thraugh the roof

In modermn times, many of Bartyn's
original ships are still phying the seas,
and mast of the newer ships bullt on
Lamaredd are designed using them as
a mode, although many Mon Calamari
deslgn traits abso distinguish the more
recenthy constructed vessels. Like most
ather Lamareddi sea vessels, the
trawlers use a set of ponteons to
reduce rellance on repulior power,
enabling them to float gently when
pawered down, Of course, consideting
thie massive predators that compete
with, and aften attack, fishing trovwiers,
pnly the most foolish captain refuses
to arm his trawler. Mot every such ves-
se| on the planet has at least one tur-
bolaser mounted on its deck for such
exciting contingendei

Fishing trawders, with their distine
tive forked bows and voluminous
cargo holds, are a comman sight on
the docks, loading new crew and deliv-
ering their catch before heading back
out o sea.
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| Bﬂrj:ynh Craft: Ubrikkian

‘AN d 1 I‘h‘g 222 Heavy Fishing
1_,!‘:[ Trawler; Class
Ground [Speeder); Cost: 350,000 [mew),
75.000 (used]; Size: Colossal [r7o meters);
Crew: Normal +2 {1 pilot, 2 engineers, 300
sailors); Passengers: 770, Cargo Capacity:
B0 metrlc tons; Speed: 24 meters (max,
speed 70 kmdh); Altitude: N Defende: 10
=8 skpe, +8 armor); Hull Points: 230; DR: w0,
Weapon: Turbolaser cannon; Fire are: Tur-

ret; Attack Bonus: +0 (-8 size, +2 crew,

+6 fine control]; Damage: 6d1o; Range:
qoam,

* Provides nyg oover 1o paasengen.

REPULSORSAIL SHIFFS

Maoat of the galaxy gave up the primitive
repulsorsail centuries ago, atthough varia-
Lins on the suil still appear o vehicles llke
the Ubrikkdan sail barge. On Lamaredd,
repulsorsails combined with mounted pon

o tirmes their usual market value on this
refmote world, Economic necessity gave rise
to one of the most common—and diverse—
types of private aguatic vessels on
Lamaredd, the repalsorsall skiff,

Though skiffs come In a variety of sizes
ranging from § to 50 meters, Doc's skiff
Ipresented here) is typical of most pri-
U’.]tE|:" owned models. Like Doc, most own-
e who IEE:I'J|.H|'!.' take their skiffs on I-;!-nE
journeys outfit their ¢
heavy blaster cannon to fend off attacks
by Lamaredd's large sea predators.

g% with at least a

Craft: Modified lal-Paara G-62 Repulsorsall
Skiff; Class: Ground (Speeder); Cost: Not
for salke (o ri._::in.nl price 11,000, now 1i.'|:r_=I3|r
valued at 17,000); Slze: Huge [B.7 meters];
Crew: Unique (1 pilot); Passengers: 16 or
cargo; Cargo Capacity: g2 mebrle tons;
Speed: 9o m [max. speed 390 kmih); Alti-
tude: MN/A; Defense: 13" (=2 slze, +5 armor);

STANDARD TRAWLER EScAPE SURMERSIBLE
Craft: Ubrikkian BBE Repulsorsub; Type:
Aquatic submiersible [Speeder); Costt 11,000
credits [new), vh.000 credits (used); Siee:
Colosial (36 mweters); Crew: Skilled 52 [
pllui,.}enginrﬂt:l: F‘q;“nlnrn. q5;l:|rl|;|
Capacity: 70,000 kg; Speed: 10 meters
{mamirmum speed 294 ki h); Maximum
Depth: 300 meters; Defense: 10 (size -8,
armor +8); Hull Padrts: no; DR: 3.

"Privided full coeeey

Srambamn Lirgpop

Craft: Neloh Gunga Repulsor Lifepod; Type:
Aqualic (Speeder); Cost: 3,500 (new], 1,700
[ieseel); Shpes Huge (6.8 meters); Creve Mor-
mal +2 1 pilot); Passengers: & [capacity 6);
Cargo Capacity: 150 kg: Speed: 30 meters
{maximum speed 5o km/h); Altitude Range:
bifA; Defente: g (size =2, armor +1); Hull
Points: 24: DRz 1,

"Prowvhaled Uil feen

toons remaln @ much cheaper alternative to
madern repulsorlifts, which can often cost

Hull Polnts: 30; DR: 5.
" Providier 1 ot [0 padinagen
Avadventures on Lamoraedd
“Reckonlngs,” the adventure that begins on page 78 of this issue,
i just one possibility of a myriad scenarios GMs can create for
their players. Here are a few ideas for developing more of your
owm adventunes:

An outbreak of fungal plague strikes the kland of Litthe Mon Cal,

and the heroes marst joumey with Doc to the far side of Lamaredd
to deliver desperately needed medical supplies. Along Uhe way,
they battle pirates who want to steal the shipment and hold it for

I M50,

The heroes have been sent by the ledl Coundll to leam mone about
the history of Lamaredd and Lhe orighns of its non-Human popala-
tion. Once there, they learn the tragic story of the First Wasers and
Enfounter an anti-Human termsri st moserment that wants to take
rewenge for the crimes of Hisgo Bartyn.

A popular member of the town council has been found mundered
in a run-down slum on the Bing. The heroes, supporied by Chief
Liddell, must dedve into the undervworkd of Bartyn's Landing to
learn wiy the palitician was there in the fing place [unknown to
mast, he lead & secret life of spice and debauchery), who killed
hilmy, anad wbry

The anmual Cargo Track 3000, the anly sanctioned race anound the
dangerously unpredictable automated track, has come again, The
heroes can participate for prize money, or place bets on thedr
favarite contenders, They might leamn that one unscrupulous racer
has foul play in mind.

The heroes are passengens on board a transport vessel that ool-
licdes wiith a surfacing gulletbeast. The heroes must fight other
panicked passengers a5 well 35 the 16a while the ship beging to
shovwdty take on water and sink,
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Cuther Bartyn hires the heroes to sall his yacht, the Trio Blee, all
the way around Lamaredd in a global ace against the private
yacht of a visiting Neimoidian dignitary. This hook s perfect for
random encountens with dangenus er:il!unﬂ..-ﬂr:rng:-
iskanders, and Neimaoidian opponents.

Miss Mylla needs a "speclal package™—a yowng Human corte.
tan—delivered to a business partner in the far-off port called
Cape Regret, and she's willing to pay the heroes handsomely to
see that the girl arrhves in one picce, After many adventures along
1he way, the heroes kearn that the yourg waman iwho kn:lpg. haer-
seff locked in her cabin for most of the trip) wasn't cut out for this
business and now s being sent to study a news trade with a “legiti-
rmiate” merchant friend of Mylla's,

A gang of outlaws has stolen Rudy The heroes help the senlor sec-
ond get hiv trusty steed back from the chutches of a renegade
WP Eang. Hrning hir rﬂpl:-:l—;lnd an offer of free labor on
nny wehicls thesy weouldd like to have enhanted I:Ij' the masier
Salling vessels have been disappearing in the vicinity of the
aquatic dead zone known as the Bank, and a vessel owned by a
comrade of the heroes Is amang the missing. The henses 46t oul in
a rentbed ship of thelr own to Investigate and encounter a small
flotilla of Menahwwn warrors that's been attacking and sinking
ciwillan ships bmv:'ri.ng thee anea,

Another pack of roving jungle predators has begun to encroach
on the outskirts of town, and Chief Liddell needs plenty of able-
bodied hands to hunt down the ereatures, or at least drive them
back into the bush, This woedld misslon is a classic monster bt
ing adveniure, with the hunters becoming the hunted as the
party is stalked by the very predators they seek. 5§
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Welcome to Mos Eisley, friend. I am Nibao Glumm,
expediter, entrepreneur, and native of this depraved
city. May I offer my services as quide to the finer
businesses of our disreputable, backwater space-
port? You don’t look like a naive moisture farmer
who just wandered in from the Great Mesa Plateau.

Kaoat wivitors here are familiar with the
maore eotable landmarks h.-rr:,.\:lnr: eniowws
thisy caini find a cood drink and a shady bisi-
neis proposition 01 Chalmun's Cantina Any
one can ghe you directions to the wreckage
of the ﬂnmg_i:r Cueen, and you can't milss
Lady Valarian's Lucky Despot casing, if gam-
bling's your trade.

Why goioall the infamous, crowded
enterpriseswhen you can find subtle, less
public wenies (0 conduct buiiness? | can
shwd poul somie discriminating establish
rmeerits far from the main t h-;:.-nughfaru—e._
down mameless streets or on the fringes ol
toven. OfF course they're not as well known,
bt they provide a greater and mone
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ipecialized quality af service fo sulk your
needs. Who wants to conduct business
Inside Chalmun's Cantina, whene EVETY-
one—Iriends and Enemiét—Can 188 you?
Come; let’s visit some places your average
spacer wouldn't even know about

DeszRT SuRvey NFFice

if you wander narth to the city'’s edge, you
COME 0N a0 UNassumarng sandstone
Hackhouse. lgnore the larger side door—
that's the owmer’s garage—and head to the
smaller entrance. The sign reads “Desert
Survey Office: Scouts Weloome, but don't
let it fool you. It's part explorer’s chub, part
gungr.lphlf:ll ARCNLCY, and part official
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siervey bureau, all num by a kanky fellow
mamed Telowe. Most folks just know It as a
pood place to get out of the midday heat,
kick back, and enjoy a drink

The "survey office” interlor s one great
moarm with a low cefling and a few exits
leading to several smaller antechambers:
the pemer's office, his garage, supply robm,
refresher units, and o small pantry. The maln
rmoam werves a4 a meeting place. bar, and
gm{'rnl h.1-r!3nur for a refatively sedate
cliemtele. The dive's decos ks best describsed
¥ pre-Republic scavenger. Bils of junk
adorn the wally, including a few crossed
E.‘lﬂ'l sticks. a k!.:l}'t |:|r.1ﬂ|_'|n'.~rr!rh|.|_'=.|:l;p
from a wrecked Podrager, and a single ban-
tha horn, The fixtwnes consist of salvaged
_|unl: converted to Fl,lrnll:lrr--—rnlgn crate
tables, obd water drems cut Into chabrs, and
an entire booth scavenged Trom the crew
lounge of some fredghier, Someone took a
dilapidated visual map viewer and set (1§
harizamtally on a tew old boxes and a cooler
unit to form the bae Slaff. Telowe's Gamaor
rean asslstant, maps on his stool nearbsy,
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Wow and then patrons approach the fellow,
roise ki from slumbser, surrender a few
credits, and receive a drink from the dosely
guarded cooler unit beneath the bar

A map of Tatooine's inhabited regsons
painted floar-to-oelling on one will (na
doubt rendered by & terminally bored
patron) dominates the sursey office. The
codors have faded somewhat, but a cursory
examination still reveals geographical fea-
tures and notable locations. Cher the years,
warlows visitors, soouts, and tourists have
added to the map, jotting down notations
o the wall, or sticking them to the map
with adhesihee emendation slips. Motes indi-
cabe lacations swch as “Transport Crash
Site, " “Welamite Mine," “lawa Army,” and
"Krayt Dragon Spawning Grounds.” Any
rumber of these features might exest in
reality or only in the mischievous minds of
thizir creatorns. Some of the tags even
migrate every few days, as best sults the
affice denipens. “Wreck of Thangar Peate
Cruiser” might sit in the middie of the
Maorthern Dune Sea one weck, and then
appear stuck between Anchodhead and
Teche Station the next,

The survey office clientele isn't as kethal
as those frequenting the mone popular
watering hobes in Mos Eisley, They prefer
their map pranks and genthemanly detiates
about Tatooine's geography to animasity
and brawling, Mot of them are old-timers
wist prefer the quiet atmosphere to the
spaceport’s noisier nelghborhoods,

sametimes spacers sop in to wailt out
trouble doventown, Others come Eo omsultt
the map for tesrain features that migh
prove safe havens for shipd of cango Eeal
explorers rarely visit—they're jaded enough
o know there s nu:.thlng gt in Taloaines
1..]||.-d:,' wiastes worth discovering

If you hang out in the survey office long
enough, you'll notice a suspicious-kooking
Jawva visits every bao weeks or so, glancing
ower s shoulder to make sure pobody fol-
lowed him. If Tebowees in, the Jawa spends
half an hour talking with the scout, who
rapidly enters notes into his datapad, Most
ol the time, thowgh, the: Javwa just scurries
into Telowe's office, rools about for a
moment, then departs—gpresumably bo
leave a coded datacard hidden somewhere
inside. Mobody knows the lawa's identity
nar whal infarmation he delivers to Telowe,
He probably brings notes on his sand-
eravdler’s wanderings or interesting data
aboul bedrain hi's encountered. Telowe

Fivi

Star Wars Timaline
Gamemasters can use this information
ain gas Elsley o any era bnowhich they're
runming a Star Waes Roleplaying Game
campalgn, The spaceport’s timeless
|.I|:'|:|r.|-|r||_-|- and the seedy esbablishments
that sErve such & |!-| £an 1|r|.'--.'|d:'
resoances for a va W charactem—

fiam emi
aus threats from imperial reneg
varOLs {l_lnqu.(-rll'lf_: of 0D IHFlirI 41

elofs last seweral generations in ong
form ar another, & business might pass

down to family members with similar
Inclinations, attitudes, ang personal
tralts. Similar befngs might assume the
roles of former owners, perpetualing

thee impression that they"ve always run

that enterprise (see Shiin's Library
below for an example). Much like Mos
Elsley itself, the eity's entrepreneurs
care lttle for events in the greater
galawy as long as business is good

doesn’t openly pay the little fellenw, but you
can bel there ame some goods, Lefviles, or
farvars r:-lrh.:lnﬂed far from PIng eyes.

THLOWE

The survey office owner is a lanky man tall
encugh to reach the higher portions of the
wall map, His eyes have that idealistic look
common to most youngsters, but the gray
flecking his sandy brown hair betrays his
true age. Telowe uses the survey office as a
temporary residence between Lrips imto
Tatooine's wastelands. if he's apound, he

Telowee: Make Human St 4; Init +3 (Dex): Def o6 (+4 class, +2 Dexl: Spd 10 m; VPROWP za/m
Atk +3 mebee (1d4, knife) or +5 ranged (306, blaster pistal); 5Q Trallbdazing, uncanmy dodge
[Dex to Ded}; S Fort +2_ Ref +.4, Will +.4:5Z M; PPy Rop 3 Strn, Dex 14, Con 11, Ind 16, Wis 14,

Cha . Challenge Code- &

Equipment: Blaster pistol, field kit, Hyrotli Ranges-5 swoop, knife, sporting blaster rifle,

Shills: Climb +3, Computer Use +8, Craft {maps) +6, Demolitions +6, Hide 47, Jump +3,
Knowledge (Tatooine] +B, Listen +q, Move Silently 47, Pilot +, Read/Wiite Basic,
Repair +10, Ride +7, Search +10, Sense Motive +4. Speak Basic, Speak Huttese, Speak

lawa, Speak Rodese, Spot +g, Survival +g

Feats: Aleriness, Sharp-Eyed, Skill Emphasis (Survival], Track, Weapon Group Profickency
[sirmple weapons, blaster pistols, blaster pifles).

STAR WARS Gaman  HB




““For o good time, call ., " Hep, which of you guys

rarely spends time in the main room among
Ehee pddsteds and patrons. He doesn t talk
much, and he barely .|-:k||-.'|'.-.llﬂlgr'-'. the
patrans in his bar, Tebowe wanders from
PR b PRoem preparing Pos his next excur
wion into the desert. One moment he's in his
office hunched over varlows datacards of
r.altngl.'iph:{ Imformaticon. The next he's
rmmaging through gear in the supply
roam. Then he's fixing the lafest mechanical
problerm on his beat-up Hyratli Ranger-g
swoop. The mare client seeking bo hire him
for survey work receives a curt greeting,
sulips indo his office, and closes the dooe
miuch of the time Telowe wanders the
cesert on his swoop, Seeping under the
stars, mapping out new terrain on his data-
pad, and exploring reglons Tewd weoinld wisit
o Hhetr o, Maobody knows where he
goes, and he doesn't tell anyone before-
tand. They just see him zopming out of
tosm, @ BheEn retuir ming a gl Rl o
caied by dust. His obsolele swoop omehow
manages to transport him and a pile of
eduipment strapped to ks aft section, Ses-
eval dusty old packs confain materials
essentiol 1o devert survival [field kit med
pac, tool kit) and gear required for his sur-
very work (datapad, electrobinooulars, Surey
beacans, sensor pack)

Wl He feluins, however, Telowse doesn'’t
update the immense wall paint ing in the
survey affice. The public map and the one he
e s 0 I6is dathpad are quite different. One
provides amusement for his patrons and fas-
cination for visitors; the other contains all
the weful lecations (smugglers hideouts,
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archasological sites, natweal resounces) he
wouldn't dare mention to owtskders. Telowe
keeps his survey notes to himsell or elos uses
them in reports (o his dients, intuding Hutts
tracking down old debts, miners u'..'iklnb:
claims an worthhess rocks, moituie fairmerd
squabbding over territory, and authorities

refarmatting taxing destricts

Teuowe's Hyvromi Ramcen-5

Craft: Modified Hyrotil Ranger-g; Class:
Ground (Speeder); Cost: 7500 (new). 1,500
{used); Sloe: Large (1.3 meters long): Crew:
Unique |1 pilot); Passengers: 1; Cargo Capac
ity: 25 kilogramis; Ground Speed: 85 m (max
spead 200 km/h Alitede: up to 1o my
Dt 18 =1 Siee, #2 armorl; Hull Poimks:
16; Dt 5,

Weapans: Hone

Adventure Hook: Woman from the Past
While visiting the survey office, the
heroes encounter a woman secking Arden
Telowe, The scoul itn't arnound: he'y an
ane af his frequent javnts into the desert
regions. The woman introduces herself as
Marda Telowe, the owner's sister, and
claims he simply disappeaned from their
hame on Esseles one day when they were
children. She's spent several years trylng
to find b long-lost brother, especially
since their parents died and left the two a
sizeable fortune to split. She felt gulll::l.'
taking any of the money without making
an effert to find Telowe or diseover what
became of him. Masda's willing to hire
the characters to help her find the scoul.

my num b up herer ™

Tracking down Telowe [nvalves examin-
INg some ol his carographic dalacards,
rooting about his office and garage, and
interrogating the mysterious lawa wha fre
guently wissts. While scouring Mos Eisley for
Iafermation about Telowe, the heroes real
ize a small party of bounty hunters is also
ﬁrrarn:hlng far him

Telowe s exploting a branch of the North
ern Dune Sea. To reach him, the henges
{with Masda accomipanying them) must
Brave a sandstorm, Tusken Rakders, and &
brief encounter with the bounty hunters,
whio follow the ;hnrarrrrrm.'rht:.l find the
seout's FWOOR NEAr & Camyon cave. When
thiy finally find Telowe, he claims he
dossn 't have o sister—Masda is in fact his
farmer wife, seeking revenge for his beaving
her withouwt warning on Esseles with a fail-
g business and a load of debt. The bounty
hunters serve as her back up.hulpmﬁ to
search for Telowe, and stepping In Just
wihen Masida needs some heavy guns to
exact her vengeance

Hiavns & Dune 50
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A Tew blocks dowwm Fromn Bhe desert sureey
affice stands 3 vast warehouse. Its sipe tsn't
immediately abvious. Much of its perimeter
resmaing hidden behind s maller struciures

only the large ca rgo door in the northem

wahl betrays its exsstence. The wide portal
stays open during daylight hours, the scene
of constant activity related to a srmall side-
business that operates out of the warne
neuse: Kayne's Dune Sea Ourtfitbers



Few outsiders ever get past the main
carge door, You'll abways find a crowd of
Rodians milling about, intercepting amyone
wha thinks they can just stroll into the
warnehouse to look arsund, They avold
emphoying the rude, aggressive tactics typi-
cal of thelr species, preferring to stall and
then divert the casual visitor, If you're plan-
ning to head off on a desert expedition;
resupply your ship, or acquire some hard-to-
find equipment, just ask them to find
Rayne, the proprietor. She can fix you up
with a varicty of gear. all prices negotiable.

Rayne eventually appears with a few
more Radians and greets customers. She
doesn't allow anyone into her storehouse
to browse but Instead asks what the cus.
tomer is looking to acquire, I!:jg'i: always
consults her datapad, which cantains a
complete inventory of her ﬂari'gd.lrd items.
She claims to stock equipment useful for
life on Tatosine: desert supplies, vaporator
parts, feed for various domesticated
beasts, water tanks, and a few vehicles.
Rayne also keeps a few spare starship
parts and supplies on hand for spacers
who need them in a pinch. If she doesn’t

have the goods customers want, sha can
acquire them shortly—usually 2 few days
to a week, depending on thelr rarity and
price. The Rodian roustabouts retrieve any
iterms in stock, sometimes empleying a
repulsoilift cart or Bayne’s ancient binary
load lifter for heavy material,
Openty, Rayne operates as a legltimate
entrepreneur supplying folks with a some-
times odd but comprohensive selection of

- merchandise. She sells to locals and spacers

alike, usualky thowe who can't find what
they're looking fior through the nosmal
channels. Rayne regulacly supplies several
m operating near Mos Eisley: at I-I!ilﬂ
one Jawa sandoawler, several moistul
farms, an old mining operation, and a°
port outfit that makes scheduled runs to
i and Armthout.
you need a place to stow your Carga,
i imone than happy to rent space in
e warchouse. Although the rate s cheap,
& still charges for her roustabouts and
loaed lifter to haul your cargo around, and
ﬂ{lwlch a hefty “security” fee to make
sure everything's still there when you
return. Rayne frequently stores things for

other people seeking a safe place to leave
their questionable goods. Constant Rodian
patrols keep the outfitters secune, They
wander arcund the bleck at all times of the
day and night, often stopping at the smaller
establishments bullt against the warehouse
exterior, Ay fecondary entrances wene
sealed long age. At night the Rodians close
the massive carge doods and head inside.
ia}q‘n maintain a simall office that ineludes
sparse quarters forher, plus barmads for the
roustabouts. If she comes and goes after
dark, nobody nothes. b L
Many speculate about the

41 1S
of Rayne's business, Some e sy she wotksfor
'l.hl.' I-Iutt!., nlhers- thlni she represents

'!imdh__ zation. Fewr
ot how she | rltﬂm u mnub-n.,l-u-
" tions am s i{#muufhi‘
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favors, or making “special orders” for
unusual equipment. Some nights freighters
land on the nearby edge of town, where
her Bodian roustabouts transfer cargo—
sometimes to the warehouse, sometimes
to the freighters, The wessels never stay for
long, frequently blasting off before the
authorities think to drop by for a customs
inspecthon. Occasionally that furtive little
lawa wiho frequents the desert survey
office stops here to chat briefly with Rayne
before scurrying on his way.

Rayne's Binary Load Lifter: Walking labor

droid, Exp 1; Init +0 (Dex); Def 14 (+5 armor,

=1 size}; Spd & m; VPIWP —/ug, Atk 45 meles

(o6, loading fork) or —1 ranged; 5V Fort

+2, Ref 40, Will +1; 52 L; Rep o; 5tr 23, Dex 1o,

Con 14, Int 4, Wis B, Cha 4. Challenge Code B.

Equipment: Armor, tool mount.

kilte: Hide =4, Listen 41, Bead "Write Basic,
Search =1, Speak Basic, Speak Binary,

Urnspent Skill Points: 0.

Feats: Endurance.

Cost: 2,500 credits.

Ravii's InviNToRy

Eayne keeps her warchouse well stocked
with a good variety of basic gear and a few
weapons. Heroes can purchase most com-
mon ftems at standard prices. Rayne hides
her morne interesting wares among the

legitimate goods stored in jumbled crates,
barrels, and sacks—items of particular
waorth or usefulness on Tatoolne, curiosities
fram distant parts, or gear she's acguined
through dublous means. The sample inven-
tory below might provide an idea of the
mpre suspect materials Bayne has in stock
at any given time:

ASP-series drold (missing one arm)

w 4§ broken vaporators
= § desert survival tents (well-wom)

= Krayt dragon hide

w MandalMotors Shadow V combat air

lz

w Protocol dioid torso

= 18 sacks bantha feed

= Sensor jammer for Medium-sized
vessel

Theater-sized holoprojector
(malfunctioning)

i|

Rayne “retired” to Tatocine, setting herself
up in business as a general outfitter after a
successful career in the
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Core Worlds, She alwiays
believed the galactic
frontier had the best

apportunities for pio-
neering entreprencurs,

Code: A

truguts,

lawa, Speak Rodese,

but that meant nothing without the con-
tacts and infrastructure to bring essential
goods to a growing and ever-changing mar-
ket Rayne uses her extensive contacts—
both legitimate and otherwise—to ensune
she satisfies her customers’ needs.,

In her younger days Bayne worked for a
small syndicate called Brentaal's Wayward
Children, an innocent-sounding assocation
that runs various smuggling operations
throughout the galaxy. This league of pilots,
mechanics, cargo handlers, customs inspec-
tors, depot managers, and industrial execu-
tives diverts porticns of lucrative cangoes
from warchouses on Brentaal, a hub of
galactic commerce on the Core Worlds' edge.
They transport and sell these goods in highly
pﬂ:ll'lt.ahlt I'nirh-th. often thove wihens sisch
materials are restricied or heavily taxed.
Rayne began as a route coondinator for a
legitimate shipping corporation, provided
information to the Children, and intention-
ally routed various shipments into their pos-
sesslon. Ower the years she's held several
jobes in the organization, all of which helped
prepare her fior retirement to this backwaler,
Chirter Rirm world, Today Rayne not only sup-
plies those on Tatooine but also aoquines
regional merchandise for shipment back to
Brentaal's Wayward Children. She alsa main-
tains contacts with various Hutts, several
smuggler alllances, and a few former busi-
riess friends in the Core ' Worlds who can
divert interesting items to her.

Rayne is 3 woman of subtle but still
appealing middle-aged beauty. She dresses
in a comfortable but form-fitting jumpsuit,
sturdy boots, and a visored hat to keep out
the suns, If she's not outside dealing with

Rayne: Fernale Human Nbl g; Init +2 (Dex); Def 16 (+4 class, +2 Dex);
Spd 10 m: VRIWP 17/11; Atk +3 melee (1d3, punch) or +5 ranged (348,
heavy blaster pistol); 5Q Bonus class skill (Forgery), call in a favor (2,
inspire confidence +1, command +2; 5V Fort +1, Ref +.4, Will +7; 5 M; FP
2; DSP 1; Rep §; Str vo, Dex 15, Con 1, Int 15, Wis 17, Cha 16. Challenge

Fquipment: Comlink, datapad, heavy blaster pistol, 3,000 tredits, 500

Skills: Appraise +g, Bluff +6, Computer Use 49, Diplomacy 414, Forgery
+9, Gather Information +8, Knowledge (Brentaal's Wayward
Children) +6, Knowledge (Tatooine) +7, Profession (merchant) +10,

Read/Write Basic, Search +4, Sense Motive #12, Speak Basic, Speak

Feats: Dodge, Sharp-Eyed, Trustworthy, Weapon Group Profickency
{simple weapons, blaster pistols).




customers and talking business with her
Rodian roustabouts, Rayne's wandering
inside her wanehouse taking inventory or
sitting in her office schedubing defiveries
and assessing avadlability of incoming
poods. Several dusty crates piled against the
office's outer wall conceal the hypensave
transoeiver she uses far communicating
“arders” to her old friends on Brentaal or
suppliers eliewhene,

Rayne's a competent businesswarman,
acutely aware of potential markets, quality
af goods, and appartunities for expansion
and prafit, She's always willing to broker
fair deal, exchanging merchandise for cur-
rency of other saleable material. Rayne
enjoys meeling newcomers, particulary if
they share news fram abroad or have
interesting products to sell or brade. You'll
rarely see Rayne without her datapad, into
which she enters the details of all transac-
tions, as well as juicy tidbits of rumor and
news she overhears,

Eopian ROUsTABGUTS

Mobody's quite sune exactly how mamny
Bodians work for the outfitters; estimates
range from at least 10 to upward of 25
With business abeays beisk, Bayne pays
tvern wiell, and they prove fiercely boyal to
heer, Busmars i rampant that she helped
supply their clan with weapons fior their
vindictive biood feud on a Redian calomy
wiorld. A small contingent pledged theis
allegiance to the smuggler and followed
her to Mos Eisley to help run the ware-
howse—mipving cargo, handling custsmers,
running thi outfitters. They keep to thedm-
selves, oyeing customers and passers-by
with suspicion, They maintain a firm
demeanos but realize that rude behavior
means bad business for Bayne, The troupse
adamantly denies anyone access o the

inferior of the outfitiers. Few wander far
from the shop, although Rayne sometimes
sends the more outgoing ones on erfands
dwvtowen.

Adventure Hooks Rayne's Shopping List

The heroes visit Rayne's outfitters secking
equipment vital to their overall schemae of
operations. Unfertunately, Rayne must
“special order” the gear from one of her
friends In the Core Warlds, and i1l take a
week to arrive. Besides, the material is far
too expensive for the characters' current
reeans, Rayne suggests o trade: She'll give
them the equipment if they malke a short
“shopping trip™ for her, collecting a few car-
goes from various systems near Tatooine.
in ot cases the henoes must steal,
barter, of athersdse liberate the cangoes
from owners, masters, and thieves, ems
riight include two female Twi'lek slaves and
a case of rylspice from Bylath; 3 notable
work of art owned by an affluent politician
on Bothawud; a senditive starfighter tanget-
iing computer from the orbital shipyards at
Sluis Wang and a crate full of parasitic marrts
from Gamaorr for a local restaurant {com:

plete with a living host so they don't starvel.

Tue PADDOCHS
Serodl ten minutes east of the desert sur-
vey office and Rayne’s outfitters, and you
eventually come upon a lonely building
looming over a cluster of shacks about 40
meters from the edge of bown, You can't
rmilss the large fenced enclosune ar The
srmell of variouws coeatunes clustened
together, People call this place the Pad-
docks, a business that offers domesticated
beasts for hire and purchase.

The Paddocks consist of a hulking build-
img containing stables, storerooms, the
wemer’s second-story living quarters, a

Roustaboul [3deo) Rodian Sal 2; Init +7 |Dex, Imgeoved Initiative); Def 17 (+4 armod, 3
Chexc} Spd 10 g VRAWP 17/13; Btk +q mietee (2dgea. vibrodagger] or +5 ranged (3d8, heavy
blaster pistoll; SV Fort #4, Ref'43, Will +0; 52 MiFP 3 Rep 2; Str 14, Dex 16, Con 13, Int w0, Wi

i, Cha 10, Challenge Codes A

Equipment: Blast vest, comlink, heavy blaster pistol, vibrodagger.
Skills: Computer Use 41, Demolitions +2, Hide 48§ Intimidate +3, Listen +3, Move Silently
5, Read/Write Rodese, Repair #2, Search +2,Speak Basic, Speak Radese, Spot +2, Treat

Injusry +2.

Fearty: Armor Praficiency ([ight, medium}, [rmprowed Inftiative, Point Blank Shat, Track,
Weapon Group Proficiency (simple weapons, blaster pistals, blaster rifles, heavy

weapons, vibroweapons].

small outbuilding for feed storage, and a
corral bordered by a low stone wall topped
Iy metal posts and heavy wire. Additional
fences divide this yard into smaller pad-
diocks 1o separate different creatures. One
can find all sorts of tame beasts native to
Tatoodne: banthas, dewbacks, soples, and
even & ronto or two.

The Paddocks serve as an unofficial Baa,
a I'ltq_ufnl: E.:ﬂ hering place wherne the
spaceport’s urching can pet, feed, and taunt
the poor creatures stabled there. They hang
off the fencing wire like morrts on a
Gamarrean, making silly mowses b athract
the beasts, throwing feed at them, and
generally making a nulsance of them-
setves, The owner, a Gran named Cruegar,
bothers chasing them away only when
potential customers oome angund,
Although the horde of young brats some-
tirmes deters casual buyers, the children's
conztant presence helps acclimate the
mare rowdy beaits to the presence of civi-
lized beings they'll eventunlly senve.

Cruegar’s oustomers include moist ure
farmers and miners seeking beasts of bur-
den, bacaks looking for cheap transport
praund town, visitors who can’t affond
speeders for thelr desert excursions, and
spacers who mistakenly think people in
other parts of the galaxy might pay huge
sums for such homely, stinking creatures.
Sometimes he supplies the dewback stables
and other downtown fvery establishments
wiith fresh animals, if meat i in shorf sup-
ply, some of his beasts inevitably go miss-
ing. Restaurant and food stand patrons
rareky realize (or care) that they'ne munch-
ing down an one of Cruegar's sickly coples
or a recently departed bantha,

Cruegar wies procesds from sabes and
reritals to purchase new animals for his
stock. He buys from anyone with 3 createne
o sell: locals leaving the planet and giving
up their ivestock, desperate Tusken Raiders
who trade for supplies, and even a few fooks
who herd such beasts for a fiving. Cruegar
doesn't bother much with creatures from
ather worlds—he prefers to deal in lvestock
he can find on Tatooine. During harsh seas
sons, untamed animals frequently wander
in from the wildemess, coming closer Lo
town to forage for food. They find it flowing
freely from narrow troughs on the outside
of the storage outbuliding. The wider
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troughs inside the corral are more bownti-
full, s Crusegar easily lures these hapless
creatisnes o caplivity Plentiful food and
the company of tame animals often calm
these wild beasts, but they never truly
hecome damesticated.

Cruegar quickly adopis any wayward
creatures attracted to the owtbwilding’s free
feed troughs, including these with harness
and saddie, If the owner doesn’t claim the
animal by the time Cruegar entices it into
the paddock and removes s gear—assum-
ing it has no other definitive markings for
identification—it’s easily lost among the

other beasts milling about. Should anyone
appear and clabm they awn an andmal, Crue-
gar angues with them for a dhoit while,
then gives in and surrenders the creature;
but he doesn't bet the matter end there. He
keeps a pack of scurriers contained in one of
thie smaller stalls in the main hulldlng.
Those who openly antagonize Crecgar soon
find their home, business, or starship
infested with the critters

Cruegar conducts business from the
Larger bullding: part office, quarters, stone-
room, and stable. He keeps o makeshift
office in an unused stall, recording all trans-

Drovlan Hound (1) Domesticated predator 3; Init +v; Def w (+3 natural, +1 Dex); Spd 15y
YRAWE 3248, Atk +5 meles [idi+g, claw), +3 rmeelee [id64s, bite], +3 melee [1d4", barbed
tail} of 42 ranged; 50 Scent; 5V Fort +7, Ref &4, Will 40, 52 84; Str 18, Dex 13, Con 18, Int 5,

Wis 13, Cha 13: Challenge Code: B,

Skilfs; intimislate +4. Meve Sllemthy +4, Search 40, Spet +3. Survhal +2.

Feati: Muliattack, Track.

"Duervian hownd's bavibed tall “fagr™on opponsnt on o sucoessful ook, ghiag it +8 to Search
and Spod checky againsl that charaoter Damage [5 deall o aovrmiol, but armar i igmaned (o1 [f

meher fowch attack) for the purpoce af “lagging " chavecter.

Cruegar: Male Gran Frg 3: Indt 40; Def 1 (+4 class); Spd wo m; VAN 23/ Atk 43 melee

[ud 641, metal pipe) or +2 ranged (3d6, blaster pistol); 50 Duarkvision, barter, adaptive

learm 1 IBE]-', SW Fort +5, Ref =2, Will +1: 57 M: FP 13 DSP 1 Eeq 2; 5tr 13, Dex n, Con
14, Int 13, Wis 12, Cha 1. Challenge Code: A.

Equipment: Blaster pistol, metal pipe, feed satchel, 300 credits, 5o truguts.

Hﬂﬁﬂ_.pprlluﬂi. Blufi +2, Climb +3, Diplomacy 41, Gather Infermation +2, Handbe Ani-
mial 6, Hide +3, Listen +3, Pilot #1, Read/Write Gran, Ride +86, Search +6, Sense
Maothe &3, Speak Bask, Speak Gran, Spot +9, Survival +5,

Featy: Alertness, Animal Affinity, Sharp-Eyed, Track, Weapen Graup Proficiency (simple

weapons, blaster plstols),
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actions on an ancent and frequently mal-
functioning datapad. Supplies fill avy stalls
waoid of anlmals. Back hefe Cruegar keeps ki
caged pack of scurriers, as well as his prized
possessions: a palr of Dravian hounds (also
called nashtahs). They pace around a heavily
rednforced cage, _gmwllnﬂ_ at intruders and
walkting impatiently for their master fo
leash them up and take them out for some
hunting, Those who know about Cruegar's
pets sometimes hire him as a tracker. When
hiunting known targets, he can extract a
tracking venam from the nashiahs tails and
mark the 1.u|:|j-|:1:l for efficient tm:hlnn. Oth-
cnwise the beasts rely on thelr keen senses
and savage temperament to fell thelr prey,

CruUTGAR

This crusty old Gran halls from Kimyen,
wherne e spent the earlier parts of his life
at a sbmple farmer, Few know why he left
his hismeworld, Perhaps he was falsely
sievsed of & crime and fled, or maybe he
chose to find his fortune among the stars
Soma speculate he ran afoul of the more
unscrupulows spacers, who robbed him,
wiorked him fo exhaustion, and dumped
him on Tatooine, Everyone agrees hissolf-
imposed exile made him bitter and sancastic.
When he first arrived at Mos Eisley, Cruegar
worked for the former owner of the Pad-
dacks, recetving as his pay a corner stall to
sleep in and a handiul of bantha feed every
day. When the cwner mysteriously disap-
peared, Cruegar took on all the responsibili-
ties for running the Paddocks.

Cruegar shows a polite facade toward his
customers, openly treating his animals with
respect and kindness when others can
olsenae hirm He tolerates the street urching
wiho hang off the fences to pet the creatures,
Daespite his supposedly humanitanan exte-
rlr, Cruegar bs really quite an opportuntst He
lets nathing get in the way of making some
ik maney, He has ro qualrms about lurng
other peophe’s beasts into his corral and
elaiming they'ne his ewn. The feed troughs
stand emply half the time to save food The
moe sickly beasts simply “go away, " becom-
ing meat on sorme hungry person's grill

Cruegar takes no responsibility for crea-
tures that expiee onoe they've left his
establishment, particularly if sold to off-
worlders. Some even claim he slowly poi-
wond anlmalks he rents to visitors for




expeditions info the desert. When their
mounts suddenly die from no apparent
cause, they have litthe choice bat to call for
help—usually from some of Cruegar's
seedier associates, who pay him part of the
“retrieval fee”™ they collect from these hap-
less desert tourists. Cruegar 350 maintains
an unspoken business relationship with
Rayne. She supplies him with cheap bantha
feed, and he sends her way any desert brav-
elers seeking to purchase equipment for

their pourmeys.

Adventure Hook: RBonto Round-Up

Cruegar tempts the heroes with stores of a
large herd of rontos west of Mos Elsley, He's
wllllng to provide several mpl-esﬂsin{e
repulsosdift and other vehicles spook the
rontas) if the characters can bocate the herd
and coax it back to his paddocks. He offers
them a hefty sum for each beast they finally
manage to herd bo Mos Eksley,

The heroes begin loping off into the
desert on thelr mangy eopies, but following
Cruegar’s dirsctions to the rento herd's
range brings them through a Tusken Rakder
Eiibe's tﬂlr‘llﬂr:,r. past a nest of angry womp
rats, and aoross a scorching sand sea. Just as
the characters begin realizing there might
not be a ronto herd, a neterious Mos Elsley
swoap gang ambushes them! Did Cruegar
sell them aut? Apparently not, for soon
after they dispatch the swoop gang, the
heroes discover a nearby herd of 11 rontos. If
they can coax these cmery beasts all the
wiay back to Mos Eisley, they can clabm pay-
ment from a semewhat !-mpfhl!'d Cruegar,
(The GM can supplement any other dames-
tic ereature for rontos I it better suits the
campaign.)

Sunn s LinrnRy

Across the sand frem the Paddocks stands
Shiin™s L-b.rarr. one of the larger siriactures
at the edge of tovn and the home to an
impressive collection of records. A mysteri-
ours private collector rmakitains a libary of
datafiles, holographic record s, ancient
manuscripts, and other forms of writing all
focusing on worlds, cultures, aliens, and
civilizations of the Outer Rim. Occasionally
she makes her vast colbection available to
others conducting research or requiring
obscure infasmation from the seemingly
innumerable sources,

The library isn't open to just anyone—you
have ta prove you're someone of scholarly
reputation to get inside. Visitors pressing the
door-burper must confront the droid gate-
watchir, whose robotic eye pops out of 8
concealed panel, bulging at the end of an
extender stalk o examine callers. A speaker
behind the visual assembly baris the droid’s
harsh guestions: “What is your name and
academic rank? “What research do you wish
to conduct?” and "Why should | ket someones
af your Intelect inskde?” Those without the
appropriate scholaily backgrownd (or an
Jhilll;:,l tio bluff their wary inside) st prose
themselves by anparering several obscure
quiestions, from “How many rings ane in the
Fire EInE'. of Farnax?” lo " How doss one
explain the rational survival processes of a
mynock?™ Annoying callers become Largets
for the droid gatewatcher's low-povwened
blaster array, which protrudes just below its
spherical wisual assembly,

Assuming you pass the dioid gate-
watcher's evaluation, the small blast door
grinds open, llewing access o the library's
makn eniry foyer. Here “Shisn® meets dients
and heldps crbent themn to the collection and
affers her servioes as research assistant. At
times Shiin has appeared as a Cerean, a
sagacious Mon Calamar, a venerable Sullus-
tan, a gaunt Duros, or a stately Twilek
Whether she's a shape-changer or simply
several beings purporting to be Shiln
nobady really knows. Most visitors dont
care 5% horg & they can conduct thedr
research and find the informathon they seek

Shiin charges a nominal fee for sccessing
thee library—irsually 100 credils o 10 truguts
a day—although she often walves the pay
ment if wisitors instead donate a datacard
weith valuable or ohscure information, a rane
manscript, or an artifact with any sort of
imscription. After secepting the donation,
Shiin leads callers through the fayer into the

Shiln's Drold Gatewatchaer: Stationary security droid, Exp 32 init +1 [Dex], Defense 18
{41 Dex, +4 size, +3 armork; Spd o m; VRAWP —hz; Atk +4 melee [1da, punch)or 45
ranged (special®, blaster pistol); 5% Fort +v, Bef 41, Will 45,52 ©; Rep 2; 5tr 10, Diex vz,
Com 12, Int 1, Wis 13 Cha . Challenge Code A,

Egquipment: Armar, blaster array, comlink, hewristic processor, improved senior pack-

age, vocabulator

Skitls: Diplomacy +4, Gather Information +6, Hide +13, Intimidate +4, Knowledge
[Shiin's Library] +6, Listen +3, ReadfWrite Basic, Sense Mative 43, Speak Basic,

Speak Cerean, Speak Huttese.
Linspent Skill Points: 8.

Feats: lran Will, Weapon Group Proficiency (blaster platols)

Cosl: 3,500 credits,

“Shitn's deoid gatewatcher's blaster pittol deals itun damage only (1d8/DC 14
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library's main reading room. Computer tes-
minals line the walls, and a holographic pro-
jector stands in the center of the chamber.
All have access to the library's central com-
putter, well-hidden behind armored hatches
in the building’s far end. From the reading
room researchers can access a dizzying array
of information: downloads from city, instal-
lation, and factory computers elewhere;
transcriphs of government proceedings;
accounting reconds for begitimate and illicit
companies; cargo manifests pulled from
spaceparts across the Outer Rim; holo-
graphic records of every Podrace ever run;
population registries, If you think the data’s
been bost, deleted, or never input in the first
place, chamoes are it turn up at Shiin's.
Finding what you're looking for in this vast
database might take some time (general
information might require only a DC 10
Computer Use check, but very specific,
secure data might require a DC 2o check),

Scholars can also use the terminals to
access the library's more delicate holdings:
ancient manuscripts inscribed on panchment,
stone, wood, and other archaic materials,
Shiin keeps the originals in a locked vault, but
the computers in the reading room can dis-
play images of thedr texts, with holographic
Iimages available for doser seruting

SHIIN'S ESOTERIC HOLDIMGS
Shiin kegps the library's original material
manuscripts seabed in a pressure-controlled,

t e i L
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blast-shiclded vault. She's always seeking
new specimens of ancient writing forms
and tomes, which she images and logs into
the computer befone kacking away the origi-
nal. Here's an example of some of the more
esoteric hobdings in the libranys collection:

+ Regdo’s Clan Catalog: An extensive
examination of the formation, history,
and cultures of the various Bodian

clang, compiled into bound plasticine

sheets by an anthropologist years ago,

Teachings of Kooroo: This parchment
scroll supposedly contains the ram-
bling meditations of Kooroo, an
ancient sage and hely vislonary who
subscribed to a long-forgotten,
miystical religion,

Shiln—or one of the people who purport
to be Shilv—also runs a small slicing busi-
riess oart af the library offices. From here she
has access to @ hyperwave transceiver that
allows Shiin to seek out, break info, and
download useful databases. When Shiin
isn't assisting visiting scholars, she is back
at her specialized slicing compater, trying to
hack systems to expand the library's hold-
ings. Some researchers also pay for thelr
expertise at forging data documents, but
Shiin tries not to publicize this aspect of the
operation.

Adventure Hook: Wrath of Quay 5
A secretive Weequay arrives in Mos Eisley
aboard a transport and seeks out the
heroes. He claims he's a priest of Quay from
the Weequay homeworld, He wants bo pay
the characters a hefty reward in return for
their breaking into Shiin's library and steal-
ing the Disk of Quay sealed inside the vault
there. They must somehow gain entry to
the building, bypass numenous hidden secu-
rity devices, and crack the magnetic seal
locking the vault. Although Shiin might
appear only as an elderly alien, nobody
really knows what kinds of friends she can
call on to defend her collection,

Shiln's security measures help prevent
unauthorized access to sensitive areas, The
main door and several armored blast doors
are 6o cm thick (hardness 15, WP 730, DC
45} The inner and guter walls protecting
the central computer and vault seem like
sandstone adobe on the outside, but they
sandwich a 30 cm thick, metal-reinforced
permacrete inner wall (hardness 18, WP g,
D€ 40). The central computer's security rou-
tines monitors each blast door and the rein-
forced walls; any obwious tampering sets off
alarms, floods the place with knockout gas
(inhaled, Fort save on DC 15, 1d6 Dex initial
damage plus paralyzation), and summaons
local “security” (an unscrupulous swoop
gang). Bypassing such security routings
requires a DC 30 Computer Use check using
one of the computer terminals in the
library's reading reom or Shiin's quarters,

Ducw Py

Check out that freighter using the edge of
towwn as its own landing platform. We don't
have too many docking bays in town, sur-
prising for a city billed as a spaceport. Most



fiolics just set their vessels down on the
packed sand outside the city proper, Dock
ing bays—and their extortionist land-
londs—cost spacers a lot In the bang run.
They hit you with every concehvable fee,
then call in the customs officials to bleed
you drg Landing out bere avolds dealing
with greedy docking bay owners, bul it also
lacks the necessary services and squipment
decking bays have to maintain and repair
client starihips

See those spesder trucks racing up along
the spaceport’s eastern edge? Those belong
o the Quick Pit service. This team of indec-
told WVerpine manages to visit many vessels
that land on the outskirts af tevwn. Each of
Quick Pit's four speeder trucks contains dif-
ferent equipment and supplies o wervice
starships, Fusion generator 5'J|'.'l|:l|:|' tanks
and fuel shugs recharge a vessel's battenes
and other power sources, One trst consests
entirely of 8 complicated pump system that
rermoves waste and rechanges the life sup-
port and consurmables, Fechnicians inflitrate
ewery corner of the ship, changing atmas-
phere scrubbers, tapping off base proteing
for onboard food converter systems, replac-
ing burned-out indicatar lights, lubricating
mechanlcal systerms, and changing the
wiater filters, An array of astromech, power,
engineering, and repalr drodds Bure sbout
the client starship helping to effect light
repales, recharge consumables, and main-
tain the ship's systems, The Quick PIL beam
weorks with the practiced efficiency of a
technilcal crew malntaining swoops or pods
bebween racing heats. When theyre done

the Vierpine go ower everything with electra-
static repellers fo rermove $and from sensi-
tive landing gear mechanisms, open
malntenance hatches, and gther areas
whene Tatooine's ever-present grit can enter

amd WiElF .n-,.]:" at Inkerigr EDH.:IDI'II.'TIH-.

Quick Pit's ovwner, Pg lax, oversess all oper-

ations and bargaing with clients, He abways
keeps @n antennas attuned to his speeder's
combink, which monktors spaceport traffic
control frequencies, When alerted bo an
imcoming ship, PElax musters his technd-
rians and heads off in his speeder bruck oon-
voy to meet inooming vessels. By the time
the starship crew opens the maln hatch, the
maintenande team has already made a gen-
eral assessment of the craft, and Pglax is
wilting to greet the newoomers and make
them an offer to service thetr ship. When the
sune st and Quick PiE has visited as many
:|.h|ps a3 postible, Pg'la eads back into
tenwm, where the crew beds down for the
night while the speeder trucks recharge
their supplies through a special arrange-
ment with the spaceport’s central power
and water distribution plant.

Qun;u Pt SPEEDER TRUCK

Craft: Modifled Trast A-Afg Speeder Tnsch;
Classs Ground [(Speeder) Coslz 13600 [new),
7850 (used); Stse: Colossal (31,4 m); Crewn
varkes {2 pilots): Passengers: 5 Cango Capac-
bty 1% 000 |I:-|E-E|'.1 ms; Spead: §L (max
speed 160 km/h); Althude: up to 3 meters;
Defense: 7(-B size. +5 armo; Hull Polnrs:
5o DR

Weaponi: Mong

With a full staff of Venpine technlclans
and dralds supported by fowr customized
speeder trucks, Quick Mt can take cane of
ane Medium-sized veisel every two hours
Ot here, the independent outfit can serve
seweral clierts in one day. Docking bay land-
lzrds can accommaodate only one customer
at & tirme. With a greaber valdisme of cus-
tomers, they can afford to offer lower prices
than those in the docking bays. Those
unscrupulous landlords hate Quick Pit. They
oocasionally band together, pood theis
meney, and hire thugs to sabotage Pgllax’s
pperations, Buf the Verpine aren’t timid
They're just as good with a blaster as they
are with a hydrospanner,

Quice Pt Feis

The Quick Fit crew charges a flat fee for a
typical visit, due before services are ren-
dered, The standard everhaul package
imcludes recharging battenies, powes sup-
plies, lubricants, cxygen, food and walker,
pllus cursory makntenance inspecison vl
repairs. (Mone exbeniive repalrs or modifics-
tions require a separate costestimate.) Ser-
vice priced depend on the vessal's Lize:

Cosl

Starship Size

Category

.I:r-ilmln.wtvlwslp noho
Tinyshlp = molze
Srmall ship Jo0fag
Large or greater 12505
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Po'uay

The Verpine whe runs Quick Pit orlginally
hails from the Boche system, whene his
species evolved aArmng a vast asteraid
fleld. The enterprising Pg'lax maintained a
passion for racing of all kinds, He assem-
bled some technically minded friends,
pur('h;;.:d a ship filled with rrp.:lr gear,
and sought out rackng clrcuits and pdlots
willing Lo pay for a top-of-the-line merce-
nary pit orew. The team followed swoop
and Pedracing tours, pledging thelr senv-
ices to the highest bidders. Pllots with
Pg'lax in their pit frequently won over
those employing docile pit droids or
lowes-paid kocal mechanics,

His dedication and quality woerk eamed
F'E'li:l: several friends amang prominent
pllots but also bred a smaoldering hatred
among other pilots and mechanics on the
ran;inu clrcuits. Ihl,-lr patiently plotted their
revenge, waiting until the tournament
schedube brought Pg'lax and his team to
Mos Expa, Competitors waylaid his techni-
cians on the eve of a race, vandalized his
equipment, and sabotaged his starship,
siranding him on Tatooine.

Whlkﬁi&mlng circuit continued i1
schedule among numerous star systems,

Pg'lax was left behind to scrape a meager
liwing from the few racing events at the
Mos Espa Grand Arena. Despite these set-
backs, he managed to survive by dedicat-
ing himsell to offering the same high
level of service to all customers. Belwaen
races he operated a repair bay where he
catered to the needs of local clients. Those
whao hired him to malatain thelr racing
vehicles still won consistent I:,r over thode
redying on pit drolds ar the kocal amateur
mechanict. Succeds never earned PE'lax
rnnugh money to leawe Taloakne and
refurn to the Ealar!l{ :arinf_ circuifs.
Instead, it earned him only more ene-
miet—mechanics, racers, bookies, even a
crimelord—who conspired to evict him
from Mos Espa using tactics similar to
those of his other competitors,

FE'LI:-I: and his friends fled to Mos Eishey,
where they decided to put thelr technical
skills to wse serving the numerous star-
ships that couldn't afford to land in
expensive d:uql:lng bays. Over the years he
purchased new speeder trucks and owtfit-
ted them with the latest maintenance
equipment. His unfortunate past experi-
ences taught Pg'lax a few tricks he uses
when dealing with the sometimes bald
docking bay owners who think they can

Pglaxs Verplne Frg g bnit 1 (Dex); Def 18 (42 natural, 45 class, 41 Dex); Spd 10 maVROWE

w5 oy Atk 43 meelee (1dy, punch) of +4 mnged (3d4, hald-out Blaster); 50 Compound eyes,

m telecommunication, additional +2 species bonus to Search and Spot chiscki

within § meters, barter, jury-rig +2, adaptive learning [Repair); SV Fort 4.4, Ref .4, Wil +4;

52 M PP 1; Rep g; S8 10, Dex 1y, Com w0, Ink 17, Wis 12, Cha 15 Challenge Code: B

Equipment: Comlink, datapad, hold-out blaster, tool kit

Skills: Appradse +&, Computer Use +g, Craft (starship) +7, Diplomacy +8, Hide +7, Knowl-
edge [engineering) +g, Listen +g, Pllot +4, Profession [mechanic] +7, Repalr 4132,
Read/Write Basic, Read /'Write Verpineg, Search +8, Speak Basic, Speak lawa, Speak
Sulbustan, Spt.ih.ﬁrplm.-. Spot #7, Survival +4.

Feats: Aleriness, Gearhead, lron Will, 5kill Emphasis (Repalr], Weapon Group Proficlency

{simple weapons, blaster pistols),

Quick Pit Mechankc (2d8): Verpine Frg 2; init +2 (Dex); Def 18 (+2 natural, +4 class, #2
Deexl; Sped vo m; VROWP 14/uz; Atk 42 melee [1d3+1, punch] or +3 ranged (3d4, hold-out
blaster); 50 Compound eyes, organic telecommunication, additional +2 species bohus to
E:ar:m'l.pqt checks within 5 melers, barten 5V Fort +4, Rel +4, Will +1; 52 M; FP1; Rep
;50 w’ﬂr_l'mcun 1, Int 14, Wi 12, Cha 10, Challenge Code: A

Equipment: Comlink, datapad, hald-out blaster, tool kit.

.H-.I.nm::hhb 4, Computer Uie +6, Craft (starship) +7. Knowledge (engineering] +7. Listen
*i.!_lﬁuﬂm:mﬂhanlc} #5, Read Write Basic, Read/Wrile Verpine, Repair +5,
Search #7, Speak Basic, Speak Sullustan, Speak Verpine, Spot +7, Survival e,

Feate: Abertriedd, Gearhend, SERl Emphasis (Repair], Weapen Group Proficlency [simipla

waeapons, blaster pistoks).
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sabotage his operations, Some might call
him paranold, but most characterize
PE'lax as prudently cautious. He albows
nabady but his Verpine team members
and their droids near the customized serv-
ice speeder trucks. When he meets a new
starship crew, he memaorizes their faces
and identities—he questions anypone
unfamiliar who pokes around a vessel
while his crew works on it Since Pg'lax
himsell was a victim of sabotage, he
assures all clients that his team does not
engage in such acthvitbes for thelr onwen
salf-interast or in the pay of others,
P'E'lﬂ:l: commands his mechanbcs im a
professional manner, but he conducts
business with spacers with an unusual
apenness and affability, From his years
[rmtlng amang the '|.lar'|.,i'nl:rr:|1;+|l13
with beings of varying temperament, he
realizes a warm greeting and an honest
deal ED farther in 1..;|rti-.l'rlng clients and
building a base of repeat customers

Quice PIT MECHANICE

The Verpine techniclans serving Pgllax
stayed with him through various setbacks
along the racing circwit and during his long
exile on Tatooine, The crew has total oy
alty to Pg'lax, Through all their troubled
past, he's stood by them, previded for their
basic needs, and never let them down,

The mechanles originally left their
hafme system hoplng to see the stars
while marketing their mechanical skills.
Maw the technical team lets the galaxy
come to them. They'ne a cheerfully talka-
tive bunch, always willing Lo engage the
ihlp':. crev in supe rficial chit-chat, or ban-
ter about the variows spaceports the ves
el visited recently,

Like most Vergine, the mechanics enjoy
working with technology. They're happl-
est when crawling down maintenance
ducts, reassembling power regulators, or
examining some new piece of equipment
they've never scen before,

Adventure Hook: Technical Troubles
Pg'lax hears rumors that several docking
bay owmners have once again begun to
conspine against him, this time with hefty
financial backing from a mysterious bene-
factor, The Verpine decides to hire the
heroes, affering both credits and some




on-the-job technical training in return
for thelr protective services. At first
they handle a few false alarms: sourr-
ers getting into the speeder truck gear,
spaceport walfs playing practical jokes,

and a gang who pesters the crew with

taunts and little else. Soon the charat-
ters start heading off more dire
threats: a Kubaz sent to polson the
tanker truck’s water supply and a small
euplosive device discovered near one
of the fusion generator supply tanks
[.,-u,-::i:;,]ll:,-n‘._lglgh Fit approaches a
well-armed ship to service—only to
discover it's packed with mercenaries
the bay owners hired offworld to deal
with Quick Pit. §

NORTHLIEST

From Secrels af Tatoolne

. Dowvaer Queen: Sean-
enged wreck of the vedsel
that transparted Tatoaine's
modem colonists,

2. Chalmun's Cartin Popu-
lar davwribowen bar attract.
ing smugglers, spacers, and
other apportumists.

3. Docking Bay 94: Landing
bay owned by two Duros
brothers, the De Maaks,

&. Pollce Statkon: Block-
house with offices and cells
used by the elty's palice
farce,

e lahia s Townhouie Well-

guarded, heavily defended

- Mne EiIsLEY

city willa the Hukt crime boed
uses when in town.

&, Blm-U Monasteny: Head-
quarters to a lunatic reli-
gious order frevering
banthas

T. The Ly Detpot
Grounded cargo hauler ren
vated into a luxury casing
and haotel by the Whiphid
Lascly Vakarian

B Momaw Madon's Howie
Residence of Ithosian natune
priest living in exile.

M Locations
a. Desert Sdirvey O

Hang-out for enplorens and

Hice

prospectors venturing Into
Tatooine's wastelands,

1o, Bayne's Dune Sen Dutfa
fers: Warehouse selling
desert survival Rear and
other useful commaodities.
. The Paddocks: Barm with
fenced yard selling or rent-
ing a variety of domesti-
cated heasts native to
Tatoaine
12. Shilin’s Libeary: Well:
guarded library of ehectronk
databates and texts col-
lected from araund the
Owter Bim.
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ILLEWSTRATED BY JEFF CARLISLE
Starships of the Bounty Hunters occxviuvs sv cunisrormen wess
Bounty hunters are among the most feared individuals in

the galaxy. They have the training. resources, and
willpower to overcome nearly any opponent.

The mest famous of bounty hunters can
gtrike fear in their prey with only thelr
appearance. Almost s fearsome ane thesr
personal ships, heavily modified vessels
destgned for long patrols, heavy fighting,
and rugged pursuit

The most famous bounty hunter ships
are the Hownd's Tooth, IG-2000, Mist
Hunter, Pumishiing One, and Slove [l Here
are deck plans for all of these ships, along
with descriptions for all but Slove | {for
wihich full stats can be found in The Rebels
g Brg Sourcebook ). The stals bedow do
nat inclede the values for these ships
pllots, who would add their Pilot skill to
the ships' maneuverabdlity rating and theis
ranged attack banuses to the thips attack
honuses

Hownd's Tooth
The bounty hunter Bossk had the Hownd 3
Ffooth bullt after Han Solo and Chewhbacca
destroyed his previous ship. The vessel Is
a modified Corellian ¥-666 light trans-
port, one of the less common ships inthe
otherwise well know YV series of Corel-
lian freighters. Like all Corellian-ships. the
WW-B66 ks easily modified (o suit its
cwnet's needs, and the Trandoghan
EBaunty hunter has taken extenshng
advantage of this versatilitye |

Bossk had an Xu0-0 drobd Im Fncitalled
in the Haund s Tooth to alos himm taoper-
ate any aspect of the ship by vwalce oom-
mand, and he had the hrldit modified for
easy use by a Trandoshan, The ship alsg-7
has extensive internal sensors and security
systems, making it mearly impassilbie for
amyone else to enter the ship of move

BO vowuss 2 MUMBER I



one compartment to another withaul
Bossk b ing aware ol the Infmsion I Lt
able Device check at DC 30 bypasses this
seculrty), Most of the cargo space within
the ship has been converied to Bodik's
tastes, allowing him Lo imstall @ trophy
raom, an automated skinning table, a

Lraining TaciNEy, aind Taur magnetically

seakad |'.|_'\-||5-|||i: Cages The upper rear canga

feck has been completely remosed to

allow Bossk to carry a small scout ship, the

NerikPah Pue (treat it as a two-passenger
L% Headhunter)
Like reost owmers of Wi-tedies ships

Boask also boosted his wessels combat

ahilites. He reinfarced the hall, added banks
of back-up shield generators, and inskalled 3

guad laser cannon and a eomiusEion imissdle

launches The guad laser ks in a pop-dawn
concealed turret and can be contralled
gither by a gunner in the turred or from Ehe
shilp’s bridge.

G-2000
The rabotic assassin drold 1G-ER had the
mpressive 1G-2000 ship constructed from

an Aggressor assault fighter, Bullt by Trikon,

b, thie Aggressos ships pushed the enye-
kope on what was considered a

i YW-h6E light fredghtern
transport; Cost: Mot for sale
(likely to be valued at 480,000 credits);
Siper
et 1 [nigue); Passengers: 4
seis]; Cargo Capacity: 2o metric
nianths; Hyper-

aximum Speed:

- Consumables: ©
driver k1t (backup k)
Hamming: Maneuwers: +1 (+1slze];
Delense: 21 (&1 size, +30 armor); Shield
Poirts: 100" Hull Polnts: 180; DR 5o,
Weaponar Quad laser cannon; Fine Arc

Tunret: Atlack Bonais: &5 (41 5100, +4
ntrol); Damage: Gdioxz; Range
ilierss PE
Weapoen: Contus
missiles); Fine Anc Frond; Attack Bonus:
&3 &1 size, +2 fire control); Damage:
ax2; Range Modifiers: FB +0,

fire
, ML nfa.
sibe lamncher (6

Crafi: Modified Trilan, Ine. Aggressor assault fighter; Class: Space transport; Costr Mot for

sale (likely valued at 650,000 credils); Size: Tiny (20 m long): Crew 8 [Lnique]; Fasten-

gors: B (prisoners); Cargo Capacity: 465 ki: Consumables: 1 week: Hyperdrive: x1; Maxi.

masm Speed: Ramming; Maneuvers: +4 |+2 size, +2 maneuvering system); Defense: 31 (&1

gize, #v0 armmoe]: Shield Pointsr go; Hull Palnis: 150; DR 5.

Weapon: Assault lasers (2 fire-linked); Fire Ar Front; Attack Banus: +10 (2 sipe, +8 fire
controll; Damage: Bdoxz; Range Modifiers: PB +0,5+0 , M/L /A

Weapon: lon Cannan; Fire &rca Front; Attack Bonus: +10 [+2 size, + B fire contiol); Dam-
age: Speclal; Range Modifiers: PB 40,5 #0, M =3, L nia.

Weapon: Tractor beams (2); Fire Arc: Front; Attack Bonus: +00 [+2 size, +8 fire control);
Damage: Special; Range Modifbern: PB 40, 5 +0, ML nfa
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ﬂ,ﬂl‘ll:ﬂ‘.' ol 20 mefers h:mrg and h'lqll.rdlng two
et and a crew of four, many mlqu;r:,
euperiy saw these ships more o5 assauli
shutiles or astboats, & o resull, the ships
never sold well, though they are nearty per-
fect for a bounty hunter's needs,

Needing no life saipport itself 1G-88 man
apedd to divert several atmasphere ducts
ke the lower deck, which was onginally a

Crafft: Mo
Clasg: Sta

fied Bybdos G-ul starfighter:

gerie 8 [in conceaked compartment):
Cargo: 1 metric ton; Consumablas:
l1'u'.-|'1|'_H:||j:|-trdii\li.- 0 {0 ackup);
Maximum Speed: Attack; Maneuvers: #2

i#2 size); Defense: 22 (+2 size, +10 armor];

Shield Palmts: go; Hull Polnis: 120 DR 5

Weapon: Assaull lasers (2 fire-linked)
Fire Arc: Front; Attack Bomws: +6 (+2

shze,+4 fire control); Damage: Bdwouxy
Ramge Modifiers: PFB +0, 5 -2, M/L n/a,
Weapon: Tractor bearm; Fire Anc: Turnek;
Attack Bonus: «6 [+2 size,«4 fire
trol]; Damage: Spedial; Range Modi-
fiers: PE +0, 5 =2, M.

e =
" !

T s T
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cavgo ol albowning it 1o keep up (o efght
prisoners in tight quarfers there, it ako con
yerted the back of the pilot's deck to serve
25 2 makeshift medical bay [complete with
an FX-7 medicol dioid) and a small intemo
gation room (from which air can be
pumped cut at 1G-86" command]. & single
oooupant stasis chambed has Been indtalbed
for wounded Bangets Wo-88 needs to keep
alive, and a droid maintenance bay allows
the assassin droid to repair itsell

The weapans systems of the ship ane
largely unchanged, though 1G-88 replaced
the single tractor beam an Aggressor nod
mally mcEnts with 30 son cannom, snd the
draid mounted Dwo new tractor beams in
thie ship’ forward mandibles, This allows
Lr-HE to dsabde Shps with Uhe jod Cannon
winibe holding up to bwo ather ships immo
Bile weith the tractor beams. OF course, if the
target lsm't needed alive, 1G-88 concert rafes
on wiing the assault lxsers to disable an

op panent

Mist Hunter
The Aist Hunfer is the vessel of a pairiof
bounty hunters, the Gand Findsrman

fuckss and the deaid 4-LONL IE IS 8 heavily
mindilied Byblos G-uh Starfightern, an osder

micsdel of fighter that fell out of favor when
thee Xowiing and THE flghtu,'r |'.||:1.IEI'|5. e ame

popular, lust 15 meters long, the Mist Hunter
wirs originally a fairly Dyphcal |-_:l.||||::|-
hunter s ship with a two-person cockpit,
small Fving quarters, and a series of
cramped prisoner cells in the loweer cargo
pecks, However, when Juouss and 4-L0OM
thresy their lot in with the Bebellion, Bebel
engineers went over the ship and made
many additional modifications

Thae MUST Hunmher |5 o more a Special
Farces necon vesse| than a bounty ship,
thoush it can certabnly still be used to
carry prisaoners. The lower deck still opn
tains cargo space, but it also has concexled
compartments to camy eight living beings
In cramped qguarters. A sensor mask has
been added 1o make the ship difficull o
detect (increasing the DC of all Computer
Use checks to find the ship by 4], and its
Torwsard weapons have begn _||:_!:r.|.;:|-|_l fo o
pair of fire-linked sssault lasers A tractor
beam in a concealed, pop-down furnet
allows tihe ship o lock on to disablpd ves-
seds, and its external clamp can attach
Itself to enemy alrlocks

Luckuss and §-U0OM used these featunes
to good effect while siding the Rebellion
and have kept them now that they use the
ship to collect bounftics set by the New
Republec. When the ship needs to carry pris-
aners, thiy must be drugged and placed in




the concealed compartments, bul this can
be useful to prevent authorities who search
the ship from finding targets the bounty

hunters have taken

Punishing Dna
Punishing Ove is the personal starshap af
the bownty hunter Denga. it is a modified
Cotellian Enginecring Jumphaster 5oo0,a
scout ship used during the days of the Old
Eepublic for seeking new hyperspace routes
and rmapping newly discovered systems
Although these ships are now fairly rane,
they are otill sormetimies usesd by m |I|'..1r:.'
scouting and intelligence units. The 20
migter-long ships were specifically designed
to alllerr & single crew member bo travel
aver vast distances and long perlods of time
m relatbee comfort, and i1 S&reed Wl a3
Dengars transport

Dengar made fewed modifications to
Pumishing Gne than most bounty hunters
feel their ship needs. The interior has virtu
ally no amenities, with a small cockpit,
pramped stateroom, and small engine
access bay, The Punishing One (s designed
for a single pilet and no passengers, but 1t
has the life support (o managea second
lifefarm if necessary. Dengar has no pris-
oner cells ar holding cages, due in part to
his tendency to take only death bounties of
eloe to work with anather boumty humter,
ciech a4 hils langtime ally Boba Fett.

pllian Engineering

o; Class: Starfightes

vallable for sake (likely valued

; Slze: Tiny (20 meters); Crewt
unique]; Passengers: §; Cango: kg:
Conswmables: 3 months; Hyperdrive: 11

ckup); Maximum $peed: Bam-
mirg: Maneuverss +2 (2 sive); Defense

12 [+2 size, 490 armar]; Shield Pelnts: 150;

Huill Podmts:z 120; DR: 5

Weapon: Quad laser cannon; Fire #rex
Turret; Atiack Bonus: +1g [+2 size, #4
fire control, +8 B2 drold) Damages:
Gidoxz; Range Modifiers: P8 <0, 1
ML nia.

Weapon: bon cannon; Fine Arct Front;
Atiack Bonus: 6 [+3 tize, +4 e Con-
trol); Damage: Speclal; Bange Modi-
Flars: PB 48,5 +0, 2, Lnfa

Dengar did equip the ship with 2 series of
sensor beacons, allowing im o monltor
several different locatiGng Ina 5}'![['"1- simal-
tantecusly He also upgraded it weapons
sign fic jl'll:.l_ pawing Bhe forward - mounisd
light ion cannons but adding a turnet
mpunted guad laser cannon with an K2 wnit
built-ir to act as a punner (Lhe B2 B immo-
bile and incapable of doing anything bul
fising the quad laser at 3 +8 ranged atack
honwsh This assistance allows Dengar (o
concentrate on flying Fundshing Uine and
using thie ion cannon Wwien nesded, Ieaving

the B2 1o Tire the -.|'.|||-. PTIMANY WEapan

Sl I
After Boba Felt escaped from near-certaln
death on Tatoo|ne, he discovered that his
personal ship, Slave (|, had been
impounded, Rather than announce his
return to the living Immediately by recov-
eritig Sove f, Fett decided to keep a low
profile for some weeks. During that time
he bought a new shilp and had it exten-
sively modified to his specifications, ereat-
ng the Shave i

Shove s a MandalMotors Puriier-class
enforcement ship, an old but I.tl.lrd_'f
design The PLFELACT shi P e re pu-puhr
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with many law enforcement gromps
because they had the range, speed, and
defendet to handle conflicts with small
pirate ships and enough space to travel on
lang patrods in reasonable comfort. These
chips alvo mownted 3 powerlul set of
manewvering thousters, glving them
pacellent IundlmE for transport-sized
ships. Eventually the ships’ hefty price tag
made them too expensive for most small
gavernments, and their Lack of truly heavy
WEARDNS mane them useless o |.-||.:|_'|
argamizationg

The primary modifications to Sieve I ane
relnforcements of the hull and the inskalla
Ll of miilitany r:|_||||' Torplex Lhdeled BEnera
tors. Fett kept the forward-mounted blaster
cannons but added a turret-mounted lon
canmnom and a resr-fi fig proton lofrpedo
laumncher, &n edentive tencor system was
als0 instalked in Mave N, piving the pllot 5 44
equipment bonus to all Computer Lse
checks involving the ships sensors. As yet
Fett has not imstalled the kind of stealth |
swsfems on Ehis ship he did on Siave | ||

Internally, Slove Vis largely unchanged

The rohmal ey guarters have heen
replaced with Tive Force-field Capable pris
oner cages, and the recreation area angd

miess have been converted into Fett's

personal quarters

Craft: Modified MandalMotors Pursuer; Class: Space transport;
Cost: Mot Tor sale ] ol A
Small (5o m o rew 1 |unique); Fassengers
Cargo Capacity: &5 melric tons; Compumables: 3 months; Hyper-
driwe: 31 (backu :
#3 41 50pe, 42 engine qualityl; Defemier 21 (1 SiTe, #40 aemor):
Shield Painti: 150; Ml Polnts: 180; DR: 10,
Weapam: Blaster cannans (2 fire-linked); Fire Arg: Front; Attack
Bonaus: &g (41 size, 46 flee controd, 42 @ gine quality); damages
GihoKz; Range Maodifiers: PB 40,5 +0, M/LA/a
Weapon: lon cannon; Fire Anc: Turre?; Attack Bonus: +7 (41 sige,
4. fire control, +3 engine ql.lu'lllt:r:ll Damape: Special: Range — r
Modifiers: PR +0, 5 +0, M -2, Ln'a -'H 1 t

i
Weaponr Tractor beam projector; Fire &rc: Turret; Attack Bomuws: II I |. ”n
—...i

+7 [+ LiDe, +4 fire control. +2 engine qua '||;:f:|; ﬂjmjsﬁ; Special
Range Modiflers: P8 +0, 5 Miln/a

Weapon: Proton tornpedo tube (6 praton torpedoes); Fire Arc:
Eear; Attack Bonus: +7 (#1 size, +4 fire conkrol, +2 en
ityl; Damage: gdioxy; Range Modifiers: PB 40,5 +0,
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Alien Anthology Hddendu

MILLEK

So many species, so few pages ... That
was the lament of Alien Anthology
designer Steve Miller, who detailed
more aliens than could fit into the 128-
page Star Wars Roleplaying Game sup-
plement. By now you've already picked
up your copy, but with this issue of
Star Wars Gamer, you can add three
more deadly aliens to your campaign.

Defel
The Defel are a curlous mammalian species who, under most light-
Ing conditions, appear o be mystenous bipedal shadows with red
dhish eyes and lang white fangs. Uinder witraviobet light, howeser, it
beecomes clear that Defiel are stocky b{"ll‘lEi coverred i fur that
TANgEes from brilliant yellow o dazzling azure. They have long fin-
geers ihat end in vickous yelbow claws and protruding lime-green
inouts. They stand between 1 meter and 1.5 meters in height and
average 1.2 meters at the shoulders

The Defel ariginate on A8 ElL 2 large, high-gravity planet orbiting
the super-giant Ka Dedus, Due to the unusual chemical compasi
tion of AFEFs upper .11mm|1h.-|:'-_nn|5- ultraiolet 'l.!-|'1 passies freely
to the surface of the planet, while lnger wavelengths of ight are
completely deflected. Because af this, all life forms on ACEL includ
ing the Defel, are completely blind to the non-ultraviolet spectrum

Befel fur also absorbs other light w.'u-.u_-h_-nﬁl_h:. Scholars

BE vOoLUME & WUMIER |
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speculate that this was an evolutionary response to a now-extingt
predator that projected lights on different wavelengths to locate
prey, but it now makes the Defel highly desirable as bodyguards,
assassims, and commandos, n darkniess, a Defel is all but imdsible
even to beings that can see in the dark. Thelr unnenang, shadowy
appearance in the light makes even thode Defel who anen 1 skilled
combatants useful boadyguards, since few beings are aware of the
source of this strange effect My |J{"II‘|ES attribute the Defel™s
appearance o an abslity bo become insubstantial. The Defel
nafurally, do nothing to disped such rumors

O AFEL the Defel lve in I.'LrBi-,wr'I l-malmtabned ||II-C||""I_H raund
cities considered among the marvels of the galaxy, While they never
developed space travel or even flight—the violent storms that con
tinuously ravaged the surface of AFEl discouraged the Defel from
bpoking to the sky
phene recyclers more advanced than even those Lhe Bepublic was

they had developed metal .1lln:,--§. and atrmios

using when scouts first wisited the Ea'Dedus systerm. 5o, while Defel
sochety has almost all the technological hallmarks of galactic soci
ey, thiey have litthe or nd Inferest in spaoe travel

Dl wheo trave] the galaoty are proud and independent (o the
point of stubbormness. Some beave their homeword in search of
adlwenture, Bul miost beave to work for ather |!-r||'|g-. (&1} l.:'ll'tlfl-\.' -
tract jobs. While many Defel trade on their unigque physical charad
teristics and the legends that surround their kind, most work For
starship manufacturers and ':n'u:lllng plants that prodece durastes!
and other alloys requinng 3 carefully balanced mix of ores. The
[efel have produced some of the galaxy's best metallurgists, and
they are valued as much for their knewledge in this field as fos their

talent for more violent pursults.




Defel professionals are experts or thugs
Advorrtuners are scouts, scoundnels, o sol-
diers. To function away from their homae-
weorld, Defels must wear speclal wisors that
sl them to “see” light wavelengths other
than ultraviclet. & Defel without such & wisor
ks effectively Blind in moremal light. Defels can
speak Basic, and their native language
easy for most other sentient species to learm.

SarHan

Mathwe to gem rich Sarka, the Sarkans are
tall reptiles with thick, green scaly hides and
yellow eyes with slit pupils. They have
tapered snouts, and theis mouths ane filled
with razor-sharp fangs. They often decorate
their claws with muttioslored vamish amnd
clan syrboli. Sarkans have thick tails that
provide them with added balance and
stability. Their martkal arts traditions train
fighters how o wse the tail not cnly for
alance but also as a weapon. They favor
beightly cobored, bagqy clothing frequently
descorated with gemstones, Their technol
ogy Is egual to the galactic nosm, but they
v develaped thelr own space traael
Males and females both stand bebween 1.9
and 33 meters Wall &5 Sdurts.

Outsiders find Sarkand diffscult to snter-
act with on a business or diplomatic bevel
Their culture i intricate and focused around
rigid, arcane codes of conduct that all visit
ing allens ane expected to know. Those whi
violate Sarkan codes of conduct are dis
missed as barbarians and removed from the
presence of hIE:h ranking Sarkans by effi-
cient bodyguards. Still, many beings will-
ingly submit themselbves to the gauntiet of
ritual and protocol in pur'n-l.rll.-liaf rative
deals on shipments of nowva rubies.

MNova rubies are amang the most oom
mon gemislones on Sarka, but they appear
on ng other world and remain a valuable
cammadity in most of the settbed galaoy
Sarkans have used the nova rubles to
bescomie fabulouthy wealthy, and wnlle some
o ihie Eal.;:::,f'_'. mcst luxurious résarts and
spaceports Be on Sarka, the natives amused
by the “foclish aliens” who vt the usedess
gleaing stones

Sarkan protocol demands that a meet
ing with an ambassador must begin with
a long grecling in one of the five primary

Digfel, Spealk Basic Soeak Distel

EECh, Ly appear a |

| jhit iy e e Ml e

{icirTs L sEiE B

srity bonuses to Defeis

fmly 11l Canvlima) the attacken

% of the core rulebook) as well

| v ad special vitors Wilhoail Leéde visors, they are

comnsidensd Hind as delflned In Chapler 12 of the core muls bk

Sarkan languages. The greeting

must include, in the following

order, the life history of the indhid

ual the number of battles won, the

aumber of gems mined, and the Aum

Ber of mates taken in the course of the

individwal’s life. This greeting must take

at least one standard hour; amything bess

i consldered to be an insult o the

ambasiadar In formal sibuation:, the

greetings exchanged between Sarkans

often reqguine more than eight hours
During the relgn of the Empire, the

Carkans begrudgingly allowed Humans and

represeniatives from companies that

woere knoam to hawve the Empenor's

favor to insult them by nol adher

ing to the proper rituals. How-

EVEr, a5 soon a5 word of the

Emperor's death at Endor

reached their ears, they

returncd to their tradi

tional ways—as one star

tled SoroSuuly Broker

disoovened when the

sarkans suddenty

dermanded a formal greet:

ing in their native tongue.

SaroSuuh has been trying

ta resstablish trade rela

tioris with Sarkh ever since.
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Alien Anthologuy
Addendum

Larkan Commuoner: Inlt so: Def a0, Spd o YPOWP

| S | cold-blooded

5V Fort 40, Bel o, Will +0; 52 M FP o DSP o R L 1e Diex

Con i, Inl o, Wis o, Cha &

SpEak Sarkese

Sarkans do not typically leave their home wurld_pltruﬂlng
instead to allow the galaxy to come to them. When they do
travel the galaxy, they are usually encountered in groups of at
least three, a holdover from a time when thelr society was heay-
ily dominated by a caste structure. Solitary Sarkans are usually
outcasts who have committed a grave offense on their hame-
world, The offense could be samething a5 terious as murder, but
In miost cases it is something that most other cultures would
view' as brivial. Qurtcast Sarkans tend to be the ones most often
encountered away from Sarka,

Sarkand tumn up in every professional class, and adventurers ane
usually nobles or scoundrels, They can speak Basic easily, and while
many Sarkans know the language, few of them admit to doing so
until 11 is clear that no beings present understand Sarkese

B8 vDLUME B MUMDOE |

Tirrith

The Thrrith are an wnusual species native 1o the desert workd of
Beheboth. They have no solid forms, existing instead as wisps of
energy manifested as softly glowing green vapor clowds shot
through by dancing sparks. In their natural state, Tirriths exist as
collective entithes; a hive of Tirriths is far more powerful than the
sum af its individuals, & hive can, for example, create an entire
weather system, although it taxes the Timiths to do sa,

AN Thrrithes whao are part of & hive entity share an empathic bond
with the other Tirrith that belong to that hive. When one Thirith suf-
fers pain, the other Tirith do as well, There aren’t many things that
weill harm a Thirith so the empathic boned |s usually nat a problem,
but f a Tievith, is separsted from the hive and s subjected to hard
WU, StronE winds, or '.trl:-ng plectrical currenis. the entine hive
suffers the pain a5 well if a Tirrith is kGlled vlils sy from Lhe Rive,
there ks a chance that other members of the hive may die as well

Thee Tirrith are fundamentally pacifisis and have a hard time con-
ceiving of doing violence to other beings. In fact, their only method
of defense ks to alter the chemical cormposition of Beheboth's
atmnrsphemtucre.rlu i AaiouS H;aﬁhnl! renders miost I;u:mgs that
beeathe i wnionscious

The Tirrith first came to the attention of the galaxy at large as
the Rebellion was spreading across the galaxy, Until that time, the
Tirrith, whao have no physical form and who have not created what
mst wenoethnographers classify as a civilization, had been consid
ered mierely strange manifestations of chemicals in Beheboth's
atrmosphere. A group of particularly clever bandits, led by a falled




Tiswith Commaner: Inlt «1 Defense 3 [+ Dex, +50 natural); Spd
wom: YRIWP —iz; Atk n/a meles or «2 ranged [lomniferows gas,
speciall; 50 Mon-corporeal, somniferous gas, tebepathy: Fort +1,
Rl 1, Wil +1; 5Z M; FP o DSP o; RBep o) 5tr —, Dex 12, Conog, Int
12, Wit 13, Clea vz
kit Knowledge [waries) +5
Speciod Qualithes: Hu-n..:.uq'pur[-]l-— Tirrith can be hanmed only |‘|!|l
energy wiapons and vacuum. They can force thesr way into
any non-hermetically sealed room a6 a Tull round adtion
Tirrkth cannok use any equipment
Samniferous Gas
.j1|r||:-5|:|h|lnl o ) peveeriul knoCkoul gas |[inhaled, Fodt save
0OC 20 to resist. Effect: Lntonsckous but stable for adg howrs,
wnless revived by a medpachk. The range increment 16 § meters,
and the attack covers a 44 m area)
Telepathy—A Thiiith can communicate telopathically with amy
number of beings within 2o meters. A BEing that wiahes (o

Tirith are able to reconstitute Beheboth's

redist telepathic contact with a Territh must rodl o Wikl save
against a DC B plus the Tiedths Wisdom bonus. The Tirrth can
continus to attempt Lo extablish contact for as bong as the
target ks within range All beings that receive telepathic
communication from a Tirrith “hear” the message in their own
primary language

Speches Featunes: nda Str, +2 Dex, +2 Con, +2 Inf, +2 Wis, 41 Cha

Awtgmiatic Languages: Tirrth can commiunicate telepathically
with any creature or being regardbess of language barriers
The Tirrith hawe no spoken or writien language in the tradl

tiomal sense

Tirrith Hive [védwos20 Thrith): Init 46 [ Dex): Defonse a6 {46 Dex);
St nam; VIBYWP — /9644 for each additlonal Tirrith beyand 2o
Atk nfa melee of +6 ranged (samniferows gas, speclal]; S0 Non
corpareal, somnifenous gas, telepathy, empatiic; Fort +o, Ref 4,
Will =1; 52 M (LB to 2.2m); FP o; DSP o; Rep o 5tr —, Dex 2241
far every twa Tierith beyond 30, Con g4 for each Tirth beyond
20, Ink 2241 for every bao Tirrith beyand 20, \Wis 2241 for every
twed Tirvith beyand 1o, Cha 1941 for edery three Tireith beyond 20
Challenge Code: D

kifts: Knowledge [a different subject for each hilve member) +10
Speciol Qualithes: Comnlferous Gas—Tirrith are able to recansh
tute Behebath's atmosphere Info a powerful knockout gas
[inhaled, Fart sawe DL 20 to resksd, Effect: Unconscious bul sia
ble for 3dg hours, unless revived by 8 medpack, Range inone
el T, COWETS & JO0 80 FT .|r-'J.:'

Tull:l:lalh:r—l". Therith hive can cammanicale telepathically
with a number of beings equal Bo its Wis thal is within 26
maters, & belng that weishes (o resist telepathic contact
with the hive must roll & Will save against a DC 18 phis the
hive's Wis bonws. The Rive can oenlinus bo attempl 1o est abi
ligh contact for as long as the target is within range
Empathic
Five are alia inflicted an the hive a4 a whole. For esch poant

Infuries suffered by Tierith separated from the

af damage iuffered by the Tirrith, the hive suffers bwa

first contact specialist named G Longspar. realized the true
thie Tirrith, capluned part of a hive, and blackmalled the

rest of the hive to help stage robberies on the region’s motstune

matiir

farms. Longspar forced the Tirrith hive to invade the fanmi, gas the
guards and owners, and allow his raiders to move In and steal the
waler before the farmers’ people awakened. The oo indrels then
sold their ill-gotten water to hie world's desperate inhabitants at
Iy inflated prices. Theidr e was eveniually demolizhed,
and the Thrrith freed, by Bebel Commander Luke Slywalker, and
since then Rebellion and eventually New Bepublic treops have been
stationed on Beheboth to enswune no further abuse of the Tirrith and
the world's ecosystem take place
Thee Tirrith may well play some role in the enviranment of Behe-
both that goes far beyond that typlcally afforded most sentient
. After Skywalker freed the Tirrith from Longspar s contain
et Field, the

raing. over the

proceeded to create unseasonable and heavy
that had been deprived of water. The Hurman
mtinue to create rikn

lers have tried to comvinoe the Timith t

Bt §he b st been willing 1o da so.
Thie Tirrith have no spoken languagpe. They communicate using

telepathy. §

ALiEnS Age Tan
Species Child Adolescent Adult Middle Age

old  Vemerable

| s,
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tar Wars—Silent Death”

. The New

edi Or

“Two fighters against a Star Destroyer?”

hiis latest expansion for Sar Wari—
I Lilent Death [“What Good Are Snub
Flghters from Star Wars Garmer 73] aods

from the Mew: Jedi

rrder, The Mivemmiam Falpon, Lonalskip

roew rules anvd starships

e B U Yorik-vie ohusEn make an
appearance here, &% do nevw rubes for Colos

S8 SRArsNaps

CoLnssan STARSHIPS

Silent Death is designed around starfightes
and gunboat-sized starships, so the scale
dmid fal vtk vl wheeEn deg ing with Stae

estrowers and Mon Calamarn Star Cruiters

In fact, those ships are so huge that they ane

b ke Learain and less bke staiships. 1o
simulate fighting against or around these
glant vessels, use the following nules. ¥ou
can also use these rules for smaller skar
ghipd like The Nebulon-B Frsgate, of 1o
space stations liks the Death Sk

First, declde howe much of the magp the

Cofossal starship takes up ""':I'"'lll"-""-' fraem a

few rows to the entire map. Any starfighter
or gunboat may enter the hex filled by a
Loossal ship, 50 Wou G0N | need to worry
aboit collisions. Movement inlo & starship
e amd ot of a starship hex is exactly the
sAmMeE &5 moving thiough inacoupeed hExes
Each Colossal starship hag a I"'-e!'-'-'-"“
ber af weapons, but not all of therm can fire
the
Haoe a

at the same target, When setting up,

fide using & Colossal starship can
number of weapons bated on the numbser
af hewes a starship takes up on the map. For
Example, an impenel-class Star Destroger

aefuples 40 xS, DonL ||||r: the Lalle

TO WHUKE 2 HUMBER |

BY ERIK A. DEWEY

Starship Weaponry

fenperkanl-class Star Destroyer

Turbolaser 1 per B hexes

ko Cannan 1 per G hexes

Tractor Beam 1 pEr 20 hExes
Mon Calamarl Cruiser

Turbolaser 1 per 7 hexes

lan Cannan
Tractor Beam

Death Star

1 peer 15 hexes

N e B0 I

Turbedaser ¥ jpeer 10 e
Hebulen-B Frigate
Turbodaser ¥ et 10 haxeg

Laser Cannons 1 jper 10 heyes

Tractar BeEaim | i po heses
Trade Federation Battleship

Duad Heavy

Laser Cannomns 1 per g hexes
below, the Imperial player can place b Tur
balasers, & lan Cannons. and 2 Tractos
Beams on the map within those 40 hexes

i carse the number of welpons does miol
divkle evenly bassd on the 512e, 0rop al
fractions. For exampse a 10-nex SEar
Destroyer [just the very tip of it] can have)
Turbodaser for every 6§ hexes Since there ane
|_||||:.' 10 hiEeEs on the mag, the lmperia
F||.|'.'\-_ roan place anly 1 Turbolases

Each weapon on the map has a firing an

of F, FOR, amnd FOL Each turn, before any
gtar! ghiers ar gur Bats FIBOAAE, 3 WA
may rofate one hex dide. A weapon can be
attacked and poss ibily o estroyed. Esch

wEgnan has a O of 14 [unless the shield

1-1

gencrator of the stasship is down, in

wihich case the DY becomees 10) and a LK

f 3. it takes 5 points of damage to destroy

a
3 WEARIN

Colossml l,1,|r'§.||||,|;\. haee shield gencrators
that can be attacked by starfighters and
gunboats. Once these generators are
de -\.'_'l_l:.'l'|_1_ = Py gan thi skarship
bBecomes rich rmoie vulnerable. & shield
generator is typically a cinche 5 hexes in
diameter and has a DV of w3 amnd a DF of 3. 18
Lakes 7t points o -_1.||r|.|!_l|_' tio dest 1oy a
shield penerator. Once destroyed, al
weapons on the starship have their DV how
eired b 10

Usually, destraying a Colossal starship s
beyoind the capabilities of a few slarfight
&%, A desparate battie against steap oo {%
hovesEeir cam be Tum To destroy a starst i,
first the shield generator and abl weapons
must be destroyed, Then the starfighters
must attack avulnerable area [determined
before the scenario beging) oy hexes. This
irea represents the bridge, engine core, o
corme other ontical spol on the starship, and
I has a OV ol 10 and a DE of 4. Causing 100
points of damage to this area starts a chain
feaction that dest oS the starship

TURBOLASIES
Turbolasers ane deskgned for firing at capital

gtadshins but they can |.'|I'El_": ‘_lt.tlflk':hrl'”l if

necessang, A Turbodaser has 3 Speed Bestric
thon [5K) of v Any time it tangets another
starshipwith a Dvve preater than m, e Ty
the to-hit roll by how much over 11 the star

shilp's driee is, For example a Turbolaser bal




I_u,-r:, 1.ug-:-r-§..a|'.-:-n|'nl'_.- - whim g Thié X -.v.-mg'-:.
Dirive 5 currently 14, s0 the to-hit for the
Tunhalaser i -3

Lasim CAMMNONE
Laser Capnodd aie turret-mounted vertions

of the standard starfighter weapon

Quan Lasee CANMONS
Quad Laser Cannons are the mabn weapons
af the Milenmivm Falcon and the Trade Fed

eration Battleship

lar CAMMNONE

lon Cannons ane used to disable & starship
rather than destroy it They are showed (o
fire and mod at sccurate as Laser Cannons,
but they leave a valuable arget tloating
in space rather than blowing it to dust. An
lon Cannon does Medium damage, but
the result s habved {round up). After apply
ing Damage Reduction, the remaining
damage marks only Drive and Weapon hits
aon the Damage Track. Damage from an lon
Cannon can be repaired narmally using
Damage Contn

TRAcTOR BEAMS
Lised to show down or stop attacking
starfighters, Tractor Beams project an imds
I;|||_-11|1|lrl,::.l field at the target thal mnhebets
the & Jr'l:,:h:g 5 engine, thius 'Il.'I||'|IrI;.: the
starship. They ane thort ranged bul can
quitkly prevent an attacker from hitting
vital areas of a starship

A Tractor Bearm is fired Hee any other
weapon and can target both starfighters
and gunbaals, The Tractor Beam does no
damage to it tanget; instead, it reduces the
target's Drive by the armaunt af damage
rolled. This damage ignores Damage Reduc
thon, if the target's Drive is reduced 1o o, the
Tractor Beam Ras “locked on®; that starship
cannot mepee wndil the Tractor Beam lets go,
changes targets, or b destroyed. i the tas-
get's Drive is not reduced to o, the effects
last covly wnrdi] the end of the next fum. You
cam use multiple Tractor Beams Lo show
down a partiowlarty fast target

For example, a Tractod Beam tries o $top
a Coralskipper. It ralls a 6, 4,5, which hits
and does 6 podnts of damage to the Skip's
[rive, The next turn, The Coralskipper's Drive
is considered B for that turm only. The turm

after its Deive retums to its norrmal 14,

Destruction on & Colossal Scala

assuming the Coralskipper is not damaged
or it with another Tractor Beam

The final Drive availabde to a starship it
wed right

befane 1L mowves, If a Tractor Beam hils a

by @ tractor bearm is determ

starship and then a nermal weapon dam

ages the ship's Dvivae, Uhe ship's Lirive next

turn is thie current Dive minius the Tractorn
Bearn damage. it Is also possible fod & st
ship to be slowed |_||,l a Tractor Beam and
then hit by another weapen for enough
damage to alkow the Tractor Beam ta hodd
the starship. For example, a Trackor Beam
reduoes an Xowing's Drive by 6. A Turholaser
then pummels the X-wing for 14 podnts of
damage, marking off enough boxes an the

Damage Track to redsce the X-wing's owf

rent Drive to 6. Since the Tractor Beam
reduced the X-wing's Drive by & earller in
the turn, the Tractor Beam has now “locked
on” b the Kowing

ViasLcaANIE CANNONS

The primary l_.|.|l|||{|'1|_'|’ wWeapan of the
Yuuzhan Viong fhe Valcanic Cannon fires a
i of superheated plasma progectibes
While not as long-ranged as a Laser Can
nan, this weapon deals mach maore dam
age. If you roll doubles (but not triples)
to-hit, double the final damage the Valcanic
Cannon does, Far exarmpse, 3 Loradiolppeer
|'||-‘!=|_I-1ll an X-wing wilh 15 Twin Vodkoanic

Cannamns. The mall is 7{the pilol’s Gunnery

die), 3, and 3 +1 for a total of g, Since a Twin
vipdcanic Cannen's damage is Med, the dam
age Is 7; since doubles were rolled, the final

damage s 14

GTAR WARS GAMER T1




Scenarios
ACLAsHOF Guwsoars

Location: Mear Corellia

Background: Han Solo, still grieving from
the koss of Chewbacca, returns from a less-
than-cordial visit home and Into a Yuurhan
Vong interdiction field. The Yuuzhan Yong
seize the opportunity to test owt their
newest creation: the Yorik-vec crulser

Mew Republic (224 points):
Millennium Falcon  (Filet wo, Gunner 8)
Gunmer A (Gunner g)
Gunner B [Gunner 7)
Yuurhan Vong (224 pointsk
Yorik-vee crulser  (Fllot 7]
Gunner A [Cunner 8)
Gunner B [Eunner 8)
Gunner C [Gunner 5)
Coralskipper & [Pilot B, Gunner &)

Coralskipper 8 [Filot 7, Gunner 5)
Setup: Divide the map in half, The Mew
Eepublic sets up first near the middle of the
rap. The Yuuzhan Vong then places its star-
ships anywhere on the map.

Victory Conditions: I the Millerminm Falcan
I destroyed, the Yuuzhan Vong win, if the
Yordk-ver crutser is destroyed, the Miden-
miwm Falcon can escape into hyperspace an
the Mew Republic player's next Movement
Phase, and the Mew RBepublic wins,

Locatlom: On the sdge of the Mew Republic
territary

B.I-:I:gmund! The Yuuzhan 'u'nng imvation i
proceeded by Corralskipper patroks on
scouting misslons. Typlcally these patrols
avoid alll contact with New Republic forces,
but the occasional d-ugl'lght breaks out.

Yuuzhan Vieng [1m pednts]:
Coralskipper A (Filot B, Guningr o)
Coralskipper B {Filet 7, Gunner g)
Coralskipper C {Filat 7, Gunner 13)
New Republic {1 points):
X-wing & {Filot w0, Gunner 7
-wing B (Pilat B, Gunner &)

Setup: Divide the map in half, The New
Republic sets up first, ampwhere an thelr

T2 VOLUME 2 WUMBER I

half of the map, The Yeuzhan Vong then
sets up on the -:dg-: of their side of the map.
Thee game lasts for only § turms,

Wictory Conditians: The Yuurhan Vong must
destroy the X-wings before they can report
in. After 5 bunns, the X-wings send their
miessage, and the Mew Bepublic wins. I all
af the X-wings are destroyed before the

end of the fifth tunn (even if all the Coral-
skippers are destroyed tool, it Is a Yuuzhan

Veng victory.

Lacation: Mear Mon Calamarl

Background: In responie to the Yuuzhan
Viong Invaslon, a Mew E:Pubnll-l; task Fodce is
assigned to search and destroy stray Vong
patrals. The flagship of this task force is the
Mon Calarmari Star Cruiser independence.

New Republic (247 poinis):
ndependence (35 hexes)
Turbolaser A [Gunner )
Turbolaser & {Gunmer gj
Tunbolaser € {Gunner B)
Turbolaser I (Gunner &)
Turbalaser E {Crumneer B)
b Caninon A {Crnner B)
ton Cannan B {Cririer 7
lon Cannon € (Gaumniner &)
ke Cannen D (Gamnner g

lan Cannon E (Gunner g)
Tractor Beam [CGunner g)
E-wing & (Pikak 8, Gunner B}
E-wing B (Pilak 5, Gunner 7)
Yuurhan Vong (253 pointsk

Yorlk-ver crulser  (Pllof 8)

Gunmer & {Gunmner &)
Gunner B (Gunner 7
Gunner C {Gunner 7)
Corabikipper & {Pilet &, Gunner 7)
Corabkipper B (Filot &, Gunner B}
Coralskipper C {Filot 5, Gunner 4)

Setup: The New Republic player determines
where the Independence ks on the map. That
player then places all turrets, the shield gen-
erator, and the bridge area, The Yuuzhan
Vipng player places his starships anywhere
an the map, and then the New Bepublic
places his X-wings anywhere that is not
within 10 hexes of a Yuuzhan Viong starship

(o as far away as possibde)

Victory Conditions: The Yuuzhan Vong
win decisively If they destroy the Indepen-
dence, misderately if they only destroy its
';hizll:ls-..ﬁ.rq.l other outoorme i€ a Mew
Republic victhory




Quan Lases
Cannons [F]
JD8sADE (x48)
Levad F

08 ADB4N (x2)
L+ ©F

JUFE+ AL
Lavige 3

RaMGE: 35950

Damage Track

T i VOLCANIC
Cammons [F)
JDB+ADE [x2)
M o

JIxHA L
Med+z

RamMcE: 468

DiFEMEIVE Damace
WALLUE: EEDUCTION:
]

b TIGHT
% Tumm COST:

DEFEssIvE DAMAGE
VaLue REDLETIOMN:

4

Derivi: W

ThEHT
TurN COST:

"I} Critical Hits

PrOTON
ToRPEDOTS:

%
I N B 1]

— Y |. '.._. I_.'.ll

Dams Coni: -4
JamAMER: T=2

D Com: 1=2
i AR =2

2 “I've got a problem here.” Pilod
Killed. X-Wing can take no further
actions. DV 15 g
Rz unkt khit. Damage Contrel can no
longer be used
Cannons overheat. Cannot fire until
after thie end of next furn
Proton Torpedoes hit, Jettison all
remaining torpedoes
Shield's damaged. Reduce DV by 2.

7 Targeting computer damaged.
Modify all To-Hils by =1
Engine sputters. Beduce Drive by 3
until the end of next tum

9 Jammer hit. X-\Wing may no longer
jam waarheads

W0 Stabifizer comes loose. Reduce
OV by 2

n Pilot dazed. X-Wing may not move
or fire until after the end of the
next turn
Regctor hit. X-Wing destreyed

Pilot killed, Coralskipper can
take no further actions. LY is 5
Regenration node hit. Damage
Cantrol can no longer be used
Valcanic Cannons averheat, Cannod
fire until after the end of next tura
Meural iInterface damaged. Reduce
DV by 2
Dovin basal hit. Eeduce LY by
Clunk. Bits of reck blowan off, but no
ather damage
Targeting node damaged. Modify
all To-Hits by -
Dowin basal sputters. Reduce Lrive
by 3 until the end of next turn
Jammer hit. Skipper may no longes
jarm warheads
Pilat dazed. Coralskipper may nof
move or fire until after the end of
the next turn

12 Dovin basal overload. The

Coralskipper is dust

if daownires are rodled, then the ot
damage iF doubied,

o § ] i gl B e e s g el U A S e e waly

l B orudivhes gallen 73 B
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Play Silant Death™ Online On ADOL
Silent Death Online ks a muliplayer space combal game you can
play on America Online’s Games Channel, Based on 3 popular board
game, Silent Death Ondine features thousands of players simultane-
ously battling for eontral of the unherse

* Silent Death Online is a perfect game for the A0L audienge—

11

it's fast-paced, action-packed and presents numerous challenges for
both new and veteran space ship commanders,” sakd Kesmai $tu
dios creative director Dave Marsh, executive producer of Sikent
Death Online

Developed by Mythic Entertalnment and based on a leense fram
bron Crown Enterprises, SBent Death Online is an arena-based,

Critical Hits

FronT [204d)
! - 2 Pllot dazed. Ship cannot move until
the end of next turn
QI..MEI-H'l"I' LasER Fromm: DE3 ¥ M drive d d. Ship cannot
. yperdiive damaged. Ship canno
Cannons (3607} EIGHT: DR 2 PLT: enter hyperipaoe
IDB+ADE [x4] beer: DREZ L
i 5 haken. Ship loses initiathe
Meed oo ; GNA: 4 Lrews
}E'::;.rﬂ.[ﬁﬁ +1 (=2 o . 4 an feExt bunn
Mad+3 of ? h“‘l 5 Jlammer hit. Warhesds are only
DB+ ADE :| EFENSIVE [ERELETA GMNA: Jamm cdonat
Med+6 VaLuE: R BLUETicnN: 6 Shield damaged, Lower DV by 1
Ramce: 4/7N0 Cienc Dunnex | 7 Hull collapse. Mark 1046 mone boxes
Ty on front track
GMNRA: B Pilot killed. Ship cannot move and
its OV drops to 0
LT or Biger (204)
T Gunner kKiled. Gunner & (Leftior 8
[ } (Right) kilked.
3 Hyperdrive damaged. Ship cannot
OB+ A0 () 4 Shield damaged. Lower DV by
Med o i ¥ Cannon damaged, Reduce Lunner
2084 ADE + 1 (x2) P A% [Left) or Gunaner B's (Right) To
Migs2 ar "'m Hit l.'l!l' 2

T8+ AlME+3
Mol
Rarmci: £/7/10

% THGHT

\ TIGHT +3
4 Tums CosT:

6 Ship's computer damaged. Dam
Con reduced by ane
T Crew shaken. Ship loses indtiative

E o0

o0
T ee
a8

nExk turm

- - 1 1 SLATE Jammsn: -2 B lamrmer Rit. =2 (o OV, ship cannot
[ jam warheads
1 | i } } . : } } 1 | ] |
L] E
[ [ & | T T | REAR (2D4)
| = I 1 1 T B | = 1 G ™ 2 Catostrophic fallure. +208 hits
1 I = 1 | | I } | ! 1 ! 3 Maneuver thouster Rit. +1 Do Turns
"___ | ] B[R | | I __:_ | L 4 Hyptr-drlutdamagrd. Ship canmot
Rin i . enter hyperspace
] TR T I 1 1@l '!_ % Engine stutters. Drive = next turn
||
} | I [ S — { - —-1 -5 & Thruster [ammed. +1 to right turms,
- 8 I ) s LT LA -1 to left
s = . ] |40 £ | T Enginedestroyed. Drive is 0 and DY
i | x | x5
. = 3T IT 008 e 8 Reactor detonates, The Millerivm
- . - LEREEY] ibataki LLSRCIRCTLENUE] A 00 Ferkem |5 dust
[ | I
8 | I I l I I I I A : i | if o gunner i killed, the Pilot con fire el
1 1 | [ [ ¥ [ | [ i [ I i | ¥ ther of the Quad Heavy Rlasters, bul
5 1 1 1 1 1 1 | | the firivig ave i5 anly §
|
] [ : -
| | . E _| X [ |
] | - ] | | | [ £ | m i1 | w [ o | B
i [ i



miultiplayer online game of ship-te-ship space combat. Thousands
of players play in fast paced combat arenas, piloting ships and
forming alliances with others in the conquest for known space.
Using a top-down view, intrepid ship captaing begin the game in
a srmall, lightly armed spacecraft, As they grow in experiance, play-
ers can increase their ship's capabilities wntil they are plboting a
lethal, heavily armed fighter. Player ships can be customized with

Quan Vorcanic CANNGNS
(3607)

H08+ADE [x4)

Mhed or

208+ ADE & 1 {x2)

Medsz or ﬂ
]ﬂﬂi-!lDEl-] DEFEMSIVE
Medah VaLue:

Ranci: 47618 13

DEivE:

TN VOLCAMNIC
CANNONE
(ROR, R, RQL)
JDE+ADE [x2)
Mhed oo
2DE+ADE +1
Mhed+r

Banai: 4/6/8

TiGwMT
TuEn CosT:

almiost Bo different weapens, hulls, shéelds, engines s repalr bots.
Players can Launch their own arenas and determine victory condi-
tions, collaborate with other players and battle rival teams. Ships
can be built frarm over rne different hulls, 1 engines and shéeld
types, and a7 deadly weapons La lum oppanents info space dust
For more information about Silent Death Online visil
mmﬁhiuntmainmmt.m.

Critical Hita

FronT (204)

1 Pllot dazed. Ship cannol mowe urtil
thie Ened of mext turn,

Hyperdrive damaged. Ship cannod
enber hyperspace.

Crew shaken, Ship loses initiative
on next turn

Jammer hil. ‘Warheads ane only
|amrm-r| ofn @

& Dovin basal hit. Beduce DV by 1.
Hull collapse. Mark 106 mone boxes
on front track

B PFilot killed. $hip cannot mowve and
its DV drops ta O

LEFT o® miGHT (204)

1 Gunner killed, Gunner & [Lett) ar
Gabnurer C le,g,1l1| killed
Hyperdrive damaged, Ship cannal

enter hyperspace
E"l:":::a:“"'f Davin basal damaged. Lower DV

(FQR, R, FQL) oy 1

TOR+ADE [x3) Vaolcanic Cannon il Gunner &
Med aF fLeft] or Gunner C (Right] To-Hit
DE+ADE +1 reduced by 2

Med+a or Regeneration node hit. Damage
EAMGE: 4/6/8 Control reduced by 1

Crew shaken, Ship losed initiative
next burm

lammer node hit. =2 to DV, ship
cannat fjam warhends.

Dasa Cow: 1=3
Jasampn: =1

Ream (204
2 Catastrophic d:.ll'rllllt. +208 hits.
3 Gunner B killed.
4 Dovin basal R, +1 bo turms
& Dovin basal stutter. Drive -5
next turn
Devin basal jammed. +1 1o right
turns, -1 to left
Dovin basal killed. Drive is 0 and
Dviss
Davin basal owerload. The Yorik-vec
criger 15 it

if dlainlies e rodled, then the hadal
demoge i5 donhied.

Ll -'!--.-r.-.|||..1...-a|-1-. ;
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Star Wars Silent Death

The nules below are only a summary of how to play Sfar Wars
silent Death, The complete nubes appear in Star Wiars Garmer #3.

Eoiuimg THE DicE

The following format, used when determining damage, indicates
which dice to roll and how many: Xd¥ (Low/Med/High). X is 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
kowest number rolled, Med uses the middie number rolied, and
High uses the highest number roll. if there is no middle numbser
{because you rolled doubles) then Med defaults to High [a roll of
1.1, B would have a Med of 8). i you roll doubles, add them
together if they are the low dice for a Low value and do the same
if they are the high dice for a High value.

Turn Summary

WarHIAD LEPNCH Prasy

All ships can laisnch any number of Proton Torpedoes and Concus-
shon Missiles at any target. Place warhead counters on the launch-
ing ship and declare each warhead's target.

MOVEMENT PHASE Skl Level Table
Each side rols sdho and adds their highest  piloting  Tight
Filot skill to the roll. The loser of initiative Skill Tum Cost
| chooses a ship and moves i1, then the win- 1 1o
ner. Keeg alternating until all ships have F| dic
moved. Whichever side has the highest 3 wia
total saves one ship 1o mowe after all other i i
shilps have moved, 5 L]
Each ship has a Drive value, To move for. 6 i
ward one hex eosts 1 Drive. Tuming one 7 g
hiexside costs 3. To turmn mode than one hex 8 L
sidde 15 a Tight Turn, which costs 3+ a die roll ('] wdg
based on the Pilot's skill. & ship may use as 10 1y

much or as litkhe of its Drive per turn as it
wants. Ships cannot tumn or end their mevement in the same hex
as an opponent ship.

After a ship moves, all warheads tracking that ship mave. Proton
Tarpedoes have a Drive of 12; Concussion Missiles have a Drive of
14. Warheads may not perform a Tight Tuen, but they may turn
maore than one hexside at a cost of 3 Drive per hexside. Ay ship
that enters the hex of a warhead that ks tracking it I immediately
hit by the warhead and cannot attempt to dodge it

Warspan Busult PHASE
auny warhead that enters the hex of its target detonates. The tar-
ged ship may try to dodge the warheads by rolling who + {the
pibot’s Pilot skill - 10 - the number of warheads detonating]. &
positive number ks the total number of warheads dodged. If not
dodged, a Praton Torpedo does 3ch2 (all dice added together) and
a Concussion Missile does iz (see below for how o resolve the
damage done).

Any ship being tracked by warheads that did not impact this

tudn may try to jam cne. Roll idio. If the number rolled falls into
the ship’s jam rating (usually 1-2) then the sttempt is successful
and the warhead I removied,

Canmon FiIkE PHASE

Each cannon has a firing arc that shows what hexes it can fire into
listed in parenthesis after the to-hit dice. Each firing are is a 60°
cone that extends out of a side of the vessel’s hex in the direction
Indicated {F is the front hex), The are covers all hexes between the
cone’s outer lines, as well as amy hexes that the line crosses Into A
target must be in the weapons firing ar to be attacked.

Al Gunners fire first followed by Pilots in skill order: Gunner 103
fire then Gunner gs down to Plot 23 then Pilot 15, Roll the cannon's
two dice (usually 208) and roll the Gunner's die (called the Attack
Die Bonus or ADB, based on the Gunnes skill level). Total all three
dice together and add any bonuses. If the target i in the weapon's
short range [the first of the three numbers separated by slashes)
addl 1 1o the total; if it is in the weapon's long range (greater than
the middie nurnber but not greater than the Last of the three num-
bers] subtract 1 from the total. i the final total is equal to or greater

than the target ship's Defensive Value, then
the cannons hit. The damage done Is deter-

sdil - ADB The taiget ship subteacts its Damage
1dy Reduction from the damage it receives and

then marks off that number of baxes [start-
ing on the left) from the ship's Darnage
Track. Hf a box is marked off that has a square
and a numiber bn It the ship’s Drive |s reduced
to the number in the next unmarked Drive
box on the Damage Track, Similarty if a box is
mmarked off that has a diamond and a num.
ber in it, the ship's Damage Reduction s low-
ered to the next unmarked Damage
Reduction bax on the Damage Track, If an
asterisk is marked off, the attacker rolls 206 (added together) and
consults the target ship’s Critical Hit chart. The effect rofled is
applied immediately, Finally if a “t"is marked through, the ship
loses a warhead (mark it off) while if 2 “w” s marked. the ship loses
a weapon [if the "w”is lowercase the ship owner gets to choose, if
the “W" s upper case the attacker gets to choose). When the "X is
marked off the Damage Track, the shig Is destroyed. (Two "Xs” must
e marked off for a gunboat to be destroyed )

Ships can attack warheads in flight. The warhead has 3 OV of s,

a DR of o, and requires only 1 point of damapge to destroy

1

I 14
3 14
4 14
5 1dB
i} i
7 w8
B8 i ]
[+ wdio
0 1w

Damacs CoMTroL PrHAE

Each ship can attempt Damage Control at the end of the turn.
Rodl 1. W the result falls into the ship's Damage Control
range, then unmark that many boxes from the damage track,
Lost warhead and critical hit boxes can be repaired, but they
are treated as being blank; the damage done by marking them
aff Is not restored,

GTAR WARS GAMER T7F




Using the Adventure

If you're going to be playing “Reckonings”

stop reading now! | R section provides a

staryline and adventure materials for

LaameEmasters, and ||'.1|'.|||'||:=. ahead spoils

thi surprise
Reckonings” ks an adventure for four

neroes averaging sthlevel set in the Bise of
the Empire era, a few years after the Battle
of Nabod, IE can erve as a starting point fi

a fringe-Based campalin, or you can easily

work It into your existing campaign

Don't be swrprised if your players want
thedr hevoes to have a good reason to be af
thi Landing, however you choose to run the
agventure. Since the adventure assumes
that the heroes are newcoomars, you might
try one of these setups:

i I vou're '.‘!.'ll'1||'||.': rPI.I'|§_l. ol frach e
heroes might all be natives of Lamanedd
fraem the distant village of Cape Regret
Thiey have arfived in what to them is “the
big city
works fine for most heroic classes, except

Bartyn's Landing. This setup

fedi (there are no Jedl tralning facilities
on thit backwater world), ledl heroes can
still be inchuded—nothing like a distur-
bance in the Fance to draw those Jedi
Knights out to the Rim—but they will

likely want to beep a low profile

TH VOLUME @ NMUMBER |

il :
EY'CARY J. NERNDAON

ILLUSTRATED BY RAMON PEREZ

= Todivert your current campaign to
Lamaredd, a hyperspace ancmaly caused
by the Eref asterodd doud can knock the
herges ship or ships out of I1:.-;|._-|~_-.|_-.|.-_'-_-_
forcing them to land at Bartyn's Landing
Lamaredd s only spaceport, and the only
place fior light years around to find
hyperdrive parts). Any class fits easily

into this scenario

However you choose to introduce your play-
ers bo the Landing, remembser that even
backwater worlds in the Star Wavs galaoy
have acoess to Republic technology,
weapons, and computer systems. On
Lamaredd, however, amy of these items

might take some time to find

EnTEY POANT
“Reckonings” begins when the heroes enter
Bartyn's Land ing Newsoomers to Lamaredd
enter the town through the spaceport,
enduring a brief but rude customs check
from QRO securrty Wisitars from elsewhene
on the planet, such as Little Mon Cal or Cape
Regret, enter either from the Three betties
mred of the ' West arm or at one of the large
docks a the arm’s tip before faking a quick
public speeder ride around the arm to the
top of the Bow. The three docks attached to

Lemter Sphere ane reserved Tor pavale,
corporate, local and publc Tramnsit use
respectively, 5o entering thizre is Impractical
Par k& Bandit's Honor
Light streaks through the humid air of
Lamaredd as you step onto a wide street
leading ta the hub of Bartyn’s Landing.
The towen was built from the wreckage
of an enormous starship, and the “town
wall"—the reminant of the blasted ship’s
bl b—gurves skyward on elther sbide. The
rusted skeleton of the old Hoersch-
EKessel freighter drips a steady rain of
browm water from conmodied holes open
to the sky. A hand-carved marker etched
inte the west wall indicates that you're
standing on “the Row™ and that “Center
Sphere” is to the south. Lamaro ks just
Iﬂlllmlni i iw.lrnql up aver the pf]h
of the Krakana's Maw. The air is thick
with the smells of saltwater and fish
You see the large, nolsy prodessing
plant domes of the BGD Corporation ta
the west and the ORO shipping docks to
the east, A narmower road bisects both
arms of the city in either direction,
Hugging the street is a hodgepodge of
homes and businesses. Many are con-
structed from ship-guality durastesl,




others from a deep red wood, light-
wrekght duracrete, or & comibsination,
Massive cargo-hauling droids crawl
along the mine road to the east, whike
heavy cargo speeders move Tresh cargo
into the spaceport to the west.

s you pass ane of the many narmowy
alleys that branch off of the main thor-
oughfare, a hunched and hooded
hurnamoid in black robes sburmbles in your
direction, nearly causing a colfision. The
stranger shakes with & fit nlwﬂdning
coughs, then straightens with no small
effart. Beneath the cowl you ses e wiin-
kled Face of a very old Human male.

"Watch where you're walking,” he
growls, "Your smell offends me.”

Faster than shouwld be possilde, he pro-
duces an antique slugthrower pistol and
waves it at you. "1 call for a duel. Which
of you will face met”

¢ 3rban-scored me

II'!'I'H

e his life Im a bl

s GM CHARACTERS EFFECTIVILY
AL ceriain poinis in Ret kol ||.'_'\-." [, ]
characteds such as Cheel | Illr“"'". Cuthir
Bartyn, and even the Padawan can pno
welle impoartant information and guid
anice StEll. the eroes are the focus of
this story, an d GM characters should not
take center stage

Wilislo |.|||':|l should sEay in he bk
froun, G e RaFachErs can |!'|."r||]I' [ajtild
tham just exposition. If the hemoes Lack
kery shalls, such at healing or brag king,a
GaA charscter can proside help unalbitre
siEly, Jusl make sure [he hendes rermain
im eharge: IF they need a medic, Tor exam
pebie, e b -Jivved Frite weould be more
appropriate than Doc, who 5 e levels

higher than the henoed il b

A Teammonal Lampine STint Dust

The heroes might bry to get past the old
rmaan. i which case he fires 3 2hal ot thear
feet and re It thesy
timue to try (o ebude he'll glve L £

W aTHIET DAt

The Padawan shoots a4 &

llowet, then moves tTo oe
GM Matios: Adding Encountars
“Reckonings” throws players right into the
action, but you might with to sdd & lew
gnconiers wilh bodals 1o sclamate your

plagers b Barl :,-n". Landing

What Dld You Call Ls? As the heroes
enter Center Sphere, one of the many
shreel baikers beckens them over, chal-
lenging them to a contest of strength
Each hero can have the opportunity to
wrestle 3 hulking Ankura Gungan
diubbed “The M:Ehl-.- Mirsstong™ (he Con
foprms to the Bth-level Generlc Thug
from Chapler 1y of the cone nelebook,
withoul any weapons). Each match
lasis 10 rounds and consists of a senes
af epposed grappbe chedks. If a hero
mianages \& pim the .'-l'lll|:|‘I|:'||' Musslors,
the barker gives that hero 100 credits. I
thee hsero stays within the 6m = om
"ring” {a clrcle derwon in the dirt) and

%l I|'||:-|:|| edcaped belng pinned by the
Mighty Musitora, Hhe LR RET ks
impresied enough bo pay 6o oredits
Heroes with no talent for physical con
tests can place bets with the small
crowd that gather once the barker
annaunces that the strangers are chal
lengiigt the [®) iy Essioro

The Barrcom Brawl. 11 hetdes stop aff in
the Tadllln cantina, a lecal wakenng
hole, a | ool Qisarien =||':k". a fl;:h'. wilh
them ar anyone el b £ Al S0an,
the entine cantina s one big Tisthight,
complete with Breaking chalrs, over
turned tables, and a determined kloo

tist whao insists on playing “The Hufl

i have 50

nd podnts) The townspeople 5 & il

ot i5 hit, although 1dg remai

Two-Step” through the entine mess, The
fight is like many that erupl in bars
araund tovwen every week, and no one i1
tryping o kill angone elue, If the heroes
begin to take the brawl] too seriausly, the
Chilef arrives to break things iusp and
wains the newcomers 1o keep thel

SN0y Od@anS ot of trouble

« MAwlla"s Donibile-Crssing The heroed

might wan to visil Miss Mylla's Saloon
sooner rather than lates, Dnde thede,
thiey overhear the Fa lleen courlesin
telling one ol e lell\. abenaut the binda
bl £he s having gelting Fed recent
shipme it of Corellian brandy fram the
QRO thugs at spacepart security. She
suspecis that the geards are hodding
the shipment for personal use, but she
doesn't want 1o tell the Chief aboul it
for fear that he'll be Butting heads with
ks ORD superions one Loo many bimes
(Hice /i Lpies the hewoes, she oflers
them 1,000 credels OF foom amd haard
o petawer har brandy shipment. This 4
a straght-up rEtrlEval mission, bul it
gould result in at least one good
shiootout with The |:|;|||.|.| L) |l||.|r-:|'.
|a hall-dapen Ceneric 2nd el Thugs
from Chapler 14 of the cone rulebsook]
iE Lierrvs o that the cornip! puards
were wlolating several QRO codes and
achually helping to smugjle hind-ta
find fems (such &t Corellian brandy) to
gther planets on the Rirm 11 Ty S
ceed in unéovenng the smugghing Nng,
the heroet earn the thanks of the

wpaceport harbarmasier
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station to get their statements on record. If any of the characters

beging tskng tha Farce, the Padawan alo beglng to take cover
endangering innocentswhenever postibec s Soon a8 he Lakes 3
point of wound damage, however, he collapies into a coughing

have taken damage, the Chief also offers the services of * the finest

doctor on the Owter Bim.”

heap, dropping his pistol and weeping like a madman

The shuddering figune that so recently threatened you now lies
curled in a ball on the ground, a hacking cough shaking his body,
“Liddelll” He shouts with all his remmaining might. “Liddell! You
owe me a deathl | can't walt foreverl™ At the final outburst he
passes out, settling to the dirt with steady bul rattling breaths.

Adter o few seconds, the throng of bystanders parts for a simply
iressed, middle-aged Mon Calaman with curled barbells and a
steely glint in his eye. The figure strides purpesefully through the
wrewd towand you When he catchies a glimpse of your mysterious
attackey, he freezes, Mon Calamarl expressions are difficult to
read, but you could swear that he books as if he's seen a ghost.

Turning to you, he asks graffly, “I'm Chief Liddell, Whe can tell
mie whal happened here?™

Erber Chief hMix Liddell Street duels are an .||_|:1_'|_'||:|_ld gt oay (e
sireets, but that doen't mean the Chief approves of the custom—
taa aften, in his opinion, duels amount to little mone than formal
ized murder. Therefore, he sn't Immediately trusting of the
strangers. Henoes wisd beat a DC 2o Spot check notice a grizzled,
aquinting Hurman in the crowd hold g a sawwed-off slugthrower
rifle and watchi ng them, .1[:-:1.|.r|_-nr|:|| the Chiefs backup.

Liddell Is shocked to find the Padawan alive, let alone lurking in
the streets of his towen. Once he gets the heroes” story, he asks them
to accempany hirm and Second Yapps (the man in the crowd] (o the

The Force on Lemaraedd

The living Ferce permeates Lamaredd, and the locals know

Force adepts well—usually healer 4, of performers

Im the case of the smalber iInvader villages, and AFTRANS I
ralive &

magical powers to thes

Ehe case of thi urse, madl attribule
fans” and "witch doctors.™

he adept herself mil five hEard the term
- MEna

they call “Pa'ela,” a v

n shamans simply refer to an enengy

wrd that literally means “holy blood.™ If a

hero w ¥ A FOroe-user froom Lamaredd, Force adept
rs might be a litthe fear

Tl of thede he could terve the hero well

in a confronta

¥ Gourmet

world=tFhere are po fed) training Tacilifies om Larm

{Even the Padawan, although a | | legend, was an immi
grant). Commion folks

thiey owen reg ogmre i, 5o T |Lr|'.|‘ EE I_h.jlli_"ﬂh‘_r_' & bedi
to a streel duel. Older, witer indivi 15 have heard stories of
corme Jedi or share Infosmation with them that 1|'|_':|r I||i_gi'|1

ngd share wirth less Brustwnotlvy Individuals

Hﬂ WOLUME & MUMBER |

“You folks look bo be new in town, ™ Chief Liddell sdds, “and
understand you're not under arrest. Help me get to the bottom
of this, and I'll fill you in on “the Padawan' here.” Glancing around
e make sure he's out of earshot of the crowd, he adds, “You
might not realize this, but this old man's still got a mighty big
reward on his head from way back. | never expected bo have (o
pay it owt, but i looks like you might be entitled.”

The henoes need not fallow the Chief. They might want to continue
to explone the town, whene they can learm about any nurmbser of
possible side adventures in a bocal cantina or saloon (use the side
encountess presented earlier, of ane from “Adveniunes on
Lamaredd” on page 48.) In that case, the Chief finds them after their
adventure and again invites them to the station. Once they comply,
pick up the story with “Go Directly bo 1xil"

While on the town, the heroet might also learn a few intriguing
facts. For each successful Gather information check (DC 15 the
neroes learn one af the following péeces of information:

Two of Mylla's girks and their client disappeared in the kwlands
of the Krakana's Maw last week Mydla Is concerned, but it's not
the first time something like this has happened

Fishing boats have been going out with exira ammaunition and
armament after several were lost at sea over the last year, maore
than were bost in the previous 1o years combined. Locals suspect
thak an increase in the gulteibeast population is responsible

T . Sp—
S VLRSS o B4

BN The Padawan: Male Human )G 40500 4/Frg 3 bnit —2 (Dex); Def

10 [#12 class, =2 Dew); Spd 100m; VPOWEP 44.06; Atk #6741 meles

{2ddq=r. vibrodagger) of 45 ranged [pdb, slugthnower); 50 Barter,

beetter lucky than good, illicit barter; 5 Fort +8, Bef +8, Wil +5

52 MW FP 3 DSP ag; Bep 7; Str 7. Dex 7. Con 6, Int 19, Wis 18, Cha 1

Egenpment: Black I-::"'ll':._..!.!'l1'..i.|_'~l_'l Ll ful'.:'1||_‘l|'.'||_|_x|||b"
| oA :m.r_.,ll_'\..'||_I|'_'.L|.|!,§-!‘l|_'|

Akitle: Appraise 401, Bluff +3, Oraft (lightsaber) +g, Diplomacy +2
Disgulse 2, Escape Artist +3, Forgery +n, Gather information
+7. Intimidate +7, Knowledge (bedi lare) 410 Knpwiledge
LLarmdredad) +11, Move SEertly 45, Resd Wiile Basie, Repalr
+q, Search +E, Speak Basic, Speak Calamarian, Speak Chagri,
Soeak Menahu, Speak Quarnen, Spot 40, Survival 47, Swiem +2

Farce Skills: Affect Mind +4, Battlernind +4, Drain Enengy +2,
Enhance Ability +1, Farseeing +7, Fear +6, Force Defense +4
Force Grip +8, Force Push «10, Friendship +5, Heal Another -6,
Heal Selt 43

Feats: Exolic Weapon Proficiency (lightsaber], Farce-Sensitive,
Cereat Fortitude, Quick Draw, SEill Emphasis (Repalr), Weapon
oCus :'.il.l.!1 T i :."l_-l:' Veapon Lroup |:|'I_Irll'll"l-_:|'
Blaster pistols, simple weapons, Sugthnowsers)

Fovee Feats: ARer, Burst of Speed, Control, Dissipate Energy, Sense
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“Say, you strangers interested in a little
work! You kook able-bodied, and you
brought in cur friend back there without
much trouble” He appralses you with a
practiced eye before continuing. “See,
there's some strange things happening
around Rowen These days, and Grubber
and | aren't &5 young as we used to be.”
Vapps cackles at the remark, then raises
a flask and kmocks back a belt,

Suddenly, the Padawan sits upright
on his bunk, catching Doc by surprise,
"Wl Yo sweore you'd kill mel You
sworel” he exclaims, before launching
into 3 coughing fit. Slowly, the coughs
jive way lo a low, deep chuckie, and
sudden fire sparkles in the eyes of the
ancienl one-time ledi stadent. "No mat-
ter,” the robed man laughs, "They'll take
care of i{ soon encugh. They're out
there, you know. They always have
been.” With that, the old outlaw breaks
down again In a fit of hacking.

The Chiied, omnce he sees to it that the out
larvw i secwnely bound, invites the heroes
Into the cell If mone of the henoes asks a
guestion of the prisoner, Liddell gets things
poing by demanding (o know where the

WIAIT UsT & SEC
Mot all keroes will jumg ol the chanoe ta

b Lywimen

T, ard Lhing

ot D a8 Eary to Tand

B2 wOLUME & NUMBEA |

outlaw’s been all these years, The Padawan
tells the heroes and the Chief about his
experienoe with the Menahuun, What he
fells thern is trie and registers as such it
challenged by a Sense Motive check

“When | got out of your jail,” the
Paclawean snorts, " ventured up the
coastline, My plan was £o find a ship and
get to Cape Regret, or maybe Farsands, |
got maybe & hundred, a hundred twenty
kilometers H'I'Erl‘thfralﬂ e, Swarmed
out from the treeling, and they ., " He
spits. “They cverwhelmed me. Even miy
ot hias Bimits. Menahuun, Mi.
Viciouws litthe buggens. They totied me
into a bag—a bag!l—and took me to
sarm dark Bttle hobe, | was there for
twenty years, A least, as best | could
reckon the time,” The old cutlaw grins,
an excessively oreepy expresshon on his
leatheery face. “They coulbdn't hald the
Padawan forewer, though. | disg oy way
aut. It toak me twenty years, but 1—"

The exertion of speaking takes its toll on
the Padawan, and he |'-|'ﬂ|'h. 1o shake
again. He gives up littlE more i Ehe way of
information, but feel free to sprinklein a
few intriguing detalls if the heroes want to
ciontinue the ||'||:|_'I||_|H.'|'_ e, M TR ievkerng
gation becomes abusive, Doc asks the
heroes to leave his patient alone

At this paint, Liddell repeats his job offer
Hi affers tsem 100 ofedils each per week 1o
start, and promizes them they'll be seeing
action, He also offers a bonuws if they'll help
|1-l:"|: to thie bottom of the Menahisen situs
Licm [ the haroes are unfamilear with Ehe
legend of the Menahuun, Liddedl fills them
im on Bartyr's Last Huni, page 34

"l don’t know if you've been Lo see Miss
Mylla yet. She's hard to miss—about six
feet tall, green, legs up to here—but she
rums & fine estabdishment. Uil send word
I'm seconding you and that you need
rooms.” With a smirk, he adds,"0Of

course, I'm only paying Ffor your stay,
Lindil moening, then.”

if the heroes accept the offer, the Chief
gives each of them b seven-pointed star
sirmilar to hit, but tilver instead of gold. He
asks them to mect him at Miss Mylla's

Saloon first thing in the moming, If the
heroes aren't interested in being seconds,
the Chief still invites them to come along
as observers. Howeser, they are free to go
I such a case, you can again turn o the
side missions presented earlier or create a
fie n'.-{'l'_-.-nl,.u own, then work the heroes
back into the makn events later

Par? Il: Thie Graat Mernahuum Homt
LET's PassEr
The heraes have come at just the right time
Lidded] tells them. His office s understaffed.
and framkly he dossm't trust some of his sec
ands, Vapps excepled. He suspects several
of being on Guither Bartyn's payroll, and the
Chief and the Administrator rarely see ey
to-eye. He trists the henoes because they
are strangers and because his instincts el
him they're on the level, Their help will
allow him to remain in Center Sphere,
where he can keep an eye on the town. "l
need you to find out whether the Fadawan
Wias |'.'Ir|5=_-lrll: Eronwis, 1 don T cang how ywou
ks i bt try not (o break any major ws.”
Liddell hars a couple of sugpestions as to
where the heroes might start, although
EhEy e free to come wp with thelir own plan,
which means tackling encounters in any
order, The heroes can investigate the area
upe the coasthine to whene the Padawan
clairms 1o have encourniened Menabuun
Licddel offers to outfit them with long
range swoops, hunting gear, and camping
efquspment for the mission up thie coast. If
the party can find the Menahuun, he sug
gests they try to reason with the natives
bt alsa recommenids that they pack
wieapanry i case the Menahuun refuse ta
parlay. Finally, he insists on sending along a
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s sune of, & yOUng I'_.IJI'lH.,‘lr'l named Boom

ane of the seconds whose boyalty

Bgorm If the henoes refuse a guide, Lidcel|
aiks Boom Boom to follow the poise at a
discreet distance

The hemoes might also check out the
mumors of “gremiin” attacks. If they choose
to go o thie docks and kook irmto the umor s,
Lidde!l furnishes them with an open-ended
segnth warranl. He admits that the loosl
Administrator, Guther Bartyn, has been pres
suring him to act on the gremiin reports,
simce Bartyn has an expensive yacht docked
in the private slips off Center Sphere. it's
ohebous that the Chief chafes at hnr.-;lll'lf: to




when Bartyn calls, but the Administratos is
still officially his boss, and Liddel| respecis
the chain of command even when it leads to
sameans like Bartyn

Cive the heroes & few hours to attend fo
any business in fown (sich as buying
ammunition or weapons), then proceed Do
“Head Em Dut.” Doc provides them with
cne medpac each; it's all he can spare, If the
hierees choose to hit the docks, proceed to
"D of thee Docks.”

HEAD 'Es Our
Ewii hroes with no ranks in Pilat should be
able to handle moving in a SWoop caravan
{at least until more complicated maneuvers
become necessary], although anyone is free
to ride on the back of another heno's velvicle,
Several howrs out from the Landing. the
swonp's scanners pick up all manner of
readings from the foliage along the
Rnldrn sands, bul nothing concrete
encugh to warrant venturing inte the jun-
gle. After a few hours’ travel, all traces of
“civilized” Lamaredd disappear as the aul-
lying farms and huts give way to a long,
wide beach
ambidh from the woods

the perfect place far an

s you round a kong spit and enter a
wide, open beach, the jungle falls siient.
Suddenly, the air is alight with blaster
fire coming from the coastal jungle,
Boom Boom doesn’t even have a chance
to ery out as he's blasted from his seat,
his swoop careening back Into the frees
where [k crashes i & spactacular pxplo-
han. High-pitched shouts erupt from the
jungle beyond, it sounds like the attack-
g5 are regrouping. You can see a dune a
few meters ahead that might offer cover
for everyone, and large chunks. of drift-
weood litter the beach, Some of them
might also provide cover,

AMBLSH-WHALKEDR]
The attackers are a hunting party of gt
Memahuun soouts. They didn't expect to
encounter this prey, but they sef an armbush
after spotting the heroes from the jungle.
The Menahuwn used thedr surprise round
o oo a hit on Boom Boom [rall damage
automatically—the unfortunate Gungan, a
and-leved expert with 12 wound points,
rmilght not survive the imitial hit).

Adjust this encounter as necessary if the
heroes were chever enough to send an effec
tive seoul alvead of the posse or found some
other means of detecting the ambush

Menahuun laser weapons do not have
mubtifire capability, so the heroes should be
able to reach cover in a round or two with
put being puberized by enemy fire

Besides the dune, thene is little else to
provide cover on the beach but a few large
chunks of driftwood, which might serve a4
protection for a short time. If the heroes
wiant to charge the enemy, they ane free to
do so, but they must abandon their swoops
at the jungle’s edge, for the follage is far too
thick to manewver among the trees. They'll
alo need te make a Spot check (DC 22] to
find the enermy a1 the beginning of combat

Dnce the heroes get to oover, the
Menahiin wamiors begin 10 oneep {rarm the
treeline, They rowe in two-by-bwo forma
tion The Menahuun are braee, cunning
fighters, not sulckdal fanatics. ORoe two ofe
killed or stunned or half are wounded, the
rest retreat

If the heroes get Boom Boom home-
especially alive—the Chief and his allies gain
even more respect for the newoomens

The heroes might want to track the
Msenatuun. Finding the bradl requires a suc
cessful Survival check (DC 25) for characiers
with the Track feat. They can track the
menahuun for a kilometer befone the trall
becomes impossible to follow, Success indi
cates that the tracks appear to bead not
narth, as the Chief expected, but back in the
general direction of Bartyn's Landing

The heroes might seanch a body or twa
[the Menahuun attempt to retrieve the
fallen as they retreat, but if it proves diffi
cult they Il leave them). On a successful
Spot check (DC 14) the henoes notice 3 star
5|Lap|:|:.| symbaol on the side al the laser
weeapon, Ay hero who succeisfully makes
an intelligence check (DC 5] or Kntwledge
{Lamaredd) check (0L 12) recognizes the
unmistakable 7-pointed star logo of Outer
Eirm Oreworks stamped on the barret

Down on THE DocEs
As you beave Center Sphene proper, you
step onto the floating dock where the
meaee affluent citizens of the Landing
keep their private yachts, Lamaro is still
climbing into the eastern sky, and many

of the expensive craft shine in the
dareling light of early moming.

Twwo guards wearing the drab uniform
of DRO spaceport security stand nearby,
ready to block entrance to the dips. &
wmnifarmied, motibed-bee Mon Calamarl
female sits at a small comipoter stalion.
Shie lazily wawes you forward when she
sees your second's stars, "You must be
Ipoking for Trio Blue. She's down at the
far end of Green n, that big covered slip
with the floodlights,” she drawls. "Bartyn
must be getting really nervous.”

Howe Walkwrahd, dockmastes of Pler Green,
haolels o bove far QRO ar the BGD corpora
tiom, and she harbors a special animosity
toswand the Bartyn family: Her salling carees
wiad cul short when a BGD trawder acciden
tally sunk her fishing boat. (Walwahd con
forms to the gth-level Administrator in
Chapter 14 of the core ruleboak. ) The Son
Cal wears an artificial beg as a result of the
disaster, and she wouldn't mind if some
thing happened to Bartyn's preckous Trg
Biue, She'd do it herself, she says frequently
at the Talkin Camtina, bt for her bum leg
Haowe Initially treats the heroes gruffly,
they'ne just a few more of Bartyn's thigs to
bher. With a little Diplomacy, howevet, the
Fierges FnIE:hl: gain useful information on

Menahuun Scouts [B): Male or
fernabe Menahuun, Sct 2; Init +7 (Dex,
I preeeed nktlathve]; Doef 18 (#4 class,
#1 skee, +3 Den); Spd 6m; VRAWP
13510 Atk +4 mebee (sdg, knife] or +5
ranged (3d8, laser rifle); 5C Darkvl-
sion, hold breath; Fort +2, Ret 45, Will
#5: 57 5 PP oy DSP o Rep o; 5tr 1y, Dex
77, Cin 1, Imvk 13, WS 96, Cha B.
Equipment: Knife, homespun cloth-
ing, Laser rifle, beather pouch,
ratians.

Skifts: Elimib +10, Hide +13, Knewl-
edge [Lamaredd) 46, Listen 410,
Move Sllently +B, Read Write
Menahu, Speak Basic, Speak
Menahu, Spot +10, Sufvival +10,
Sl +11.

Feats: improved Iniiative, Track,
Weapon Group Proficlency
(blaster pistols, blaster rifles,
simple weapans),




Rirrtyn and the eecen malfun: lians gind sea waler krown a5 the Rank” Howe lets the heroes check out Trio Blee,

aeidents; she's hit the wmee earky today That's where 'Good-for-nothing and she even hands them a datasheet
a hen's Diplomacy check is 10 or less while hrt,n' dwnn“qﬂufmmlh[ stamped with the dockmaster's seal to Bo
questioning Howe, the dockmaster threat- mines., The waste travels by with their search warrant. The guards [who
ens bo have them bamed from the docks il pipeline for thousands of kilome- conform to the generic ORD thug in “Bar
they don't get on with thelr business. Oth ters over the northern continent, tyn's Landing "} sdamantly refuse to ghe up
erwise, read all the results below that apply then spills into coean waters far any information, I the heroes pry or trick
from BGD's area of opemation,” information out of them wusing the Force o
26—30 "My cowrsin, a sailor on a private Dipdomacy, they still hawve little to offer: They
=15 "Haﬂrn hasn't been to his pl;hl In trawaber operating out of Cape werne ordened by their Administrator (o
migaths, despite sending a half- Regret, says that the Rank has emsure the security of Tria Biue, and it's a
dozen ORD thisgs to guard it" been spreading, and i seems to nikce change of pace from the spaceport
=30 “"The stcidents and mallunctions k2] kllllng mn:l.t-uﬂhfjungle SLIr- grind, They don't bar the heroes from head
are real. | can't seem (o do any- rounding the coastline there" ineg down the dock to Bartyn's yacht
thing abeut it with ssch a meager e "l saw grembing near Tk Bfue's
staff. Parts of ships disappear, oth- ship two nights ago,” she admits. Pier Green 11 seems eerily emply. The
ers have unexpected fires, engine You realize she might not have slips hold most of the vessels of the
fallures, or worse, The town coun- had the most sccurate eyesight at wealthy of Bartyn's Landing, and they
il refuiies bo ghve me Dy Moy thee tlmae. "l swear | saw ot least apparently don't Hve on Lheir baats,
to find the sowrce of the problem.” twra of therm mm‘ullngmth-e AR H“H'uﬂmmm a
2=y “Thiwe-quariers of the mésing roof of the yacht. | fired a couple covered slip ahead. As you approach, you
trawbers over the last year have af shots in their direction, and notice that the expected ORD guards are
been lout wouth of the area of dead they disappeared.” nowhere in sight.
The Trim Blus
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When the hemoes get within 2o meters of
the lighted area, ket the players each make a
spat check (DC 23], On a successful roll, the
heroes see two small humanodd silhou
cttes—a pair of Menahuun scouts identical
to those listed in sbove—ducking Inside
fram the roof of the dlip, presuomably to the
yacht. & second Spot check (DC 10 reveals
thee severed heads of four Humans resting
at the entrance to the slip, two on each side
flanking the double doors keading in to the
Tria Blue

If the heeoes refreat to find belp, the
Menahiiuin hawe time to escape via the
water. If thiy fail to see the Menabuun oo
simply do not pause before boarding the Trig
Blue, they have time (o explone Uhe ship and
find svidence of tampering with the engine;
skip ahead to "sesrching the Tri Blue.” If the
hEroes -:rl.'.r'.hH_..lI:r', read the following

Four pairs of eyes stare in four different
directions from their “guard posts™ on
the pier—someone or something has
decapétated ol four of Bartyn's guards.
Blood still pozes from the bases of the
grisly trophies, Whatever killed these
men apparently did the deed recently.

The double doars beading to the Trig
Rive appear to be controlled by a small
panel am the right side. A long, nanmaw
pler no wider than 3 meters runs along-
side the slip and appears to allow acoess
fo the Far end,

if the heroes sttermpt to enter through the
dauble doars, the action of the noisy,

BaiLLEDOM

slow- mowing doors alerts the palr af
Menahuun soouts who have already per-
formed their sabotage on the Tra Blug, The
heroes can catch a glimpse of strange three
foed feet entering the waler; obhervise,
proceed to®Searching the Trie Bie.”

If the henoes enter from the far end, they
find that pair of doors wide open, A walk-
way bwo meters wide surrounds the ship,
giving the heroes a change to catch the
Menahuun by surprise. The Two natives ane
standing on the large fishing deck that sits
atop the yachi’s stern, preparing to leave
the vessel

SaimmArsH om THE Trilg Biue
Once discovered, the scouts fight to reach
open water, Each carries a Menahuun laser
weapon on a sling, if the heroes open fire,
the wcoiuits drop to the deck for cover (the
railing of the fishing deck offers 1/2 cover
fram the surrounding dock] and return fime
as they creep over the six mebers between
them and the railing allowing them acoess
1o the sea, Once the Menahuun are in the
weater, the heroes should be hard pressed
to catch them

If the Tlghl! continwes for eight rounds,
Haowe Walwahd comes o the rescue in a
small speader with beo ORD thugs

if the heroes succeed in killing or cap
turing one of the Menahuun, they have
solid proof that Hugo Bartyn failed 1o
wipe out the natives 500 years ago and
that the “gremlins” are real They'll also
retrieve a Menahuun knife and one oF teo
of their laser weapaons, but nothing else.

CALLEY

When the laser weapen s found, have the
heroes make a Spat check (DC 17)—those
that are successhul notioe & worn seven-
podrted star ORO logo stamped onta the
barrel of the weapon.

Howe Walwahd calls the Chief's office
to report the bizaire 1.|.15|||||.;1.|-1' thi DRCD
guards, but Fritz informs her that the
Chief is unavailable. Frustrated, Walwahd
requeests a mortuary speeder.

Any surviving Menahuun that the
heroes capture remains sifent and does
not respond to interrogation, Further-
mare, 8 captured scout takes any opporiu-
nity bo escape. The Menahuun will die
before willingly revealing infermaticn

SEARCHING THE Trig Blue

if the heross haven't already. the dock
master asks them to help search the ship
far mare Menahuun, In the engine room,
Menahuun sabatage is plainly visible on
thie main fusion generator.

& successful Repair check (DC 20)
reveals that the Telo Blee has been rigged
with a power feedback loop to explode
velthin 2 minutes. The heroes can fix the
damage with a second Repair check (00
ift]. if that check falls by more than &, the
vessel explodes immediately, dealing gda
points of wound damage to all abaard
Characters on the outside of the ship—
such as the stern fishing deck or the upper
pool deck—take damage normally on a
successiul Reflen save (DC 15).

Characters not onboard the Trig Blue
but within 30 meters when it explodes
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suffer ddio damage from the shotk wave.
Aroccessol Eeflex save (DC T3 redoces
this |'|.'l|'|IAE:|_- by o Falf

If the heroes midcaboulate thedr chanoes
of undoing the Menahuun's tampering
they can easily end up dead. Particularly
courageous players might continue
seanching the boat until the Lt second.

Thowe who do find nr.-l:h-ng urnusyal

Part lil: Bartun's Secret
The henoes, for a wariety of reasons, might
wish to make the trip o Bartyn’s manslon
Observant henoes might want to leam
about the ORC-Menahuun connection. if
asked, Chief Liddell thinks the Menahuun
weapons kaok a lot like modified m ning
lasers. He recommends that the henoes ged
a3 much infarmation as possible before
heading to the automated mine, suggest
img thesy might want pay Bartyn a visit fiest
if the heroes decide (o explone the mine,
ikip ahead to Part IV: Into the Krakana's Maw.

RoAD vo BARTYE MANTioN

If the hiroes ask abouwt visiting Bartyn al
home, Liddell offers to call ahead and let ihe
Administrator kmnow they ne coming. “He'll
probably thimk he can talk circles around a
bunch g’ green seconds.” adds Liddell. =if
arprone can get Bartyn to Lalk, you can.” Bar-
tyn's seoretary ghves the heroes four hours;
enough time o rest, see the sights, shop for
equipment, or make one Gather Information
checi. Thie manskan is @ short nide by swoop
of & cougle of ours” walk from the office

The mansion Is the largest structure out-
side of Bartyn's Landing propes, nestled
several kilometers from the main town
in the lush foothills of ML Hugo, the
largest peak in the Maw range. Omate
without being gaudy, the beautifully
adorned towers atop the structure reach
80 stodles Inko the alr The manslon is
constriscted mostly from the deep red
wood of the lacal vaffu tree, giving the
hame of Guther Bartyn the appearance
of a warkord's keep.

s you move up the road past trans-
planted trees and lush, alien grasses, you
spot a pak of Humans wearing the diness
uniform of QRO security standing on
either side of the large gated entrance,

BE vOLUME B MUMBER

H the E}u.m'lt. detect the heroes. read the
fnll-.ﬁl.i.-lflg

In & heartbeal, their blastes rifles are in
their hands, although they do not yet
podnd them in your direction. “Wiat've
we got here? You're on Barkyn property,
grubben. State your business before we
have to call the morticlan.”

The guards [who conform fo the gth-level
Generic Thug in Chapter 14 of the core nube-
bpak) aren | under any orders to be polite.
Treal their attitude as unfriendly, as
described in Chapter 2 of the core rulebook

If thie hiegoes rermain calm and diplamatic,

have one make a Diplomacy check (DC 1g). 1
the heno succeeds, the guards allow the
heroes inside, & sucoessful Intimidate (DC
1o} af Bluff check (DC v5) also grants the
heroed admittance. A failed Diplomacy or
Bluff check keaves the heroes skonewalled,
thie guards unwnilling to ket them n. A Faibed
Iistiridate ehetk, however, causes the
fuards to raise thelr blaster rifles at the
herges or fire a warn ing shot

If the hefoed refute to leave afler an
uniuccessful Diplomacy or Bluff check or
fall an Intimidate chedk, the guards attempi
to sound the alarm, i the heroes attack, the
guards take cover behind the gate and
refum fire. (The guands kneel behind one-
puarter cover whille ||H_|I1||'|g d|_-1r_'|'|:||'||'¢-|:f k]|
a total Detense bonus of +6 and an attack
penalty of —4.) Fowr mone E||.1rr.|1 arrive in
thee mext 246 rounds

It mepae than one guard is reduced to o
wounds of $tunned, the rest think better
of dying for Guther Bartyn, who lsn't the
greatest s They drop their weapons
and surrender. When the herges have
pone, any remakning guards who aren't
restrained ot |f:,.' H.ar1.,'n that hie's abaut to
hiawe COHTI Py,

You enter a fprand, lavishly decorated
foryer, and a well-polished bronze proto-
col droid shuffles loward you. "Greetings,
gentlebeings,” it says politely.

if the heroes arrive unexpectedly, the droid
reductanthy beads them to Guther Bartyn's
office. Otherwise, it greets them at the
o ania 5aYs, “Administrator E.|||::|| i il

SRR WOL AOW.

Thee drold turms and walks stifily bowand
a grand stalrcase. It beads to a palf of
Large vaffu wood doors polished to the
point of reflection. Tapping the security
panel, the drodd opens the doors, beyand
which you find a small vestibule facing
an identical set of doors that open
imward with the same sound, These
doors open into a leng, well-lit hall, &
meters wide, Lhat beads to another et of
doors atsout 30 meters avway

THE AnsmirisTRATOR'S DFfice

The exit leads directly to the office of the
Adminkstratos, Guther Bartyn. If the heroes
are paying Bartyn a visit for any reaton
ather than their investigation of the QRO
Menahivun connection. feel free to make
M wnavaalable

Tweenty meters beyond the doors, bright
darylight stieams through a huge phelune
window that frames profile of a short, fat
Human sitting behind an oversized desk,
Guther Bartyn dims the transpasistes|
panel, giving you a better view of him, He
wears o fine sult, and the hair surround-
ing the shiny bald spot on top of his head
culs up on each side ke wings. "If it isnt
the Chief's new seconds,” he cackles. He
lights a cigarra and beckons you forward,
“You folks got semething to say to me,
say it. F'em @ busy man.”

In|!-:.'|ll:,'_l;-|;||rl:g,-n Is indlifferent towand the
meroes. T the henoes attack Bartyn, he cow
erd under his desk and surrenders. Despite
his pompous F.1-:.'r~e|r_|.'-'|.1-rl:g.-n has beoomie
world-weary—and frightened—after the
attack on his yacht.

The heroes can attempt to get wseful
Information out of Bartyn I.:-}l ik inga
Diplomacy of Intimidate check. See the
“Interragating Bartyn™ chart to learn what
information the heroes ghean

If the guards wounded any of the heroes,
assuming they didn't also attack Bartyn
Guther offers the use of the manzion's infir
mary and bacta tank

if Bartyn offers the bribe amd the heroes
sccepd it, they receive 1,000 credits apiece
(heroes can make one Diplomacy check to
negotiate this amount). Army bedl hero who
atcepls Bartyn's bribe and intends to hold
up his end of the bargain recelves a Dark




Side Polmt, ¥ou can wait until the Jede's inac
tien 31 an appropriate moment (Such as
saying nothing to Chief Liddell of the phony
imspectors) to award this Dark Side Poind
pedi who do not keep the bribe, even If other
merses do, shouldn't recehve a Dark Side
Paint for owerlooking Bartyn's corruption

If the heroes don't trust Baryn=—and he
admits they hawe lithhe reason to—he tells
them of bao ather entrandes into the mine
“The maost obviows ane is stralght up the
nartheast Cargo Track into the mine
propet” Bartyn reminds them that this i
where he came under fire while huniing
"¥oul can also take your chances with the
caves that line the foothills, They're south
west of the mining installathon, Those fun
neds are crawling with cavehoppers
rman-sized reptilian predators—but e got
scammners Uhat || help you navegate through
the old lava tubes and into the mine

Fart IV Into the Hraana s Mal
Barrym's TuNNEL

if Bartyn offers the wuse of his family's secret
tunmel ansd the heroes acoept. he leads
them to what losks like a utility doset. The
hesroes can enter now oF arfange to come
back Later

“Here,” loe 335 6% hie hands you & data.
pad. "You'll need the sceeds code to get
inio the complex”

The heroes’ journey 5 unevenkiul for over
three Eilometers. They reach @ squane room
cantalning a hulking droid. 11 ane or mone of
the heroes woouts ahead withoutl a FllJ'r'r"l.HJ
or other light source, there's a chance they
can sneak wp on the guard drokd standing
wakch in the center of the room. Otherwise,
its eyes ignite with red fire as it declares
“Intruder! Activating security profocol]”

Hugo Bartyn staticned this dold here
CreEr oD PRars ago and it has remained
unmaintained for all that e Its cefeno
rating boglc circuits case it Lo atiack on
sight. The dirakd will not beave the poom,
howeved, 1o e hefoes can retreat back o
the mansbon of fight thekr way through and
escape into the mining complex

The guard s MMV-608, a heavily mod|
fied mining drold that has been comerted
into a rolling weapons plattorm. Any hero
weith ranks in Craft [droids), Enowledge
:F:"nl"\'l'-.:ll: P b 4ian |:||||I'|:'r:|_ or Kepair can
recognize the MMY madel on a successful
Intelligence check (L 10)

MMY-508 is 4 bruiser, but it has 2 weak
ness: @ bundle of neurodnouitry leading into
thie drodd’s brain curks out from befing s
wmall hesd. A seccessful Craft (dioids) o
Repair check (DL 20) reveals that these
wires are an artifact of the many weapons
and cormbat programs connected to the
I'II-I'\-II'||.'_-:|-'I_||-:|". emall peursl processon ¥ the
heroes can flank the droid, they can

atternpt to destroy the neuroeircukbry
{Diminutive, Defense 25, 3 wounds). Daing
g0 immediately shuts down MMV-608

The heroes can try o get around the
droid; the room is big enough that the rest
of the heroes can ooougy the droid long
enough for one to enber the acoess codes (a
full-round action L The door opens one
round later and, after rermaining open 5
rounds, begin to cdose. One round later, the
door ks closed again If the heroes ane brave
encigh 1o try to subdue and disalss the
duaid h:.l shulting I diown, at least one heno
must pin it long enough for another to
make a successiul Disable Device check (DX
z5) to bypass its bocked access panel

The heroes can instead try to destroy the
draid, which is dangerous i nat impossible

Mo matter their tactics, if the henoes get
past thE droid, they enter the raw one pro
cessing area of the mining complex from
the east, theough a door in the southeast
coemner. The MeEnahuun are walting in
ambush in the main loading bay (see "The
Direct Approach”). The heroes might be abde
to get into Hua'Bal cutpost withouwt alert-
ing the Menabuun by using the Move
Silenthy skill, Still, they must find the sealed
doods into the old command center |see
‘Out of Site”)

The sealed doors in the raw processing
area, libe those in the other bao mine
roams, lead to the tunnels system

T

=10 “As long as | can remember, the mines have run them-
sebves. Ore and refined metals have continued (o roll into
town on cargo speeders driven by droids, who return the
empty containers to the mountain, As long as profits are
steady, there's no reason to question the process.”

0RO inspectors haven't been to the fadlity in over 40
yean—the inspectors’ that Liddell sees are just security
guands dressed up for show, It's a cost-saving measure,
DRO charges facilities for inspections. s cheaper to bribe
the officials to keep the real Inspecton away. Id be grate-
ful,” Bartyn adds while flashing a thousand-oredit stick,
“if you promise not to spread this fact around ..."
“There's a large underground command center attached to
the main mining complex. Hugo Bartyn had the complex
constructed as a base from which to conquer the rest of
Lamaredd; once b was comvinoed the Menahuun wene
extinct, he maved his operations here, The command cen-
ker—which, according Lo the records, has life support, sur-
vival equipment, and access to an underground river—was

=15

n=1%

26+

ordered sealed by Hugo Bartyn a litthe less than 500 years
ago. As far a4 | know, it's untouched by time"

=4 segret tunmel ins from the mansion to the ome pro-
cessing section of the facility, it was first put in by one of
my more 'unpopular’ ancestors o couple of hundred years
ago. if you want to find out what's happening in the
mine, the tunnel is the best way to get up there withouwl
the Menahuun noticing, The end of the turnined blacked
and guarded by an MMV security drold, I'm pretty sure
the entrance |s (dear of Menahuun. | kave the codes thal
open the sealed doors beading to the command center”
“I've been to the mine anly ance since my childhoad. |
was on a hunting trip seven years ago. I'd tracked a
krugga deer all the way up into the Krakana's Maw. I'd
lost the deer, so | decided to check out the mine while |
was there. Suddenly laset fire seemed to come from all
around—the jungle autside, the tunnels, even the refin-
ing facility. | made it back alive but told no ane. | assumed
a gang of outlaws was using the Maw a3 a hideout.”

GTAR WaARE canmen BT




Tedg Dage T AnPR{AL M
The jagged peaks of the mountakn range
rise to el wou as you follow a caravan
of emply cargo-hauler droids up the
Hortheast Cargo Track to the huge blast
door that marks the main entranos, A
erach l:argn-haulrf appmaches, the door
rises open and then closes mene seconds
after the drold enters the loading area,

if the heroes want to go through the main
entrance, they can deve in the front doos
after o cargo-hauler goes through, ride inon
3 cango droid, or attempt to enter through a
nEarty sEnAoe ermtrance, Make a Spot chieck
(OC 2% ) Tav enih hero 1o Sod e thed Sone
notices the 1-by-2 meter acoess panel. Ay
heroes actively looking for an alternate
gntrance spends Wb rounds and makes &
Search check (DC 18], A suiceedsiul Disable
Device check (DC z5) bypasses the lock

THE LoApiNG Bay
Once they make thiir way inside the mineg™
laading area, the heres find themsebves in
@ cavernous noam. s full of beepung, chat
tering droids loading pure metals extracted
by the ore processing unit onto giant cargo
haubers. A treadmill runs throiegh the peo
cessing unit, delivering metals Lo loades
draids. The air in the loading bay is hot and
sulphu roas

There are g Menaloun in sight. The

anly doors—iwa of them—Ilead (o the

BE volLuMd B MuksBdn )

lumcie

ORD Mine Roan

L] Fhﬁﬂ:u oM

1 |||"“:IJ'Il. :
DI '.I ¥ r.: 2

MMY-Gol: Tracked secwrity drodd, 5ol 6; Init +3 (Dex); Def 58 (+6 armaor, +3 Dex, <

size); Spd Bm; VPP 62./8; Atk 4045 melee (2dvo 45, 2 vilro-axes) or 48743 ranged

(3d8, 2 repeating blaster rifles®); 5% Fort +g, Ref +5, Will +3; 52 L; Rep 2; Str 21, Dex 8,

Coom o, Irt 6, ¥ies 12, Cha 12,

Eguipment: Two repeating blaster rifles”, two vibro-axes, heavy armaor, infrared vision,
weapon mownts (xg), locked acoess, vocabulator

Skt Hide =1, intimddate +10, Listen +4, Speak Basic, 5|.'I'I:‘1 +T

Uinspent Skilf Poiats: o

Feats: Armor Proficiency (light, medium, heavy], Multishot, Point Blank S$hot, Frecise
Shot, Rapld Shot, Skill Emphasts (Intimidate, Spot], Weapon Group Profic lency
|astes pistals, blaster rifles, heayy weapons, simple weapons, vibroweapans),

Ciogd: Mot for sale, ikely valued at 20,000 credits

“leral repraling Moder vifle 200 Bleiber rfle thaf ron Be el fo oulfciop

NERAEE ol 2T dpfors inelpde gialdy and piker mibcaaneons o




0RO Processing Center

drold maintenance area 1o the et and to the processing oen Wi D Peocasnimo
ter to the west 1 et e nadieg By
] b i Che g (fros i tusris)
After the heroes have had a minute (1o rounds] to look arownd Raw DEE PROCESSING b W Cer Prosesibeg Comirml Bocm
make & Spot check for each of them (D€ 27) C=lm 4 ::"-'I”':d":"‘" s
t (Do Treadm
& {pevemsanad Dvosd

{ porimcgiad Dvimcd] =lrmae

suddenly, a blaster bolt hits the floos near your feet. Confused
droid workers scatter in all directions, unsure which way s
vafe. Twenty maters overhead are several Menahuun with laser
rifles standing on small ledges that dot the high, rocky walls.

Hirmirring Wi

i e Tredudsil

p Ovr Feouricersg SR

= THAD Loy tprrder [Fisd
1 Teank [rbrssoe

0 L awiiing inading
1 Wi Dvomd

Heroes that see the Menahuun are able to act during the swunpiise
round, The heraes must choose at this point whether to stand and
fight the Menahuun warriors [one for each hera), attempt to pass
through the sealed doors (il discovered), or flee thraugh the open
doors b drokd malntenance of raw afe processing. They alsa
might retreat the way they came.

if they stay, they face dangerous opposition. The high ground
and rocky ledges that make up the high celling of the cavern pro-
wide g/ioths cover to the Menahuun, who pop cut only to take
single shots at the intrisders. After 3 rounds, the Menahuun begin
to climb with great agility down the walls to get clearer shots,

14 Covrsrrasnd Bwimad
w CF Lot Shat
i T Dwvimad maislenarcr

Dwop Mism i |

1 Chagresli SEaaw

8 Correruarsd Deesd

s [vgad Bex hanprg Yate-
. O Pisiba

using drolds and machinery as cover

The ore-processing unit gives off an enormous amount of
heat, &my character, Menahuun or hero, must make 3 Fortitude
save (D 1o + 1 per additional round) or suffier sdyg points of heat
damage each round if she spends mare than ane round adja
cent to the OPLL

The heroes can also wie drodds and machinery for cover,
although most of the mechanicals won't hold still long enaugh
ko allows the herees to do so. & panicied drodd orowd will offer
the heroes 1§ cover. As with the bystanders in the shootout ear
lier, & shat that misses by 2 or less strikes a drodd instead.

When the heroes kill, stun, or knock untonschous their first
Menahuun, one of the surviving warriors retrests to wam others
Those remaining fight to the death defending their home

-

Wi Way Do Tuey Gop

if the heroes go through one of the sealed doors or climb the
wealls to the Menahuwun's ledgpes, they enter the tunnel system.
Procesd 1o " The Tunneks” section,

O OF SeGHT
Five hundred years ago, Hugo Bartyn sealed the doors to the
mining complex’s command center to keep out scavengers and
sabateurs, Heroes who are laoking for amything out of the ondi-
nary may search areas of the mine (D€ 20). If a hero b 10 meters
away from a command center door [noted on each map) and sux-
peeds, he notices the outline of a stone fagade that covers the
doars. The facade is just resilient enough to surdve casual con-
tact (o hardness, vo wounds, DC 15 to break with a Strength
chieck). Omce cleaned, the access code provided by Bartyn can be
used to open these doors a5 & Tull-round action. if the heroes
don't have Bartyn's code, a successful Disable Device check (D
20 is required to override the door's computerized control panel

Daoip MAiNTINAMCE
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Titi Tiimgmilns SEE 'S
Several days’ journey down a litthe-uied
trall cut through the thick [ungles of
Lamaredd, the trees give way to shorter
shrubs as the Krakana's Maw rises
beforg you, The natural caves you heard
about are obscured by follage, bul
appear to be unguarded. You should be
able to enter with little trouble.

Mt Hugo is riddied with a labyrinth of
tunnels inwhich henoes face random
encounters. Rather than a blg, complex
g, use the rl_'\-lll_ll.-.llll_e: tabbe Lo plhol out
the heroes” journey through the tunnels
The tunnels vary in width from 4 to &
meters allowing up to bwo herses to walk
side-by-side, aocasionally opening up into
thambsers roughly 16 meter: wide, 30
meters long, and § meters high. Heroes
wirth darkvizion or low ||Eh! wiinm rall
Spol checks normally. Heroes using a
glowrod suffer a =2 penalty for poor light
Ing, while unprepared herces suffer a <8
penalty for no additional Nghting. For
heroes moving cautiously through the
tunnels (at one-half speed to avold penal
ties for Mowe Slently checks, for instance),
reduce the DC by &

Begin rolbing for random encounters (see
thee *Tunnel Encounters” table below) amd
contimes until the henoes resch Hua'Bal. Rall
10 fimes on the tabde if the hevoes enter the
nartural caves (" The Long Way fround™); &

N/ @

Onl TeeaosigLs

x HE I the heroes enter throwgh the old

sealed doors in elther the droid mainte
nance of raw processing area | The Denect
Approsch |; of 4 Yimes if The hefoes get
through the doors in the loading bay or the
Menmahuuns' exit falso “The Direct
Approach L Onoe the henoes reach Hua'Bal
they hawe no mone rendom enoounibers

If the heroes do nat reach Hua'Bal after
rolling the appropriate number of times on
the talbde, the heroes encounter “The Myste-

ot Shaman "

TurNEL ENCOUNTERS

b Eesult

2 Llost
3 Spike trop
4-5  Pittmp
6-B Mo encounter
g-10  Menshuun patrol
1 Covehinpper
12 Hua'lal
Lmst

Pl By mrcre Bim e o e Tunnel Encoun

fers table

Spike Trap

The Menahuun have prepared for invaders
by rigging a primitive hidden spike trap
using discarded drodd and machipeny
parts. Make a S5pot check (DC 24) for each
hera in the front of the group. A successful
skill chieck indicates that the herno has

CANES

B0 vouuME B HusEEe

spoted the makeshift senzor, uswally a
partially assembled droid head

s ahl:r'g the trap reguires a Disable
Destice chsck (DO 22). IF this chedk Tals by
mare than g it deals 2dB peints of damage
to the hero attempting to disarm the trap
I 5t goes unnotoed, Each heno in the Tront
ol the group ks hit instead. A successiul
Reflex save (DO 1B) halves this damage

it Trap
The funnels are riddled with minor cracks,
accasicnally strewn with debris. Some of
this detoris ides deeper crevioes, st as pit
traps by the Menahuun for cavehoppens
and ather unwanied visitors. Make a Spot
check for each ero (DC 18], & successful rall
reveals that a pile of debris could poten
fially cover unsafe ground

Mavigating around a pit trap requires a
Dewterity chisck (D vy, DC v at one-half
ipeed ). Going over requines & lump check
(D 1), if either attermipt fails, or the trap
RS wnnaticed. each here bn the front of
the group makes 3 Reflexs save (DC 20) to
avoid stepping inlo the pit. The pit s 8
meters deep, Heroes that fall in suffer 2dé
poinis of wound damage. & Betlex save DO
12] allowss the heno bo sufter damage nor
malhy Climbing out requines a Climb check
(DL 20)

Menahuwen Patrol

Malke a Listen check [DC 15, D 10 i moving
at one-half speed) for each heno. If sucoess
ful, the hemoes hear a patrol of 2y
Menahuwn guards one round befone it
coimes into sight. The Menahuun are march
i@ o ble-Tale with thelr spears ab rest and
laiers holitersd. If the heroes decide bo run,
rod| tweo mone times on the table, Until they
ercoumnier the Shaman or find Hua'Bal, the
heroes became trapped by this patrol If they
beEcorme lost (& fall of 3 o UheE " Tuimne|

Encounters” table)

Cavehopper

& cave-dwelling amphibian, the cavehopper
has the body of a glant frog topped by a
lang, toothy crecodilian snowt. Its hide is
considerably tougher than that of the aver
ape amphibdan, and the Menahuun often
usE cavehopper Ride 1 m Ak |.'||'||:|'I|‘13 and
tents. This particular specimen sils in a wide
spaf in the tunnel, swmounded by piles of




TEsT F CHABMPONS TALTICE

Feyich, the sienahoum's grand champlon,
uses Enhance Ability to increase his
Strength, The athers are charmpsons from
ather tribes wiho have been selecied 1o even
the odds. Each wears a single QRO star
around hils neck and carries anet that he
tries to use as scon as poessible, entangling
the heroed and making them easier bo purm
miel, Eeytch will also allow the other cham
pions to keep the heroes distracted with

“Uinless the Landing's chamipi-
ams defest those of the
Migrahuuin, we'll evernen 'the
Slayer's' land and kill all in our
path” The little shaman sxam-
ines the heroes, 1 had a visien
that you are those champions. |
will guidee yos to the Hua'Bal to
meel the challenge, if you have
the courage.”

"My people ane acting acconding
o custosm: to meld condlict
amang the tribes, sach one
selects a charmpion to ﬁgm in
single comibat, To become &
champion, one must e stolen
the "holy mark —the weven-
pointed star=—from an imvader,
Yo wear the mark of champil-
o, Eeyeht notes as he flicks one
of the heroes” second’s I:.:-dg:'.
*The Slayer,™ Hugo Bartyn, you
presime byt “diove the
Menahuun into the deep north-
ern woods ages ago, Three gen-
arfipns ago, we migrated south
when the waters died and
began to eat the land. There we
discovered long-lost routes into
the mines while searching for
shetter in the deep lova tubes™
“We founded Hua'Bal, "Hidden
Glory,' In the mine's command
center Weve been using it in
the same manner as 'the Slayer’
did ages ago: as a staging area
foi attacking the enemy”

“The upper level is for wanrios
training, and the saldiers build
thedr hats there, The lower level
is Tarbidden ' You're weloame to
try to get there.”

=0
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Ml B MUsBEn

mglee attacks and shots from thedr lasers,

At first, the shaman simply hops in and
out of blaster range and tries Lo disarm one
or mare of the heroes with Mowve Object
Wher b gets a group of heroses near each
ather, he uses Force Push a few times, but
he saves enough vitality to summon a
swarm of objects using Fonte Whirhwind a3
a last resort

i thene are Force-users among the hemes,

Eestch pays special attention to them, hit
ting therm with a Foroe Push first, trying to
knock them inta the water o off of the high
gantry. e alvo uses his spear in dose com
bt when necessary, although he prefers 9
i thee & pndironaricnk .1-'RJ|I'|'|1 thep e s
Eeyich is not interested in fighting to the
death, but he does want 1o tedl the heroes

mettle. Having forseen that his own death
is stilll a long way off, the shaman §s confi
dent that this will not be a ﬁght tothe
death. Therefore, if the heroes wound
Eeyich [and anly Eeyich), he surrenders,
laughs, and offers to negotiate a peace with
1 b Ifllltr accept the aoffer. go to "Peace!”
i the Menahwun defeat the henoes, Beytoh
does not attempl to harm them further,
He'll ewen offer to heal wounded heroes
Otherwise, thisy are now priscners of the
Menahwun Go to“The Dungean section of
"r::glnrmg Hua'Bal”

Exploring Hua'Bal

1, Enmeanct oo TuNKiL

There are three entrances spaced evenly
pround what was once o holotheater, The
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heeoes enter through them on a result of 12

@ the Tunnel Fnoouniers Lable

I Fiowmikg PiT

i Eeychi leads the heroes here, thene ans
tenahuun as far as the eye can see. i they
discover Hua'Bal on their owm, this area is
deserted enocugh thal they can gislckly find
o place to hide without drassnng attention
to themselves, Make all hide checks o 3 +4
s

¥ UspERwATER TUMNIL

If the heroes have the proper equipment,
they can attempt to enter or exit the mines
through this underwater lunnel that leads

jnko the open sea

4 Resgavoim

SAcuntain streams that were diverted goo
years ago fill this reservolr with fresh wialer
The pipes that feed this pool are too small
far the heroes to traverie

£ HoLoPRoilcToR
At the center of the old holatheater i a still
functioning holoprojector. The controls ane

located in area b

6, HowopeopicroR ConTROL PLATFORM

This large raksed platform overlooks most of
Hiua Bal Two MeEmrahuun Hll.‘lrl'.'- FTaan
maunted mining laser that can be brought

1o bear on most visible areas of the city,
{Treat this laser as a blaster cannon that is
incapable of multifine.)

T. Wiarons TESTING RANGE

The Menshuen have converted this anea,
once alaser storage bay with a recessed
testing pit, into a firing range. On the south
sidle of the bary are toals and partially con
strscted Menahuun |aser rifles. A sucoessiul
Search check uncoverd 14 operating laser

rifles

B, GREpMHOwsE
This greenhouse originally provided food for
the command cenfer's occupants. it barely

meets the Menahuun's needs

9 WAREHDUSE

The food stores keft behind when the oom-
mand center was abandoned have been all
but depleted by the Menahuun, Nathing
plae af any WsE can b found hene

10, FRErGHT LIFTTUBE

These lifttubes once carried heavy mining
efquipment from the storage areas up Into
the mine. Esch car is 10 meters in diameter

VL WVEMTILATION SHAFT

Fresh air for the gresnhouse flows in from
high above the Maw entrance. Traveling
through the ducts s dangenous, as they can

d 1op off une et |ld|l" Hedaes withowt the
PIOPET REF cannot get owt of Hua Bal
through these ducts

12. MUENAHULN HUTE
Howels made of scrap méning containers
and other fownd abjects litter the upper
ring of the command center. This makeshift
AR R VTR T T IR
IE'LIF' Menahuun Champlon: Male or
I Female Menahuun, 5ol 5; Init +3
(Dex); Dief 18 [+3 class, +4 Dex, 41
size]; Spd Gm; VRIWP 37593 Atk +0
melee (1dB+3, spear] or 48 meles (tee
entry”, net) or +4 ranged (3d8, laser
rifle); 50 Barkwvision; 5% Fort +5, Bef
+4, Wil +2; 52 5; FP 1; D5F v Rep 5, 5t
16, Dex 18, Con 13, Imt w, Wis 13, Cha 1.
: Equipment: Homespun dothing,
1r spear, net, laser rifle.
|

™ |
.J
;

Skilly: Clirmb -+11, Escape Artist +8, Hide

1 +8, Intimidate +8, lump 45, Lsten +3,

| Read/Write Menahu, Speak Basic

| Speak Menahu, Spot +3, Survival +3,
Swwirm 47, Treat injury +2, Tumble +8.

| Feats: Armor Proficiency {light,
medium, heavy), Power Altack,
Two-Weapon Fighting, Weapon

| Focus {spear], Weapon Group Profi-

il chency [blaster pistols, blaster

i rifless, eavy weapans, primitive

l WEIPOnS, Himphe weapons,

vibroweaponi).
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ations ago. Menahuun commoners run and
attempt to ralse an alarm if they encounter
the hences. Menahuun guards do not patrol
this area. it takes sdb minutes for
Menahuun guards to respond to an alamm

13. DumcEons

If the Menahuun capture the heroes, they
fird themselves escorted {or carried) to the
dungeons—oomerted storage arcas—and
unceremaontously dumped in large holding
pens, glant bockers once wsed bo store heavy
minkng equipment. The locks are a simple
mechankcal design, and can be bypassed
with a Disable Dewice check (I 16), Two
guands are always on duty here, making it
difficult for heroes to bypass the lock unde
tected. Forcing open the doar requines a
Strength or Move Object check (DC 25)

14, Reacror Core CoNTROL ROOMS
These rooms howse the fusion generators that
porser the entire mine. The command consolbe
near each one can be used to shut devwen the
generators, or reprogrammeed to selfdestnact
with a Computer Use or Bepair check (DC 3a)
Fallure by maoee than 20 results in an immedi
ate explosion, taking out the command center
and everyone in it. Failune by 20 or less yields
n result. On a sucoessful chedk, the henoes
have Gdb minutes to evaouate Hua'Bal befone
the reactor self-destructs. When it blons, any
e weitihan 100 maeters of the Masy entrance
suffers Bdg damage (DC 15 Refhex e (o
redsce r_l..:irn;g-l: h}ll:l-l'lr!--h.'ﬂf:l Heroes in the
mienes run the risk of h['ing enishéd ard Buried
aliee {4l woamd dnmng:-, B 360 Fortibudse
sanvt bo suffer normal r!.1m.'|3r|.

fa I||.;I1H1Ehl: breaks oul near a reactor
core, there's a chance the reactor oowld Hl:'t
-:I.1rn.\|g-|l.;| Arl.:,lr.lnr Tl sk rnnugh to Yoot
af somEtdee near & reachor oo and miss
has a chance of damaging the core's shield-
ing (hardness 10, wounds 100). Only Eeyich
and other Menabuwn shamans know not 1o
fire near the reactor core, When the reactios
core has taken §0 or mone wounds, Ilg'lli'i.
|H'Hir| o Nash, siréns Blans, And a3 SFacuE-
tion message begins playing throughout
the mining complex. When the reactor has
FICH WCHL IHr'.-Il‘m.IiI'IIIIE. it !rt'EI s o go crifi-
cal (treat this as a successful check to self-

destruct the reactor conel.

ay

VIDLUME 2 NUMBER |

With their '.ru:l:nr:lr in the Menahuun fiEMinE
plt_ nl:g|:|1i.11 ions between Eeyich and the
heroes are off to a EI:II:I'L‘I start Et":,r1-|: I SRS
to like the members of this group, making
him receptive (o their ideas. If thia pl.l:.ll!l'.
wiith to rolepliy negatiations you may da 5o,
Dtherwise, choose one hens bo make 3 D|p|f_‘|-
macy check, Read only the result below that
applics

Chieck

Resull
=10 The negotiations are short. The
 Menahuun find the conditions
unacceptable, and promise to
continue their isolationism and
guerrifla raids, even ot the risk of
all-aut war,
The Menahuun wish to go on liv-
ing in the mines. They warn thal
approaching the mines in force
weould signal vear This is a cease-
fire ak best.
The Menahuun have nearly
depleted the well-preserved food-
stuffs found in the abandoned
command center. They promise to
continue the flow of ore to Bar-
tyn's Landing in exchamge for
food, water, and other supplies on
the returning convoys. The peace
ks shaky, but the terms are accepl-
able to both parties.
34 The people of Bartyn's Landing
have always welcomed newcoom-
ers. Thanks to the herses' efforts,
Chief Liddell is willing to protect
the rights of the Menahuun who
wiish to become part of the Land-
Ingg's society. afthough there'll
surely be some chil unrest, the
Chief, the Manahuun tribe lead-
ers, and even Bartyn [although
reluctantly) will work together to
maintain this peace.

=30

PEACEFUL DAWN

If the heroes successfully negotiate a cease-
fire ar peace of any kind, everyone in the
Landing can breathe a sigh of relief. Every-
one except Guther Bartyn, at least. Quter
Rirm Oweworks withdraws its operations
from Lamaredd In an attempt to preempt a
potential scandal. The company has no

interest in belng connected to slave trading
and penocide, even I it did happen cen-
turies agao, Guther Bartyn agrees to fill in
the secret tunnel in his mansion leading to
the mines for fear of a Menahuun attack
Soon, Bartyn's Landing will have its first
demaocratically elected Adminkstrator

Bartyn Gourmet Delicacies remains sol-
went, and the town council seizes the com-
pany from the now-powerless Bartyn
familye It's rumored that the Saflor's Uinion
hopes to take over the business,

FumTHER ADVEMTURES: PEacerul Dawn

«« At & pre-election rally for Mix Liddell's
run for the Administrator’s office, the
crack of a slugthrower rifle breaks the
festive mood, and Liddell collapses—he's
taken a sniper’s bullet to the chest. Wit-
messes report a Mack-robed figure on the
roofiop of a bullding facing the podium
at which Liddell was speaking. The
heroes soon leamn that the attacker is a
young outlaw trylng to make a name fio
himsell as the new Fadawan of
Lamnanedd

w A notorious plrate known only as “the
Red Quarren,” stalks the seas, and the
heroes can earn a substantial bounty
and help a lot of honest sailors by catch-
ing hes. The mission goes awny when the
Red CQuarren attacks the heroes|

v« Guther Bartyn has finally snapped. He
has ordered two dozen MMY units to
attack the town (Menahuun citizens
specifically, if the negotiations went
weell), and Administrator Liddell and
Chief Vapps call upon the heroes to help
defend and fortify the Landing

Drark Dars

If the heroes ane unable to negotiate a
cease-fire of peace with the Menahuun, 3
wear becomes unavaidable, & fesw days after
the heroes retum to the I.lndllrll:.
Menahuun warrbors I;u,'gln b athack the
town openly, Guther Bartyt—mare in

ch arge than ewer—has hr.w:,r WEApOns
maunted all around the town wall [ar'ld s
own mansion, of course) 1o defend against
Menahuun incursions, and the Landing
soon becomes a war pone Most civilians
wiho survive the initial battles leave for
safer harbors: Bven Miss M:,rll.l |Eaves o
start a newe life on Little Mon Cal




Lite i the Lamdi s oW Even hander

CrifriE Fid s i the Chiel and his

e the |

tle, The Fishi

. and the
} illing to stick it oul, wil
wally be able to drive the Menahuun
back into the mountains, Meanshile, Bar
tym calls in co te shock troops from
to cleEan out the mines 1"!".' O ang

thiey' N fird the summsrhouse has been

burned to the ground, and the island i

Long thought extingt by most inhabitants of Bartyn's Landing, the
native sentient species on Lamaredd {wiic h ey call “Great
Menahua”) i very much alive, After Thve centurkes in exihe, these
pince-peaceful beings have evolved into a compefitive tribal society

The typical Menahuun stands 1.2 meters tall on wiry hegs made
for running andg climbing, Like many arboreal mammals, the
Menahuun have feet with opposable digits. Large black eyes the
size of a Bith's ghve the Menahuun keen vision, The Menahuun
sense of smell is poor, $0 viskon is important to survival, Their plhysi
el morphology Is most accurately described as "lemuroid™—long
arms that nearly reach the ground whien they stand wpright
Menahuun are covered with short, wiry fur ranging in colar fram
st to olive green, Mabes and females show typical mammalian
sexual dimorphism, although both genders rarely wear mose than a
simple lokncloth. Most alio carry leather powches filked with rations,
toods, and a simple knife

Hugo Bartyn, "the Slayer” to the Menahuun, assumed he had
wiped them all cut with the destruction of thelr coastal-dwelling
tribes. Mare tribes dwelbed in the thick, tropical forests, and were
flooded with refugees from Bartyn's attacks. As word of the devas-
tation spread, the tribal leaders decided that they needed to study
the imvaders from a distance, learming their weaknesses and the
secrets of thelr powerful technology. Thus armed, they wodld be in
a position to drive the interdopers from thelr hamewoild forever.

After centuries of isolation and tribal conflicts the Menahuun
suddenty faced a new threat. The coastline northwest of “the
Slayer's” land was dying, the result of centuries’ worth of washe
dumped in the ecean, Soon, Menahuun shamans found the source
of the disease that plagued thedr people; the ORD wasle pipelineg
Misinterpreted as another attack, the tribes moved south, inteént on
retaking their ancestral homelands. A scoul party was exploning the
Erakana's Maw when it made a startling discoverny: tunnels running
from deep in the jungle all the way to the mines. Some even con
nected to the artificial caves of the Intruders,

The Invaders' caves seemed deserted at first, Soon, everywhens
!hr:,r"u;:-kl:'-:l were whatl seemed (o be |II-'III|{ machines. Mone of
them interfered with the scouting party. (Hugo Bartyn had recalled
the security drodds to help launch his fishing busingss and never
bothered to replace them.) The Menahuun grew bold, learned as

Thie heroes are now Lnwmen in a lawless

ment |5 fo resupply th

the mansion thene, ¥

ereE T Wt MYEna i, 5

s the

 for Menahuun scuttle the heroes vessel, the

dalivery mission becomes a desperate

of thelr very lives

|||,:||'_

Jf Ll g with a

oll comes o thie b

A Al R lhas e

of an island an the L jator Fhie ship

food stores in The 53

hen they arrive zed crime sy te than 1
now. Bartyn hires the heroes to infh
trate and “neutralize” the Union. 5
miich as they could, and returned seith several treasures: a datapad
and some mining Lasers

The tribal leaders sef to work studying the imaders strange
devices, After much experimentation and decades of study they
had learned the secrets of the invader's killing tools, For twa liun
drizd yEATS, ey ikt Rhsedr own ENErgY Woapons Usirg 'l'5l"'¢'|-'|"|-:'-'i|
parts fram the mines, which was now considered Menahuun Berm
l:._'m_.- |Menahuun Wweapont Ane canver ted m INng |apers, and can be
used pormally with the appropsiate Weapon Group Preficiency feat
Menahuun laser weapons ane identical to blaster weapons of the
same type, but may not be set to multifine.)

At the beginning of “Reckonings,” miost tribal conflicts have been
setthed and the Menahuun are preparing for war. Scouting parties
are under ordérs to stay hidden and liearm a4 much as possibie Sl
S0ME young Menahuun warmors eager to prove themaelves attack
fishing boats and outlying farms The jungles of Lamaredd become
a dangerous place for Landing residents

Once the Menahuun réveal themsebves, few will wish to leave
thelr homewarkd, but may stll become what one might call adven
turers, Menahuun heroes are often soouts, fringers, mables, or Fore
adepls Those who are strong in the Force could patentially become
jedi, although they would need to leave Lamaredd to do so, making

this a rare oCcurmends

vB 4 s Banus o Climb checks, +4 Spedies Do VAT
pelin: Fort =1, Bl +5, Wil +1: 52 5: FP o: D5P o: Rep 0: %tr 1

s Coan B Int 0, WIS 12, Lha 19

!..-.-I"il|-l gmifE, homespun ¢ l_|||:| |||..||..|| I f
sl belonglngs

Chedite: Chirml 58 Craft bvariet) +2 or Enowledge (wanies) +#3, H
#8 Listen +1, Bead Write Menahu, Speak Menahu, Spol +3
Suirvival

species Featines: #2 Dex, =2 Con, +3 Wis

Aiifarnrlic Langiag Aematiu

tpecial Qualibies: Hold Br atl Fis ability s identical 1o 1hat of
the Cungans 15 described in Chagrter ol thie cooe rulebaod
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GALAXY'S MOST WANTED

CCOURGE OF THE DESERT

BY MICHAFL MIKEAELIAN

WITH SPECIAL

m hether you call them Sand People or
Tusken Rakders, there's no disputing
that these brutal beings were the dominant
sentient Species ind igrrle,:u-,. o Tatooine
prior to its cobonization. Jawas—the anly
other indigenous sentient species—ane
r_Ir_'.lrI'_l.l e illtrlligq_'nl:_l:-ul I:'I"u_"l.l lack the
ferocity and size to compete with Tusken
Raiders. Even so, these days the Jawas vastly
outnumber the Sand F'|_-4_:|F|I|_'

Calactic scholars suggest that the Jawa
population exploded as a result of coloniza-
ticem, This 1_h:_'|;u}|r'5. central belief it that
Tusken Ralders went from hunters to prey
when the first settlers arrived on Tatooine,
and the Jawas comical Appearance and
less-threatening demeanor led to an uneasy
alliance between them and offworkders.

!:rig_hl:-::nﬁl pEttlers killed many Sand F'r-::.1|‘.||-r

and gave Jawas a safe haven from their nat-
ural predators.

Tusken Raiders, as the colonists named
them, are primitive by galactic standards.
They communicate through spoken word
ill1|:"..||1r] have a rudiment ary bl bl '|.|:||:'u-|:}'.
Most Tusken Ralders are fringers, though
some are excellent scouts or dedicated com-
batants {1|"||.|t::.:' Heroes who explore the
deserts of Tatooine could easily run afoul of
these dangerous individuals,

BB vOLUME 2 NUMDER |

THANKS TO DECIPHER, INL.

URoRRUR'R'R, TRinAL LEADER

The average Tusken Raider fears machings
The whine of a speader or swoop Ll I!|r
means murdenous offworlders approach,
and even the bravest Tusken Raider muwst
think twice before facing such foes. URoR-
Rul'R'R |5 unafrald of offworlders and their
machines, His courage steels his compan-
ioms when attac l:1n_1;l; mcdsbure farms and

ambushing umasary travelers.

Rer'urR: Desert Herd Animal s; Init +1
[Dax); Def 1g [+10 natural, 1 Dex, =2
size): Spd Gy VPIYWP B5/60; Atk +1
meled (JA0-+11, gore) or +1 ranged; 54) +4
Species bonus to Survival chd cksin
desert conditions, trample: 5V Fort +14
Ret +2, Wikl +1; 5 H; Rep 2; 5t 32, Dex 12
Con 30, Int 3. Wis 1, Cha 3. Challeng
Code: D

SR Hide =7 LIStEn +7, Survival +7
Specinl Oeolities Ir.\:npl::- A% a fuill
rownd action. Brrur B can move ower
an opponent at least one size category
smaller than he. The bantha must
mowe over the opponent; no attack
roll i necessany. He does notl have I
stop when he moves adjacent to an
opponen Al characters he moved
over suffer 4di+1b points of damag
A successful Reflex save (IDC 26)

rid uces the damage by one-hall

URsRRuR"”R"®: Male Tusken Rabder, 5ct &
Init 42 [ Dex); Def 17 (+5 class, 43 Dex); Spd
10m; VPAWP 44./; Atk +5 meleg

[8c1E-+1 ||i|||:_|.:.-||r"f! 1] OF &4 rangea
[2d8, slugthrower rifle]; 50 Trallblazing
uncanny dodge (Dex to Defl, skill mas
tery (Intimidate), +2 specles bonus (o
Hide, Move Silently. and Survival chedks
in desert conditbons: SV Fort +g, Bef +g
WWIH 4 5L M FP 9 LSP 4 Kep a; S 12
Dex 15, Con g, Int 10, Wik 12, Cha 9. Chal
lErgre Code: B

Egqulpment: Slugthrower rifle, gaderffi

bantha, dese

Liilfs: Hide +n, Intimidate +3, Knowledpe
{Tatooine) +3, Listen +5, Move Silemtiy
#11. Ride +8B. Search +4. Sptak Tusken,
Cpeol €. Survival +8

Feats: Exotlc Weapon Proficiency (gader
fIi}, Far Shot, Point Blank Shot, Track
Wieapan Group Froficiency (simple

wWEapons, dlugthrowers)




LRoERuRE'E iz also a skilled hunter and
crack shot. These qualities, along with his
brash attitude toward offworlders, make
hirm a matural leader of his tribe LEok-
Eul'E'E and his companions noam e
Jundland Wastes in search of food, waler,
and anything else useful to thelr tribe
When water i1 scarce, it's not unusual for
these Tusken Ralders to attack an sutlying
rvoestuie farm. Wihatever they can't steal
they destroy

Er'un'E, URDRRuRR'R's Banmia
Err'ur'® [named after BR uruurrr, the Tusken
Eaider who trained him) is larger than thie

FAETARC bantha, Frr'ue'® wad Uhe alphs male

ol his herd when he was comralled and bro
ken. Of URsRRUR'RR'S lew possessions, the
bantha i his most prized. Rrrur B |5 trained
to respond anly to commands from URGE-
EuR'E'R and BER urunirnm, mak ing it difficult
for anyone elie to ride or handle him

Liw"Ru', Freece Warsioe

Lr'Bur is & praduct of harsh desert life,
miore wearrior than sundvor. Hat tempered
anedl impulsiee, he prefers to solve probderms
witth a erushing bleww from his gaderfii
Mot Tusken Raiders are prome to violence,
but Ur'Ru'r goes far out of his way to find
conflsct. Hie's known to senture as far north
i Mos Espa to radd motstunes farms

TN

Even armaong the Sandpeople, Ur'Ru'r has
a reputation for his skilled use of the
g.‘ldr':'l"l'n Many athers of his trike would
glady stand by his side in comibat, bul they
find hirm too rash and eager for battle to fol.
lowy i IF he hasd better temperament=—Ekny
Sand Person standards—hied make an
exiellent leader. Lr'Bu'r prefers to take
orders from URaRRuR 'E'R which aleays
Blvies him the opportunity to throw his
weight around.

ER'vrvunen, BanTHA HERDER
RR umumn 5 owell known among the Sand
People 24 a skilled bantha herder, able to
break even the wildest of banthas and tradn
them as war mounts and beasts af bunden
LIEoR Rul'R'E sought him ouwt for this rea
som, and now the herder travels with the
radding band, overseeing the care and acqui-
sition of néew animals

O chance encounter would have
miade the herder even more famous than
his beader, If elther of them knew the
truth, Though BRuruwrer couldn't have

kenoswn at the time, the farm boy he single-
handedly defeated would one day become
a powerful ledi. §

Special thanks go to the Ster Wors CCG
design team that gave these Tusken
Ralders their names and backgrounds.
URoREuR'R'R, Ur'Ru'r, RE unsurn, and
LIRoR R R R bantha made thelr first
gaming appearance as cards. According
to Sandy Wible at Decipher, “We prefer
to have names for undgus Indviduals in
the unbverses we help develop. Star Wars
is no exception”

For mone information on Tusken
Rakders, pick up a copy of Secrefs of
Tatooine by 10 Wiker, available at a book,
game, of hobby story near you. Secrels of
Tatoaing {4 alie wvailable online at
swrfanwizardicom.
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The University of
Sanbra Guide to

INTELLIGENT

From the Desk of Prafessor Eliss. .

any meu-g.mn huave gricrd San

bea's halls, but perhaps none of

them have been i belowsd—mno
a% tall=a% lkox Argunn, for decades a peer
less teacher of anatomy. | 'was a mere
under-professor the day a Nova soout
returning froma Just sexplored syitem at
the heart of the Yoon Cloud beft us a
strange, 12-armed glider the likes of which
Sanbra had never seen. Profesior Ungeth
sel bo work with his scalpel; Professor
Angunn peered at the glider for a few min-
uftes, left, and et to work with his light-pen
At the end of the day, Professor Uingeth was
preparing the stripped skeleton for tri-D
scanning when he happened to check his
datapad. Thene was Professor Argunn's
drawing, sent hours before—a rendering of
the skeleton pertect in every detasl,

| also remember Professor Angunms quist

d-rllghl: on the dayi fnwhich funx weould wisit
Sanbra o their way between Graviex Med
and the Cone. A, alas, | remember how
those visits dwindled and Profedior Argunn’s
loneliness increased, The Empire was devas
tating his fabr world, and in time they would
leave one of the galaxy's noblest species Bit-
tle rmpee than wandﬂmg [ LTS

The Republic first became aware of the Anx
only thiough the diseovery of centuries-old
skeletons, a phenomenon that offered Cone
warld sclentists ample proof that first
impredssons can be completety wrong
Archaologists first uncovered the bones
thpusands of yrars ago The remains
appeared in great numbers on the heavy-
pravity workd Shusugaunt, » planet on the
edge of what i now the Eadoballo sector of
the Quter Rim The 1.5-meter crested shoulls
and The |:l-'_rw'|.'11'1.|l13||i wertelrae inspned
xenobiologists to enviskon a powerful
aguatic creature from the planet’s seas—
perhaps, they surmised, a species recently
hunted to extinction by the squat Shisug-
aunt braves whowe hierarchs had s=nt them
on a disastrous [ihad into Republic space
Further explaratbon of the Raloballo star
lanes would prave such eonjecture utterly

BE volukiE B HUMBER i

WG, The bones in question tumed out to
bebong to a species of highly intelligent
land dwellers native nod bo Shosugaunt but
to Graviex Med, a bow-gravity world dozens
af light years away. The Anx wene very misch
alive, and they would Soon emerge as one
of the Republic's mare intriguing species,

#una, to put it mlldl:,f.';t.md out in & crowed
They average four meters in helght and
woiidd be taller still if not for the fact that
thrr_,' wialk with their shoulders stooped and
thedr crested heads held out in front of
them, an odd poesture that's a legacy of their
ancestry ai herbivores browsing Gravlex
Mied's native chiliox frees

Their slow, hunched way of walking,
together with their small, chose-set eyes,
wrinkbed faces, and pursed mouths can
rrvake therm bpok like parcdies of old men
But &% with w0 miuch elie about the Anx,
appearances ane deceiving. Anx like to
amble, but their large, muscular tails
evaled not for swimming but for use a5 a
counterbalance for running at astonishing
speed across the vast plaing of Graviex Med
Theeir crests aren't snorkels, as Republic

BY CRAIGC R. CAREY,
JTASON FRY
LDAN WALLACE

ILLUSTRATED
BY JOF CORRONEY

scieniists sunmised, but encamous SINUSES
used by the creaturnes to speak in a boom-
|||._H_Inw-'l'n:qu:myl;lngunﬁr'I-‘uul: other Anx
can hear frem many kilometers away The
#not have exceptionally poor eyesight, but
sense organs along their crests and at their
knees and elbows give them a remarkable
sense af smell from which they discem a
sophisticated image of the warld, Their
small mouths hold guadruple rows of flat
feeih l'nrg_i-ndlng leaves and even bark and
tharns—a towgh diet that demands teeth
be conatantly displaced by mes ones grow-
ing up from the jaw. After chewing, the Anx
process the resulting cud in no fewer than
three stomachs

A cud-chewing Anx presents a plcture of
contentment, and in some respects the Anx
are serene creatures. As befits a species
descended from herdbeasts, they are highly
sociable, given to large families extended
anel complex clan structures, and a terror of
isalation. Their skins—and particular the
fins beneath their erests—change color to
refiect thedr ermotions, and even a very
WO B can intenpeet an ﬂ‘“;l.'ll'll"-hll'l“




range of moods from the play of hues and
the accompanying scents and calls. While
mon-Anx can never hope to grasp the sub-
tleties, an Anx 5 basic emotions are easy 1o
decipher; as a result, Anx ane notoriousty
bad sabace players and often wear fin
ehogks. for sersit e negatiations with nan-
Anx. Such behavior would be considered an
unfarghvable insult in an Ans-anly setting
This finx m{l.;l:-:ll'l:,.' eufends o other
species as well. if amything. Anx are foo
adaptable to the company of others, tenda-
i b0 grow easily attac hed to an individual
A DOFTYpaIYY, OF 3 Calse The species also has
averitable mania for gift-goving. with
Graviex Med's autumnal halidays maresd

by hage elan potlatches inwhich elders go
to ridiculous lengths to sutdo each other
with extravagan presents. For hundreds of
years, opportunistic spacers have clogged
the planet’s spaceports at festival time,
havwcing holds full of everything from
expensive antiques o gaudy gimracis in
hopes that one of thelr wares becomes that
season’s must-give [tem for the faddish Ans
clan beaders

An oddity of the Anx i their uncanmy
sense of the nervous system and of how
misscles are conneckad 10 Uhe skeleton, sven
in creatunes they have never encounlered
before, This gift has left the Anx in demand,
as ewerything from master surgeons to

The Anx in the Era of Rebellion

Like s muary other species, the Arix Have
suffered terribdy in the lron grip of the
Mew Crder, While the Rakoballo sector in
general s top remote to be of much inter-
est to the Empire, Gravlex Med caught the
eye of the Imperial war machine not kong
after the fall of the Repubdic. The prize the
Ermpine wanted was the mighty Graslex
Launchwarks, which for millennia had
been used only for shooting garbage Into
the j_gmzm': sun in imitation of Coruscant.

The Empire was interested in testing
sisch a facility with an eye toward Investi-
galting It a% an interitellar weapan that
coaild be plﬂlt{![‘d i:h:.:pl:,l with enengy
shields, Imperial troops were quick to
sefre the Launchvweadks and intimidate the
fnx into what was at fisst merely an
apresment bo tunn over the facility to
the Empire.

The Emplee soon found that the
Launc works was an ideal weapon-test-
ing grounds because unsafe by-products
of such experiments could been jettisoned
into Graviex Med™s sun, In time, Uhe
Lawnchworks ecame popular as a facility
for eliminating not only bological arma-
mients but also ndioactive matenials and
industrial chemicals. From there, the next
step was all too easy: Frelghterloads of
dangerous materials were brought from
other rmp:rlal facilities to Grawlex Mexd
wndil even the Launchworks' capacity was
overwhelmed. That didn't stop the
Empire, which soon began simply petti-

soaning harardous materials from orbst to
the surfsce of Gravies Med fior eventual
dispadal by the dialds who had replaced
Imperial personnel on the planet's pod-
soned surfaoe By the time of The Bakils ol
Yawin, nathing except mutated superbac.
terlia Bved on the Blasted, radioactive
plains of Graviex Med, and the galaxy's
fewe surviving Anx veere huddled together
in miserable poverty on a scattering of
borwy-granvity worlds, with thesr ur'u:l.'-pr-ﬂ-ud
potlatches reduced to keening laments-
tions for a destroyed lfe

While the Mew Republic sympathized
wilth the plrght of the Anx, its soeentists
apreed that even with an wnlimited
budget, the devastated surface of Graviex
Med could mever be restored. While the use
ol thie workd as a dum[ung E-I'I:IIJI'II:' for haz-
ardous warsle was ended, its orbital ship
yards did remain used far the disassembly
of reathballed capetal ships, This sftuation
led to & natabbe splsode in which dlicers
paid by the bmperial Remnant penetrated
the New Republic's computer ietwarks
and introduced a phony disassembly onder
for the Star Destroyer Chimaera, which had
been Grand Admiral Thrawn's ﬂagsh-p.
When the Chimaerg arrved at Graviex
Med with a skeleton crew, it was seized by
imperial commandos, who then blasted
thelr way past New Republic pickets and
escaped to the rmplzrl.il Remnant, wiheds
they triumphantly returned the Chimaeen
to ddmiral Gilad Pellacon

Species Summary
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The Anx

MaSSeLSEs i ‘|]'l'.'l5-|'- wacation resprts to
skilled butchers wha can carve and dress
even the toughest beasts in just minutes
with the tinkest knife. This precision has alse
given the Anx a talent that s less well-
knowen: They are devastaling fighters when
gheen even minimal training in unarmed
combat, able to stop even a mging Wookiee
with a well-placed blow to the nght nerse
cemter. The recond for kills in the Famed
glmjl. Ao plt-’,{ln‘l' Loowria still hn:lmg!._nﬂrr
three centuries, b the muote Ans Knoswn
only as the Great Goblin. (The Gablins
career ended when he was sold to 2 Hutt
crimedord whio had him transported to Nal
Hutta in a timy freighter old with no com-
pansonship. The Anx died of termar on the
1'-h|,'.|-|:'|.t:" Jmlrn:}'.:l

Jedi scholars see the Anx's seciability and
their effortbess understanding of anatomy
as evidence of a close conmection to the
Ferce and a handful of Ang have dsen ||-R!1
in the Jedi ranks, The vast majority of Anx,
however, have furned their back cn the kedi,
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terrified of what they see as a solitary path
and incredulous at a nature so ascetic that,
o them, it borders on msdeness

Thousands of years before the Bepublic
encountered them, the Anx developed
miterstellar travel L'rr hurling thieis 1.h|p'. It
orbit with cofodsal cannans. A mighty com-
plex of these devices, known as the Gravlex
Launchworks, now covers nearly an entire
continent of Graviex Med. With the Launch-
weorles, the Anx spread from Gravlex Med (o
m_-:_ghl:u:urlng systems in thelr cormer of
space, Unfortunately for them, they quickly
encowntered the Shusugaunt, a sguat, high-
gravity species of spacefaring warriors
ghven to furiows internecine warfare broken
bry jibuds agaimst percehved enemies from
without, Shusugawnt braves conguened the
wirhds of Anx Space and enslaved the An,
ditving them from thelr colony worlds back
to Gravies Med. Bul the conguest of the
Anx homeworld proved short-lived: The con
querods felt dizzy in the low grasity of
Gravlex Med, while their new vassals coubd-
n't survive Shusugaunt's high gravity, (The
caches of Anx bones found h}' Erepublic
farces date from this gra. ) The 5hl.|ll-ugdll.!“1

g pane contidence +3 comimand +3; 5V Fart
AL 0 S L PP 0 R s S a3
3= It v WS 96; Chi ag. Chal
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+d, Bel +
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gambler and friend of Watto the Toy
Hl_'ll.':”lll |.Ii"l'|.ll'||'| ¥ attends the Poudraces on

Tatooine. Rec ._-nr_|:,._|-.._- s Friacie an all-Loo

soon burned on each other in o new rownd
of rl:'!lEH’!lll‘- wars, losing interest in the A,
and thelr next species-wide jihad foundered
on the hulls of Republic warships

The proximity of the placd, gigantic Anx
and the hyperactively wardlike, meter-high
Shusugaunt has made for one of the
galaxy's odder rivairbes, and the dask hwmor
of the situation isn't lost on the Anx. Con-
tact with the Bepublic has also given
Gravlex Med a new export and added an
unexpected tedst to the joke: The forests of
Gravlex Med ane home fo chittesing, clewer
Fttle creatures known a5 Medx homunculi,
which look eerily like bory hismans scaled
dowen to thirty centimeters in height. The
finx love sby stories constructed around a
hiuman from the Republic who meets an
Anx, a Shusugaunt, and a Medx. The human
imsariably regards the Shusugaunt and the
Anx as animals and inslsts on communicat-
ing with the Medyx, giving the Shusugaunt
timie to do the human same evil bum The
storbes inevitably end with the so-far-
ignoned Anx stepping in to gently but fiomby
put things right. §
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BY JESSE DECKER

ILLUSTRATED BY DENNIS CRAMER ~
g e

Throughout the galaxy, most beings struggle to live

their lives with a modicum of comfort. For a privileged few, how-
ever, comfort and success are taken for granted. There are those
among the wealthy elite of the galaxy who work as hard and

tirelessly as the average being.

Thene are athers, however, wiho without
necessity to drive them, tum away from the
h.]-ld-:_.hlp; others must endure, These lucky
few often travel through the galaxy, going
where whirm takes them and never staying
long in one place. Whether jaded offspring
of bureascrats or young entreprencurs able
to live off their owen wealth, these fickle
souls wander the space lanes seeking a new
lewe | of exciterment at every burn Corme run
info trouble with the law when their thrill-
secking activities cause property damage,
Injury ta locals, or even warse harm., Others
take to the stars searching for mare seifless
adventure, using their dhverse skills and
powerful friends to thwart the croel and
CpfIressnee.

Roleplaying Notes

Dilettantes become adwenturers to add
extitement to thelr lives, They can afford
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LETY lhll‘lE'I that other characters camnmol,
and they often forget that others do not
have their financial resources. Most dilet-
tantes are charming men and women for
whom the cares of the rest of the galaxy
simply dien’t exist. They seek thrilling
diversbon because, without i1, they leadl
lives of pr |u|1r'E|:'~e'| monotomy. While bared
by marry other things, dilettantes have an
innate optimism and enthusiasm for their
current interest. They might not be inter-
ested in the Kessel run six months fram
now, bul for this adventure, they're as will
ing as any crewmember,

Curlosity ks the prime motivating lorce of
adventuring dilettantes. Their broad, if rot
deep, knowledge and thelr conskderable
financial assets make them a good addi-
tion to any growp of heroes. Dilettantes
tend to be qui:k-ﬂalnh-Ir_g.-llhrlhgcnt [l
ple whose only neal limitation i thedr own

whimsical inclimation to change Interests

Dibettantes are interested in friendships
with ather heroes because they are likely o
lead exciting lves. As GM characters, they
can easily get in over their hesds and tum
to the henoes for help Their somewhat
innocent enthusiasm for adventure, if cou
pled with a knack for finding trouble, can
make them kdeal as symipathetic employers
fos @ group of heroes F|Ili_1|li.':!|"|| often be
able to pay the heroes handsomely for
pfforts on thedr behalf,

Variant Abilities

Although the chart belew shows the typical
|| progression wit h abilities grambed
according to the multiclass rules found in
the core rulebook, your GM might allow you
to substitute some of the exksting class abil-
ithes for others mone appropriate o the dil
ettante archetype. While you and your G
might invent others, here are three to get
you started:

VamiaNT 1 RESOURCE ACCESS
Anytime a Dilettante would e Use call b




a faver ability, she instead gains acoess o
valuable objects or equipment. Dilettantes
have vast wealth at their disposal, but their
meandering Bestyle ranely buflds the rels-
tiarships that nobles enjoy

The dilettante can make 3 Charsma
check to use those resources. She can
accumiilate multiple “requisitions” if she
doesn't wse those previousty gained.
Uinused requisitions don't “expire,”
altheugh the Dilettante can never have
maore than five “stored up.” If 2 Dilettante
has five unused requisitions and gains
anather, the new one is kost,

The valuwe of the resources gained
equals the Dilettante’s character lewvel
tirmes the result of the Charisma check
times 20 Thus, a gth-level Dilettante who
rolled a 17 would gain (4 %17 = 20 =] 1360
credits” worth of resources, These
resources can take virtually amy form the
Dilettante chootes (within rensan), and
they are hees to do with as she pleases—
ghe may kesp them, wse them, give them
away, oo rell them as she seeg fit,

The resources galnrd amrive in the Dilet-

tante's possession 1d6 hours after she
makes the check, Mote that these
resources must be reasonably (althaugh

il ey
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mot necessarily commonly] available when
and where she chooses to make the check
For instance, a Dilettante shogging
through the swamps of Dagobah probably
won't have access b0 many nespunoes

VRIANT 2: [M5piRE IMDINFERENEE

Rather than inspiring their comrades to
greater heights, dilettantes are easily under-
estimated by thelr foes. Anytime a dilet-
tante wodld earn an Insplre Confidence
bonus, she instesd eams an equivalent
Bonus to her osm Bluff and Hide checks,
This bonus is applied at the GAs discretion
but should apply only when the Dilettante
Is attempting to blend in with & crowed or
represent hersell as less capable than she
really is.

ViRREANT 31 QUicK STUDY

Whenever a dilettante earns a bonus Skill
Emphasis feal, she may apply (€ te a skill in
which shie has rero ranks. With this option,
the Dilettante gains & +5 bonus to all skill
chiechs with that skill. This replaces thie 43
banus normally granted by Skill Emphasis,
If the dilettante purchases ranks of this
skill, the +5 bonus is lost, replaced by the
narmal +3 bonus, B
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+0 1 Skarting feats, bonus class skill,
call in a favos, feat

40 ¥ +3  Inspire confidence +1 +i 1
+0 +4 3 et barter, feat +6 F
+1 +4 +3 i to attribute, call bn & faeos 4y 4
] 4 +4  Command +2 +h 5
#1 45 +4  Better lucky than good, feat +7 B
+1 +f +4 Callina favor +8 &
#2 +6 +5 #1 to attribute +8 &
43 %7 +#5  Shill ermphasis, feat +9 7
432 %7 #5  Sneak attack #2d6 +4 7
+3 +7 +6  Inspirg confidence +2 49 B
44 +8 +#7 #1110 attribute, feat 40 9
+4 i #7  Callina favor i ]
+4 +0 +8 Command +4 #1i i[5
w4 + +8  Feat +11 1o
45 +5 +8  Callin a favor 1 o
+5 10 +8  Skill emphasia #12 1
+5 1 +9  Inspire confidente +3 13 12
45 i +49  Collima favar +13 12
+6 +13 #1060  Commaand +6 +1j 13
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sSPECIAL OPS

ILLUSTRATED BY TOM FOWLER

ot every hotshol pilol navigates the

void of space. The wehicle ace can't
live weit ot the wind in his face, the whine
of repulsorlift engines, and the thrill of com-
petition. To him, dedging obstaches is a3 easy
as breathing, Twisting turns ane as simpls 1o
navigate asa ﬂlgm af stairs. The vehicle ace
deesn t ihink bwice beforne accepling the
miost suicidal challenges.

Vehicle aces can earn a living in many pro
fesssons, but the most famous are sucoessful
racers. Throughout the many racing cincuits
acrons the galaxy, you can find true aces and
aspiring pllots alike racing far fame and for
tune Althaugh some of the best TECANg Cir-
cuits ane in the Outer BRirm Territoried, racing
is popular in most parts of the galaxy. On
the Core worlds and Mid Rim Territories,
ofganized racing teams like the famodes
Ferini team compete in sanctioned events

LOY  woLusae B swumage |

fior small fortunes. In outhying regions, the
cormpetition is fiencer, somelimes even
deadly. Syiterms e Malastare, Mephaas
Prime, Bescane, Caprioril, and Tatooine are
popular places to compete.

Eacing i not the only profession for wehi-
che aces I:IrEﬂI'II.?Fd crime attracts more than
its share of such thrill seekers, On sparsely
populated worlds, pirates employ expert
pllots to look and harass willages, and smug-
gl-r,'rr. ang nlwn:,ﬁ II}I:II(IHE fior skilled pilats to
make lllicit cargo runs through dangerous
regions. Then, of couree, thene are the infa-
MOUus SWOOp gangs

Swoop gangs are usually no more than
Eacal ruffians. They ane most comemon in sys-
tems whene local laws ane suggested rather
than enfarced, a5 well as in densely popu
Lated wriban areas. These uniuly gangs have
cobarful names duch 4% Uhe Blood RaEors,

Prestige Classes

Hurt Vectors, Bloodsnifers, and Star Hel-
bons. Others take their leader's name, as
with Blg Gizz's swoop gang. It's ot umoom-
rmion for gang leaders to have ties to mare
poweerful criminals, including the Hutts and
the Black Sun crime syndicate. Vehice aces
who run with Sweop gangs tend (o be the
leader o @ high-ranking lieutenant.

Military organkzations u-ci:_.ulnnﬂll:,r
attract wehicle aces with penerous salaries
and access to the galaxy's most powerful
vehicles. The two military roles most com
manly filled by vehiche aces are test pilot
and combat pilot. Test plbots tend to owver-
ook the dangers of redlining wehicle pro
1_|:||:!|||;|-t5_|r|-li'r|:;|:.| Fru:u,r.lng on the chance to
bee U first Lo pilot advanced machines
For some combat pilots, the awesome
power of an imperial AT-AT more than
mrakes up fof the lumbering walker's lack




The Vehicle Ace

Base Attack

and #i I

fith ] +3

Bth v +i

+f 4

Farmiliarity +1
Farniliarity 42
+1 Farmiliarity +3

Farnilbarity +4

+1 +1

l

108k +] &5

of speed. Mthers prefer asmed and
arrsored airspeaders, or mane nimble
walkers Bke the AT-ST.

Yehicle aces, like all daredesal pelofds, L
ally take (o one type of vehicle. The only
thing most have in common is 3 love of
speed. As a resull, they'll ace anything from
swoops, dirspeeders, and speeder bikes to
the more dangerous podracers. Less Com-
micn, though not unheard of, are races
imvahving whesled, tracked, and el
wichicles

Special Abilities

Vehicke Defense: At wst level, the vehicle

ace can add his Defends bomus derived
from his vehicle aoe levelt to the Delense
| ArTy vERiclE hig s |,'l||-:'!1ll'lg

Familiarity: The vehicle ace gains a
bonus to Filot and Bepair checks when
uied on a vehicle he designates as famil

jar. The same bonus applies to the hero'

Air-2 Racing Swoop

+1 5

Familiarity +5

attack roll whenever firing the vehicle's
wWeapons This bonus s 41 at 2nd level
and it increated by 1 every bana bevels
thereaftor (at ath, GEh, Bih, solh levels,
ard 2 an)

Fo designate a vehicle as familiar, the
hero must have operated it for ot least
three months. & vehicle ace can be famil
far with only ane vehicle at 3 bime

Viehicle Evasion: A1 gth level, the vehicke
ace can make a Pllot check (o bessen the
damage inflicted by a sucoessful hif
against a vehicle he is piloting, If the Pilod
chieck exceeds the attack rell, the damage
inficted (o the plak s shilp is hakved
{round fractions dewn, minimum af 1
point of damage). The wehicle ace can

make an evasion check once per round

New Faat

ViEHIZLE DoDGE

Select a class of vehicle (ground or alr]. You
are adept at dodging altacks while piloting
that elass of vehicle

Prerequisite: Dex 13+, Filot 64+

Benefit: When pilating a vehicle of the
selected type, during your action you desig-
nale an epponent and reocive a +1 dodge
bomes to Defende against attacks from that
opponent. You can sebect 4 new oppanent
an any action. §

Class Footures

REQUIRTMINTS

To qualify te become a vehicle ace, a char-
acter must fulfil the following criteria:

improwved Vehicle Evaslon: At gth level, Base Attack Bonus: +3

the vehicle ace's vehicle evasion Improwves
A successiul Pilot check negates all dam-
JgE it eneid h:ll thie attack

The Ar-2 Racing swoop, like most swoops, is fast and hand to control, Unlike the Mabquet
Flair-5 swoop (presented in the Cities of Tatoaine: Transportation section of Secrets of
Trtoodne), the Alr-2 is faster and more maneuverable, This extra speed and handling
coumes at the cost of a lower maximum altitude and more lightweight constrisction.

Experienced racers prefer the Air.2 racing swoop to the slower Flair-S in a fair race.
When apponents are likely to race dirty, many prefer the Flair-S for fts extra bit of dura-
bility. Players might recognize the Air-2 as the swoop that a young Han Salo "borrowed™
to escape from unfriendly slavers on Bonadan.

Craft: SoroSub Abr-2 Racing Swoop; Class: Alr (Speeder); Cost: 7,000 (new), 2,500 (used);
Slze: Lasge (2.35 m); Crew: +0 (1 pilot); Passengers: none; Carge Capacity: 1.75 kilograms;
Speed: 115 m (max. speed 700 km/h); Altitude: up to 325 meters; Defense: 10° (-1 size, +1

armar); Hull Points: 12; DR o,
Weapon: Mone
"l oy v e i i e afts

hicle Dodge, Weapon Group

Proficiency [wi higle weapons)

Skills: Pilot B+, Repair 6+

pistals and simple weapons.

Class Skilks: The wehicle ace's class skills
fand the key ability for each skill] are
Computer Use (Int), Knowledge (any) (nt],
and Spot (Wis).

skifl Points at Each Additional Level:
4 + Int modifier

||.I||_,1|||::' pei Lewel
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This manth's 1|11'i|||n3 plunge down
m the Shaft takes a turn about
halfway, dropping us with a satisfied
“plop” into unfamiliar but exciting berri-

tory—Decipher's latest trading card game,
Fedi I:;nlghtﬂ_. ledi KR |EII||!-. has proven to be

an intricate, enjoyable game that’s neithes
a% Coam plll:.ll:t_'n:l a% thie unlg_lrl.'ll Star Wars
card game nor as simple as the Episode |-
biided Youn ) ladi,

Players build bedi Knights decks around a
singhe heroic character from the Star Wars
unisverse, That Hedo is Ded 1o a part-rulm
Theme card that gives you certain adwvan-
tages throughout the game. Heroism is in
the eye of the beholder, or in the case of this
mionth’s deck, the eye of the Sith Lord. With
his loyal arrmy of quick-draw troopers, some
of his more voeal eritics, and a little battle
station with the cuddly moniker “Death
Star” at his disposal, Darth Vader's got a
chance of ending a certain destructive con-
flict before his kids and their cohorts get
out of hand with their uppity Febellion.

He'll Have You Now

Scum & Villainy really blew the Jedi Knights
game wide open in terms of multiplayer
versatility—Independent Heroes could now
play as a third side with the introduction of
Theme cards for labba the Hutt and Boba
Fett, with their requisite cast of supporting
baddies. The set also includes Themes for
the decidedly un-scummy Lela and the ven
erable-yet-less-than-villainous Obi-Wan
Kenobi. Jedi and Sith Power cards intro
duced Force deck manipulation, card cancel-
lation, and that whole bucket of worms, &
set of Orange Force cards and a few rare
Black Force cards open up move optlons,
SHill, the big news ks thoee- player Shar Wiors

DECK PLANS

Tips. Tricks and Tactics for the Star Wars Cusiomizable Card Game

BY CORY 1.

Receiving a litthe less notice but no less
impressive were four new Themes for the
Heroes from the original release—Tarkin,
Luke, Han, and Vader. Vaders Theme card
fram the set, End This Destructive Conflict,
has a much higher Theme number than his
original Theme card (15 as opposed to1), and
it deesn’t monkey around with placing
cards in the Theme pile. Instead, your side is
+3 In Contral checks, This might not seem
lke much, bt it allows the Dark Lord to
control a planet location with relatively Iit-
tle support. Of course, it helps if he's got a
few troopers to dodge blaster bolts and a
fleet of Star Destroyers to patrod the skies

Wader's team relies on Star Destroyers
and Tarkin's technological terror to cover
the system during the initial three planets,
bt the Sith Master En't particularly con-
cermned with space—notice that he doesn't
even have his own TIE with him in this deck,
The capital ships are there to be sacrificed if
necessany. Use them to block your oppo
nent’s capitals from intimidating your char-
acters, If your opponent fails to get
amything into space, having your own
power of intimidation will also come in
handy, and the power bonuses provided by
the Destrovers can make even the most
weak-kneed Imperial thug o wrecking crew

Vader can also call on the Force ina pinch
with a few well-chosen Sith Power cands,
Mot too many have been included to pro-
vide as many tactical bonuses as possible

Ground Assaults 'R’ Us

This deck’s strategy Is as subtle as a sledge-
hammer—lots of guns, lots of troopers, and
lots of pewer boosts. Your side shoukd be
well protected by You Should Not Have
Come Back, knocking your oppoanent’s

The Shatt:

Dark Lord Walking
Special Jedi Knights Edition!

)

HERNDON

weapon destinies down a notch each time. A
plateon of Quick Draw troogers (ram Soum
& Villainy provide easy access to powerful
cannons like the E-Web, and they will always
be ready for a little iImperial Precision target
practice. Vader's power (especially his Sith
Warrior persona) is hard for the good guys to
beeat even without tactical bonuses, bart
you've got plenty of those just in case

arm Vader with whichever version of his
lightsaber fits the situation and go after the
opponent's Hero right out of the gate. Don't
let Ham, Luke, Leia, Obi-Wan, labba, or Fett
spend any more time than possible out of
the Theme pile. Foroe your apponent to
spend valuable credits repeatedly deploying
their Hero, If you can't play Darth Vader -
Sith Warrlor, consider dropping the Starting
Event Imperial March to get Admiral Motti
into play for his Vader-boosting ability

‘Whatever the case, don’t forget the gums,

FrOZEMN WASTES & 2 TROOPERS
Despite the free card
dupluym{:nl‘ it Er;mh Wi
opponent, a bot of people
like to use the Hoth Sys-
tem/Morth Ridge for the
sweeel 45 credit bonus it
grants for the final battle,
What good’s a oredit bonws
if you aren't anound to use
it? Since your opponent will
often go first thanks to Vader's good but
still relatively low Theme number, drop
Frozen Wastes as the sexond site. By the
time you get there, you should have at least
two troopers in your Theme Pile to send

charging into the snow like the snaring
ours they are,




Apmiral Mot General TaGGE
& Quick Deaw TRooPERS

Admiral Motti has learned the ermors of his
Force-deriding ways, He adds 42 to Vader's
poweer and defense, so keep the good Admi-
ral protected with & well-armied |:l.1|:l: of
troopers. Mottl's confederate on the De ath
Star, Tagge, can get those troopers into play
quickly from your Theme File or Lost Pile

DT STAR & STAR DETTROYERS

This deck treats capital ships like starfighters
to a certain extent—there are plenty of
them. They're to be sacrificed when necas-
sary since your main game is planetside. Still
it's sure nice to have the power boost from
those Destrovers, in this case, the Death Star
can be your attack dog. It's not foolproof, but
when used offenshvedy the Empenors Bigh babl
of terror can clear a path through orbit to
pump up the groundpounders—and, if a cer-
tain Jedi pilot gq'l:-. a torpedo down that ven-
tilation shaft, make them pay with
turbolaser fire from suppoerting Destroyers

Masor MiuieH, ! TrooPERS
& DrweaAcK PATREOL

Dewback Patrol tumms even a minor Death

Star functionary like Millich into a death
dealing delicacy. The recipe is simple

Step1  Rotate Millich to altack the
oppasing Hem,

Stepz  Support Millich with two
imperial Troopers, boosting his
power b +4

Step3 Pay Dewhack Patrol as your first
weapons step action, Draw a
card and watch Millich swell to
12 power.

Step 4 Go through the weapaons step,
blasting as needed.

Step s Scason with tactical bonus.

Tear This Ship PYTR
Apart & Your 1
Star Destroyer \
This dieck isn't . e
too concermed

with space battles, but that's no reason to
be a sitting worrt. Tear This Ship Apart is a
h,}nd:,' way bo ricl :,u'.!ur‘.-rll of that ;re-:.k].' Eed
¢ without risking your ship in combat o
wasting an opportunity to intimidate [this

Event does not requine the Star Destroyer to
rotate). Since intirm|dation i1s the easiest way
to deprive the o Heno of mooks
looking to take one for the team in comibat
a ready capital ship is not to be undenesti
mated. It works against any ship, so feel freo
to pull the Bancor's Toobh to pleces whibke
you'ne at it. This trick warks best, of couirse,
when you have played the highest Force
card this tum

Irmperial Preclsion |s ledi Knights" equivailent
to the venerable Salper and Sorry About The
Mess cards from the Star Wars COL It auto
matically grants one of your troopers one
extra shot ineach battle at +2 to hit, +3 i

LI'S.iﬂE a Blaster Bifle, It doesn'E proviie a
guaranteed hit, but the mose characters you
hit in battle {(especially if your opponent is
playing a one-star leader like Han 5olo «

Gm ugglrr For Hire], the easier it 15 to hit the
opposing Hero and force the other player to
waste a lot of credits deploying and rede
playing that Hero. Remember, the trooper
still Er_'l:-. 1o Fine again |lateEr i the wea pon
step if he sunives (albeit at the marmal +1
granted by the Blaster Rifle). 5

End It, Already!

StanTinG Caros (15) CHARACTERS (29) Wiapomns (23] 3 Have You Now

1 End This Destructive Conflict 2 Admiral Motti = Fleet 5 Blaster 4 Imperial Precision
Darth Vader + Agent of the Admiral t  Blaster Rifle 1 Keep The Local Systems
Empire 3 AF-ng » Quick Draw 1 Boba Fett's Blaster Rifle Iri Line

1 Imperial March 2 Boba Fett » Relentless 5  E-Web Repeating Blaster 2 Local Trouble

1 Green Force 1 Hunter 5 Turbolaser Battery 2 Pick Up Some Power

1 Green Force 2 3 Darth Vader + Sith Warrior 1 Vader's Lightsaber Converters

1 Green Force 3 (Uncommon) 2 General Tagge « Imperial 1 Vader's Lightsaber - 1 Prepare Your Troops

1 Green Force 4 Commander Sith Weapon 2 Tear This Ship Apart

1 Green Force s 2 Major Millich « Security 2 They Came From Behind

1 Green Force 6 Chief starsHies (7) 3 You Should Not Have

1 Green Farce 7 {Uncommaon) 3 NT-3n = Quick Draw 1 Conguest Come Back

1 Green Force B 4 RGA-g72 - Quick Draw i Death Star

1V Bespin System/Cloud City 3 Sergeant Baysden » z Devastolor SiTH PowERs » VaDir [6)
Carbon-Freezing Chamber Sandtrooper z  Stalker 1 Dissipate Energy

1 Endor System/Back Door 1 5T-103 « Sabacc Mlayer 3 Foroe Choke

1 Hoth System/Frozen Wastes 2 5T-4402 « Tatooine Garrison  EvinTs (25) 1 Lightsaber Defense

1 Tatooine Systemi/Lars 3  TK=577 » Fire Team Leader 1 Concentrate All Fire 1 Lightsaber Frenay
Maiztuine Farm 3 Dewback Patrol
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m:ht:l Strike Team/Garrison Destroyed,
the Light Side Objective from the
Endor expansion set, got o big boost with the
hedper effect The Shield 15 Dowanl from the
Tatooine expansion, It still not an easy
Objective to flip, but the strengths ane
enough that you can nolonger ignore a
Rebel Strike Team deck. The Force generation
i% now amazing. Combining strong scouts
with other powerful characters and high-
destiny support cards ghes you a deck that
can stand up to just about amything the Dark
Side throws at you,

Ta make the most of a Rebel Commandos
deck, first evaluate your opponent’s tactics,

110
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Rebel Commandos
"Back door, huh? Good idea.”

BY DOUG TAYLOR

Wherne other decks have a game plan and try
ko stick to it with this deck you need to be
flexible Your Force drains on Endor ane weak
uritil you flip; if your opponent plays tempt-
ing sibes, you might want to go after them
aggressively When your opponent dephoys
those julcy Force drain magnets, take them
over and rely on the high destiny draws of
your deck,

On the other hand, if your opponent leaves
you akonse on Endor, you have two ways to flip
your objective, The first is to “blow away” the
Endor: Bunker. During each of your first two
turns, s crucial you get Endor: Bunker, Deac-
tivate The Shield Generator, General Crix

Madine, General Solo, Endor: Back Door, and
both docking bays from your Reserve Deck,
Don't lose cands from your Life Foroe wntil
these cards are in hand, or else you'll have a
tough time pulling owt a victory,

Ewen if you don't demolish the generator,
you can still flip your Objective, The other way
to do so—controlling three exterior Endor
sites with two Rebel scouts at each during
your move phase—can be tough to maintain,
‘fou have only ten scouts In your deck: Strike
Manning lets you get Han {a scout) and Gen-
eral Crix Madine; eight other scouts in your
deck can be brought into hand with Madine,
Aipping this way, your opponent can easily




Follow Your Present Course

From the very first turn, it's important to play your cards just right. Unless the Dark Side
is playing Endor Operations, remind your opponent that he generates no Force for the
Endor system [using Strike Planning's game text). On your first turn, before you activate
any Force, use Strike Planning’s other game text to pul Han and Madine in your hand.
During your deploy phase, play Endor: Back Door (thanks to The Shield Is Downl) and a
docking bay {Insurrection), preferably Home One: Docking Bay, Uise 2 Force to get the
Bunker, Once you've deployed your other docking bay and pulled Deactivate The Shield
Generator out of your deck, you should have (at most) only one location left. Typically,
this can happen by your second turn; the new average destiny of your Reserve Deck is

between 3 and 4.

flip your Objective back to its o side simply by
controlling the Endor system

Of the two ways to flip BEebel Strike Team,
destroying the Bunker is preferable. if you
Can manage i!_flipping with scouts at sites
gives you a +4 to Deactivate The Shield and
insures Garrson DI"‘-1rI:I:|le stays l'.]cn:-up_
Either way, The Shield ks Down! dumips your
opponent’s hand into his Used Pile, and you
retrieve B Force when the Bunker is “blown
away”

Luke and Qui-Gon are powerhouses. Each
is capable of holding a site alone, especially
when wielding his lightsaber. Wedge is the
anchor -:}F}'uur Fpace forces: use him with any
pilot aboard Red 5. 6, or 7 to cancel a battle
destiry in space. 'l Take The Leader bolsters
your unigue starfighters, boosts your drains
at the Landing Flatform, and lets your lost
ships relocate there,

There are mamy effects in your deck: use
rruttiple copées of The Signal to get them
out. Squadnon Assigniments i most effective
earty in the game (before your Reserve Deck
gets too small) and lkets you defend the Endor
system. Mext is Chose Air Support, which adds
some kick to your scouts on the ground if you

should have all these cards out
of your Reserve Deck.

can get Tala 1 or Tala 2 to the Endor system
Of course, if your opponent’s strategy is giv
ing you trouble, you have other effects that
provide relief,

insertion Planning is an excellent, high-
destiny interrupt that you can constantly
recycle, provided your scouts battle. Play
Throw Me Another Charge to get Explosive
Charges or merely to set up a 6 destiny, Sur-
prise your opponent at the Back Door or any
docking bay with Fallen Partal. Hald The Bith
Shurifle & Desperate Reach until you need
them mast, either te cancel Imperial Barrier
o to shuffle your opponent’s deck, ruinkng a
tracked desBirmy

You never need o fear battling, especially
at sites, with all of the high destiny cands in
your deck. Anakin's Podracer might even
win a Podrace without any racing Interrupts
thanks to the high destinies you can draw
Insurrection. Deactivate The Shield Genera
tor, Garrison Destroyed, and The Shield |5
Davenl combine well to strengthen your
scouls. If your Rebel strike tea s “iorers
away” the bunker and maintaing firm con-
trod over Endor, the Dark Side doesn't stand
achance. §

Iz Your Strike Team

Assemblad? pee—
General Crix Madine's m
ability to "download"

miost of the scouts in

your deck (except Luke .“
Skywalker, Jedi Knight

and General 5olo) as
you need them is criti-
cal, Deploy Madine where he can be safe.
His game text has two benefits: He fills
your hand with important characters,
and he removes low-desting characters
from your Reserve Deck. Besides working
great with General Solo to cancel a bat-
the desting draw, here's why you want
each of these scouts in your deck:

Sorgeant Junkin: When at the
Bunker, lunkin adds 1 to Deac-
tivate Thie Shield Generator
total for cach explosive
charge there.

Corporal Beezer: Your opponent
cannot ‘react’ to the same site,

Corporal Midge: This card adds 1
to each of your Force drains at
exterior Endor sites where
you have a scout of ability » 2.

Corporal Delevan Your charac-
ters at the same site cannot
have their forfeit reduced,

= Lizutenant Greeve: This card is

the only 3-power, 2-ability

C! scout [the rest are either 1- or

LEsm]  3-abinty).

Chewbacca of Kashyyyk: it's
=T hard to argue with a 6-power,
- - forfelt scout you can put n
. your hand from Reserve Deck,

9 | colonel Cracken: When your

e

1__r

oppenent deploys a spy or
scout to the same or related
exterior site, e boses 1 Force,
(Killer agalnst 158 decks.} As
the matching pilot of Tala 1,
you can use Cracken to deploy
the starfighter from your
Feserve Deck with Squadron
Assignments.

Lieutenant Blount: Just as
Cracken can easily deploy
Tala 1 with Squadron Assign-
ments, Blount does the same
with Tala 2.




BY HADEN BLACKMAN
LucasArts and Factor 5

Prepare to Launch Star Wars
Rogue Leader: Rogue Squadron i

his might be Bogue Squadron’s most desperate hour, The
Tgmup of young |:||I|:|1__'. i% embrailed 0 one of s first battles,

a fight that spans the ice plains of Hoth. AT-AT laser can-
noms threaten to knock the Rogue snowspeeders out of the sky,
and advancing Imperial troops will Loon capture Echo Base Luke
Skywalker, Rogue Squadron's commander, has already been shot
down. Only Wedge Antilles, a Corellian space jockey who survived
the attack on the first Death Star, can sbow the Imperial advance
long enough for the Rebels to escape. In Skywalker’s absence,
Antilles has become Bogue Leader. It's a rank that Wedge must
share with Nintendo GameCube owners wihen LucasArts
Entertainment’s Star Wars: Rogue Leader screams into stores
this Novembser,

| RoGue Leaper: RoGcue Sauapron I

[:-L"qu:h;rpl:d |;|:|.' Fachor 5,thl: same company that collaborated
with Lucasarts on Rogue Squadron and last year's Batthe for
Maboo, Rogue Leader could be considered a "Greatest Hits ™ com
pilation that includes many af Fl‘-e;!gl.u_' Squadron s mast important
battles. The game’s story begins with the attack on the first
Death Star, as seen in the original Stor Wars. (Luke and Wedge
survived the Battle of Yavin and, according to continuity sources,
formed the basis of Rogue Squadron, the group of Rebel pilots
that appears in The Empire $rikes Back and continues its adven
tures in novels and a Dark Horse comic book series.) The game
ends with the Battle of Endos, Between these two events, players
take on the role of either Wedge or Luke to aid in the evacuation
of Yavin 4, battle AT-ATs on Hoth, and capture the plans to the
second Death Star. To complete the game’s eleven core missions,
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B T4  Rogue Squadnon il Bundh

Oi-Wan Thgvls 8lone on the Xbos
Inside Stov Waor Battleground

Knights af the Old Repubdic Sneak Peek

The B-Wing is a good start, but you need a whaole

alphabet of fighters to take on an Imperial cruiser.

players must master a variety of craft and battle virtually every
known Imperial opponent.

Before jumping into the cockpit of an X-wing, Star Wars Gamer
wisited the Rogue Leader crew and received a classified mission
l::-ri-e-hn_g frarm Brett Toshi, Rl’.lt:m.-' Leader's Producer. The first item
wei tackled: the differences and similarities between Rogue
Leader and its predecessor, the successful Nintendo 6y title
El:lﬂl,.l!" Equ.u!r:m.

RoGuUE SguabroM ||

"Rogue Squadron was really just a series of missions very loosely
tied together,” explains Tosti, who also did a tour of duty on
Rogue Squadron, "Rogue Leader, by comparison, follows a clear
storyline, with missions derived from events we've seen in the
filrs ar read about in the Expanded Liniverse,

Beyond its emphasis on story, Bogue Leacder alio surpasses
Rogue Squadron in terms of visual quality, largely due to the
CameCube technology, which far exceeds the Nég's capalilities
"Rogue Leader provides a new sense of realism in every way,”
Sy Tashl, "We're '.rI{JIIlIrIE for total iImmersion.” Lucasarts
achieves this effect visually through detailed and complex
modets and high-resolution textures. The developers also take




Traffic cops in Cloud City don 't feal around with speeders

advantage of GameCube’s sound technology, including interac-
tive music and 5.1 surround sound

The artificial intelligence (Al is also completely updated. in
both Rogue Squadron and Battle for Maboo, enemy fighters gen
erally follow “splines,” pre-set flight paths carefully designed to
challenge the player. Factor 5 has abandoned splines for Rogue
Leader, opting for dynamic Al that allows enemy fighters to adapt
quickly to a player’s actions and attacks. Al-controlled enemies
might attempt to flank a player, take evasive Maneuvers, or
attack in swarms.

The robust Al extends to wingmen as well.
According to Tosti, while players flew as part of a
group in Rogue Squadron, wingmates "wernen't
really important to the success or fallure of your
mission. They were just eye candy to give you a
sense that you were part of a squadron.” In
Rogue Leader, however, wingmen promise to be
much mose effective. When left to their own
devices, wingmates use dynamic Al to determine
the most effective strategy for dealing with an
opponent, But Tostl Is quick to warn, "Isuing
commands bo wingmen is an important elemeant
of the gameplay,” vital to success In some missions.

Despite the obvious differences between the two products,
howewver, Rogue Leader doesn't ignore its roots. Because Rogue
Squadron was 5o successful and has a large fan base, the design-
ers have canefully exploited everything that the original title did
right. "Rogue Squadron was a very intuitive game,” says Tosti.
"The interface design, controls, and flight physics wene all very
accessible. We've improved on those things a bit, but overall we
wanted to stay true to what gamers liked about Rogue
Squadron.”

001

THe Power of THE GameCune

While Rogue Leader is certainly not a departure for Lucasarts or
Factor 5 in terms of design, it does represent the first Nintendo
GameCube product for both companies. Tosti aexplains that the

Rocur LEADER [(ERRIEF

Number of Missions: 11 {not

including ben
Playable Craft: ¢

including bonus vehiches
Star Wars Eraz Kebellion

“Rogue Leader provides

a new sense of realism in

every way. We're shooting

far total immersion.”

decision to create the game exclusively for the GameCube was a
logical one: *First off, Rogue Squadron was developed for the
Mintendo 64. Certainly, a number of people who own the NGg
and played Rogue Squadron will be buying the GameCube, and
those customers are likely to play Rogue Leader as well”

Aside from the marketing angle, GameCube seemed promising
because LucasArts and Factor 5 have long histories of working on
Nintendo titles. “We have an understanding of how their hard-
wiare works and what type of games the Nintendo customer
likes,” says Tosti, "Even though the hardware's structure and
potential are 3o completely different from the N64, a lot of the
pregramming methodology is still the same and relies on the
sarme way of thinking.”

Probably most important to this platform decision is the fact
that Factor 53::1_|_|,;|I Ijr weorked with Nintendo to hE'P develop
some of the GameCube's sound tools in the hardware's early
stages of development. “As a result,” Tosti points out, "Factor 5
had an understanding of the hardware's poten-
tial much earlier than ather third-party develop

ers, That really gave us an advantage.”

According to Tostl, the GameCube commit-
mient has proved a wise cholce, The machine is, by
Tosti's account, extremely powerful yet easy to
work with. “On past development efforts, we've
spent Bo% of our time just trying to get the game
to work, to get the elements functioning like we
wianted them to,” explains Tosti, “With the Game-
Cube, we've really only spent about 60% of our
time getting the game up and running. After that,
we could just start putting in content. We'reona

very compressed schedule—just under a year of
development time—so this is a huge gain for us.”

The GameCube’s technology also includes an unprecedented
ability to apply up to eight separate textures to a single model
“You can add layer upon layer,” says Tostl. "You can create beauti
ful transition textures, add details through 'bump mapping, add
shadows, and use different reflective surfaces. We're even doing
‘dirt mapping,' which allows us to make one area of a ship look
dirtier or more damaged than ancther area.”

The medium used for GameCube titles is another advantage.
Nintendo 64 titles were contained to a cartridge with limited
memory constraints. GameCube titles use a proprietary DVD-like
medium with 15 gigabytes of space. “We have more space than
we know what to do with,” Tosti admits, The team hasn't ruled
out using all that extra space for bonus levels, "Easter eggs,” and
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other special features, like the designer audio track
hidden an Battle for Naboao.

To push the technology even further, Tosti and
the Factor § engineers set a lofty goal: they wanted
the game to run at sixty frames per second, withouwt
any hitches or delays during flight. "We're now get-
ting skaty frames per second throughout the entine
gam{'.' Towsti notes, "I s EI_'IJII-I_'”IirIE Yo re‘-all:,' Aot
Tyl hig battles, o whan :,r-::-u'rE' |.‘|-:'&-||'IE barrel rolls near
something large, like the Death Star. There are no
hiccups and no break in the action.”

Developing for the GameCube has not been with-
out its difficulties, but Tosti stresses that any hur-
dles the developers have encountered have little to
do with the hardware itself. “Whenever you're
developing a first-generation’ game on a brand-
new platform, you have no reference,” he explains
‘Information is hard to come by, and you end up
learning through trial and ermor, You don’t know the
hardware's capabilities and limitations. 5o the challenge is just
gekting up to speed on the new hardware. But the learning curve
hasn't been very steep,”

Mission PROFILES

Littimately, the developers and LucasArts ane using the Game
Cube to create an experience that closely mirrors the films. The
game's eleven core missions span familiar locations, such as
Tatooine and Cloud City, and carry players into the depths of
space. "Each mission takes place at a different location,” Tosti
Liys "Eviéri Space mMissung faosl liks :’ﬂ-l'l'lFl!l’."[E'h' different emnvinon-
ments—we have the Maw in one, and in a mission entitled ‘Ren-
dezvous with the Razor,’ the environment is framed by a huge
Star Destroyer and a frigate.”

During these missions, Rogue Leader players face a wide range
of enemies and obstacles. The development team draws heawily
on the films for these elements. Players can expect to dogfight
.cl_![.IIrI:.'_ TIE 1||_.,;h|_1'r-_._ TIE bambais, and TIE intercepiors, and lhey
can make attack runs against Star Destroyers and other large
capital ships. Both Death Stars figure prominently in the game,
and players must maneuver past turrets and missile launchers
that protect Imperial installations. Ground units include AT-ATs,
AT-5Ts, and infantrg “Cn Hoth, the Imperial troops will actually be
1||:='hl:|ng Rebed sobdiers.” Tost reveals -P|.I!||'{'I'- can dirafe the
Imperials to help oul the Rabsals "

Fortunately, Rogue Leader’s heroes have a wide range of
weapons to combat these Imperial threats. Along with a full
|:|"_.-IT!-FI|1_'I'|II_"I'II af -,t._lrl'ighld,'rs [-'-'l. W|r|g'.."|' wings, I-wn'lg":_ and B-
wings), the Bebels use cloud cars, snowspeeders, and various
bonus craft. The vehicles are equipped with ion cannons, laser
canngns, and probton torpedoes or bombs when approprate, Al
WEIPONS CAN Meciive |,|L:I|::r.'|-:ll_=:. that |'|'||g|"|1 IRCFEASE d.'II'I'IJE_E or
provide a homing feature

During missions, players have access to a targeting computer
simiilar to the device used I:|1,' F!l:lgu:' ':':.qu.u:!r-:-n pllats The unigue

Relve your Atarl arcade days by blowing up a few towers for no good reason

feature identifies all manmer of I!.'llEFI!': using differant colors to
distinguish between mission critical and secondary targets. This
feature allows players to focus on core goals, In addition, the
computer helps players spot dark objects, like TIE fighters,
against the darkness of space. The targeting computer’s third
function relates to wingmen: “Iit's very important to the wing
man functionality,” Tosti explains, “because it allows advanced
players to give wingmen very Sped ific target "

As with Bogue Squadron, missions begin in detailed 3D
hangars, where players can select their starfighters. However, in
Rogue Leader, the hangars have been vastly improved and
change depending upon location, There's a specific hangar for
the Hoth mission, for example. Flayers can explore the hangars
as Luke or Wedge to get a closer look at the various detailed
starfighters,

Battle for Naboo's ability to switch vehicles mid-mission has
also found its way into Bogue Leader, although it weon't be used
as often. "We're only switching vehicles when it ||.".'I||'|!|r makes
“:n:..l_-,"‘,.u}ls. Tasti, " On EI"“\.IJIH_fﬂr example, Flr.'ln'g,'E'ri witll swditch
from an A-wing to a cloud car, which is a logical change. On Hoth,
we actually switch characters, so players transfer from Luke to
Wedge mid-mission.”

Players can access bonus missions by earning medals, which
the game awards based on a player’s performance, The system i
similar to the medal systems used in both Rogue Squadron and
Battle for Maboo, although Rogue Leader players can "unlock™
certain bonus missions before completing the entire game. Thess
bonus missions, along with the identity of the bonus vehicles, are
still tightly under wraps

Early demos of Rogue Leader's Bespin and Star Destroyer
missions suggested that the design team has achieved a visual
quality on par with the look of the original movie trilogy, At the
Electronic Entertainment Expo in May, Rogue Leader received
numerous accolades and was nominated one of the best games
on display by many reviewers. Tosti addresses the positive press
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“| think people were really impressed by what we've been able
to achieve in such a short amount of time. In my opinion, Rogue
Leader is starting to kook like a second-generation game. | think
a lat of that has to do with the Factor § development team, bat
it also has a lot to do with the fact that the platform is easy to
wearrk weith.”

Star Wars fans have also been anticipating the title, and Tosti
feels that the game will strike a chord with this group as well.
*The people who love Classic Star Woars and these characters—
Luke, Wedge, Darth Vader—are definitely going to feel that the
game is very reminiscent of the films,” he says. "We'ne putting
you in the movies—into the trench run and at the Battle of
Hoth—to a degree that's never been done before.” And, of course,
fans will get to be Luke Skywalker and Wedge Antilles

ReTues oF ROGUE THREE

As Roggue Leader progresses, the player assumes the role of
Wedge Antilles. Second only to Luke Skywalker in reputtation and
accomplishments, Wedge is also one of Star Wars fandom's most
popular characters, Now that Star Wars fans finally have the
chance to become Wedge in a game, LucasArts went to great
lengths to bring the character to life.

Voice director Darragh O'Farrell knew that the most effective
way to introduce Wedge as a strong, central character was by
actually using the true voice of Wedge—Denis Lawson. Lawson
agreed to work on the project, and O'Farrell traveled to London to
record the actor, According to O'Farrell, Lawson's performance in
the game is flawless. “Denis put a lot of energy into the part.”
O'Farrell relates. “He brought that original vibe that you want for
this type of game, which so closely mirnors the movies. Because
of his experience in the films, he knew exactly what we wanted
and nailed Every lime”

“STAY OM TARGET ...

Rogue Leader is scheduled for a November sth release date coln-
ciding with the release of the GameCube. As one of the most visi-
ble launch titles for the console, Rogue Leader is under a great
deal of pressure to stay on schedule. “We're right on track,” Tosti
smilbes. In late July, the team was nearing its Alpha milestone,
wihich Tosti defines as “all features and the majority of the con-
tent will be in the game.”

Despite the team's current success, the schedule has been
demanding. "We've really only been working on Rogue Leader
since late December,” says Tosti, “We did a bit of work in Septem-
ber of 2000 doing a demo for Space World, but that was just a
prototype, and most of the work was thrown away.”

Tosti's biggest concern is balancing and fine-tuning the game
“We'd also like to take the last month or so to add cool effects—
nice litthe particle effects or flares or explosions,” says Tosti. And
the team Is also booking at adding bonus material in the form of
hidden surprises, or "Easter eggs.” “We know that those things
aren't just fluff” Tosti adds, “Players want strong motivations 1o
play and finish each mission.” The chance to hear Wedge say, "l
can’t shake 'eml™ might be motivation enough,

Moonwalking is the least of a Jedi's force powers

Obi-Wan Kenohbi Trains for his
Self-Titled Xbox Adventures

bi-Wan Kenobi. Padawan hero, Anakin Skywalker's men
O tor, wizened Jedi Knight. And one of Star Wars” most

miemorable and beloved characters, Since his first
appearance in A New Hope, Kenobi has embodied the Force and
represented the prototypical Jedi warrior. tn Episode I, audiences
finally glimpsed the younger version of Obi-Wan as portrayed by
Ewan McGregos, In the film, Obi-Wan transforms from a brash
Padawan to a responsible Jedi Knight. But before Obi-Wan vows
ta train the most powerful Force-user in the galaxy, he must stop
a dangerous eriminal cartel, defeat " Star Wars ninjas,” and battle
a menacing Tuiken warlord in Lucasfrts Enbertainment’s Oibl-
Wan, The third-person action game puts players in control of the
young Jedi, who uses his lightsaber and Force powers to over-
come scores of enemies and complete nineteen story-driven levels,

"K ACTION APPRENTICE

From PC 1O PLATFORM

Seheduled for release later this year, Obi-Wan is being developed
for Microsoft's Xbox game console. The product was originally
concelved as a PC tithe, but last year Lucasfrts announced its
plans to convert the project over to a console, largely due to Cibi-
Wan's specific style of gameplay. Third-person action titles are
popular on consobes, and the team had designed an intuitive con-
trol scheme that seemed better suited to a handheld gamepad
rather than a keyboard or joystick.

Onice Lucasarts and the team agreed that the tithe should be
rawed from the PC, the developers needed to evaluate their con-
sole options, LIimately, Xbox proved the best choice because it so
chosely mirrors the PC in terms of hardware. The team was already
working to bring Obi-Wan to computers using Intel processors
and GeFarce video cards, both of which the Xbox incorporates,
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According to Obl-Wan producer Mike Gallo, the
switch to Xbox proved relatively easy. "We were
up and running on the Xbox within days,” Gallo
says, The platform change also gave the team a
new sense of focus. "We're no longer worrying
about system specs. Instead, we've been able to
concentrate on the things that make the game
fun,” Gallo adds. “Specifically, we've devoted a ton
of energy to the feel of the contrels, especially the
way the lightsaber functions with the gamepad.”

The developers did need to make a few adjust-
ments to adapt to the new system. The main con-
cern for the Obi-Wan team is the fact that, like all
other consoles, the Xbox has a fixed memory
lirmit, "4 PC's memory is somewhat scaleable,”
Gallo explains. “But with the Xbox, we have 64
megabytes of memory to do everything. That
includes video, music, sound, and every other
plece of information that needs to go into the
game. The memaory limit affects how we build
levels and characters. We had to find ways to
inchede our really big levels and still maintain the
quality level that we wanted.”

ORiGINAL ADVINTUEDS

The PC product, codenamed "Tanis™ while in development,
focused on propelling Obi-Wan through the events of The Phan-
tom Menace. When the team regrouped to start the Xbox effort,
they also decided to take the story in new directions.

Director Dan Connors reveals that the team had a strong
desire to take the character to new worlds and pit him against
all-new enemies, The revised story starts before the events of
Episode |, with the first missions taking place on Coruscant. Obi-
Wan is first sent on a quest to stop a band of

e SRR B

Again, the Jin'ha fulfill an important design requirement.
“From a gameplay standpoint,” Connors says, “the idea was to
come up with a group that would challenge Obl-Wan. The
lightsaber is such a powerful weapon that, as a game designer,
it’s sometimes difficult to include. We don't want one-hit kills, so
we need enemies that can counter the lightsaber” Because the
game is set during the Episode | timeframe, however, the game
designers could not include so-calbed Dark Jedi or Sith aside from
Darth Maul or Darth Sidious, Arming acrobatic enemies with cor-
tosis weapons proved the perfect solution,

After Obd-Wan deals with the lin'ha, the game segues into the

Episode |-related portion of the story, including

ruffians called the Black Heth, According to Obi-Wan Debriefing trips to Tatooine and Naboo. The Tatooine seg-
Connors, the Black Heth “is composed of every Platform: Microsoft Xbox ment reveals what Obi-Wan was really doing
rowdy you've ever run into in the Star Wars uni-  Genre: Third-Person while Qui-Gon searched Mos Espa for a replace-
verse.” Gallo gets more specific, identifying Actien/Adventure (with ment hyperdrive. “In the movie, [the Tatooine
Grans, Rodians, Trandoshans, and other aliens as emphasis on Actionl) sequence] is all about Qui-Gon,” Connors says, “so
part of the gang. Black Heth members will be Release Date: Late 2om we wondered what Obi-Wan was doing. Basically,
armed with a wide array of weapons, including  Number of Levels: 20 the handmaiden, who Obi-Wan still thinks is the
knives, pipes, vibroblades, and blasters. From a Types of Enemies: More Queen, gets kidnapped by Tuskens, and Obi-Wan
design perspective, the Black Heth hoodiums than 20 has to rescue her” The quest brings Obi-Wan to a
serve as fodder for Obi-Wan during early mis- Star Wars Era: Rise of the Tusken outpost, where he encounters belligerent
sions as the player learns to use the character Empire Sand People armed with fire-based weapons.

and his abilities.

The Black Heth doesn't remain the central threat for long.
Soon, Obi-Wan learns that the gang is linked to the lin'ha, a
group of nefarious weapons dealers inhabiting a mysterious
swamp planet. The Jin'ha, which Connors describes as “3far Wrs
ninjas,” are formidable hand-to-hand combatants. They are also
armed with weapons made of cortosis, a rare ore introduced in
Expanded Universe sources. Cortosis s able to resist lightsabers,
allowing the Jin'ha to engage Obi-Wan in melee combat.

Eventually, the young Jedi must confront a Tusken
warchief wielding a deadly battieawe.

The game culminates in missions in Theed, where Obi-Wan
faces a horde of battle droids armed with blasters and other
weapons, “The storyling we came up with for the Theed levels—
the side story of what Obi-Wan is actually doing there—is really
exciting,” Connors says. “Players are going to get right into the
Battle of Maboo and fight on the ground against battle droids.
Dbi-Wan won't be a secondary character. He's going to be mixing




says “showcases the team's creative energy,” i5
generally foggy and rainy.

THE leni's WEeaPON

One of the mest important elements of Obi-
Wan Is the Padawan’s blue lightsaber. Capturing
the feel and functionality of the traditional Jedi
weapon is integral to the game’s success. To
make the lightsaber intuitive and easy to use,
the Obi-Wan designers took advantage of the
dual analog joysticks on the Xbox game con-
troller, The left stick moves the character, while
the right stick contrals the lightsaber.

“The amount of control you feel as a player in
melee combat in pretty unique,” Gallo says."You
really get a chance to have swordplay with ene-
mies, You're actively bocking, looking for open:
ings, trying to do comba moves to break their
block or open them up to attack” The team is
alvo planning to support the "rumble” feature in
lager buins the gamepad to create the sensation of dlashing
lightsaber Mades

it up against all types of enemies, including destroyer droids. Aside from standard slashing and sweeping, Obi-Wan can use
From a design perspective, “Theed is really about projectile the Force to enhance his attacks. These "Force swings™ can disarm
weapons against the lightsaber,” Connors says. To increase the opponents, cut through blocks, or cause extra damage.
varlety of opponents on Naboo, the team built a number of new As in the films, the lightsaber can also deflect incoming blaster
droids using the battle drokd's basic skeleton, Sniper droids, fire. The standard “autoblock™ feature basically acts as Obi-Wan's
grenade-tossing droids, and even an exploding "kamikaze™ battle  shield. "This isn’t Dark Forces where you run around and pick up
droid plague Obi-Wan. Just in case these foes don't challenge personal deflector shields,” Connors says. " Obi-Wan i a Jedi. He
Obi-Wan, the team invented a cortosis-armored assassin droid, doesn’t need a deflector shield.” Reflecting laser blasts back on
which allows for melee combat in Theed and suggests a connec-  attackers, however, is a trick that requires a bit more skill
tion between the Jin'ha and the Trade Federation. While the lightsaber is Obi-Wan's primary weapon, he also has
And, of course, the game concludes with the showdown a small array of other weapons. A sniper rifle might be necessary
between Obi-Wan and Darth Maul, as seen in The Phantom to complete specific mission goals, and Obi-Wan also carries a
Menace. The Sith soldier wields his double-bladed lightsaber sampling of powerful grenades. And, of course, the heroic

during the climactic final battle. Besting the villain should prove  Padawan must sometimes use the Force.
the game's maost difficult encounter.

Visually, every hevel strives to recreate the flavor of the filrnis, FORCE-SENSITIVE
especially on Coruscant and Theed., “The types of vistas in Obi- As with the lightsaber, the team put a great deal of thought and
Wan haven't been seen in this genre before,” promises Connors.  effort into Obi-Wan's complement of Force powers. Aside from
“In Rogue Squadon, where you're viewing everything from a the various Force-enhanced lightsaber moves, the Jedi have Force

starship, you expect to fly over large chunks of terrain. But when  Throw, Force Push, a boomerang-like “Saber Throw,” and Force
your character is on foot, you don't often see the sprawling land-  Pull. The team has also imvented "Foroe Focus,” which essentially
scapes and cityscapes we're creating.” pufs the game into show motion, allowing the player to react
Each portion, or “chapter,” of the game has also been given its  mare effectively to enemy attacks. But probably the maost fre-
own atmosphere and art style, “Theed is beautiful, with focuson quently used power will be Force Jump. “Force jumping is a huge

capturing the type of geometry and texture from the films,” part of the game.” Connors polnts out, "It's almost more impor-
Connors says, “Coruscant, in contrast, ks much darker and mood- tant than running, especially in battle. You see some enemies
ler. We're trying to envision what we know about the kower and immediately you're up above thern and trying to figure out
reaches of the city planet.” The lin'ha's planet, which Connors how to come down on them and land a swing.”

“Obi-Wan won't be a secondary character. He's going
to be mixing it up against all types of enemies.”
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Cooll Now you pull my lightsaber

A recharging “Force Meter” fuels Force powers, Each time the
Force is used, it drains energy from this pool. If yvou deplete the
pool, you can't use Force powers until the meter replenishes.
Connars notes that monitoring the Force Meter and determining
wihen and how to use the Force provides a strategic element.
“The game is many layers deep,” Connors says. “You can complete
the first few levels with just your lightsaber, but eventually you'll
need to start using your Force powers.”

The game emphasizes Obi-Wan's innate Jedi agility through a
series of acrobatic moves, including flips and rolls. You can use
these moves in combat to avoid enemies, dodge attacks, and
close with opponents. “When you're doing an acrobatic move,
Connors reveals, “the Obi-Wan model's area of collision—which
we use to detect whether or not an enemy hits—actually gets
smaller.” Essentially, acrobatic moves make it more difficult for
enemies toinjure the Padawan, And, if Obl-Wan is set on fire, a
roll can pl,lt him aut

Obi-Wan is so versatile because the team devoted months to
perfecting the character. "I'm really proud of Obi-Wan,” Connors
says. “Our mandate, even since the PC days, was to make Obi-
Wan the coolest he could possibly be. Now, he moves the way we
always thought he could move. The mechanics of the character
himizelf makes it easy to drop him almest anywhere, in any type
of level, and have a good time."

Facus oM CoMmBAT

Both Connors and Gallo stress that Obi-Wan's central focus ks
combat. Connors breaks down the gameplay as eighty-percent
combat and twenty-percent puzzle-solving and exploration. “We
don’t have a lot of puzeles in the traditional sense,” Connors says.
“we don't often require you to push a button to lower a bridge or
climb a rope to hit a switch, Qur puzzles are more tactical In
nature. If you have two guys trapped by battle droids, the dinect
approach might result in the death of one of those captives; a

“Use the dual analog joysticks to m

subtler route might save them both. The 'puzzies’ really revolve
around winning combat situations.”

Because combat is so Important, the developers are carefully
designing each of the twenty enemies found throughout the
game, “There are natural differences between enemies with pro-
jectile weapons and those with melee weapons,” Conmnors says.
“On top of that, we've thrown in enemies like the destroyer droid
that have heavy armor and heavy weapons.” The strength of
every melee weapon is also different, ranging from relatively
weak knives to Maul's very powerful double-bladed lightsaber.

“Melee opponents also have various abilities and strengths,”
Connors reveals, “Some characters might be better at blocking,
so you'll need to use other methods to bring them down.” Finally,
some enemies have a pack mentality, ensuring that they attack
in groups. Such conflicts require a different fighting style—and
greater reliance on Force powers—than does single combat

“TrE Fomrce 15 My Awy”

If enemies can fight in growps, it's only fitting that Obi-Wan hawve
some backup. "We really wanted to get friendly NPCs [Non-Player
Characters] involved in combat,” says Connors. “Throughout the
game, you get to fight alongside a ton of allied characters. In
Theed, you're fighting next to Naboo soldiers in an attempt to
defeat the Trade Federation.”

Without a doubt, the most powerful of these allies is Qui-Gon
Jinn, Obi-Wan's master and mentor. While Qui-Gon won't be
around In every level (especially in the early part of the game,
when Obi-Wan is on a solo mission), he shows up as the game
transitions into its Episode | content.

As with Obi-Wan, the team spent a great deal of time perfect-
ing linn. "We're very happy with Qui-Gon and his performance,”
Connors says. "He's fun to watch, and very powerful” Capturing
Qui-Gon's abilities without unbalancing the game, however,
proved to bea difficult design challenge. "Qui-Gon can take out a

“Now, Obi-Wan moves the way we always thought he could.”
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Jedi Tactics

With the release of Xbox's Obi-Wan only a few weeks away, Dan
Connors, the project’s Director and Jedi Master, pravides a few
tactics for Padawan hopefuls,

Proceed with Caution: Melee combat in Obi-Wan is all about cre-
ating, spotting, and exploiting openings and weaknesses. Be
cautious and patient until you're sure it's the right time to
strike. Once you spot an opening, however, strike quickly.

Change it up: Alternating lightsaber swings create opportunities
for successful attacks during combat. Specifically, using a vari-
ety of different swings against a blocking opponent can be
used to defeat the block.

Use the Force: This seems like obvious advice, but Connors urges
players to experiment with the different powers against differ-
ent types of opponents. The "Force block™ ability, for example,
can be used a3 an offensive power to break through a defend-
ing opponent’s own block.

Put Force behind your attacks: The various “Force swings™ avail-
able to Obi-Wan are central to melee combat, especially
against opponents with solid blocking abilities. A Force swing
is more likely to bring down an enemy’s guand,

Acrobathes are key: Don't hesitate to deplay Obl-Wan's various
acrobatic maneuvers when facing both ranged and melee
oppenents, The moves make Obi-Wan much harder to hit and
allow him to gain an advantage before he attacks.

lot of enemies,” Connors notes, "so we've dedigned the game to
give the player, as Obi-Wan, his own tasks, Obi-Wan's goals are
just as important, so the player should never feel overshadowed.”

Thill LIEHTEABER AREMA
Aside from the oone, story-based levels, the team is building a
training arena to allow players to master Obl-Wan's abilities
Called the "saber arena” by Connors, the training room is located
in the ledi Temple an Coruscant and allows Ob8-Wan to squarne
off against a variety of opponents, ranging from Jin'ha fool sod
diers to Mace Windu himselll Gaining access to the more povwer
ful and skilled opponents will require the player to achieve
certain goals within the game’s other levels

“We basically have an equivalent to the medal system [used in
past Lucashrts games, like Rogue Squadron and Starfighter],”
Connors says,"but our ranking tool will be a little more mysteri
oars than those ather titles. We'll definitely track achievements
and give players rewards based on that.” Among these rewarnds
will be the opportunity to spar against members of the Jedi
Cauncil, who have their own abilities and tactics

DEviLoriNG & NEW LEGEND

Although the PC version of Obk-Wan was in development for sev

eral months before the switch to the Xbox, the console version of
the product required o new design, new programming., and new

art. “We started the design in med Movember of 2000, Gallo

Bull rush: Charging enemies equipped with ranged weaponi s a
viable tactic. To survive this bold approach, use the “crouch
roll™ or “dive roll” moves to make Obi-Wan harder to target.

High Jump: When entering battle, use Force Jump to leap out of
the way of any initial attacks and gain the element of surprise.
Just be prepared to swing as you land,

Fire Badl: Fire, which is used by the Tusken Raiders, is one of the
maost dangerous weapans in the game. Avoid it. If you are hit
by a fire weapon and find Obi-Wan rapidly burning to a crisp,
use the roll maneuver to put out the flames.

reveals, “and we'll be in stores in late 2000, The Xbox develop
ment cycle is really only about ten months.”

To create the game in such a short time, Gallo and Connors ini-
tially mustered a team of about twenty-six. The keam grew to
nearly thirty-five people as additional departments, including
Vaoice and Sound, came on to the project. in July and August, the
Obl-Wan team entered the testing phase, ramping up from just
three testers to over a dogen inorder to hunt bugs and fine-tung
the game

To stay on schedule, the team considered reusing many of the
art assets created for Tanks, the PC version of the project. “The
fin'ha swamps started oul as the swamps of Naboo, ong of the
levels built for Tanls,” says Galle, As it turned out, the new plat
form sometimes demanded a new approach.”We orlginally
thought that we'd be able to reuse a lot of the PC assets but
faumnd that we necded to rebulld about 5% of everything to
make the game ook like an Xbox tithe. All of the geometry in the
swarmps, for example, is new. Thie trees are much mose detailed
fund I:I'u:z."n* rou T,

Despite the relative difficulty of developing Obi-Wan in ten
months and for a new platform, Gallo insists that the team has
embraced the challenge. "Basically, we just had to identify the
design goals and then execute,” Gallo says of the process."To be
able to accomplish that in the time frame we've been given, and
have a quality product when we're done, is incredibly exciting.”




LucasArts Level Designers
Provide Insight into Star
Wars Galactic Battlegrounds

tar Wars Galackic E-.IH'l’.'HII:II,IHI]"-. Luscashrts Entertain
S mient's new Beal-Time Strategy (RTS) game, promises

to bring sweeping Star Wars conflicts to the PC this
Fall, Galactic Battlegrounds contains forty-three missions
that span the Star Wars timeline, beginning with seven
“tutorial” missions that focws on Chewbaoca's earhy adven-
tures. A team of eight Level Designers has worked for the
past ten manths on creating, testing, and balancing these
missions, To prepare for the game's massive battles, star

Wars Gamer brings you the latest information about the .

tithe, l,1_r._1|!_-:|‘|': fram lead level de‘-mgﬂ.rr Feed Hﬂij'.:m and
lewel designers Steve McManus and Kevin Schmitt

BaTTLE PLANMING
The process for creating missions for Galactic Battlegrounds
includes seweral steps, During early design, the level designers

PC GALACTIC BATTLEGROUNDS

(LDsh determine where a mission will take place, how it serves
the story, and where it fits within the overall arc of the game, An
early training mission is obviously different from a major battle
that occurs labe in the game. Next, they brainstorm ideas for the
mission as a group arsd then an indlvidual de-n-p,r!r‘r begins decid
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Galactic Empire: Probably the best all-around civ in the
game {and the civ with the most film-related units), the
Galactic Empire's strengths are in its mechanized units,
likee AT-ATs, The Emipire’s Sith units are also important.
When compared to the Rebel Alliance, the Empire has
relatively weak air units, although they can compensate
for this by attacking in Larger numbers. “We tried to
relate this to the films,” says Schmitt. “The Empire cranks
out TIE fighters, but they aren’t shielded and can be eas-
iy destroyed. They emphasize numbers and attack in
swarms.” Players should do the same with both aircraft
and troopers.

Gungans: Perhaps the game's greatest sea power, the Gun-
gans can bulld a wider variety of water-based craft than
any other civ, They therefore dominate on any maps with
a great deal of water. They also have powerful beasts of
burden [which actually fall under the game's "mech
unit” category) and competent troopers.
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“And on his farm he had some condensation collectors, EIEID

ing what resources the player should have during the mission
Once the group agrees on a direction, the LD must create a
detailed map that includes major objectives, opposing forces,
and impartant terram features

When a map is approved, the LD can start bullding the mission
in the game, He creates the basic terrain, then places “triggers,”
which are seripted events that occur based on a player s positions
and actions, If the player reaches a particular technology level,
this progress might "trigger” a line of dialogue or a visit from an

.I-II!,-'
The LD is also responsible for developing the mission's Al files,

Maboo: Another formidable sea power, the Naboo also have
access to strong bedi units and some of the most potent air-
craft in the game. Like the Rebel Alliance and the Wookiees,
they have the ability to build shielded aircraft.

Rebel Alliance: Strong troopers provide the Rebels with a good
starting point, while one of the game’s most powerful air
forces aids the Alliance in longer battles. “Go for air as soon
as possible,” McManus suggests. "It requires a stockpile of
nova crystals [one of the game’s resources], but it's warth
it.” McManius also stresses the deflector shicld upgrade,
which gives all Rebel aircraft shields. ledi also play an impor-
tant role in the Rebel forces.

Trade Federation: The Trade Federation's greatest strenggths
rest with its “mechs,” which include AATs and STAPs. Because
of the corporation’s experience on Naboo, the Trade Federa-
tion is also a strong sea power, Finally, the Trade Federation
does not need to build shelters, which limits the production
of units in other civs. “Players should just produce units as
quickly as their resources allow,” McManus advises.

Wookiees: It's only fitting that Wookiees should have the
strongest troopers, with the widest variety of trooper-based
upgrades. They also have shielded aircraft, which leads to a
play stybe similar to the Rebels,




which determing how the enemy Al will act and react during the
course of the mission, “The Al files are very important,” notes
Knight, “because they tell the enemy units how to respond
appropriately to the terraim and the players actions.”

Once the LD is comfortable with the state of the mission, it is
play-tested endlessly by other LDs, LucasArts’ crack testers, focus
groups, and "expert” RTS players. The play-testing lets the LD
revise the level continually based on feedback 30 a5 to ensure
that the mission is neither too easy nor too hard and, most
importantly, that it is fun.

According to Knight, the missions in Galactic Battlegrounds
can be divided into three categories: standard "build and
attack” missions, “set-piece missions,” and “quest missions.”
The standard mission requires the player to establish a base,
upgrade his or her civilization, and produce a wide variety of
units to attack an enemy force. Throughout a
standard mission, which |s the most com-
maon type in the game, the player also needs
some defensive units or buildings to deal
with enemy advances. A set-plece mission
provides the player with a limited number
of units that must be deployed carefully to
explore the map and defeat hostile forces.
in the eight set-piece missions, players are
often unable to build anything, so losing
even one unit can be a major setback,
Finally, the game’s three quest-style missions
give the player a specific, story-oriented objective; the player
must use his army to achieve these goals.

The importance of & well-designed mission becomes obvious
through the tale of the AT-AT crush. Recently, level designer Don
Sielke was play-testing a Kessel-based mission that pits the
player's Wookiee force against the Al-controlled Empire, Unfortu-
nately, the Al for the Empire was “broken,” and the Imperials
focused entirely on creating AT-ATs rather than a balanced army.
Within a few minutes, over thirty AT-ATs charged Sielke’s Wook-
iee compound, catching him off-guard. The AT-ATs filled the
entire screen. Fortunately, Sielke had a few bombers and man-
aged to destroy this first wave, but before he could rebuild,
another wave of AT-ATs came flooding across the map. “At this
point,” Knight recalls, “the game mercifully crashed.” The Al has
since been fixed, and now the Empire is much more devious.
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and embrodls players in o conflict between the Jegl and the Sith

Star Wars Knights of the Old Republic

This morth, Star Wars Gamer brings you a first look ot concept art for the Star Wars computer rofe-playing gome being developed by

BioWare and LicasArts, Tentatively tithed Knights of the Oid Bepublic, the game ta ke phace about 4,000 pears J!-L'_l‘l.ln'-_' the Battie of Yawin

Far left: In this fantastic city,
camera angles emphasize
the horgan and the sheer
vastness of the Sar Wars
wiarhd I"||.r_|'_':.' & onie of
several exotic locations the
|.l|.|'-.'|'| canm wisit

Left: Enemies are plentiful in
Knights af the Old Bepubli
wall-armed opponents, likie
this -;1:.- 155 broopEr. piroiae

farmidable in combat

Abowve left: Fl.r\:rpr-'. encounter 4 wide range af allies ||'u.'!|||.||r||,‘_ various Jedi heroet with fabulous halr-dos
Above right: Knights of the Old Republic captures the spirit of Star Wars while firmly grounding the game in the ancient past
This sk yline is one of thie mare tec I1n-:_:-|r|1:_|r.1|I'|.' advanced locations in the game

infantry, or other aircraft, for example. Leaming which units
are effective deterrents for commaon attacks Is a key compo-
nent of Galactic Battlegrounds.

= Take Notes, ”| always pay close attention to what's coming at
me,” Schmitt says. "if | can observe what my enemy is sending
my way, | can figure out what he's not producing and take
advantage of that vulnerability by bullding the right unit.” If
an enemy attacks with wave after wave of ground troopers,
you might discern that he is not concentrating on an air force
and send a fleet of starfighters his way,

= Upgrade. Throughout the game, players have the ability to
upgrade units and structures. The LDs stress that this is
extremnely important and well worth the cost in resources.
“The player who wins the upgrade war,” McManus says, “often
wins the game.”

= Bulld Speclal Unkts. Each clvilization has one special, unique
unit that no other civilization can create. Players should learn
how to produce these units quickly and master their use on
the battlefield, The Wooklee special unit is the "Wookiee
berserker,” which McManus describes as “a monster, It moves

wery fast and carries two huge ryyk blades.” The Gungans have
a fambaa shield generator, which can provide the Gungan
commander with a mobile, shielded attack force, The Trade
Federation’s special unit is the droideka, or destroyer droid—a
shielded, mobile turret that can wipe out most infantry units
with ease,

Use Jedl, Each civilization has acoess to light or dark Jedi.
Atthough some civilizations, like the Rebels and the Empire,
have more powerful Jedi/Sith units, all such units are worthy
combatants, It's also important to upgrade the various Jedi
powers, ledi Conversion is especially formidable. “Seeing a Jedi
convert your fambaa shield generator is just horrifying .. .~
says Schmith.

Take to the Sky. Air force is something that is commonly over-
looked in muliplayer games, in part because it is expensive.
But Schmitt promises that a player who invests in an air force
"can decimate an opponent with a solid alr attack.” A strong
air force is also important to counter enemy aircraft—players
often forget that a starfighter counters another starfighter
Just as effectively as an anti-air missile turret or anti-alr trooper.
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Too Good for This Game

| have a question about the Chiss, After
reading owver thelr game stats, | began to
weonder if game balance is being phased
oul or perhaps not looked at. My reason-
ing behind this is: Chiss are near-Human
and as such were afforded the same bene
frls Humans are I:h|:||'||.|': feat, extra skill
podnts). However, they also gain better
wision and free abilities. This all comas at
the price of weal| nothing There are some
rodeplaying issues if you want to be a
Chiss, but otherwise
tially they are souped-up Humans with no
penalties, This seems a little unfair to the

nerthiirg. Essen

poor Humans -:.argl_m!:-l:lr thie best speche 4], I
Wias curnious Lo know whg.r {155 -:‘.If"i.l:.;l'll:"r‘i
felt that even with the bonuses Chiss
recelve, thene were no balancing penalties,
Sean Brown

Via email

Boy, are my lekku twitching! When “The
University of Sanbra Guide to the Chiss”
[Shar Wars Gamer #5) first arrived, the
author determined that the Chiss ane a
near-Human ‘_.l,:ll"I:iIE". AL thie same Time,
the J-g worker drones in RED were craft-
ing the Chiss entry for Alfen Anthology, on
which we based our game shatisthcs (n
Gamer #5. In the final phase of produc-
tion, our broken-down WED-29g repair
droid accidentally left in the three lines
you're asking about.

Chiss do nok get any bonus skill points

or feats. If you can t Ear to take a I'.IIE
black magic marker to your copy of Gomer
gio, you can find the correct Chiss specles
entry in Alien Ant hu;n'ng_:,'.

As punishment for his ermror, WED-299
has been sent to the splée mines of Kessel

The Dark Side is Stronger . ..

I'd like to commend you on the excellent
work held within the pages of Gomer #5
I've enjoyed all of your issues, but this one
berats all

For me, the highlights of the issue werne
Elaine Cunnmghnm':. nrlgln,li fiction “Tha
Crystal," “The Emperor's Pawns" roleplay-
img article, and “The Centrality.”

First off, I'd like to say that | am a |'|l.rEE'
Mara Inde fan. | had bean walting for an
issue to Include the red-headed Amazon
and knew it wouldn't take n:-ng. | s
right."The Crystal” held a very much wel-
comed cames by Mara, as well as“The
Emperors Pawens artiche. | am ulrr-e_'l!.tl:,l
wiaiting for a short fictbon by Timothy
Zahn, Michael Stackpole, or Kathy Tyers
that expands on some of the adventures
of Mara Jade. [Any Idea as to how long |
rrust walt?)

Secondly, | was extremely pleased by
“The Centrality” feature. | am a huge fan of
locations in the Star Wars galaxy. In fact,
witkh WOUT Wery hclplul (and r_':-ll:u'n'u-l:,.'
aAwesomie) E.ﬂ.;lr::,' map, | hawe created an
eight-foot by ten-foot map of my own
Already included is the “long slice of
1.p.||:r_'" krioiién a5 The Cl.-l'ltr.]-|rt}'.".|'|'.‘r'.-' A -
some, | commend you onoe maorne.

Honenewer, my only qualm is that the arti
cle did not contain its own Centrality loca-
thon map, One of my person favorites of
WEG was the sector and space lang nai-




gation maps that were included within
their campaign books and the Adventire
Journal. Can we expect to see any maps
that plot out the hyperspace routes, sys-
tems, sectors, and other natural phenom-
ena (nebulas, drifts, and so on) in the
futwre?

Crverall, a superb issuel | am looking for-
veard to more editions with exceptional
fiction, great gaming resource material,
and more Mara lade and galaxy map con-
tent! Keep up the great work!

Frank “Mazzic™ Frelier
Via email

How about we meet you halfway? This
issue, we've got Elaine Cunningham,
though she'’s not tackling everyone's
favorite Emperor’s Hand, Instead, she's
recounting an early adventure of Jag Fel,
son of Baron Soontic Fel, You can expect o
see mare fiction from big-name Sor Wars
authors in the year to come,

It's a good thing we didn't include a
miap of the Centrality in Gamer #3, or
Frank might have gone blind gazing upon
such an awesome tome. In the future he'll
need to wear protective goggles before
risking a glance at Gamer. We'll be Includ-
Ing just the kind of maps he's asking for.
Don't believe me? Check out “Bartyn's
Landing™ on page 30,

Interpreting George's Whill

I was just reading "HoloMet Transmission™
inissue #. One of the guesthons was
requesting information on what species
Yoda is, and Yaddle for that matter. The
response in the magazine was to say it
was a mystery, but I'm writing to tell you
that the truth is out there.

You may recall that the original draft of
the Star Wars movie was titled "loumnal Of
The Whills,” George might not have origi
nally envisioned the Whills as litthe, green
goblins, but it Is mow an irrefutable fact
that Yoda i one of these dpecies,

There has not been much information
revealed about this species, but it would
seem they kept a detailed account of the
conflicts that happened a long time ago in
a galaxy far, far away.

E-}' the Wy, It was alho hmug,lll: o Ty
attention that in the movie ET our friendly
extra terrestrial saw a child dressed as
Yoda and starting calling for "homel”™ As
the species that ET came from is displayed
in The Phantom Menace in the senate as it
{5 calling for a vote of no confidence, it
waould seem ET remembers this E.‘ﬂ.-l:ll.]l'
himself After all, it must have been the
Force that allowed him to heal wounds
welth o towch and levitate his friends
through the air.

Grlm
Wia email

Girim seems pretty convinced that Yoda
and Yaddle are Whills, You've got to admit,
the ET connection does look susplelous,
I've decided to end all speculation and go
right to the source:"Comment | cannot,”
all Yeda has to say on the matter, Yaddle
and Ceonge couldn't be reached for com-
ment. ET just kept going on about his
home, and how Drew Barrymore won't
returns his cally, Let the debate continue.

Mo, Really, C'man ...

| noticed an interesting error in chapter
eight of the core rulebook, under
“Unarmed Attacks." The paragraph polints

L]

T

out that an unarmed strike from a
Medium-sized character deals sd3 podnts
of damage, and that a small character’s
unarmed attack deals 1dz. What I'd like to
know is:Where can | get these groovy two-
and three-sided dice?

Actually, what I'd really like to know is
what amount of damage is really dealt
here. | haven't seen anything about this in
any of the errata, Maybe | skipped over it
accidentally, Who knows? However, if
emory serves, e run aonoss other nefer-
ences to these oddly shaped dice else-
wihere in the core book. wish | cowld
refmEmber where elos | e therm; I'd I
them here for youw, Then again, | could just
be dreaming.

Stephen Wilson, Sith Wizard
Via email

You can stop rubbing your eyes, and we
can get to the bottom of this, now that
I've recovered from fits of uncontrollable
laughter. There are only six actual dice in
d2o games: dg, db, d8, dvo, dia, and d2o,
sometimes a check calls for some other
die, Hiee the d3 or d2 you mentien. To roll
1y, rell a d6 and divide by 2 {round up). A
dz can be any die, using any odd result for

1" and even result for"'2."

Token "List” Lettar

Every issue of Sftar Wars Gamer magazine

i% really helpful for our group. We look for-

ward to each ssue and, as a group, we

have adopted many of your suggestions

and ideas (such as the armor gives DR

Instead of a Defense bonus). Here are

some questions we have:

1. Could we get some idea on ship and
upgrades prices?
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2. Han Sola modified his personal Baster
What does it take to increase damage
or range for such modifications?

3. We enjoyed the poster in issue #15, Will
that be an annual bonus?

4- Will there be a galaxy guide or source-
book summarizing planets?

5. Isthere a gunnery skill that allows
players to man the ships guns as
opposed to the piloting skill that allows
for piloting or are they both covered by
the Starship Operation feat?

&, | am sure many people have already
asked, but what about sabacc?

1, In Shodow Hunter, the novel about
Darth Maul, the characters goes into
some Terds Kasl fighting stances and
moves. Could that be expanded?

8. Could the bounty hunter's guild be
expanded upon?

g. lcannot figtrrr out what Table n-7
means. How can | figure out the quality
of a crew of heroes? What does it take
ta be an expert orew?

10. How about a Smuggler prestige class?

Inis Barker

Via email

Co many qul_".hnrlﬂ., st ‘th-L","rE F:l:lﬂ-d ones

The answers are even better

1. Starships of the Galaxy expands on
what's in the core nulebaok

2. There are no afficial rules for such a
madification (yet), but you could use
Repalr or Craft (choose 3 weapon cate-

r__l.fl‘l' '“' Y f_l_uf

_] II'._.'II Ill_n""._l
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gory) to do so. You'll have to figure out
the details, but the value of such a
weapon should be increased by a factor
of 5, v, or more, depending on the
amount of modification,

3. Thank you. There's a good chance we'll
update it periodically.

4. Many of the planets from the Star Wars
films are covered in the Bebeliion Era
sourcebook, as well as Secrets of
Tatoeine and Secrets of Noboo, Dther
sourcebooks will have some locations
when they relate to the theme of the
book. Star Wiars Gamer, of course, will
hawe locations such as this issue’s
“Bartyn's Landing® and"Secrets of Mos
Eisley,” and others inspired by places in
comics, novels, and video games.

g. Tofire a starship’s weapons, a hero sub
stitutes her ranged attack bonus (kase
attack + Dex) for the crew bonus in the
starship weapon's "Attack Bonus™ sta
tistic. If she doesn’t have either the
appropriate Starship Operation feat or
the Gunnery feat, she suffers 2 -4
penakty to hit.

B Sabacc would make a great eriginal
game in an upcoming issue of Gamer,
wouldn't it

7. Look for the Terds Kisl prestipe class (as
well as alternate stats for Arden Lyn,
masber of Teras Kasi) in a future issue
ol CarmEr,

8 “How the Other Half Hunts"” |(Star Wars
Gamer #6) touches on the events of

In Two Weeks
Star Wars Insider #8377

.

“Jedi Mind Trick”
Answers

Here nre the answers to the purzie
that appears on page 130. The letter
in parentheses is the one that does

not change.

the Bounty Hunter Wars novel series.
For full details check out The Mandals
rian Armvor, Slave Ship, and Hard Mer-
chandise from Del Rey Books.,

Crew quality Is a simplified statistic for
GM-controlled starships, it's used for all
the skill and attack rolls a GM-con-
trolled starship makes. Heroes are not
subject to crew quality restrictions on
starships. Instead, they use their Pilot,
Astrogate, Repair, Computer Use, and
ranged attack bonuses as appropriate.
Between the Privateer (Star Wars
Gomer #2) and Blockade Runner ($tar-
ships of the Galaxy), is there really a
Aeed for a Smuggler prestige classd

Only one Bothan had to buy it to bring you
this letter column

iw

Atta:k of the Bounty Hunters

Bap Company

Ingider interviews Afack '_'ll' thE Clomes
stars Temuera Morrison [Jango Fett),
Danlel Logan (Boba Fett), and Leanna

Walsman (Zam Wessell)

PrigUIL UrDATE

Exclusive Affock of the Clones images
and comments from Executive Pro-

ducer Rick MoCallum

128 vOLUME 2 NUMBER I

Power oF THE Forc
Am illustrated guide I:Iﬂ- the heroes of
the New ledi Onder

PLLUS:

Set Plece: Vader's Bounty Hunters
Oificial woww.starwars.com FAQ
All-new puzzles and trivia questions




JEDI MIND TRICKS

BY MIKE SELINKER

m eleome, young Padawan! Your ledi training requires the mastery of

many puzzle disciplines. We begin with the masbery of the discipline of

letter-pattern recognition.

The beings below ane not refugees from Hee Haw: The WilBIy Strikes Baok
Instead, they are named characters from the Star Wars movies, but in disguise
Each character has been encoded to its own code, where letters are exchanged
for other letters. 5o if in one name, an A was changed to a B, all the As in that
name (but not necessarlly in any other names) will be changed to Bs. To make it
casier, one letter in 2ach name has not been encoded every time it appears in
that name {that is, it stays the same). 5o if you wene presented with the name
GILLEY, you could make it GREEDO; the G stays the same, but the others change,
with both Ls becoming Es. Using pattern recognition and your knowledge of the
Star Wars films, identify the characters below:

SAD ZEKE
LOU LOU FITCH
JOE-DON BANJOE
DULL NELL
LIZABELLE B
FREDA LYNN HERZOD -
TUBBY PINEPOP
CANDI MACON

ADAM WEEB

KATE JOLENE
MAREE-DOREE
GREER LOU HILL
BECKY FRYE
TRUDYANN BAUM
.CLEOTIS BOGBOTHEL
. RIMA BROWERMAN
ALEX| CLAPDOODLE
.ONE-ARM JEMM
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