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SEEnEE

orget those maniacs who
W i cach other over whether

something's canonical in the

Star Wars galaxy. The Expanded

" Universe iz a wonderful smorgasbord, and if
| you come across something you don't like,

don't put it on your plate. No pity for the
fool whe moans because he ate a pickled
egE just to complete his collection.

I'he canan question is simple for gamers:
If you like it, then it's "game canon.”

Card gamers have known this all along,
with theme decks pitting characters who
weren't even alive at the same time in
head-to-head conflict, Princess Lefa fighting
Droidekas? Why the heck not?

With most computer games, there's no
question of crossing the streams, but
Galactic Battlegrounds, for example, lets
you take on the Imperial Army with your
Gungan warriors. Logical? Mot raally.
Canonical? Mot even close, But it’s plenty fun.

My DED group has bean too busy to play
this year—and now linsisL on GMing Stor
Wars instead. Some of the players want to
stick to traditional fantasy. so | need a sub-
tle menu to tempt them away from their
standard fare. Fortunately, the Expanded
Universe provides plenty of choices.

Before venturing bevond the basics, |
made a list of 10 things that should be in a
Star Wars campaign and checked off the
ones that fit a traditional fantasy world.

. [/] TheParkSide

| Imperial Walkers

| %-wings & TIE Fighters

Lightsabers

Armed wilh these food groups, let’s con-
sider what dishes to prepare. Let's base the
campaign on a planet that's been cut off

¥
VA M) /O 2
from the rest of the galaxy for centuries.
Those who still live here don't remember
the greater galaxy since the time of a cata-
clysm, and thelr fallen saciety has risen back
only to Medieval-Renaissance levels,

The Force exists, and while there are no
ledi {yet}, there are still wizards here and
there—similar to the witches of Dathomir.
Maturally, some of the campaign’s villains
st be darksiders. That's a no-brainer.

The other Star Wors classes work just fine,
although Fringers might have little to do in
the beginning. Since I'm sick of elves, glving
the players a choice of Humans, Wookices,
Trandoshans, Rodlans, and Itharians sounds
great. The aliens don't even need new
names—they already sound fantastic.

Indulging my own taste, | barrow a few
things from Nausicad, one of my faverite
films and comics. Monstrous insects inhabit
our planet’s vast poisenous forests. The sen-
tient species eke oul a living in those few
areas that remain pure, and occasionally
they discover artifacts from the time before
the cataclysm.

That’s not really star Wars, so I'm tempted
to discard the idea entirely—but then it
makes me think of the Yuuzhan Vong and
their bictechnology, which is different
enough from traditional technology my
D&D players might buy it as magic. So the
Vong it is, and perhaps our planet is an
early, forgotlen vulpost from the Vong's
first explorations into the galaxy.

That’s a start, but there's plenty more
planning to do before we start cooking.
Want to help in the kitchen? Send your sug-
gestions via email, and maybe one of your
ingredients will end up in the saup!

e,
ad_-
Dave Gross

Gamer-in-Chief
vader@wizards.com
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I Telt a great disturbance in the Force .. as if millions of woices suddenly cried out..”
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Yuuzhan Vong
Invade Gamer

he New ladi Order serias, if you

T haven't heard, is shaking up the
Star Wors galaxy. In some ways our heroes
are facing specters of past conflicts—dis-
aster on a galactic scale, Jedi targeted for
extermination, political infighting, and
shifting alliances. At the same time, new
wrinkles in the fabric of these tales keep it
fresh and interesting—the Yuuzhan Vong,
extra-galactic invaders, are unique in
many aspects. Seemingly non-existent in
the Force, the Yuuzhan vong see the Jedi
as the ultimate threat to their conquest of
the known galaxy.

This issue we bring you plenty of New
Jedi Order poodies: Part | of Greg Keyes's
“Emissary of the Void" serial, a campaign
guide to playing Yuuzhan Vang, an adven-
ture for Yuuzhan Vong heroes, a Yuuzhan
Vong “Rogues Gallery," and more, Judging
by all the letters we've recalved, this Is just
what you've all been waiting for.

We've got a pretly good idea of what
you're expecting to find when you open a
copy of Star Wars Gamer, Still, there are
those among you that feel we've “hit
pratty close to the mark” but haven't quite
bull's-eved the womprat, se to speak. Oth-
ers seem ready to “rip peoples’ arms out of
their sockets.” What we're hearing most
often, thaugh, is how much you love the
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magazine. It always amazes mea how Star
Wars can elicit such strong emotions.

Michael Mikaglian
Managing Editer

Let the Wookiee Win?

| was angered by the uncalled-for conde-
scension in your respense to the letter
from 5ean H. [“Bane of His Existence,” star
Wars Gamer #6), He brought up valid con-
cerns about the content of your magazine
and was met with what you yourself
termed "browbeating.”

You might intend the Gamer to comple-
ment “the entire spectrirm of Sy Wars
products,” but is it unreasonable to ask a
rmagdzine published by Wizards ol Lhe
Coast—whose main Star Wars product is
the raleplaying game, and who publishes
two magazines devoted entirely to Duw-
GEONE 8 Dracons—to dedicate mare of its
pages to their own game?

Your defense of the inclusion of fiction s
especially specious. If GMs need inspira-
tion, there are literally hundreds of Star
Wiars novels, comics, and other spin-offs
reaching back 24 years, with many more
arriving monthly.

You asked for it . ..

Yau might have a license to publish arti-
cles about Star Wars video games, but the
fact remains that there are plenty of
places to read about those products. To my
knowledge, there is only one magazine in
which one can find supplemental materi-
als for the roleplaying game.

If ene daes not wish te play a Tatooine,
Maboo, or Living Force-based campaign,
the main source of support has been Star
Wars Camer. |5 it any wonder that some
players are concerned that you continue to
devote a quarter of your editorial content
to non-RPG material? Those 23 pages in
issue b could've gone ta another adven-
ture, more aliens, more planets—in other
wiards, more useful information for starv-
ing Citfs,

Cravid Thiel
Champaign, IL

Like the mighty Chewbacca, David is all
grunts and growls on the outside, but
inside he's a loveable teddy bear. All he
really wants is to have as much Star Wars
roleplaying coverage as these pages can
contain. There are many reasons why this
won't happen, not the least of them the




fact that raleplayers are only part—albeit
a very important and vocal part—of the
Star Wars audience. | went through the
trouble of listing them all, then realized it
doesn't make a difference what / say.
Instead, I'll let the other readers speak for
themselves.

Don't Go Changin’

Like the previous two issues, Star Wars
Camer #6 had much to offer. | enjoyed the
write-ups on Dengar, 4-LOM, and Zuckuss
[“How the Other Half Hunts"). I'vie won-
dered what happened to those three dur-
ing the time of the New Jedi Order. The
article was almost as good as the one on
the Emperor's Hands (“The Emperor's
Pawnis,” Slur Wors Gormer #5). Since you
asked, here are a couple suggestions:

First, don't get rid of “Deck Plans!”
Though | don't play the card games, the
articles are amusing to read. Second, keep
the updates on minor characters and
worlds. They make excellent GM charac-
ters. Aleo, keep adding starship deck plans
in each Issue. Though you use the dzo
rules for thelr design and [ still use the
WEG game systern, | am able to convert
them for my game.

An issue oh the Yuuzhan Vong would he
greatly appreciated. | want to run a cam-
paign set during that tire, but | do net
feel | have enough information on their
ships and culture to run it properly,

Lastly, | have a requesl lor "Rozues
Gallery.” The artwork is always good and
shows a great variety of aliens cach issue,
but I've only seen one “template” for
Human characters. My requast is for differ-
ent Human “templates” to be offered, rep-
resenting the diversity of Humans.,

Thank you and keep up the great workl

Christopher Davls
Fairfax, Vi

It's wonderful to hear from readers that
love Gamer even though they don't use
the raleplaying statistics. "Deck Plans”
isn’t going anywhere. Beginning in Star
Wars Gamer #o it will expand te rival
“State of the Arts" in size.

The New Jedi Order Sourcebook and this

icsue of Star Wars Gamer combine to give
you all the details you need to Incorpo-
rate the Yuuzhan Vong into your game as
heroes or adversaries.

When It comes to "Rogues Gallery,” we
don’t play favorites. It's difficult to pro-
vide an image of each core species, let
alone the full range of aliens, all the time,
If we included mare Humans, non-
Human heroes would barely have any
representation, What you can look for-
ward to is seeing some Humans in nearly
every issue's installment of "Rogues
Gallery."

Space Madness

We are so glad that various computer
games keep the star wars legacy alive.
With this cutlet, the story will always con-
tinue. There is an outstanding video game
that my wife and | enjoy immensely called
Alien vs. Predator. | wish [and | know it
prabably will never happen) that some
company would produce a Star Wars vs.
Star Trek video game. Can you imagine
how a game like this would sell? By the bil-
ligns! | know, I'm anly dreaming,

Joe & Lanette Lamberl
Calgate, 0K

Unfortunalely, drearning is still your best
shat at avoiding the harsh reality that
such a game is highly unlikely.

Not Bountiful Enough
| just finished reading Star Wars Gamer #6,
and thought I'd pass along some thoughts.

1 was looking forward to the bounty
hunter issue, and while | enjeyed it, | was
also disappointed. There was no mention
of Baba Fett or even a hint ahout the mys-
terious Jangeo. | know full details are avail-
able inother products, bul il would have
heen nice to have something about them
in this issue. Their absence made the issue
seem somewhal empty.

As for Kathy Tyers's story, it too was a
disappointment: something about bounty
hunlers—however tangential—would
have been appropriate. "Rebel Bass™

swlfan.wizards.com
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seemed rushed andywwasn't ane of her best,
Alter Bolance Point and Truce at Bakura we
know she is capable of far, far more.

| enjoyed seeing the Hoojib ("Welcome to
the Jungle") and “Bountles to Dle For.” Even
here, though, there seemed some confu-
sion. Why would an Imperial database casti-
gate Imperlal practlces In one spot then
spout all-is-well Imperial propaganda in’,
another? It was also good to see the Dark
Horse characters gi'nl'El'I some attention.

Your video game coverage was axer-

i

plary: plenty of screen shots and encugh
tech talk for me understand the game
befare | buy it. | hope that Star Wars
Gamer will not always praise every game
that comes aut. A reader will appreciate
honesty more often than be comfarted
by the parly line.

I'd like ta see mare fiction, more adven-
tures, more in-depth articles, less basic
game play, and no more Silent Death. Give
me 3 ten-page article on devin basals any
day.

Sean Twist

London, Ontaria
Canada
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With nothing new to add to Boba Fett's
profile, it would have been hard to Justify
adding him to fssue #6. By now you
should have Gamer #7, which has stats
and deck plans for Fett’s slave [l starship.
That should help ease that empty feeling.
You'll netice that this issue's fiction [ Bat-
tle an Bonadan®” and “The Apprentice”) is
closely tied to The New Jedi Order theme
of this issue. The IPK database is cbvicusly
subcontracted, as the Empire is known for
its scornful sentiments toward the bounty
hunting trade.

If wou liked “State of the Arts” hefore,
you're going to be ecstatic about it fram
now an. In this issue we go in-depth into
Obi-Wan and Galactic Battlegrounds, and
next issue will be bursting at the seams
with information, strategy, and exclusive
screen shots.

Alas, Silent Death ... we knew thee
well, There are no plans to do any more
Silent Dieath (or ten-page articles on
davin basals), but this issue does feature a
great new take on the starship combat
rules. Check them out!

vizards.com/starwars

Laboda na Rowka?

| Just bought star Wars Gamer #5, Great
jobl Here are some sugpestions to make
the magazine even better.

First, less releplaying content. | don't
play, so I'm a little biased here, but there
are other things besides pages of roleplay-
ing stats that you could focus on as well.

Second, your Huttese article ("Words to
Live By," Star Wars Garmer #5) stated that
madern Huttese started ahout soo years
ago and that there is evidence of ancient
Hullese 1,000 years ago. In the book The
Hutt Gambit, it says that old Hutts can live
clase to a millennium in age. It makes little
sense that Huttese could progress so
quickly, aven through anly she generation
of Hutts, Also, it says Hutts have been civi-
lized for much longer than Humans and
cansider themselves higher beings than all
athers in the universe. Therefore, calling
them rougher and less refined would be a
mistake as well.

| hope you take these suggestions into
consideration and not let this kind of mis-
take go unnoticed again.

Jason Ginter
Juneau, Ak

Ehenn ()3 Hanhah has heen known to
“elaborate” from time to time. It is true
that modern Huttese has evolved over the
last Goo years, The Hutts, however, haven't
changed physically in millennia. Baobab's
differentiation between “ancient Huttese"
and the species’ current tongue is like the
difference between modern English and
that of Chaucer.

Don't Be a Slave
| love your magazine, and | especially like
madifying your adventures for my own
campaigns. However, | don't want to take
rmany leads from The Mew ledi Order series
for fear that the next book will unrawveal all
my hard work. Thus far, you've not printed
an adventure from that time period. Any
hope yau'll be printing one soon?

Alsa, would it be possible to print sub-
mission puidelines for adventures? | know

continued on page 126




Can | use a blaster in either hand, bath  *
firing en multifire, during the same round?
The rules seem unclear, except that I'd get a
big penalty, if I'm reading this right.

The rules are pretty specific, explaining
the effects of autafire, multifire, Multi-
shaot, Rapid Shot, and a weapaon in your
off hand. According to Chapter & of the
core rulebook, wielding a second weapon
in your off hand gives you one extra
attack only, regardless of its setting. You
can sLill fire your primary weapon in mul-
tifire or autofire mode, but not your off-
hand weapon.

Using a weapon |n your off hand does
not double your number of attacks in the
Star Wars Roleplaying Game. If it did,
Ambldexterity, Two-Weapon Flghting, and
Improved Two-Weapon Fighting would be
the ne-brainer feats of the game, and all
soldier heraes would look alike.

Think about it this way: Using the multi-
fire option of blasters is a full-round action.
5015 using the Force skill Affect Mind. Can
you use both during the same round? One
application uses your hand, the other your
head. Those are two separate things, righty
So why can't you use both at the same
time? Because vou can Lake UF.I|_'|' one full-
raund actian in any given round. We built
that into the dzo system to keep things
from getting out of control.

According to The Dark Side Sourcebook,
page 59, you need only Exotlc Weapon
Proficiency (lightsaber) to use a double-
bladed lightsaber as an ordinary light-
saber. It doesn't state whether you would
need Exotic Weapon Proficiency {double-
bladed lightsaber) to use it as a double
weapon—and [ have a player who is mak-
ing a case that it's not neaded. What's the
verdict?

The double-bladed lightsaher warks just
like an ordinary lightzaber—even with both

Answears to Your

BY /D WIKER

blades ignited—if you have only Exatic
Weapon Proficiency {lightsaber). The second
blade is completely ignored if you don’l
want 1o suffer the -4 penalty, If you want to
make the additional attack allowed by the
second blade, you suffer a -4 penalty for
non-proficiency and the normal penalties
for fighting with twe weapons {as the table
un page 59 of The Dark Side Sourcebook
points out). -

Can you expend additional Force Folnts
when constructing a lightsaber to gain
bonuses to the various rolls? The task of
making a lightsaber takes more than one
round, and the bonuses from the expendi-
ture of a Force Point last for only the
round that the Force Point was spent. The
book says that the checks are made at the
same time, but does that mean that the
Constitution, Wisdam, and Intelligence
checks to “harmonize the Force," *harmo-
nize the self,” and “harmonize and imbue
the erystals” can all he perfarmed in the
same round? Would one Force Point aid all
three rolls?

¥es, a ledi hera could expend one Force
Point to imbue the focusing crystals with
the Force—and then spend another Force
Point on her three ability checks to iImprove
her chances of successfully preparing the
crystals, The Craft {lightsaber) check to
assemble the components takes place after
this and can't bensfit from the Farce Point
spent on the three ability checks. The Jedi
could expend yet ancther Force Paint to
increase her chances an the Craft check.

Doe: the Sith sword gain the damage
bonuses based on levels, or Is it restricted to
the Force-derived banus damage only?

The Sith sword operates completely differ-
ently from the lighlsaber, so il does not gain
the lightsaher damage bonus based on the
hera's level.

ST1AR Wars RPE Dilemmas

Can you use Farce Mind with Knight Mind?
Far example, can a Jedi guardian with both
feats first activate Force Mind (fora+z to
any ability score), and then activate Knight
Mind (for a +4 in any ability score)? Would
that then be +6 to any one ability score?
Faorce Mind and Knight Mind both provide
"Force bonuses,” which do not stack with
each other. The same goes for Master mMind.
& Jed could, however, sustain multiple uses
of a feat like Force Mind, as there’s ne
restriction on the amount of time you must
wait before using the feat again.

The Dark Side Sourcebook isn't clear an
how to play someone with cortosis weave
in their armor. For instance, if | had a
jumpsuit woven with cortosis fibers and
someone swipes at me with a lightsaber,
do | take no damage?

There are variaus kinds of cartosis armars,
from the “shields” worn by the Yinchorri
warriors in the Dark Horse comic Jedi
Council: Acts of War, to the cortociz ore that
appears in Timothy Zahn's Hand of Thrawn
duology. Cortosls weave (as In the armor In
The Dark Side Sourcebook) shuts the
lightsaber off after it has inflicted its dam-
age. Cortosls ore (as we saw In the Hand of
Thrawn) works the same way, except of
course that there's no wearer—the cortosis
Itself suffers the damage. A cartasis shield
shuts the lightsaber off before it inflicts
damage. Reactivating the lightsaber is a
free action—if the ledi thinks to do so—
but that action can't be taken in the midst
of a full attack action—so no taking the
first attack, reactivating the saher, taking
the second attack, reactivating the saber,
and soon.

I it possible to lose a prestige class? For
example, if you have taken on a dark side
prestige class and you redesm yourself so
you have no Dark Side Points, you obviously




can't be a dark side hero—but the rules
don't cover anything about losing a pres-
tige class. Would you lose everything that
class gave you? That doasn’t seem logical,
because how do you lose a skill that you've
already learned?

If a hero no longer meets the requirements
for a prestige class, she loses all special abili-
ties gained from levels of the prestige class.
This can happen elther from reducing a
hero’s Dark Side Points or the temporary
loss of a feat due to ability damage. She
retains the vitality dice, base attack

bonuses, base save bonuses, bonus feals,
Defense banus, and Reputation bonus. The
hera won't lose skill ranks but could lose
access Lo certain Force skills if she no longer
meets the prerequisites for the skill (such as
those that require Sith Sorcery). 5§

Got rules guestionsT
Send them to:

Jedi Counseling
c/o STAR Wars Gamer
P.O. Box 707

Renton, WA 38057

or via email to:
swgamer@wizards.com
(include "Jdedi Counseling
in the subject)

Imperial Dispatch

The Dark Side Sourcebonk

ﬁﬁribggﬂf Side Devotee, under requirements

Observalivns & Clarilicalions

In my group are two znd-level ledi, both
of whom have lightsabers, There s also a
znd-level scoundrel/soldier who wants to
use a lightsaber. He says that he should be
allowed to because, from a player's per-
spective, it is just another kind of
weapon; and in character he says he is
impressed by the lightsabers. One of the
ledi says no, because the lightsaber is a
ledi weapon. The other ledi in the group
says that if he wants Lo be can. | haven't
faund anything in the hoak prohibiting
this, but | just don't like it. Is there any-
thing in the rules that says a non-Jedi
can’t have a lightsaber?

There's nothing in the rules that says a
non-ledi can’t have a lightsaber. OF course,
a non-ledi will never be as good with a
lightsaber as a well-trained Jedi [one
who's focused on llghtsaber feats and
built his own lightsaber—and advanced in
lewels and impreved his damage), but
that's the price the non-ledi hero pays for
wanting to diversify.

Persanally, | would allow a non-ledi to
pick up the Exotic Weapon Proficiency feat
to use a lighteaber simply because it
forces the Jedi herces to think aboul Lhe
nature of the ledi Order, and that makes
for scome good roleplaying, Those two fedi
heroes would have Lo ask Lhemsebes why
the ledi Order doesn't already hand out
lightsabers to anyone qualificd to wicld
one (that is, anyone who had taken the
Exotic Weapon

2

Profciency for it), if they feel that person is
worthy. At the wery least, their masters
might ask them why they felt it was neces-
sary te train a non-ledi how to use a
lightsaber. (And one can easily imagine
Masters ¥oda and Windu calling the hernss
to the fedi Temple on Coruscant to ask the
very same question.}

Meaw, that having bean said, what might
be the Jedi Order's reasens for not teaching
nor-ledi how to use lightsabers? Well, for
oneg, alightsaber is a powerful weapon, and
ane should net wield it witheut knowing
the will of the Force—something a non-
Force-user cannot do. (if you give someone a
lightsaber and that persen accidentally kills
an innocent person, who is responsibles)

Also, a non-ledi is more corruptible
than a ledi because he doesn't have to
answer to the Jedi Council, altho ugh the
Jadi who gave that hero a lightsaber in the
first place would!

A naon-fedi is also not as keen to hang
onto the weapon as aJedi, although thisis a
relatively minor concern. (If you give some-
ane a fightsaber and he loses it to someone
less responsible, whose fault is that?)

FurLher, and perhaps most importantly,
wielding a lightsaber marks you as 3 Jedi,
just as a katana marks someone as a samu-
rai. People will expect you to uphold the
ledi Code. If you do not, not only will people
suffer, but alse you will besmirch the repu-
tatlon of the Jedi Order,

Page 61, Table 4-2: Dark Armor Special Qualities, under Cortosis

Woeave effects

Move Object Is not a requirement to become a dark side devotee.

Clarification: When a lightsaber strikes armar with cortosis weave,

the lightsaber inflicts its damage before deactivating.

Page 23, Dark Side Marauder, under requirements

The Base Attack Bonus requirement is only +1, not +3.

Page 31, Corrupted Jedi sidebar

Page BE, Aurra Sing entry, Farce Skills

Aurra Sing should have pilrch aged her ranks in Force Push, Move

Clarification:Trading in levels means that you lose all the feats or
special abilities of the levels you trade in, as well as base attack
bonuses, save bonuses, Defense bonuses, lightsaber damage, and
reputation scores. You retain your skill ranks, Force Points, and Dark

Object, and See Force as cross-class skills, making their true totals
Farce Fiish +4, Move Ohject 4, and See Force +5.
\ﬁ 3

Side Points. You cannot trade in so many levels that you no lenger

qualify for the Sith prestige class (by losing levels at which you
gained the feats Control, Sense, or Alter, for example,

3
Page 88, Aurra Sing entry, under Feats
Aurra Sing should have the Dodge feat.

Page 93, Darth Vader entry, under Feats

Darth Vader should have the feat Alertness.
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Yuuzhan Vong
ILLUSTRATED BY JEFF CARLISLE

It might seem like a bit of art-direction irony to feature one of
Gamer's finest hard-tech illustrators to render a spedies that has a
pathological hatred of machinery, b £ lefflarlisle has proven he
wat the right man for the job. Jeff alled upon his encyclopedic

knowledge of The New Jedi Order to put 2 pen to this panel of pug-
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ell, that’s interesting, Uldir Lochett thought, as a pair of
feminine legs in black tights came hurtling over his left
shoulder. Above the tights he wasvaguely aware of 3
~dark yellow skirt and, even farther up, a young, deter-
mined face framed In short dark hair. But it was the feet
that held his attention as they hit square |n the center of the tahle
at which he and his companions sat, shocking their drinks Into brief
suborbits;Then the feet were gone, propelling legs, yellow skirt, and
all an estimated two meters up and one out toward the balcany
above them. Searing flashes of weapon fire hissed by, and Uldir
found his hand groping at an empty holster,

“Stop herl” Someone hehind L ldir shouted.

Two of his three companions, Uldir saw, were also reaching for
weapons that weren't there The third, a hurman woman with star-
tling platinum hair, brushed a fleck of Corellian whisky from the
long scar beneath her left eye.

“I need a new drink,” she noted, as another volley of yellow
streamers seared by, striking the synthewood balcony the girl had
‘managed te grab. The patrons of the In the Red cantina were diving
away from the newly declared war-zone, but the music from the
band continued to blare cheerfully over the sound of weapon fire.

. “lhate locals,” Leaft growled, thumping the curled fist of his foot
on the table and scowling as only a Dug can scowl.

A glance over his shoulder confirmed what Uldir already sus-
pected: The gitl's pursuers were Corporate Sector Authority law
enforcement, the only people an Bonadan allowed to carry
weapons. From the color and intensity of thelr beams, he figured
they were using a stun setting, and in any event their target was
definitely the girl who was now significantly abowve them, putting
Uldir and his companions well out of the line of fire. He relaxed a lit-
tle, settling his amber gaze on the girl as she heaved hersell up,
wondering what she had done ta provoke such a strong reaction
from the local constabulary.

“Very impolite,” Vook said, apparently agreeing with the Dug, His
flat, noseless Dura face was unreadahble, but his tone, as usual, was
melanchely, as if even this put him in mind of his lost homeworld.

“I hale vacations,” Leaft said, thumping the table again.

"y
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It wasn't exactly a vacation. A close scrape with a Yuuzhan Vong
interdictor on the Hydian Way had lefl the Lransport the unlikely
quartet shared with a sputtering hyperdrive and no shields at all.
They had managed to limp to the Corporate Sector, a rimward terri-
tory still essentially neutralin the conflict between what remained
of the free New Republic and the fierce extragalactic Yuuzhan Vong,
whowere gobbling It up system by system in their religious crusade
of conquest. Left with nothing to do while repairs were effected,
Uldir figured they could all use 2 little time off, and consequently
the four seon found themselves on the galasel strip, a colorful col-
lection of overpriced cantinas and casinos near the spaceport.

The fleaing girl was dressed like the attendants Uldir had seen ear-
lier that evening at the Blue-Shift Luck casing, but if she was really a
game-girl, she was a nimble one. As he watched, she flipped over
the balcony, twisting deftly between the several lines of fire
directed at her, and crouched behind a now abandoned table. The
CSA lawmen clustered below the balcony, firing up.

"That's probably a mistake," remarked Vega Sepen, the platinum-
crewned woman.

“Tactically unsound,” Vook agreed, gravely.

"One unarmed shert human against four corp-clowns,” Leaft
sneered. "Not worth the price of admission.”

“Sha‘s not that shart,” Uldir corrected, crossing his arms and lift-
ing the square tip of his chin toward the balcony. "She's a girl."

“Uh, oh,” Vega murmured.

“Don‘t discuss human gender,” the Dug growled. “The whole idea
sickens me, Urr .., Captain.” Heladded that last a little sullenly, prob-
ably remembering one of the many formal reprimands he'd gotten
lately from superiors. :

About that time, the ‘table.:'the girl was hiding behind suddenly
came over the balcony rall. It hit three of the SBCLFItY men squarely
and nicked the fourth. With a fierce grin, the girl turned and ran off
across the upper level teward an exit. :

"She’s getting away,” Vook noticed.

‘.
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“Yeah," Uldir said. "Maybe not.”
Wega must have seen the expression on Uldir's face.

“Mot our fight," she cautioned. “We're rescue fliers, not bounty
hurters.”

"Well, we can’t fly without a ship, and I'm bored,” Uldir said. “Any-
way, she owes me for these drinks.” With that, he pushed back his
chair, closed up his flight jacket, and leaped onto the table.

“This won't turn out well,” he heard Vook mournfully predict.

Uldir followed the girl's example, Iaﬂ.ln ching himself from the
table: He caught the balcony, swittly pulled himself up and over and
ran toward the exit through which she had vanished.

The exit led to an upper story, open-air courtyard, There, beneath
a usty evening sky, he found a trail of angry and confused patrans
cursing after his quarry as che clambered up the cutput cable of the
lon shield that filtered Bonadan's polluted air into something
approaching pleasant. Uldir's opinion of the young woman’s ath-

THE BRRRGEL HAD TEETH, CLAWS, AND SIXTY KILOS ON HIM.
ULOIR KRG KI5 FISTS AND THE BEST UNGRMED LONBAT
TRAINING THE SERRCH FIND RESCUE CORFS [OULD PROVIDE.

letic prowwess rose another notch, offset by the growing suspicion
that she was probably some sort of burglar or spy. Maybe she had
stolen something from the casing, or had been attempting to,
Whatever it was, he was determined tofind out.

He skipped 1o his right to avaid tripping over a fallen Rodian, but
that brought him face-to-face with an immense Barabel male
gnashing a set of very sharp teeth some half a meter above his.own

© meter-and-a-half frame.

“Sorry,” Uldir grunted at the scaled tower,

The Barabel’s black reptilian face contorted. “You insult me?” He

. flexed his claws, and it occurred to Uldir that the Bonadan police
couldn't canfiscate natural weapons.

The Barabel had teeth, claws, and sixty kilos on him, Uldir had his
fists and the hest iinarmed combat training the Search and Rescue
Corps could provide.

w2 he ran, dedging behind a stumbling-drunk Togorlan as the
Barabel took a swipe at him. The big lizard tried to correct for Uldir's
sudden movement and instead hit the white-furred humaneid,
who yowled and lurched to face her antagonist. Uldir thought he
wallldn't mind seeing how that turned out, under ordinary clrcum-
stances, but once again he'd lost sight of the thief.

He went up the cable hand-over-hand, pulling himself onta the
rooftop. From here he couldn’t see the galasol etrip, but he could
hear it in a blare of music—Uldir and his companions had arrived
durlng a sort of local festival thrown by one of the new execs of
tl'i'i;.'ffccrpurat& sector. They'd had te push their way through a
parade dominated by floaters bearing likenesses ol Lhe various

; !Eﬁ‘aers of the C‘SA distrihuting free gambling chits for adults and -

Benadan; the warehouse district that Ia'gr behind-the flash}r fal:adE
of the strip.

“How in the ... " Uldir began, then realized he was talking 1o
himself, something he considered a bad sign. But how had she i
made that jump? It was four meters to the air lane the harges | trau-
eled in if it was a centimeter. ‘

She was running toward the next barge up, which was Epalﬂtéd’ !
from its companion by anly a meter ar sa, and the line of barges
went on as far as the eye could see.

"Carbon flush," he swore. IT he could not make the_]ump he'd Iost
her, hut it sure wasn't warth seeing if he could make the jump, 50 R
that was that. el

He heard a hiss behind him and turned to see the Barabel mmh‘i"g'".'_"'-. g
Lp fast and decided it was worth finding out after all. He tock ten , o
paces and leaped with all of his might. At the last instant, he had =
the sudden sinking feeling he wouldn't make it, followed swiftly b}r : :
tha sinking feeling of gravity having a joke on him. He'd jumped '-,g‘ ]
long enough, but not high encugh,®
He wouldn't even scrape the side '
of the barge going down. '

He almost didn't see the multi- -
sensor cable dangling in frant of o
him, but at he last instant he did, @
and he wiapped his hands around &
It, wincing at the friction burnhe L'
produced killing his momentum.
Swearing a silent thanks to whatever fates protected foolsand.
starpilats, he started pulling himself up, ignoring the sibilant strTng -
of unintelligible curses the Barabel was howling after him.

O top, he Look a moment to catch his breath, and for an Instarlt
he stood awestruck by the evening. Bonadan's primary was a gi nt ’
red egg yolk smeared against a stark ebony horizan of eroding hills § .
and slag heaps. In the melting glare of that light, the plexistesl tow: ik
ers of the spaceport appeared to be molded of living lava. Plumes of - ? _
black smcke drifted up from distant refineries, pancaking into. :'fi"'
clouds made luminous by the dying light of the sun, stretching f*c |
shadow fingers toward the horizon of night. In the deep of th e;_lé)r'
the actinic flares of ion drives winked here and there as ships . =
arrived and departed. The ore train he stood on stretched far am}r .
like some sort of magical path above the barren landscape. .

There was nothing admirable about the ecological mess the =~
Corporate Sector Authority had made of 2 ance-lush planet, but,
there was beauty in everything, even devastation. The Force was
present even in a wasteland.

The barges were strictly planetary, their anteriors open to the air. "
He didn't recognize the ere—he hoped it wasn't radioactive—but it 4
certalnly made for bad fooling, so as he started after the girl, he ran:
along the ralsed metal lip of the barge. The narrowness of it didn't
bother him—as a boy the spaceports on Coruscant and pretty much,
everywhere else in the galaxy had been his playgrounds, and hed
spent many an hour doing far mere foolish things on far more pi ]
carious surfaces. ; E

To his satisfaction, his quarry didn’t seem to have noticed him. )
yat_Sha was taking her time, certain she'd lost her pursyers. He by
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ﬁis approach. Besides, the girl had 5tapp¢d naw, lifting up her
: *tu reveal something taped to her leg. She began working at
?ad hesive, tearing it off in strips.

.é‘_hﬁmh he thought. Now we'll see what you've stolen,

- i‘li'fiien he came within five meters, however, the girl stopped
-'gha't she was doing and spun on her heels to face him.
_!if:aj'th:r:'" she shouted over the thrum of the barges, "l wil|
myself.”

YOh, I'm sure of that," Uldir said. ] saw what you did to law
nforcement back in the cantina.”

she lifted her chin, and he suddenly realized she was kind of

by, with her dark eyes and short brawn bangs. And young—
e younger than he. She cerlainly did not look like the glam-
us ideal of 2 galasal game-gir—maore like someona’s kid sister
yi}lg dressup.

*“What business is that of yours?” she demanded, looking him

- “That's not a CSA uniform.”

* "You owe me four drinks,” he said. "Besides, | just have this odd
3 ﬁ:lmgyﬂu re up to no good.”

' u‘re wrong there,” the girl replied. “You have no idea how

T

1aln my error, then. I'll be happy to listen?
smiled faintly. "You don't need an explanation,” she said.
It eccurred to Uldir that he really didn't. Now that he had met
% £r, she seemed an honest sort. Whatever prohlem she had with
| the CSA was probably a misunderstanding. He shrugged and was
Ej:arhngtowalk away when he got it,
L "Hey!” he said, turning.
- Alump of ore thudded into his shoulder with enough force to
krruclc him down. He bounced back up, fast, but she was already
Y there Now that he knew what she was, he wasn't surprised.
. Mordid he get a chance for more conversation. She was in midair,
1,‘ -aiming a kick at his solar plexus.
J f_ Training taok over. Flying kicks wera good for taking opponents
~ offof speeders, or maybe if they were paralyzed, but they stunk
" dgainst someone standing with balance and a little presence of
:: mind. He spun aside and chopped at the back of her neck as she
Hurl_d:_ﬁd past—except she didn't hurl past, Instead, she touched
down and pivoted, turning the kick into a wheel that caught him an
thesame target he'd been aiming for on her. He rolled with it, tum-
#liﬁg roughly over the ore, coming up te find her already on top of
hlr;l}ln her haste she had gotten sloppy, however, and he blocked
. her next kick and drove stiffened fingers into her midriff. She
wl'laezed and fell back roughly onto the ore,
“Listen—" he began, but before he could get mare out, she
- gestured with her left hand, and another chunk of rack leapt up
from about a meter away and popped him in Lhe forehead. He
sat down, hard.
. “Ow;" he said, rubbing his head. "You didn't have to do that. I'm—"
- He noticed it before she did, maybe because she was stunned
1~ 3El‘l:lrﬁ his punch and mayhe because she was concentrating on him.
e dove toward her. She jerked her hands up defensively, but he
ﬁTJ'gM them and hauled her to her feet just as several white-hot
G ﬂashes melted pits thmugh the ore she'd been lying on.
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Wit qut that the'steady hum ofrEpulsorlrﬁs would -__-,;5 :

“FIIemL’fhe shouted.. ek : g :
5ure enough, flve atrl‘m:-ph(:m. murlljr ﬂIEIS were dESl:Eﬂd]rIE
toward them, spraying hlaster fire. Uldir suddenly found h]i"ns-elﬁ
face-to-face with the girl still holding both of her hands. She *
seemed to study hirm fer about a nanosecond, then broke free and
hegan running again. Uldir followed, blaster fire warming his heels,

The girl ran te the edge of the barge, followed it for a few sec- e
onds, and then leaped out Into space. ' (%

“Waitl” Uldir shouted. Teo late. He came skidding to a halt, peer-
ing over, hoping she'd dropped onte some tall building, but there
was hothing but a sixty-meter plummet to the drab, Dn&sfﬂl}r 3
duraplast eutskirts of the spaceport. o

A bolt came near enough to curl his eyebrows, and he gathered =
that he had become a substitute target. Several more shots.
spanged around the barge's edge, and with a wordless curse he
jerked backinta motion, dropping back into the barge so hegould
use the raised lip as limited cover, His hand itched fnr his blaster, but =
that was still on his ship. : ;

The pilots were smart. Four stayed back, laying down a sort of |
perimeter of fire that kept him boxed on the barge The fifth
zoomed in lower, focusing on hitting him, He tried to clear his mind,
feel the shots coming before they did, but his Jedi training had been
mostly wasted—he had no natural talent for the Force. Still, now
and then, his luck was unusual enough to suggest that Master
Skywalker's academy had left him with something.

This time, he didn’t think he would be as lucky as usual. When 3
sixth flier rose up from below the barge, scarcely two meters to his
right. he was sure of it. He winced as blasters fired. %

But the bolts seared over his head and struck the flier harassing
him at close range, and his focus suddenly changed, centering on
the yellow-and-black-clad figure at the controls of the newly arﬁ'.fed
vessel, The figure was gesturing impatiently,

“You don’t have to tell me twice," Uldir muttered. 5till dudgmg-
the more distant fire, he ran toward the flier and jumped in. The ¢ 2 i ~
instant he was on board, the girl punched the throttle, weaving
through a net of white bolts,

“Thanks,” UNdir said.

“If this is a trick, you'll regret it," the girl snapped. “Why were you
chasing me?" -

"I didn't know you were ladi

The girl banked crazily and dropped low toward the landscape.

I think you really want altitude, here," he added. L

“Yeah? You want to fly?”

"Um—okay"

"Great." She let go of the controls, leaving Uldir to dive for them
before the flier smacked Inte a transmission tower. Meanwhile, she
went back to work on wh;twq was strapped to her leg.

“Didn't know 1 was Jed| That’s why everyone else is after me.” |

"Ithought you were a thief,” Uldir explained, nesing up in time to
avoid a serious insult from 0:}11: rent light and charged pal'tn:f&s

“Why are they after you?" 3

“Because I'm Jedi. Are you stim-pickled? Don't you know every
planet in the galaxy is scrambling to turn us over to the Yuuzhan
Vonge” o | .

“I'm aware of that,” Uldir said, dryly. L ;
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“I nearly got turned in myself”
She laughed. "You're no ledi.”

That stung more than UldIr cared to admit. "Hey, be nice to me. |
saved your skin my ... ef your skin.”

"and | returned the faver," she reminded him, "We're even now.
So.Why would anyone try to turn you %?”

Uldir flipped a lock of his chestnut hair away from his eyes.
rescue flier," he said, "in ex-partner of mine turned out to be Peace
Brigade, and he found out | once attefided the ledi academy. He
arranged an ambush | was [ueky to get ouf of That was right after
the Yuuzhan Yong warmaster announced that If all the Jedi were
turned over ta him, he'd stop conguering the galaxy” He shaok his
head.“As if anyone could really believe that.”

"ou attended Master Skywalkers acadermy?” The girl aske,
skeptically.

"ls there another?"

“Mo.”

"I didn't have any aptitude for the Force, though,” Uldir added.

5o much s obvious,” the girl said.

“Yeah, | think you mentioned that,” Uidir sald, veering sharply
to port, where the police fliers were trying to flank him and deing
a pretty good job. "Held on a second,” he said, "We'll have to fight
4 little, here.” He glanced over his shoulder. “My name is Uldir, by
the way”

'moa

HE GRINNED TIGHTLY, REMEMBERING WHAT VEGR
WOULD 5RY: “TF" I5 JUST R SHORT WAY OF

SA3ING, “WERE DOOMED.”

“Klin-Fa Gi, at your service,” she said grimly."You almost got me
killed, Wdin Don't doit again

o Titry not to, Klin-Fa Gi. Stay down. We're going to take some hits.”

"Net if | have anything to say about it.”

Eor the second tirne that night, she leaped past him, landing with
fell'ne grace on the prow of the speader. She stood there, a perfect
ta:gct for the two flicrs they were barreling toward. Then a snap-
hiss carried over the wind. and a sllver of vellow energy appeared In
her left hand, cutting qiickly inte a figure gight and sending a pair
of blaster bolts humming off into the wastelands,

So that's what was taped to fer feg, Uldlr concluded. Klin-Fa must
have walked in front of one of the weapons sensers that Banadan

4 was lousy with,
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¥l guess | have shields now.” Uldir murmured, thumbing the
blai'lar fire controls on his stick and [Inking starboard. His chot was
dead on, frying the opposing flier's stabilizer. It went spinning off.
Uld!r hoped the pilat would get the flier under control hefore it hit
'the ground below.

Thai"s nte, hie thought, as Klin-Fa execuled anulher crazy series of
parties that left their fller unscathed by enemy fire.

'sé'.s he'd noticed before, the pilots weren't stupid. Contrary to the
we:l&e now t[_'[l]".lg toget "'“'ldE,

- 3 A

neath them, where theledi’s lightsaber wasnt. He let the flier
drop, hoping that Klin-Fa could keep her footing, afraid to do an}r
really tight tumns.

shadowed wasteland came up at them, endless hectares of
chemical-blistered ground cut inte fractal patterns by violent ero-
sien. Bonadan's primary was now a thin red lens on the horizon, and
a little north of that liphtning serpentined inside an anvil-shaped
cloud. The wind tasted of water, grit, and unwholesome carbon
compounds.

The storm gave him an ldea, though, so he flattened his course

toward the thunderhead. Rain would stymie eyesight, and lightning
wiould confuse instruments. Maybe even the eye-in-the sky droids
the patrol was undoubtedly tapping into. If he and Klin-Faget =~
thraugh that, maybe he could circle back and find the No Luck
Reqguired before the security fliers picked up the trall. If the ship was
repaired, then they might be able to get off-planet before the port
authority shut them down. If ..

He grinned tightly, remem berlng what Vega would say: "7 jusr
d short way of saying, “we're doomed.”

“are those guys Peace Brigade?” Uldir shouted to the girl.

“You mentloned them before,” she shot back. "l never heard
of them.”

Uldir arched an eyebrow. That was surprising. “They're a collabo-

ratichist organization,” he told her. “They figure we can't heat the
Yuuzhan Vang, so they might as well join them, get in their good
graces while it's still possible. Sometimes they rnﬂlti‘ate
local law enfarcement”

Klin-Fa snorted."Mobody in the Curpumte Authorlty
ever needed prompting when there was any potential
far profit, and the ‘zecs don’t deal with middle-men
unless they have to. There's a Yuuzhan Vong executor
on this planet even as we speak. I'm guessing the
‘zecs cut their own deal” 3
“What? But that viclates the neutrality pact.” I

“Ill bet it doesn't. C54 attorneys can find a loophole when there

isn't even a loop” ':-_.

The cloud loomed, but the fliers were getting too close, I-Ic .
dipped lower. dropping Into one of the arroyos that crawled dnwn-
hill toward the spaceport. ;

“I guess you can fly," Klin-Fa conceded reluctantly, Icapmg over '
the cockplt to land on their stemn, now the most threatened portion
of the ship. i

“You don’t sayi” Uldir retorted. “Gosh, 'm glad you told me, I’d
never have known: Mow I'm all beaming and confidant. | just knaw |
can get us out of this”

5he ignored the sarcasm. “Rescue flier, huhi* she mused. “Who do
YOUE rescuet’”

“ledi, mostly."

klin-Fa blocked a boll aimed for their rear stabilizer and shot him

a strange look “What?" She asked. "Who do you work for?™
“The paychit comes from the New Republic Search and Reséﬂ&‘

Corps, but that's sort of a cover. The orders come from Master

Shywalker, ultimately. He's been organizing a network to move

lediout of danger for months."

-.._! wc:ylgn ;anﬂmanuut that, she sald.”|'ve been ..

"-Jall
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That explained why she didn’t know about the Peace Brigade
“gither."Where were you that you didn't hear about that?"
It r!.uqrr asked.

-E' -1: Her eyes narrowed. “You'll understand if | don't just voluntear

fhat lnfan‘natlun

A “Hey, you're the Jedi. Can't you tell if I'm lying, or a threat "

nfi; hesitated “I've been foaled before,” she admitted. “Iust
derstand this—I'm on a mission, also for Master Skywalker, ['ve
&Iscwered something of utmost importance, a dire threat to the

N;w Repuhblic”
 “But you won't tell me what it is?”

1 "No.”

UEdJr was imprassed at how impassive she remained, Though his

zy course through the canyons had them temporarily free of

Em: flre, It couldn't be easy for her to keep her footing, yet she

had n't even blinked. She had liquid helium in her veins, this girl.
o "We're about to plow straight into a storm,” he said. “Maybe you
| “bught to get back Into the cackpit.”

"Storm? No. Maybe you cught to—watch outl”

L.lf:‘.lir jerked on the stick, mentally tasking himself for becoming
dlitl'a:-tted One of the security fliers had somehow worked its way
Lupa side ca nyon and'was now quite suddenly in front of him.

' " Blaster fire scorched along their underbelly, and the craft jerked like

fa harpooned toukfin. The power system whined, and all of the indi-

cators on the board went dead. The flier dropped as Uldir frantically
jiggled at the re-route to emergency systems.

- The power failure lasted anly an instant, but it was a gut-plunging
-one,and he was now on a collision course with the offending flier.
'He banked hard to port, momenta rily forgetting he had a passen-

ger balanced on his prow. Klin-Fa didn't seem to mind—she deftly

shifted to stand en the narrow part of the flier now presented to
the sky. crouched. and cut downward at the other vehicle. Uldir
isaw a chear of sparks befare the Impact. It was a glancing blow,
and theiropponent went gyring away missing a good chunk of its
nose. Uldir was vaguely aware of the crunching sound it made as
it plowed into a canyon wall, but most of his attention was
focused on aveiding the same fate. The repulscrs sputtered again,
and with a silent curse he rose out of the arroyo, unable to trust
his craft enough to maneuver there anymore,

It was then, facing the black wall of the storm, that he realized
he didn’t see Klin-Fa. His last maneuvers must have disladged her.

He dug inte a sharp turn—hoping to spot her and hoping as well
“that her Jedi abilities had helped her survive the fall—when a shout
from helow got his attention. He saw the young ledi clinging to the
craft’s magnetic mooring lock by the fingers of onc hand,

“Hang onl” Uldir locked the course for the storm and reached into
the dash com partment, coming out with an enforcement special
blaster. Then he climbed out of the cockpit and onto the nese of the
craft, waving his arms for balance.

The three remaining fliers were catching up quickly, and the air
was brittle with ionized death. Uldir dropped to his belly and
reached over the brink, grasping Klin-Fa by the wrist. She locked her
own fingers around his wrist in tum and dangled in space, whirling

half. Uldir stood, haulmg her upywatching in amazement as she :
continued to fend off attacks. With his free hand he grimly fired a't
the lead police craft, which was coming in way too fast, He grazed it
twice, then hit the cockpit a glancing blow that must have burl the
pilat, because the craft peeled off suddenly. Then two concussions
in a row rocked his flier so badly that Uldir nearly lost his footing,
He swung Lhe Jedi back onto the bow just as the first of the rain.
spattered around them. y

“Back in the cockpit!” he shouted. The craft was beginning to list
weirdly toward starboard, indicating a probably fatal malfunction'in
one of the stabilizers.

Ancther bolt hit them as they made it to the crash seats, and. f
then, as If they had passed under a curtaln, the raln was driving so
hard Uldir couldn’t see anything. He flipped on the weather shield,
and the water began sheeting off against its field, but visibility
didn’t increase inthe slightest.

An eighteen-headed dragen of lightning hewled around'them,
and Uldir's neck hairs pricked to attention. The sound was like the
implosion of a planet.

“Sithspit!" Klin-Fa shouted. “What have you done to u5i‘"

oudon't see our friends anymore, do yout”

“No. They'd know batter than to fly Inta 3 sweeper storm.”

"Awhat?”

"Bonadan has wealher control stations all over it You don't thi_.:';!k'

this Is natural, do you? They generate these on the outskirts when
the alr gets too caustic for the miners. The rain and lightning precip-
itates some of the crud they put in the sky every day”

"0 Your point?®

"My point is, it's more concentrated and violent than a normal
storm, Jets-for-bralns. The funnel around the eye Is deslgned to cre~
ate maximum [onization.”

"Maximum—uh-oh." i

It had been getting darker, but In the not-to-distance he saw 2
sheets of lighting dancing like nebula vails.

"5a we don't want to go there, huhi" Uldir grunted, frantically
pulling the stick starboard. Nothing happened. The ship was carry-
ing them nowhere but the heart of the storm,

"Mo, 50 get us out of here already,” Klin-Fa shouted. Even through
the windscreen, the sound of the storm was almost deafening.

*| can't. | lacked the controls when | went out to get you. They're
still locked,”

“Well, unlock them, vac-hrain!”

Uldir continued flipping switches. "Not happening,” he said.

“Well, what, then?”

“"Hang on, | guess”
He peinted the blaster at thie rear repulsor assembly and fired.
“Are you insane?” Klin-Fa shrieked,

"l wasn't before | met you,” Uldir replied. “Now I'd need a prafes
sional epinion.” He fired agﬂ?h, and the flier seemed to sag against
the wind. The bow dropped ﬁearly perpendicular to the ground, -

“Like 1 said," Uldir remarked, as another net of lightning cracklad
completely around them, "hang en” '

He felt a tingle then that did not come from the lightning, and
he recognized it as a movement in the Force. He might not be sen-
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sitive enough to actually wield il, but he had
been around the most powerful ledi in the galaxy, and
had learned to recognize its use.

Especially now, when it felt somehow wrong. He looked at Kiin-Fa
and found her eyes shut and her face utterly composed. For some
reason that was momentarily terrifying. Then he didn't have any
more time to think about iL, because they hit the ground, skipped,
tumbled, and hit again. The screen went down, and rain was sud-
denly smothering them. After that. darkness.

]

&)

Uldir woke spitting water from his mouth and feeling the painful
itch of it in his lungs. One of the flier's running lights shone murkily
from beneath the surface. Other than that, the darkness was bro-
ken only by the terrible white and red flares of lightning that grew
more extreme with each second. The rain was mixed with hail now,
which struck palnfully against the bare skin of his face, and the
thunder was an almost uninterrupted roar. The torrents unleashed
from the sky were continuing to sculpt the arroyo he'd crashed In as
it had been doing since the natural vegetation of Bonadan had
given up its tenuous hold on existence. The flier was fetched up
against something and filling quickly with water.

DUTSIDE, IT SEEMED THE PLANET WAS BURNING, THE
THUNDER BECOME LIKE THE SOUND OF A FUSION DRIVE

 BLOWING IN ATHOSFHERE.

in the dull light. he made out Klin-Fa Gi, slumped unconscions,
her face just out of the water. He felt for her pulse and, to his refief,
i ifound it strong. When he failed to wake her, he got her in a swim
carry, holding her from behind <o her head would remain above
the surface. Even as he did this, the level and speed of the flood
rose, and swiftly. He had to get to higher ground; that much was
obvious. Not too High, though—lightning had a lofty aim, and
Uldir already felt like he was on a target range for a tactical air-to-
_ planet assault force.

“The current took him, and it was far too strong to fight. He
pui'htad his feet downstream, using his boots to protect him from
4+ rocks and other obstacles. This was awkward, as It put Klin-Fa on
top of him, and his head went under with regularity. He'd been
trained for this sort of situation, however, as part of his preparation

*_focfescue flying. and the little volce of pani that threataned to
"'}E e 3 shout kept relatively quiet. All he had to do was keep his
g h@d.hetoldlimlfﬁndhlsxms.aldhlslegs

"© ‘When he started to feel the shock of the lightning, that hecame

& nﬁdiﬁ!_‘ult to do. Nightmare images of stone and turbid water

i“

mmhmﬂamhhdaﬁmstamﬁnumuMd

Mmmm;mqm he aimed him-
taketqnabm

1

Wik

'b‘%j.

i I'-l‘f

fim
W *«wi em:'* s

J'L"d

T
g o]t

[ o

capacity. He nearly missed it, but he managed ko get a clawholdona «
rock and—pulling against the immensely strong curment—drag him-
seif and the ledi onto the incline. He lay panting there for a moment
until a bolt struck so close Lhat he felt the hot spray of spalled stone
on his cheek With a grunt, he got Klin-Fa on his shoulder and made
for what looked like 3 sort of overhang.

His luck held; il was indeed a small cave In the side of the
camyon. it went in deep enough to be dry. He hoped it was also k
deep enough not to conduct a lightning strike, and high enough
that the floud wouldn't fill It because he didn’t have 3 jouleof |
strangth left. He lay in the darkness, trying not to flinch at the
barrage outsidc, promising himself that the next time a girl l.l;m:‘l
his drink he'd just buy another one. :

Dutside, it seemed the planet was burning, the thunder
become like the sound of a fusion drive blowing in almosphere,

He closed his eyes against the glare and waited for it to pass. 4

It did, finally, and an eerie calm settled as the eye wentover. o ¢
Then Uldir was treated to another fireworks display, courtesyof =
Bonadan weather control,

When the lightning finally receded, he began to realize he was
cold. Was it winter here? Did Bonadan have a winter? He couldn't =
remember. Maybe when the renewed search found them, they .
would find a couple of frozen corpses. <

By the light of a glowslick he had in one of his many pockets, he '
examined Klin-Fa with the small medpack he always carriad. A -
nasty swelling on her head indicated the
cause of her continued unconsciousness,
but otherwiss she seemed sound—he |
couldn’t find any evidence of broken bones
of imtemal bieeding. : &

He gave her 3 broad-cpectrum anti ¢ =
inflammatory and antibiotic, made heras o - o
comfortable a< he could, then tumed t@iﬂ_;‘ i
remaining resources. | 8,

That consisted more-or-less of his comfink. He handled the =+
small cylinder thoughtfully for a moment, considering. it had ';
been medified with a trace-scrambler—though any searchers in
the area would know he was transmitling, it would take a secu-
rity decryption to allow them to triangulate. The CSA prah:b“ly
had pretty decent technology in that area, but he could pl‘ﬂbl bly
transmit for thirty seconds or so before they had enough data to
either unscramhle the message or pinpoint his position. i

It was getting colder. It was worth the risk. He keyed it on,

Static roared, probably due to the nearby storm. Still, atter a
second, he made out a distorted version of Vega Sepen's volce,

“Hey, boss-bay," she said. "You really should follow my advice i
row and then.”

“Listen, Vega,” Uldir £aid. “The girl was a ledi, turns out. We've
eluded pursuit for the time being, but we're down in the oulback,
maybe fifteen kiicks southeast of town™ ¥

“Those aren't very good directions.” ﬁf,m |
24

“Just look for wherever the police fliers are shooting,” he said. .
“With what? The ship’s still in docic”
“1 trust you, Vega. You'll think of something. Gotta go,before ~ * |
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#‘Lﬁh  iBkay Good luck, hoss h-:ag,r R
u:’ “| hate it when you call me that”
: ﬁ:’.:'h " know.” The signal crackled out, and Uldir keyed off the comlink,
“He'was probably still safe, but the next time he used it they would
'l"r ?“nd his location in seconds.

it cold. He'd actually started shivering himself, from the wet and
.| the falling temperature. With a sigh, he drew off his Jacket. He lay
next to the young Jedl, spooning against her, and covered them
X :Fnﬁh with the jacket. It took a long time bafore the contact bepgan

. tofeel warm,

| ﬂe woke with dark eyes centimeters from his own.
- "Did you enjoy that?" Klin-Fa asked.
: _‘ “Hush"
“Snuggling up against me? Is that your idea of a good time?”
s “Hey, Lwas just Lrying to keep us warm. Keep you warm.”
she almost smiled. “Relax, jets-for-brains,” she said. "l know what
you Were doing, and thanks. Just don't get any ideas.”
Uldir realized their bodies were still touching, and he felt sud-
t ~denly and completely uncomfortable. "What? Ne, of course not.”
‘s She tapped his forehead with her finger "Right. | didn't think
-there was that much dangerof an ldea popping out of there, but
you never know.”
“Hey, | was doing more thinking than you were last night.”
“I bet you were."
k.. “That's not what | meant.” His face felt tingly.
. 5She sat up. Harsh yellow-white light glared through the entrance
ta the cave. “Where are wei™”
“Somewhere in the badlands south of town. Qur flier went down,
you may remember”
| “I remember you flying into a sweeper storm.”
| "Hey, how was | to know? For that matter, how did you know?”
“rm fraare here,” she growled.
“Bonadan?®
) Mo, this cave. Yes, Bonadan. | grew up en this miserable hole.
) “Hey. everyone has to grow up somewhere,”
“Yez, but they don't have to go back. I did, worse the Juck.”
Why!
“You and your questions. Are you a pllot or a reporter?™”
A pilot,” Uldir said.
"and where's your ship?”
“l—ah. 1 don't know.”
"Mot much of a pilot then, are you? Looks like Its up to me to get
us out of here.”
“Well, it is your planet.”
"Dan't remind me." She started toward the entrance, then froze.
"What?"
“Come here," she whispered. "Re quiet.”

He went with her to peek through the cave entrance, Beyond was
the gully that they'd both nearly drowned in the night before. [t was
dry now, silted with fresh alluvium, and they could see about half a

¢ . Klin-Fa stirred and moaned. He touched her forehead and found

ULOIR LOCHETT, RESCUE PiLOT

Uldir Lochett: Male Human, Sct 5/50l 3; Init +7 (Dex,
Improved Initiative);Def 16 (43 class, +3 Dex); Spd 10m;
MP/WP 24.42; Atk +8/43 melee (id6+2, crit 2o, punch) or
+9/+5 ranged: 5O Trailblazing, uncanny dodge (Dex to
Def), skill mastery (Pilot, Spot); SV Fort +6, Ref +7, Will +4;
SZ M; FP 4; DSP o; Rep 2; 5tr 14, Dex 16, Con m, Int 15, Wis
10, Cha13. Challenge Code: C.

Equipment: Spacer’s clothes, medpack, glowrod, encrypted
camlink.

Skilis: Astrogate +1o, Climb +5, Computer Use +8, Gather
Information +5, Knowledge (ledi lore] +4, Listen +6, Pilot
+16, Read MWrite Basic, Repair +6, 5earch 18, Speak Basic,
speak Dug, Speak Durese, Spot H10, Survival +8, Swirm +5,
Treat Injury +4.

Farce Skills: Enhance Ability +10.

Feats: Arpnar Praficlency (light, medium, heavy), Force-Sensi-
tive, Martial Artist, Spacer, Starship Dadge (space trans-
porl), Starship Operation (space transport), Track, Weapon
Group Proficiency (blaster pistols, blaster rifles, heavy
weapons, simple weapons, vibroweapons).

klick down It. Wear the bend, up toward where the flier had gone
down, he could see eight figures on foot, moving down the arroyo
in their direction.

“search party,” he said.

“Yes," she replied. "See that one third from the left?”

“I'm net blind."

“I am, where he's concerned,” Klin-Fa replied. | can’t feel him In
the Force. That can anly mean one thing."

Uldir nodded. “Yuuzhan Vong," he said. “Things just got a whole
lot worse.”

As if to underscore the r':émag_k, he heard the whine of fliers aver-
head, several of them. §

Io Be g'nntfﬁued S

Creg Keyes is the author of Star Wars: The New ledi Order—Edge
of Victory |: Conquest and Star¥vars: The New Jed! Order—Edge of
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A Walk on the Dark Side z&

STAR WARS: THE NEW JEDI ORDER

FHEA PPRE) TiE

BY ELAINE CUNNINGHAM

aina solo adjusted the restraints on the copilat chair and
leaned forward, eager for her first glimpse of Gallinore. The
small Hapan freighter glided smoothly out of hyperspace,
and star [ines campressed (nta brifliant points.of light—a
beautiful sight, but one that could have marked nearly any
estination. Then the ship banked sharply to starboard, and a soft
green haze blonmed against the darkness of space.

Mist clung to the deeply forested planct, and the slanting rays of
the rising sun lent the humid atmosphere a luminous, verdant glow,
Lowhbacea lat out a low, poignant moan that mingled appreciation
and langing.

“It does look a bit like Kashyyyk,” Jaina agreed, naming the Wook-
iee's homeworld.

She glanced back at her companions. Lowbacea had always been
thin by Wooklee standards, but their recent captivity had [eft him
positively gaunt, and his ginger-hued fur was dull and patchy. Tenel
Kawas thinner, teo, and her dark green flight suit clung to her too-
slender form. Her long reddish hair was carefully plaited in the
miany-brafded fashion of 3 Pathomir warrier, but with one differ-
ence: she'd swept her halr over to one side to hide the raw patch
left when a Yuuzhan Vang inquisitar had yanked out ane af her
braids. laina quickly averted her eyes from this reminder of their
shiared ordeal. Her own scars were of a dillerenl sorl,

Her gaze shifted to the man in the pilot seat. Kyp Durron could
add about a dozen years to her eighteen. The long, careless waves
of brown hair were threaded with silver, and faint lines collected at
the corners of his grean eyes—lines that suggectad eacy cmilas and
shared laughter. Kyp had the sort of face that inspired camaraderie
and confidence, and probably would have even without the added
charisma of his formidable ledi powers. One thing was certain:
People followed Kyp. Jaina intended to figure out why,

The mists of Galllnore swirled up to recelve thelr ship. Jalna
chifted impatiently in her seat. Her fingers itched for the feal of the
cantrols, and she briskly scrubbed one hand against the leg of her
flight suit as if that could erase the urge to take over. Kyp was a ledi
Mazster, however, and—more importantly—a Master who'd asked
Jainato be his ai:rprentfce. For Jaina, sitting in the copilet’s chair was
oneway of taking this notion for a test flight.

Part of her wanted to reject his offer out of hand. Kyp Durron had

heen a dubinis figure bafore the wat started, before he'd under-
taken his rogue erusade against the Yuuzhan Vong invaders. His
[orays were highly controversial, gnd his passionale advocacy of
aggressive tactics hrought discord to every ledi gathering, whether
he attended or not.

But at some level, Jaina sensed that she and Kyp were already fly-
ing on the samewvactor. She couldn’t argue against either his philos-
ophy or his methods. She just wasn't sure she wanted to hand over
the controls.

Kyp peerad at the unbroken expanse of green rushing up toward
their ship. "The navicomputer canfirms our landing coordinates, but
1 don't see anything that down there that looks like a city”

Tenel Ka glanced up from the datapad she'd been studying
threughout most of the trip. “Dimitor is difficult to see from above.
The city Is constructed mostly of green marble and all the streets
are [ined with tall trees. Even the landing docks are paved with mul-
ticolored stene, making them indistinguishable from meadowland
until you are almost upen them:”

“Makes you wonder what they've got to hide.” Kyp observed,
sliding a guick, pointed glance at Jaina.

“Gallinore is 3 lawful world, closely afflliated with the govern-
ment of Hapes,” Tenel Ka returned gravely. Her gaze shifted to Jaina.
' rnore concerned aboot our purposes than theirs. We are land-
ing shorthy Shiouldn't yoo tell s why we've come?™

laina conceded with a nod. "Let me see your lightsaber”

The warrior weman frowned n puzzlement, but she removed the
weapon fromher belt and handed it over.

laina turned the unusual lightsaber over in her hand, running her
thumb over the strange carvings Tenel Ka had meticulowsly etched
into the yellowed ivory h;:pdle.“ﬁ. rancor’s tooth,” she observed,
With a flick of her thumb she Mnleashed a stream of brilliant,
turquoise light—a strangely iridescent hue, ane that, on close
inspection, held dancing rnu'i':es._in every color of the visible spec-
frum. Yo used rainbow ger?i% far the focusing crystals, nght? From
Gallinarer” ;

“Fact," Tenel Ka confirmed,

"These ‘gems' are actually living creatures, yet you were able to
usethem ina ledilight=abar—jist as Anakin artuned the Yuuzhan
Vong’s lambent crystals to his. I've read that the rainbow germs, like

&
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THE
many of the unique life forms on this
A}?P)RE HTTC waorld, were binengineered.”

Understanding dawned on the war-
tior worman's face. “This similarity leads you to hope the scleptists of
Gallinore can help you understand the Trickster.” she concluded,
naming the living ship that laina and Zekk had stolen from a
Yuuzhan Yong worldship. %

“That's the plan.’ laina switched off her friend’s Jedi weapon and
handed it back.

They fell silent as Kyp made voice cgntact with UHe dock officials.
He passed along the authorization cades and deftly maneuvered
the ship down through layers of clouds, The three younger Jedi rose
immediately, leaving him to power down the controls.

The ramp unfalded, and Jaina walked down and gazed around
the docks with interest. She could see why this place was nearly
invisible fram above.

A& stift breeze stirred the thick, landbound clouds that filled the
open docks and clung to the trees inthe city beyond. Tall, swaying
branches moved In and out of sight like tim|d forest animals, The
docking bays wers teaming with pilots, mechanics, and dock offi-
cials, all clad In flight sults fashioned from mottled shades of green,
They, too, seemed to move in and out of the mists in Andom pat-
terns. Some odd optical quirk made their movements appear nearly
identical to that of the swaying follage.

Even so, workers immediately converged an any newly landad
ship, using stout little hover sleds to maneuver it into a docking bay
covered by a tall, camouflaged canopy. 1L was hard Lo believe that
Gallinore’s sun could burn off the sheltering morning clolds betore
reaching its zenith. Jaina squinted up at the brightest patch of fog,
nating the sun's posilion wilh dismay. She'd have to work fast.

“The customs building,” Tenel Ka said, niedding toward a low;
green structure, “City officials will be expecting us there." She set
her shoulders back. in the manner of a warrior preparing to do
battle, and set off at a brisk pacs,

‘JEDI ARE SWORN TO PROTECT ALL LIVING
THINGS, YET I FIND MYSELF STRANGELY
UNABLE TO SHED TEARS ON HIS BEHALFE"

A fleeting grin touched Jaina's lips as she imagined the “diplo-
matic meating” that would follow, Tenal Ka was a princess of
Hapes, the dominant warld in the Hapes Cluster, but she was here
as a warrior to exhorb others Lo prepare for the coming conflict. At
laina’s suggestian, all of the visiting ledi except Lowbacca wera
dressed in green flight suits identical to those worn by the Galline-
rians. She'd suggested this as a means of honoring local custom, of
creating animpression of unity. Tenel Ka had been pleased with
thiz notion, and she didn't ask if Jaina had had other reazons for
wanting to blend In. :

Kyp came down the ramp and checked the hatch leading into the
cargo hold. Tenel Ka glanced over at the older ledi. Although the

80 VoOLUME 2, NUMBER 2

4

expression on her face did not change or her pace alter, dusdppruval |
rolled off her in waves. 4

Jaina stepped into the Dathomirl warrlor's path and faced her
dowr, “All righl lels have it

Tenel Ka stopped and regarded Jaina with a cool, gray-ayed stare, -
“I understand your desire to learn from Gallinore's scientists. But
wehiy is Kyp Durron with us? Surely you're not consldering his offer of
apprenticeship.”

“Maybe | should. Kypis an exceptionally powerful Jed] Jaina
paused for a brief, humorless smile. “He'd have to be. The only rea-
son he's still alive is that people who mattered believed that his
talent overbalanced his past crimeas” . :

Tenel ka lifted one red-gald Brow. "It is not like you to be cynical®

"Practical,” Jaina corrected."Kyp Durron knows things [ don't
could learn from him.®

“Fact. That's what concerns me.”

Jaina blew out a frustrated sigh and put down her bect card—an
endorsement powerful enough to clinch arguments and Lring cone
versations toa dead stop. "Master Luke trusts him." ]

Do youl" Tenel Ka shot back. “Canyou, after what he didat
Sernpidal?t” I

1he hiunt feminder hit Jaina like 3 punch to the gut Notlong
ago, kyp had usedthe Force to convince Jaina that enemy shipyards
hidlden arnong the fragments of the dead world Semnpldal were
building stiper weapons. Kyp had manipulated her, using the Solo
name:and Jaina’s personal reputation as a Rogue Squadron pilot to
convirce New Republic forces to|oln in the attack. That deception
still stung, as'did the knowladge that Rogue Squadron, 1 rgelyat
her'instigation, had attacked a civilian target.

She tried 1o dismlss-all this with an Impatient shrug. “The mission
wias a success, The destruction of the U&ng’s new'\wrldship :
strengthened the Republic position.”

"Pethaps," Tenel Ka allowed."Yet | wonder if your willingness fo
attack Sernpidal had as much to do with vengeance as tactics.”

AWookiee howl of protest preempted
Jaina’s retort, Lowbacca steppedupto
Jaina's 'S-IdE, his }ong arms folded over hls
chest and his black eyes narowed: He.
whirffed olit a few curt, indignant phrases,
Some of the nuances of the Wookice lan-
guage might have escaped Tenel Ka, but his
meaning was claar enough to bring ifall‘lf
flush to her cheeks.

She inclined her head. ‘| apuloglze,my frlend I meant no dli'.
spect to your uncle Chewl:rac:a s honor, or to tha life debt. you _-
aEsumed in his name. His sacriﬁc: cn Sernpidal would indeed be:
diminished by vengeance.” The look she sent at laina was
pointed, but not as sharp as it might otherwise have been. =

Kyp stmd: over to the trio. His gaze slid over them, lingeringon
Lowbacca's defensive stance. “What did | miss?” :

“We're just getting ready to split up,"Jaina ald, mindful of ﬂm 3
passible double meaning her words held—and certain l.hat Ryp
would pick up on the nuance. ‘Tenel Ka has some Enrtnfdlplom
meeting to attend, and Lowie and | will go to the research center”

"I see, |l stay with thE_ShlP and keep an eye on Lhings.!



“That chould not be necessary Tenel Ka abserved "Dimitor is 8
fawrful city”

“all the more reason | should stay here,” Kyp said in 3 dry tone.
A& glint entered his eyes and he turned his most charming smile
orl Tenel Ka. "Or perhaps | misunderstood. Were you inviting me
to joln you?™

The warrior's eyes widened, and for a moment her formidabla
composure faltered. Before she could formulate a suitably tactful
refusal, Kyp sent her a mocking wink and then strode off toward
thair ship.

Jaina lifted a hand to her lips to conceal a smirk. Of course the
ledi Master had sensed the discord between the two young
women, and he'd enacted this small, teasing vengeance on Jaina's
behalf. His support amused and warmed her even though she rec-
agnized the maniputation that prompted it For whatever raasar,
Fypwanted to take over her training. She intended to see just how
far he'd go Lo rmeel this particular objective,

She waited until Tenel Ka left with a pair of city officials, then she
tumned grateful eyes to her genuine supporter. Lowbacca acted as a
buffer between laina and her other friends. Tenel Ka was not the
only young ledi wha followed Jaina but did not entirely trust her.
No one questioned the Wookiee's integrity, however, and his contin-
ued support of Jaina helped mitigate thelr concerns.

“ldon't know what I'd do without vou,” she s3id sinceraly.

Lawbacca's brief, disgruntled response brought a grin to Jaina's
face. If EmTeedes was still around, he'd probably transiate that as
‘Master Lowbacca respectfully suggests that without his interven-
tion, you might inadvertently enter targeting coordinates that focus
yourweapons upon vital portions of your own anatomy” Fll bet yoo
really miss that little dreid”

The Wookiee let out an unmistakably dersive chuff,

laina tucked her arm through his. “Me either,” she apreed,

Jaina and Lowbacca wove through the mist-laden maze of green

marble buildings to the sprawling research district, A letter from

Ta'a Chume, Tenel Ka's grandmother and the former Queen
Mother of Hapes, earned them full cooperation and ungues-
tioned access to the facility, Within mements, Lowbacca was
seated before a terminal, his furrydigits flying as he sifted
through computerized records of the Gallinore research, search-
ing for anything that might provide a link between a technology
that he and Jaina could understand, and the secrets of the Trick-
ster, their stolen Yuuzhan Vong ship.

But apparently even Ta'a Chume's influence was not enough to
grant them unsupenvised access to this Information. A dark-haired
young Woman wea ring a technician’s white tunic and a perpatually
worried expression stayed nearby te "help® them. laina waited until
the tech's comlink beeped, then benl over and rested her chinon
the Wookiee's shoulder,

“Canyou get me a reading on the layout and security?” she
said softly. .

Lowbacea growled a question. In respanse, Jaina sent him mental
images of their recent battle in the Yuuzhan Vong worldship,
flashed back to him the terror and uncertainty of fighting their way
through the unknown. A knowledge of the worldship's layout
might have made a difference, might have saved some of the lives
lost [nthat terrible place. A soft, whirring moan escaped the Wook-
iee as he acknowledged their shared loss, and the prudence of
Jaina’s precaution.

Shestraightened up and tumed to'the technician. “l need to

- epaak with Sinsor Khal. Can you show me where | might find him?"

A peculiar expression crossed the young woman's face, but she
pulled out her comlink again and relayed Jaina’s request. Lowhacea
deftly affixed a holocube to an cutput terminal and transferred the
requested dala. This he surreplitiously passed to Jaina.

In moments an armed escort arrived and guided her though a
maze of pristine white halls. They left her before a large door, nod-
ded toward a palm reader mounted beside the door, and left at a
much faster pace than'that which had brought them here.

laina shrugged, then placed herhand against the device. The
door Irlsed open. She ducked through Into 3 large room, one
crowded with so much equipment, all of it in such disarray, that for
a mament Jaina suspected she was viewing the result of a head-on
colllslon between two large ships. The door snapped shut behind

» her with a clang like that of 3 prison door.

v She crept through the room, surveying it as she might a battle-
field. When she knew all she needed, she slipped out the way she'd
come and retraced her steps through the corridors, finally making
her way back to their ship.

Kyp awalted her in'the hold, his lean face grim and his eyes hold-
ing no trace of the sly humor he'd turned against Tenel Ka. He nad-
ded toward Lheir shared secret—the Hapan prisoner hidden in the
hald, kept in 3 Force-induced trance so deep that the twe other Jedi
couldn't perceive the presence of a fifth person aboard ship.

“Let’s hear it,” he said without preamble.

“You know that this man iz a ¥uuzhan Veng collaborator,” Jaina
began, "and that he attacked Tenel Ka, a member of the Hapan royal
family. That's a capital crime on Hapes. If we hadn't helped him
escape, he woulld have been executed.”

Kyp shifted one shoulder Ina negligent shrug. “ledi are sworn to
protect all living things, yet I find myself strangely unable to shed
tears on his bahalf.”

“The Vong gave him a coral slave implant,” she went on. "This s a
communication and contral device. | want to have it removad,
tested, and modified. Ultimately I'want to hit the YuuzhanVong
with their own weapons.”

Interest sparked inthe ledl Masters eyes. lalna activated the
holocube, and a shining mﬁdel_pf the bullding's layout took shape,
floating in the air between them. “Lowbacca’s good. He got me this
withaiit anyone realizing what he was doing. He can just as easily
remove any records from the gystem. We get this man in, we get
out, we erase our footsteps, Lowbacca can wipe anyone off the
security records we don't want to leave there, and rumor has it that
you've had practice removing unwanted memaries from people.”

She glanced expectantly at Kyp. He nodded for her to continue:
“Here’s the lab, down in this lower level. I've already been there.

STAR WARS GAMER Bl



THE
f ~  These plans have all the details we'll
NPRI? [l’FI @ need, but | wanted to see the layout
with my own eyec and gat 3 feel for it

through the Force, Here's what | think we should do.™

Kyp listened intently to her plan, his expression Inscrutable. His
Eyes flickered, once, when she concluded her proposal by noting,
“You asked me to be your apprentice. This is where it starts”

He leaned against the wall and folded his arms. “You have a high
opinion of your value.” ;

“That's the asking price." Jaina sprepd both hands and gave him
her best Imitation of her father’s trademark smirk. Do you want me
arnotd!

For along moement the two Jedilocked stares. “You know we
could never speak of this, nof to anyone,” Kyp sailed,

“Who would | tell?" she retorted."Uncle Luke?"

He lowered his head in a slow nod, holding her gaze."All right,
then. Let’s get it done.”

IU Lok bolh ledi to wrestle their prisoner nto a green flight sult,
sven though he was still deep in stasis. The Hapar was a big man, at
least a head taller than Kyp and heavily museled. He was enough
trouble as deadwelght; Jaina figured he'd be much worse awake.
His recent fight with Tenel Ka had revealed considerable skillin the
Hapan kickboxing style. Two Jedi could certainly handle him, but
not without drawing unwanted attention.

Finally the task was done. Jaina sat back on her heels and tucked
a stray wisp of brown hair behind one ear. "l say we transport him
like this. PUt him on.a repulsar sled.”

Kyp shook his head. "Three of us walking away from the ship
wouldn't draw much notice. Two walking and one floating—that's
likely to raise some questions. Plus, the ventilation tirnels are Iigﬁt

INSTINCTIVELY JAINA THREW OUT ONE
HAND TOWARD HER ATTACKER. DARK
LIGHTNING FLARED FROM HER FINGERTIPS.

and heat sensitive. The sled doesn't generate much heat, but the
control [Ights might be enqugh to tipoff the sensors.”

“| could reset the controls.” '

"Sure, but that would take time. | doubt we've got much to spare.”

Jalna conceded with a nod. She watched intently as Kyp placed a
hand on the man's tamples, She feit the ledi Master reach out into
the prisoner's mind, felt him use the Force to peel back the shields
hialding hirm in tarpor. !

The big man came awake suddenly, thrashing and sputtering like
a man drowning in'a sea of nightimares. His eyes focused on Jaina,
and he abruptly fell still and stlant. Memaory tlickered in them, and:
then a searing flash of panic—hers had been the |ast face he'd seen
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before an invisible fist seized his mind and crushed it into darkness
and sllence.

The Hapan hauled himself to a sitting position and scuttled
away, crab-walking backward as he put as much distance
between himself and the young ledi as possible “Why?" he
demanded |n a dry, raspy tone.

laina knew precisely what he meant, Why had his escape from
the'prisons of Hapes been arranged? Why wers his two com patriofs
allowed to continue the escape, while he was kept behind? Why
had he been mind-conlrolled and stashed in the hold of some ship?

She sent him A reassuring smile.“Princess Tenel Ka has issued 3
conditional pardon. She undérstands the Yuuzhan Vong implant
might have prompted you to attack her. We've brought vou to Galll-
nore to have it removed. Afterward, if you'll recant your desertion,
and ifJedi inquiry shows that you're free of any further treasonous
intent, vour pardon will take full effect.”

“Why he repaated [n a stronger voice.

“We're trying to win back deserters, especially those who might
possess valuable infarmation about the Yuuzhan Viong. Hapes
needs all the good pilots it can get”

Wary blue eyes searched her face as the man weighed her claim.
“And the ather tiwo men? The pirates who escaped with mer”

“They'll ba picked up before they leave Hapes's atmasphere. Sinee
we're circumventing Hapan law, we've got Lo keep Lhis guiet until
we know for sure that the effort is warthwhile, Your friends’ get.
away ships will be reported as destroyed. That way, if they don't
rehabilitate, they'llalready belisted as dead.”

laina lifted ane eyebrow, underscoring the choices befare him,
She deliberately made her story grim enough to be plausible and
added a powerful nudee of ledi persuasion. After a moment the
man accepted his “reprieve"with a nod. The twa Jedi helped him
to his feet and flanked him as they headed toward the pilot
refresher facility,

“We're gning'in through the ventilation tunnels,” laina
explained as they slipped into a dimly
1it side corridor.

They stopped before a large, circular
hatch; Kyp caught herwrist as she
reached for the contrals. "Wait. The light
in thic hall could trigger an alarm.”

He drew his lightsaber and swepl itin
a shining are toward the ceiling lights.
They flared sharply and then blinked
out, leaving the hall in darkness.

Immediately a prafaynd chill swept through Jaina. She reached
out for their prisoner with a hand that suddenly was heavy and .
nurmbs Her fingers closed around the Hapan's wrist. His skin felt cold!
tothe tonich,

“What |5 this?" he demanded thickly. "What's happening?"

“I have to lower our body temperature to match the air tempera-
turain the tunnals " Kyp responded. “It might not be comfortable,
but it's necessary. Move slowly, keep alert, Remember, if we're
caught, the Gallinore officlals will send you right back to that
Hapan prisan.”

" copy," the man mumbled.



laina eased the door open and hauled herselfinta the tunnel. The
rounded passage was just big enough to crawl though, and it
sloped downward. As Jalna pulled herself along, she quickly became
grateful for the decline. The tunnels were cold, and her chilled limbs
felt sluggish and unresponsive.

Flnally the tunnel leveled out, and an almost Imperceptible blulsh
glow dawned at the end. Jaina picked up her pace. The tunnel
opened into a rounded corridor big enough to allow them towalk
upright. she rolled out, reveling in the soft light. The tunnel was still
painfully cold, but after the utter darkness of the side tunnals, the
faint, diffused |ight felt oddly reassuring. She stepped aside to allow
the Hapan to emerge. The big man crawled out and stretched, then
rolled his shoulders to loosen cramped muscles,

He fell into step with the two ledi, walking neacly as quictly as his
miich-smaller caprars. lalna reached out with the koree, trying to
measure his mood and intentions. She picked up athigh level'of anx
iety, bul under the tircumstancoes that seemed reasonable;

They moved silently through a maze of tunnels, counting off side
tunnels and drainage shoots, following the pattern that Kyp had
committed to memory. Finally the Jedi Master pointed toa hatch on
the far wall."That's it,” he said softly.

Without warning, the Hapan dropped to the floor and exe-
cuted a gulck leg sweep. His attack was unbellevably qulck—
would have been even ifhe hadn't been chilled to near-
immobility. Kyp went dawn, and his tumble gave Jaina time to
sturmble back a couple of paces. The prisoner completed the spln
and came up in ene fluid movement,

He pivoted to one side, brought his knee up and snapped off a
quick kick. Instantly Jaina fell back into lessons learned during her
brief apprenticeship with Mara lade. Recopnizing the feint, she
ducked under the first high kick- 5he pivoted hard toward the kick-
hoxer, fiming her momentum tochis second kick and slamming her
stiffened forearm against the sensitive tendon just below the
bunched muscle uf his calfl

The jolt of impact was not nearly as hard as she'd expected. Too
late, Jaina realized the double feint. The Hapan's third, powerful kick
caught her off balance and sent her flying.

laina hit the rounded wall and rolled down. She came up.on one
knee, too cold and too angry to feel the pain that would certainky
come later. The kickboxer advanced. sweeping one stiffened leg up
high for a powerful dewnward chop.

Instinctively Jaina threw ocut ane hand toward her attacker. Dark
lightning flared from her fingertips. Jageed, eerlly dancing tendrlls
caught the Hapan, lifted him, and then hurled him across the tunnel.

Once before Jaina had unleashed Force lightning. This time it
came more easily—but once summoned, it was harder to dispel.
Streaks of dark energy edped with searing blue-violet shadows
poured from her, pinning the writhing, struggling man against the
tunnel wall.

She was dimly aware of anather power falling like a shadew on her
dark and brillant rage. The lightning ended with an abrupt, audible
sizzle as Kyp seized herwrist. He spun her around ta face him.

Fora moment she simply stared at the ledi Master, stunned at
her own actions and not at all sure whether they would meetwith
condemnation or approval,

Kyp broke off first. She tracked his gaze up at the ceiling, and
noticed the faint hiss coming fram dozens of small round openings.
“The flash set off the sensors,” he said curtly. "Let’s get him out.”

They hauled the dazed Hapan to his feet and started toward the
hatch. A wall of durasteel suddenly slammed down inte their path,
sealling off the tunnel; Jaina spuniin time to see a simlilarwall fall
behind them. The hiss roge in valume, and suddenky a stream of
cald, acrid-smelling fluid poured from the valves.

Aswift fload of coolant poured into the locked-off tunnel, knock-
ing Jaina's feet from under her and sending her spinning dewn into
the churning fluid. She went under briefly and came up spitting out
amouthful of the bitter stUft.

Something seized her foot and yanked her under again. Jaina
flalled about until her hand gazed sarne metallic hold'on the
rainded wall, She seized it and strugpled to pull away from her
attacker. She hauled herself upward, found another handhold. Up
shie wernl, rising Lovard e eeiling by stow, painfal centimebers, The
canlant numbed her, and her lungs ached and burnied. Her struggle
ceased abruptly, and she shot upward: Her head broke the surface,
and for a few moments all she could do was gasp inairand cling to
her cold metal perch.

laina looked around for Kyp. He'd found a similar handheld. Te her
surprlse, his free arm was looped under the Hapan's chin, keeping
him afloat in a rescuer's hold, She'd assumed that the big man had
been trylng te pull her under, bBut realized at a glance that he wasin
nocondltion to continue his attack.

The coolant level continued its swift rise, and the powerful spray
coming from above made breathing difficult and speech impossi-
ble_laina'slanted a glance toward the ceiling. The fluid would soon
reach the top. If they didn't find 2 way out seon, they'd drown.

Kyp caught her eye and looked pointedly toward her left—toward
the unseen force that hiad tried to pull her under. 13ina noted the
vartex rising to the surface, spreading toward them. A drainage
tunrel, most lkely.

The ledi Master let go, deliberately releasing himself and his
charge into the powerful spiral. Jaina took a long, decp breath
and followed.

Down she fell, whirling through the cold and darkness. Her tum-
bling descent slowed as the wall narrowed, and then diffused light
rushed toward her through the tumbling water. Sllhouetted agalnst
it wera the dark, tumbling shapes of Kyp and their prisoner. Then,
suddenly, both men stopped.

Jalna continued to hurtle forward. 5he made out the regular
shape of a metal grate, and then a heartbeat later she slammed
headlong into it.

Coolant continued to surge through the narrow tunnel, pinning
her to the grata like a myﬁlnck tuck to an accelerating starfighter,
5he struggled to free herself, but the force of the rushing fluid
was too great. i

She felt Kyp's touch thmug}: the Force, and then she was sliding
to ohe side of the grate, moved by a psychic shove more powerful
than the swift-flowing stream. The flare of Kyp's lightsaber darted
toward the hatch, and the lock gave way. %

The three of them tumbled oul, fallinginle awide, shallow tank.
faina struggled to the side and hauled herself over. She tumbled to

5,
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THE " iy the ﬂoorha nd came toa stapjusl:
short of several pais of booted feet.

ppRE HTI Strong hands selzed her and
dragged her upright. Inner warmth
flooded thrmigh Jaina in a sudden wash of power, and her chilled
limbrs awoke to a thousand sharp prickles of pain. She clung to the
guard’s wrists, certain that she'd fall ithe let her go. Though every
instinet prompted her to fight, Jaina focused on the struggle within,
She was perilously close tolosing mnscluus ness. |t she did. thenall
would be |ost. g

A bright flare of light filled the room, aburst of power thal shat-
tered Jaina's faltering concentration. She slid to the floor no longer
supported by the guard, and let the darkness claim her.

L

- gk

Uhe dull hurmming in Jaina’s ears rose swifthy tena shrlll wail and
then dissipated in asharp, sudden burst. She sat up abruptly, feeling
dazed and disoriented. After a moment, she rememberad her mis-
sion, and the bruising tumble that had brought them this far.

She looked around. The Hapan had recovered consciousness. He
leaned heavily against the now-empty coolant tank, eying her with
undisguised horror. Jaina’s gaze quickhy slid away fram the accusing
stare. Four guards lay sprawled across the floor. Kyp Durron knelt by
one of them, thythmically pumping the man’s chest with both
hands. The guard's body suddenly ferked  and the bluish celor began
to fade from hisface

The Jed| Master rose to his feet and extended a hand to Jaina. She
teok it andlet him pull her up."Wow," she said, gazing at the Force-
blasted guards. “Whe didthis, you ormez”

“We've gat to keep moving,” Kyp said, ignaring her question. " The
lenger this takes, the slimmer our chances of walking out of here,”

Jaina nodded. “Before we go, | need you to show me how to wipe
away memaories, They can't remembear thay saw us here”

When he did not respond, she continued her argument. “The sci-
enlist is a political prisoner. Secrecy |s vital, not only so we can get
aurprisoner where he needs to go, but also to stave off mere reac-
tionary response to the ledi”

“AN APPRENTICE SHOULD LEARN FROM A
MASTER, NOT REPEAT HIS MISTAKES.

Kyp held his silence for several moments, "Mo.”

“Not” she repeated, incredulous, “You said yoursell that rio vne
£an know abott this” : ;

“And | hold to that. But I'lido it ETI}I‘S«EJF T

she lifted one brow in challenge. “What's the: matter? Not the
sort of lessans yourhad in mind?

“An apprentice should learn from a Master, not repeat his

mmistakes.”
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“This is no different from the litkle Jedi mind tricks that every Jedi
useswithout a twinge of guilt,” she argued. “You're just better at it
than mast.If I'd wanted to become a singer of ballads, I'd be travel-
ing with Tionne. You want towin the war against th—: Yuuzhan
Viong. That's why we're here, Show me,”

The ledi Masterlet aut a profound sigh. He grimaced as if steel-
ing himself for an unpleazant task, then dropped to one knee,
“Watch, leel, and follow,” he instructed. and then he reached out to
one of the prisoners. _

talna felf the older ledi's power reach into the man'smind. Kyp
furmed the image of a morning-misted sun; barely visible above the

forest horizons of Galllnore—about the time, Jaina recalled, that

they had landed. With smooth, cool strokes, Kyp swept away the
memaery from that mament to this. He eased away, like a thief
creeping from a plundered home,

Slowly Kyp broke the contact with the fallen guard and lifted
hls eyes to hers, His face was still pale from the chilling tumble,
andthe deep chadows benezath his eyes made them loak vividly
green. The power in them, though fading, was bolh eerie and
compelling. *Now you®™

Jaina nodded and reached out to another guard, Butinstead of
envisioning the morning sun, she focused upon animage of a
chranometer. Slowly she forced it into backward motion, stripping
away moments from a man's |ife,

When the task was done, she looked to the Jedl Master. He stud-
led her for a moment, his expression unreadable. "You have a knack
forthis," he said at last. "Good control. Very precise; You take that
one, |'llde the other. Let’s get this over with.”

In moments they were back on thelr way to Sinsor Khal's lab.
laina placed her hand on the palm reader, and the door slid open. &
small, thin man glanced up from his work. At first glance there was
nothing particularly unusual about him. His sandy hair was neatly
graomed, and his beard short and trimmed. He wore a red lab coat
marked with a few dark spots.

“Professor Khal?” laina inquired.

“fam he.And you'd be Ta'a Chume's young profége,” he said
easlly. “Welcome.”

He came forward, ene hand extended in greeting, At clase
range she noted the falnt, coppery scent emanated from the red
garments and realized that the color
was chosen for practicality, or perhaps
camouflage. This was a man wha dealt
in bicod, and his red lab coat served
the same purpose in this venue that
the green flight sults did above.

Jaina took Sinsor Khal's hand, noting

-as she did that the scientist was not much taller than she. She

could look him directly In face'without tipping back her head—

an unusual experience for the small young weman.

The scientist did not return her scrutiny. In fact, his eyes never
settled on her ar the two men behind her. Ohviously he was
aware of them, but he seemed strangely detached. Most people
would have commented on their wet clothes, their disheveled
dppearance. Curious, 1aina reached out through the Farce, There
was little to read, Sinsor Khal was strangely closed to her. The

i



only perception she could pick up was a neutral curiosity, devoid
of almost any emotional flavoring and lar different Tram any
human respnnse she'd encountared befare. They were not per-
sons but ... specimens, perhaps?

She quickly wilhdrew her hand and gestured toward the tall
Hapan.“This man has the implant.”

“lust put him over there,” he said, gesturing,

“There"was a long table, bordered with a small gutter and
slanted downward slightly toward a pair of drains.

Kyp turned a dubiously stare toward Jalna, “It']] be fine,” she
asserted.

The prisoner didn' share her optimism. The struggle to get
him onto the table ended abruptly when Sinsor Khal placed a
small blaster-shaped weapon against the man's shoulder and
pressed the trigger. The Hapan slumped over the tabls,

“Mow then,” the scientist announced. “All set for a quick vivi-
section and a general tune-up. A figure of speach,” he added
cheerfully, as if he perceived the stormcloud frown gathering on
Kyp's face.

laina and Kyp waorked togather ta shift the hig man onto the
table. As she straightened, hands to the small of her aching
back, Jaina felt a flash of mental power, a force of mind weird|y
similar to that of a ledi. She whirled toward it and stared directly
into Sinsor Khal's face. The scientist was looking at her really
loaking, with an intensity that suggested he saw things most
people could never tathom.

“I know you," he cbserved.

laina shook her head. "From what Ta'a Chume said. you wers
already a guest of Gallinote's government when | was learning to
walk. ['ve never been te Gallinore before.

An odd smile slipped onto sinsor Khal's face. He held his hand
out, palm up. & small, sharp tool rose from the tray and settlad
down inte his grasp with practiced ease. Jaina’s jaw fell, but the
sclentlst hardly seemed to notice his own'feat.

“I'didn't say we'd met,” the failed Jedi specified.”| said | Know you."

Kyp started forward. Jaina placed one hand his arm, “We've
got to get back,” she said softly. “We still have some wark to da
to make sure there's no record of our passing.”

After a moment, Kyp nodded agreement, They [eft their pris-
onerinsinsor Khal's dubious care and retraced thelr steps
through the corridors, seeking out all those they'd encountered.
The older ledi insisted on doing most of Lhe work. Jaing was
cantent to et him do as he willed. She'd stretched her Force
powers to new |evels today, and the scientist’s words echoed
through her thoughts like mocking laughter. She could not
ignore them, could not deny them—not considering the task
still before her,

Finally Kyp returned to the ship, leaving Jalna to deal with Low-
bacca. As she entered the research center, all the chill and pain of
the tunnels seemed to come back to her, centering in a cold lump
In the pit of her stomach.

Lowbacca was still seated at the terminal, his furry face
engrossed. The dark-haired tech had grown bored of her assign-
ment and sat wearlly at another workstation. A faint smile
touched laina’s lips. The Wookiee loved computers. He probably

THE PRISONER

Hapan Kickboxer: Male Human, 5ol 10; Init +7 (Dex,
Improved Initiative); Def 18 (+5 class, +3 Dex); Spd 1om;
VP/WP Boig; Atk a9 melee (1d6+3, crit 20, punch)
or +13/4+8 ranged; 5V Fort +9, Ref +6, Will +2; SZ M; FP 2;
DSP 3; Rep 3; 5tr 17, Dex 16, Con 14, Int 10, Wis 8, Cha 7.
Challenge Code: D.

Equipment: Prisener's clothes.

Skills: Bluff +4, Diplomacy +o, Disguise +o, Escape Artist
+0. Intimidate +13, lJump +7, Read/Write Basic, Speak
Basic, Spol +5, Tumble +5.

Feats: Ambidexterity, Armor Proficiency {light, mediem,
heavy), Dodge, iImproved Initiative, Improved Two-
Weapan Fighting, Martial Artist, Mobility, Spring Attack,
Two-Weapon Fighling, Weapon Focus (punch), Weapon
tiroup Praficiency (hlaster pistols, blaster ritles, heavy

weapons, simple weapons, vibroweapons).

had scant perceptien of the hours that had passed since his
arrival Ina way that made her task easier.

laina came up behind him and leaned down, resting her chin
an his shoulder. Her eyes drifted shut, and she drew in a long,
steadying breath. The familiar, musty scent of Wookiee fur filled
hier senses, She reached out through the Force and for a moment
savored the solid, loyal presence that was Lowhacca. The only
friend who truly trusted her, the only Jedi who looked at her and
saw the laina she once had been.

she stealthily slipped him a holocube. The Wooklee quickly
transferred the needed information and returned it to her. When
he slipped it inte her hand, she caught his big paw and clung to
it for a moment. He tipped his head to one side and slanted a
curious look back up at her His nase wrinkled at the scent of
coolant that clung Lo her nearly-dry flight suit.

“‘Lang story," she said softly "I need you to get into the security
records. | was never there, Make that happen.”

The Wookiee nodded and erased her footsteps with a few deft
maovements When a caticfiad grunt annsunced his success, Jaina
reached out through the link between them and brought to
mind animage of a Wooklee sun dial. Slowly. Inexorably, she
forced the shadows to deepen,

A few moments later, Jaina stralghtened up and turned toward
the tech. Puzzlement and then concern swept the woman's thin
face. Suddenly Jaina was aware of the damp tracks of tears on
her cheeks, She wiped them dway, as she'd
wiped the past few hours from Lowbacca's
memory. 5 ‘%\

"The Apprentice” takes place ?urr'n_r; the events
of Elaine Curiningham’s Star Wars: The New:
Jedi Order—Dark Journey available in
Fehruary 2002,
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Weltorme Lo Vinpnal, frcorring vessels rmust
first descend fo an attitude af no more than
5o meters ot least 20 kilormeters from the
archipelago. At this point ships may
approach from the north or south vectors.
Do nat exceed the so-meter altitude limit, If
you travel above 5o meters. the local aristoc-
racy may exercise its right to secure airspace.
Lrjey your stay on Vaynal, and clear skies.
=Vaynal Spaceport
autemated Message to Spacers

The rich and privileged view vaynal as a
pleasure planet, but to ma ny others it's just
another smuggler haven governed by vice,
greed, and prafit. Mear the end of the Per-
lemian Trade Route, somewhere between
the Corporate Sector and the Tion Cluster,
sits an unassuming water-world know for a
medest aquaculture industry. Most com
miercial vessels visiting Vaynai land directly
an the behemaoth hanester-processor ships
to take on cargoes of preserved foodstuffs.
some divert thelr course to Vaynai space-
port for more risky yet potentially more
profitable purposes.

The Vaynal archipelago fermed mllllens
of years age along an ancient subduction
Tone, Agonetectonic platesiid underthe

B0  VOLUME 2 NUMBER 2

obher, mollen rock boiled up through
immense valcanoes that broke the ocean's
surface. After the volcanoes became dor
mant, waves and storms slowly eroded the
cinder cones, leaving behind towering plugs
of igneous rack—the basis for the Vaynai
archipelago. Explorers first settled the preen
surfaces of these masas rising from the
shallow ocean. When the aquaculture
Industry started, the corporate barons ban-
ished the general populace to caves within
the islands and platfarms extending fram
the shores, preserving the lush topslde land
for their own estates.

Today the surface belengs to various aris-
tocrats—crimelords, corrupt politicians,
reclusive nables, and shady entrepreneurs—
while visitors, merchants, and unscrupulous
individisals haunt the caves ar construct
towers rising from the shallow surf. The
Lopsicle dwellers value their privacy and
enfarce arbitrary [3ws to pratect it Mun-
dane citizens avold trespassing unless they
accept the rare invitation to visit. Buildings,
exhaust, starships, and vehicles may not rise
above the islands’ surfaces lest they pollute
the pristine view. The average citizen lives in
cave quarters camedfrmn'them:khelmg
Themost fashlonableaddresses belong ta™

BY PETER SCHWEIGHOFER
ILLUSTRATED BY RAMON PERLZ J

those wealthy encugh to build towers
attached to the islands, ar those living in
the cliffs. The farther underground one

goes, Lhe worse Lhe neighborhood,

spaceport requlations
and procedures
Vaynai spaceport’s regulating body consiste
of 8 consortium of island owners {usually
represented by loyal aldes or stewards who
averses estates in their absence). They occa-
sionally set standards for law throughout
the archipelago, fix tarlffs, and resolve con-
flicts to ensure the general well-being of all
topside aristocrats. Each island's security
farce consists of hired thugs or comimis-
sioned citizens in the pay of that particular
topside aristocrat. Working from centralized
facilities in the caverns, these militias patrol
the streets, platforms, and corriders, resolve
disputes, levy fines, conduct customs inspec-
tians, and collect tariffs Interpretation and
enforcement of law varies among individual
islands based on the temperament of their
owners and the corrupt nature of their com-
missioned security forces.

Space is a premium on the Vaynai islands,
leaving little rdon forprisons. Mast crimes:
have immediate’penalties: seizureof assets,




fines, or exlle to one of the planet’s less hos-
pitable regions. Some aristocrats commute
sentences of execution and exile {and
selzure of assets when little exists to seize)
by indenturing offenders to servitude with
the Corporate Sector, essentially selling
them into slavery.

sample Class One Infractions

= \inlating topside airspace on any lsland

= Trespassing topside,

» Conspiracy against topside aristocrats.

= Causing the death of an aristocrat or her
duly appointed representative (including
security forces),

» Piracy (defined as any aggressive action
against another vessel).

Panalty: Execution, exile to the Distant
Peaks or the Boiling Sea, seizure of assets,

Sample Class Two Infractions

= Murder or manslaughter.

» [Inability or refusal to pay debts or fees.
= Theft from a topside aristocrat.

= Shipjacking.

Penalty: Fingof Up to 15,000 crédits, or
seizure of assets.

Welcome to Vaynai-—MNow Go Home Zj

vaynai: planetary data
faynai sits near the end of the Perlemian

n:nnsistinp of 2g stands:
rs, Ternperature h a comfortable
t i nd dip to
1" at night. 1 llpuiate most
of the hum
much of Yaynai, the archipelagy
anly hght squalls in the late atternoon
and eveni
port at Vaynai archipelago

¢ permanent settlement.

|r|hd|’.‘| ants
Hl"t-lbll-" I

vents |'IE.-JT :md ~..r.Jt.|
the Boiling Sea,

thraugh the water trans A
mild acid; even the steam can begin dis

2 Lhe bl ol a Toaling harvester

Sample Class Three Infractions

= Theft, robbery, ar burglan.

= Assault or reckless endangerment.

» Ajding or abetting a convict.

» Operating without proper datawork
(licenses, identification).

Penalty: Fine of 100-5,000 credits, or
seizure of assets.

violating topside airspace
Topside aristocrats value their privacy, Laws
against violating topside airspace largaly
affect spacers unaware that inconsiderate
flight plans might get their vessel blown
fram thecky.

Incoming ships must first deseend to the
planet’s surface far from sight 'of the archl-

[lying starship. & small amount of
a inflicts 1dg
points of dam ntact. Submerged
individuals ! 3
ustain 1odg points of damage ini
'tl-:||-.I then idg points of damage per
raund. hose inhaling the aridic s

|ose another 1dg points of Constitution,

of the Dis-
wt of the

e sho

ung, the mountains offer
eep sk
5. flocks uf

round or s
pummeled
ful save reduces darmugn: by

Wind and sLorm rmake approach by

execution.

pelago—at least 20 kilometers out. Only
when they've reached an altitude no mere
than 5o meters should they approach the
spaceport. Inbound ships fly from the north
and south, while outbound craft fly east or
west before blasting away from the planet's
surface. Any craft flying over 5o meters near
the archipelago is a fair target for the topside
gynnery defenses. Too many spacers ignore
the Méssape to Spacers (METOSF) broadcast
continuously over major commchannels—
fop side delenses yuickly blast them from the
sky, |#aving greedy scavengers tosalvage the
wreckage from the shallow ocean floor.

landing facilities 1

Waynai offers a variety of landing facilities to

visiting spacers. Some large caves carved out
Ao
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of the cliffs serve as docking bays, but most
ships land on platforms built atop sturdy
towers rising from the shore, or on repul-
sorlift-assisted landing grids floating Just
ahowe tha water. Most offer comparable
services, though only the cavernous docking
bays have adequate facilitles for major
repairs. Lack of centralized flight traffic
cantrol daesn't create the chaos one might
expect. iIncoming ships maneuver through
the light traffic until they find a vacant land-
ing site and set down. Frequent visitors keep
several preferred facilities in mind, moving
on to the next If the first is occupied.
Facilities offer the standard array of serv-
ices. Except for the cave docking bays, all
landing areas are open to the sky, with
access limited not by walls bul by bridues or
piers connecting the platforms to the island.
This doesn't prevent others using speeders
or skimrmers from maneuvering right up to
the platform—sometimes an advantage
when conducting business with locals. Some
businesses consist salely of repulsorlIft vehl-
cles that hover near platforms with new
artivals. Although facility owners forbid
commerce In'similar services {fuel, resupply;
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repair), these mobile entrepreneurs offer hot
meals, unique trade items, souvenirs, and
transpart to other islands,

Facllity owners collect fees related to
their services, while visiting custome patrals
accept tariffs for passengers and cargoes.
Drawn from the aristocrat-sponsared mili-
tia, the customs Inspectars care more for
collecting the straight 10% of a cargo’s
value than enforcing galactic standard
safety codes and trade regulations. Permits
and licenses don't matter as long as visilors
pay the cargn taxes and cause no trouble.
The topside aristocrats know that open
commerce lines their pockets with tax rey-
enue and stimulates the local econarmy.

leland districte

Each island contains several districts, each
characteristic of its locatlon on the Island.
The aristocrats and their minions inhabit
the topside estates. Upscale businesses,
homes, and docking platforms bristle from
the island’s perimeter or look out from the
liff faces, Lowwer-class establishments and
warrens of personal dwellings haneycomb
each island’s interior. y

topside estates
Vaynai's privileged topside residents include
bored aristocrats from other systems, former
senatars, high-ranking military personnel,
influential peoliticians, and suceessful entre-
premeurs Trom bolh Lhe legitimate business
wistld and the shadowy realm of the crimi-
nal elite. Some use their estates year-round
as residences and business headguarters.
Others keep their Vaynai property as
another luxury retreat, a repository for a
small portion of thelr wealth or business
capital they might visit only once a year.
Individual topsiders own each island,
making their homes on the flat, green sur-
faces above the unsightly towers, tunnels,
and industries. Most maintain the natural
beauty, cultivating gardens, trimming
greens, and even allowing the indigenous
jungle vegetation to sprawl over certain
areas. These villas cater to their personal
tastes, with architecture ranging from pleas
ingly organic to fantastically eccentric, Care-
ful landscaping conceals essential facilities
such as gunnery platforms, com-scan instal-
laticns, landing pads, and guard stations.
Mast tapside estates share several fea-
tures. Villas contain the swner's main resi-
dence, offices, and other comforts, though
some construct compart pavilions around
the island catering to their interests (hunt-
ing lodges, spas. painting shelters,
amphitheaters). Lakes provide reservoirs for
collecting rainwater ar holding distilled
water pumped up from desalinization
plants below, Lifttube pavilions allow the
topsider’s minlons access to the island's
lower regions to enforce laws and collect
tariffs. Low platforms or marked fields pro-
vide areas for vessels to land, though some
canstruct elaborate underground hangars.
Gunnery emplacements face outward along

o theisland's perimeten protecting airspace

and shaating down vinlators Some peer olt



from caves in the upper cliffs, though others
are mounted on the surface and screenecd
behind lush vegetation. Other defenses
include frequent patrols with guard-beasts
and carefully concealed detection sensors,

Wenpon: Cave-mounted guad laser cannons;
Fire Are: Front: Attack Bonus: 46 (+2 craw,
1.4 fire control); Damage: 6dhoxz; Range
Modifiers: PB/S +o, M=z, Ln/a.

Weapon: Surface-mounted turbolaser plat-
form; Fire Arc: Turret; Attack Bonus: +6 (+2
crew, +4 fire control); Damage: sdiox;
Range Modifiers: PB/S +o, M —2,L nfa.

promenade and towers

The next most fashionable district on the
Yaynal islands follows the shareline—the
towers, docks, promenade, and cliffside
businesses. Although these structures have
access to open sky, they don't have the
sheer epace of topside estates.

Towers rise from the surf, providing lux-
ury homes for upper-class citizens, space for
large businesses and industry, and docking
platforms for slarships. Bridges allow access
tothe Island caves and promenade. Thair
isolation provides a degree of privacy and
security. Many corporate towers provide
work, storage, and living spaces, forming a
semi-independent community, Towers can-
not exceed a certain helght lest they violate
the privacy of tapside owners,

Each island also has a broad baleony
avenue clrcling the perimeter. This prome-
nade forms a commercial hub that show-
cases the most upscale businesses. Visitors
disembark from their ships on platforms or
cavas and—avoiding the dark and unsa-
vory caverns—wander the open-air prome-
nade seeking quality goods and services,
Restaurants, casines, shops, hotels, and
other fine establishiments catering o spac-
ers line the pramenade's cliffe. The balcony
side offers a view out over the sea, as well
a3 access Lo bridges leading to other
islands, docking platforms, and raised
walloways to the towers.

Other dwellings and establishments Jut
trom the cliffside. Generally, they are
reached through interior caverns, exterior
bays. or stairways and lIfttubes from the
promenade. Theseinclude lesser homes for
citizens who can pay for a view outside,

streysal island

Pullic Halls
1 apartments
Fulilic D

Towe s
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docking and repair bays, and Industries
bullt directly on the shoreline. Those with
access from the caverns employ basic safe-
guards to keep out the unsavory denizens
of that district.

caverns
The caves that honeycomb each island form
the most disreputable neighborhoods. They
shelter shadowy businesses, colonies of
hameless refugees, gangs that prey onthe
weak, and industries that abuse their work-
ers and pay only o Tevw scraps of food each
day, Anyane with wealth whao lives or works
in this district pays for solid defenses to
ward off unwanted riff-raff. Visitors wander
into the caverns only to conduct trade at
establishments that offer goods they can-
not find elsewhere In the archipelago.
Cavern denlzens provide their own illumi-
nation in the form of glow reds or iridescent
fungus that grows in some dank caves, Pas-
sages and chambers owned by individuals
and campanies with wealth supply lighting,
but only enaugh for essential operations.
Those in power provide energy, water, and
other services as needed for their busi-

FIL'VYE TRANSPORT [0WER

g Flathanny s———
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ness—others ekeout a living =ating vermin
and drinking natural water dripplng
through the rock. '

The inner-most caves have Lhe worst rep-
utatian and conditions: warrens of refuges
caverns, garbage pits, gang hideouts, and
incustrial faciliLlies. As one heads closer to
the pramenade, the caverns become same-
what more habitable: corridors of simple
dwellings, shady establishments, storage
areas, and warker dormitories. Companies
with facilities in towers or the pramenade
often purchase sectlons of the caverns,
maintaining and protecting them for work-
ers and suppert personnel.

streysel island

St‘lr_c'_fsn:l typifies the numercous islands in the

Vaynaitarchipelagn. an eccentric art collec-

tor, Gallo Memm, owns the island and main-

tains a modest estate topside. He spends

mucttaf his time journeying thraughaout the

gala:}y an his luxury yacht, seeking new

pleces for his personal collection. His Duros.

steward Havaal oversses the security force

af hired thugs that patrolsthe |sland,

enforces basic law, and collects taxes from, .
- i RE
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the
vaynai archipelago
locals and visitors. Although Memm seems
like a harmiess art aficionado, many whisper
that he has connections among the galaxy's
mast powerful politicians and crimelords.
mmmﬁmﬂm%n
thanks to Memm's policy of leaving island
businesses alone to profit from offworld
visitors (profits he in turn taxes). Thesipro-
vide 3 wide range of goods and services
catering to spacess, and Lake advanlage of
native re<aurces and local stmosphere.

uncle nyyv's floating eateny

Ships arriving at any of Streysel’s docking
facilities first reccive a visit from Unde
Nyyv's Floating Eatery—oiten before as-
toms officials show up to collect cargo tar-
5. This Sullustan and his twe assistants
now starship Crews Nave hearty spperites
for real food sfter eating the cubcizncee
their ship's sutochef extrudes. Nyyv caters
10 Such tastes by bringing his restaurant
directly 1o customers.

A few minutes after a siarship docks, =
stripped-down transport barge ambiss op
0 the platfiorm edge, anchors itseif with
tractor beams, and extends a gangplandk,
The eatery’s Singie e (ONT4NS 2N oeen-
3ir seating Jrea shaded by brood Blus sl
with & small peiol fouse forward and an
encioisd otrhen aft

Few hungry spacers can reslst the tempt.
ing aromas that waft from the barge's
greasy kitchen. Nyyv seives everyLhing from
snacks to full dinners, drawing on easy-to-
prepare galactic cuisine and local dishes.
The menu ranges from Sullustan magwip,
Endian rygg-noadies, and [thorian foambah
to batter fried glaav, dried scaweed salad,
and broiled cliff-snail. For safety concerns he
serves no intoxicating beverages. so MNyyv
offers drinks froe with any paid meal. Many
captains celebrate their arrival by taking
advantage of Uncle Nyyv's “Crew Special®—
a full meal in which each diner receives
doubie portions plus dessert.

MNyyv's estery isn't simply 3 tasty place to
satisfy one's hunger for food—the affable
Sullustan and his 5sistants 2O wrve up 3
good sampling of local news to any friendly
spacers willing to chat. They recommeera)
the best estabichments 3long the prome.
nade catering to various needs. They coliect
ers wecwsic, ther rarpnes, and business in
port. Nyyv even keeps track of poitical
events on Vaynai and this particular comer
of the Oester B

Betweoon meals, Myyy pilots the catery
erourd Streysel's perimetey, keeping an eye
open for Incoming ships of Rurgry (pacent
hailing him from docking platforms. The
Sufiustar imows the vessel of his favored
customarns 3nd gives them priority over the
larger ships he would usually serve fint

Uncle Nyyv: Male Suliustan Exp 3 Init +3;
Defenss 12 {+1 Dex, =1 class); Spd o m;
VPIWP. —/g; Atk +1 meiee (1lg-1, veg-
stzable knife) or 43 ranged; $Q Darkvision,
SW Fort 0, Ref «2, Will +4: 5Z M FP 1 DSP
o: Rep 2:St7 8. Dex 12, Con §, Int 12, Wis 13,

firvye transport

Onoran Fil'vye owns one of the large towers
rising from Streysel’s shorellne, one with
two trios of docking platforms protruding
from it at varying heights. The wealthy
Bothan shipping magnate operates various
commerce enterprises from Vaynai. His
transport corporation's contracted freighter
pilots specialize in rapidly shipping sensitive
cargoes and passengers throughout the
Quter Rim. Fil'vye supplies many businesses
on the planet with rare goods essential to
their operation. He sponsors smuggling
ventures between the Tion Cluster, Corpo-
runs to other regions to take advantage of
new business vpporLunities. Fillvye covertly
funde weueral wacret facilimes 1o farmant
slick—a slimy seaweed oil with medicinal
pruper Ley—and has cormered the planstany
market for exporting it {see Doctor
Cuzerre’s Clinic below).

During the day entreprensurs (rowed the
broad bridge linking il vye's tower to the
promenade The wallway leads to a central
vaulted chamber 3 vast public space whers
the Bothan's trace representaties, expe-
diters, piots, and sccountants comduct trade
with iocal businesses seeiung goods,
freghter captairs booking orgo, and spac-
€1 interested in working for the operation.
A contingent of hurty CLTOMMNG rontmis
acoess to all other areas within the tower,
inchading all six docking platforme. base-
ment SInEPTnOMmS. armary. offices, and quar-
ters for guands, peots, and business.
personmct. AL nighl a heavy blast door low-
#rc o cral off the tonwer’s mam chamber
froen the access bridge.

Fil'vye's private office sits at the top. with
transparstes] wails 3ffording 3 stunning

' Chag pancramic view of the other towers rising
Usicie Nvvv's Fuoaming Exreey Equipment: Greasy apron. serving ladie. hot  from Streysels shoreline. He rarely wanders
Craft: Modified Ubrickian Transport Bargs-  spatula, down to the main chamber, relying on hic
Class: Cround [Speeder); Costi 150,000 Skills: Appraise +4, Climb +1, Computer Use  associates to brief him on business deal-
(new), Bo,o0o (used); Stees Colossal (25 mf ings. Occasionally Fil'vye invites potential
Crews: Normal +2 [1 pliot). Passengers: 20: pilots and customers to his office for 3 per-
Cargo Capacity: 1,000 metric tons; Speed: 35 sonal interview, especially if they might
bmuudmw*whp prove part of a particularly profitable opera-
Polnts: 6o; Dit: 5. chamber armed.
Weapoms: Tractor beam projecion: Fire Arc:  Feots: Skill Emphasis (Profession: chef), Pilats working for Fl'vye indenture them.
~ Turret; Attack: +0 (-8 size, +2 crew, +6 ' selves to his service in retumn for a vesse!,

miimaedbelpimiletr - babdiara = -
m -
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runs, flying passengers and legitimate car-
goes to easy ports with few hazards. Once
they prave themselves, pilots receive more
challenging assignments—smuggling con-
traband into heavily patrolled regions,
catering to problem passengers, and con-
ducting dellcate business transactions far
from Fil'vye's supervision. When their terms
run out, these spacers rarely have more
thanwhen they started. Some savvy pilots
manage to save enough ta purchase the
weary starships Fil"vye first granted them as
company property.

Most of Fil'vye's docking platforms remain
cleared for incoming contract pilots. He usu-
ally has one light freighter undergaing
repairs or awaiting a new captain. The
Bothan doesn't sell starships, but he gladly
grants them to crews willing to indenture
themselves to his service. One docking pad
rermains reserved for Fil'vye's six escort fight-

ers. armed gigs “liberated” from Corporate
Sector forces, These vessels escort freighters
with particularly valuable cargo to and from
orbit, protecting them from pirates and
other hostile forces in the Vaynai system,

Fi'vya maintains good relations with
Gallo Memm, allowing his customs agents
te inspect incoming ships and examine car
goes in his main warchouse, Although Lhe
tower containg small storage areas for car-
goes in transit, the Bothan maintains twa
large warchouses on Skreysel, His personnel
access the main warehouse cavern over
another bridge from the tower to the cliffs.
A blasl door similar to the one on the tower
protects the entrance. The cave within con-
tains stockpiled cargoes as well as a few
load lifters and cargo skiffs. Klatooinians
regularly patrol the area to ruthlessly evict
anyone sneaking inside er burrowing up
from the caverns below.

Fil'vya keeps his maost preciaus and ille-
gal goods in another warehouse cavern, a
smaller one few know exists (including
pemm). The entrance [urks in the tower's
shadeow close to the waterline. A helo-
graphic projeclion of the rock face masks
the wide cave mouth. The Klatooinians
access this storchouse using repulsorlift

Oneren Fil'vye: Male Bothan Nbl g; Init —1 (Dex); Def 15 (-1 Dex, +6 class); Spd 10 mi;
VPIWP: 32/10! Atk +6/+1 melee (1dz, punch) or +5/+0 ranged (3d4, hold-out blastar); S0
Bonus class skill (Gather Information), eall in a faver (3), Inspire confidence +2, com-
mand +4; 5V Fort +3, Ref +5, Will +8; 52 M; FP 1; DSP 3; Rep g; 5tr 11, Dex 8, Con 10, Int 14,

Wis 14, Cha 15.

Equipment: Hold-out blaster, fine tunic, comlink, datapad, 1,200 credits.

Skills: Appraise +10, Bluff +9, Computer Use +g, Diplomacy +11, Disguise +4., Forgery +5,
Gather Information +11, Intimidate +10, Knowladge (hureaucracy) +11, Knowledge
{organized crime) -+12, Knowledge (spacer lore) 110, Profession (merchant} +11,
Read/Write Basic, Read/Write Bothan, Search +4, 5ense Motive +1z, Speak Basic, Speak

Bothan, Speak Huttase, Speak Ryl.

Feats: Lighthing Reflexes, Persuasive, Quick Draw, Sharp-Eyed, Weapon Group Proficiency

{blaster pistols, simple weapons).

Fit'vye TRANSPORT PATROL ESCORT
Craft: TIS Zeta 19; Class: Starfighter; Cost:
45,000 [newl, 4,500 {used); Slze: Tiny (15 m
long): Crew: 2 (Skilled +4); Passangers: 2;
Cargo Capacity: 200 kg; Consumables: 1 day;
Hyperdrive: None: Maximum Speed: Attack;
Dafansa: 22 (+2 size, +10 armor); Shield
Points: None; Hull Foints: 80; DR: 5.
Weapon: Laser cannons (2 fire-linked); Fire
Arc: Turret; Attack Bonus: +8 (+2 size, +4
crew, +2 fire control); Damage: sdioxz;
Range Modifiers: B +0,5-2, M/Ln/a,

Fil'vye Transport Guard: Male Klatooinlan
Thg 3; Inlt +2 (Dex); Daf 16 (+4 armor, 42
Dex); Spd 16 m; VPIWP: —/1z; Atk +5 melee
(zdd8+2, force pike) or +5 ranged (3d8, heavy
blastél pistol); SV Fort +4, Ref +3, Will +2; 52
M; FP 0; DSP 0; Rep 1; Str14, Dex 15, Con Ak
Intg,Wis8,Chag. =
Equ%ment* Biast vest and ﬁaTrPuﬁ}maw
blaster pistol, force pilu 2 credits. . '

Skiffs: Intimidate +1, Speak Bailr. spaala e

Huttese, Spot +o.

Feats; Atmor Proficiency [H'gh't},Wﬂ;ghh il

Group Fmﬂclenty {vi hmweamus}
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vaynai archipelago

vehicles, as no passageways or bridges
connect it to the rest of the island or the
towver, Here Fil'vye hoards valuables more
suitable for generating quick. emergency
capital than goods destined for tradiné.
His people shuttle cargoes between ane of

doctor quzerre's |
clinic

1. Waiting Roam

2, Exam Room

3, To Lower Level

4. Surgery 8. T Slick

5, Long-Term Processing
Care Area
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the lower docking platforms and the
secret warehouse only at night to mini-

mize the chance that someone might dis-
cover the cave,

Adventure Seed: Caught in the Middle

A mysterious patron hires the characters to
find Fil'vye's most secure tower storeroom
or warehouse cavern and plant incriminat-
ing evidence against him; six large crates of
choice ryll worth more than one million
credits. The patron, a rival crimelord, plans
to pay Fil'vye a friendly visit and expose his
“treachery,” reason enough to starl a fewd
hetwean their twn arganizations and rouse
Memm’s anger. The characters might carry

ge. These ahility po

not rest.

s through

s jars and canisbers, Lhough

il

out this deceitful plot, make off with the
spice themselves, ar inform Fil'vye of this
scheme. If they don't act cautiously, they
might earn the venpeful rage of one of
these crimelords,

doctor quzenre’s clinic

Ceep within the caverns—and behind an
armared door—a grizzled ald Twi'lek doctar
attends to Streysel's sick and injured. His
dlinic features a wailing area, examination
roam, surgerical theater, small dormitory for
recovering paticnts, and a disorderly niche
that serves as his office, Chambers carved
trom the rock beneath the clinic house a
supply roam where Guzerre keeps his
medicinal stores, and a meager apartment
with a view outside.

The doctor receives all unarmed visitars. A
security scanner embedded n the armored
daer monitors the corridor outside, alerting
Guzerre of potential patients via computer
Linits in his office niche and apartment. He
requires visitors to depasit any weapons ina
reinforced lock-vault outside the door, and
monitars them an the security scanner to
make sure they comply. The doctor explains
that they may collect their weapons when
they leave, as he controls access to the lock-
vault from his computer. The security scan-
ner gives Gueerre a +10 bonus to his Search
skill when screening his clients for weapons.

Guzerre employs standard methods as
well as lesser-known medical treatments,

Doctor Guzerre: Male Twi'lek Exp s; Init +1
{Drex); Def 1z (+1 Dex, +1 class); Spd 10 m;
VPAWE —/8; Atk +2 melee (1d4-1,scalpel) or
+4 ranged (3d4, hald-out blaster); SO Low-
light vislon; ¥ Fort 1, Ref +2, Will +4: 52 M;
FP1; DSP 3; Rep 3;5tr 9, Dex 12, Con §, Int 14,
Wis 10, Cha 12, Challenge Code: A.
Equipment: Hold-out blaster, datapad, med-
pac, surgical tocls, soo credits,

Skills; Bluff +6, Computer Use +8, Disable
Device +7, Forgery 46, Gather Informa-
tion +5, Intimidate +5, Knowledge
(medicine} +8, Move Silently +4, Profes-
slon (doctor) +6, Read /Write Basic,
Read/Write Ryl, Sense Motive +3, Speak
Basic, Speak Bothan, Speak Huttese,
Speak Lekku, Speak Byl, Survival +2,
Treat Injury +8.

Feats: Persuasive, Weapon Group Proficlency
(Bblaster pistols, simple weapons).



Including those using
iyl from his native
Ryloth and slick fer-
mented from local
seaweed (see sidebar).
He maintains one of
the few bacta tanks
on the ikland available
to common residents.
He always has plenty
of bacta, thanks to a
quiet amangement
with HI'vye Iransport
The Bothan merchant
often sends his Kla-
toninian guards to the
dinic, though they
often leave carrying
mysterious glass can-
isters bound for their
master's warehouse.

The doctor treats
patients with no
questions asked, as
long as they pay his
fees. Guzerre charges
g0 credits for first aid, 100 per day of long-
tarm care, 75 to treat poison, so to treat
disease, and 1zo per hour in the bacta tank
(for details of treatment, see Chapter 4 af
the care rulebaok), If the doctor deems it
necessary, he can employ ryll or slick Lo
effect a mare complete cure—doubling all
costs of treatment.

Those who defaull on their payments qui-
etly disappear amid the doctor's claims that
they refused his treatment and walked out
of the clinic. Many disappear into the caves
below, where Gurerre operates a still for pro-
cessing and fermenting Vaynai seaweed into
slick. Here he keeps debtors chalned to
machinery night and day, crushing seaweed,
feeding it into a still, and monitoring the fer-
mentation process. A passa e leads to 3 cave
near the waterline, where 3 contact st
Oxean Harvesters frequentty dumps sea-
wesd cleaned from seagoing vessels dociang
for overhaul and resupply

Guzerre owes much of his operation—his
clinic equipment, <lick procecsing facility,
and his seaweed supply—to Al'vye’s gener
ous indenture tenms. ln relum for his prac-
tice, the dortor supplies the Bothan with a
steady source of slick for export to morc
profitable markets,

harvester malntenance station
Ocean Harvesters runs one of the largest
aguacullure induslries on Vaynal. Although
a different island hosts the corporate
offices, the company relies on many floating
docks to maintain, resupply, and repalr the
massive harvester plants that ply the seas,

The Streysel facility typifies these installa-
tions. A long dock runs from a cave near the
shoreline to a wide platform that provides a
staging area for operations. Subsidiary plat-
forms contain station offices and storage
sheds for maintenance equipment, supplies,
and fuel. Pilings firmly anchored in the rodk
below provide stability against tides for the
docks and for arriving harvesters.

Incoming ships tie up at the platfoom and
lower gangways 10 allow laharers 3shore
and maintenance personnel aboard. Techni
cians recharge power sources, replace
de<alinization filters, repair damaged
machinery, clean seaweed and other debris
from shuices, and restock preservation
chemicals, packing material, and manufac-
tured consumables for the arew.

The harvesters themseives operate self-
sutticiently at sea—they dock for mainte-
nance only once every two months.
Onboard desalinization units purify drink-

ing water, and autogalleys prepare meals
from a portion of the food gathered. Har-
vesters locate fish using aquatic sensors,
mowve over vast schools with their repulsor-
lift engines, then use tractor beam technal-
ogy to draw clouds af fish fram the water
and into the packaging plant. Statlons on
the harvester's side allow for capturing and
processing larger sea creatures. Vast refrig-
eration bays store food until freighters land
on the harvester's docking platform Lo lake
product to market in systems< along the Per-
lemian Trade Route and Hydian Way.

Ocean Harvesters' floaling plants range
far over Vaynai's abundant oceans gather-

Hamvesten PranT
Craft: SoroSuub AQz Aqua-Harvester Fac-
tory; Class: Ground (Speeder); Cost: 2 million
{(ngw}. 1 million (used): Size: Colossal {(no m}):
Crew: Mormal +2 (E operators, 2 engineers, 4
gunners); Passengers: 150; Cargo Capacity:
18,000 metric tons: Spesd: 35 m (max.
speed00 km/h); Altitude: up to 30 meters;
Defense: 6 {8 size, +4 armor); Hull Points:
200; DR:12. j
Waapon: Defente blasters (3); Fire Are: Tur-
ret; Attack Bonus: =z (-8 size, +2 crew, +3
ﬁemnh:ﬂ};w:ds;hnp-.:lsm.
iy

STAR WARS GAMER UER



{lr'il .

aynal archipelago
ing and processing marine life for food,
Frarmaus schaols of fish flourish in the
shallow seas, while la rgeranimals cruise
walers Lhat can plunge several kilometers.
They generally avoid navigational hai.ards,
such as the Boiling Sea—where underwa-
ter tectonic plates spread apart—and the
stormy shores of the Distant Pea ks-'_n‘,—rel_;’\-
tively recent mountain ranges rising
stralght from the ocean.

For those who don’t live aboard a hover-
ing harvester, the islands of Vaynai space-
port are the anly habitable land. Many
cavern dwellers find work aboard Ocean
Harvesters’ facilities, spending months at
sea living in cramped quarters, eating
bland seafood mush, and warking in
degrading conditions. They dream of say-
ing enough credits to open their own busi-
nesses in the Vaynai archipelage, or to
head off into the galaxy to seek their for-
tune. Since Ocean Harvesters provides all
their needs, their meager pay scems like a
fortune; however, these hard-earned cred-
its quickly disappear in port. When har.
vesters arrive at maintenance stations for
repairs, laborers pour off the ship, scamper
along the dock, and rush for the restau-

rants, entertainmeant halls, and casings to
relieve the tedium of months at sea. Few
save enough credits to leave Vaynal.

Adventure Seed: Harvester Mutiny

The crew of one of Ocean Harvester's float-
ing plants rmutinies while far off at sea, and
the company hires the heroes to retake the
ship and return it intact. (Or the hernes
might know one of the officers aboard the
harvester and volunteer to save him.) They
must fly out to the ship near the Distant
Peaks, board it, and take control.

The heroes do not know Lhal the
murtiny occirred amang the ship's ofti-
cers, upset that several of their comrades
recenlly received sentences of exile to the
Nistant Peaks tor vocally oppesing oppres-
sive policies of the topside aristocrats. The
crew mutinied when they discovered they
were heading into hazardous waters, With
the enly weapons on board—and the
recently rescued exlles—the officers
quickly put down the worker uprising, but
now face the quandary of how to get off
planet and escape the anger of Vaynai's
aristocrats and Ocean Harvester's corpa-
rate office. The heroes must decide
whether to carry out their original mis-
sion or help the wayward officers,

Casino Securlty Attendants: Male Mon Cala-
mari Sol 3; Init 46 (Dex, Improved Initiative);
Def 15 (+2 Dex, +3 class); Spd 10 m; VPYWP:
20010; AK +4 melee (special, stun baton) ar
+5 ranged (3d6, blaster pistol); SQ Amphibi-
ous, low-light vision; 5V Fort +3, Ref +3, Will
+2: 52 M; FP1; DSF o; Bep 2; 5tr 1z, Dex 14, Con
1, Int 14, Wis 12, Cha 1o,

Eguipment; Blaster pistol, stun baton, fine
tunic, comlink, 5o credits.

Skills: Computer Usc +5, Craft (aquarium)
+6, Intimidate +5, Listen +2, Profession
[security puard) +5, Read /Write Basie,
Read/Write Calamarian, Search +7, Sense
Motive +6, Speak Baslc, Speak Calamar-
ian, Spaak Huttese, Speak Ryl, Spot +4,
Swim +5, Treat Injury +3.

Feats: Armor Proflclency (light, medium,
heavy), Improved Initiative, Quick Draw,
Sharp-Cyed, Weapon Group Proficiency
(blaster pistols, blaster rifles, he:my
weapons, simple waapuus,
vibroweaponsh =
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Amira Nasrahi: Female Mon Calamari Scl 6
Init +4 {Improved Initiative); Def 15 (+5
class); Spd 10 m; YPAWP: 17/8; Atk +3 melee
(16l =1, knife) ar +4 ranged (3d4, hold-out
blaster); 50 Amphibious, low-light vision,
sneak attack +2d6; SV Fort +1, Ref +5, Wil
+3: 5Z M; FP 1; DSP 3; Rep 7: Str g, Dex 1, Con
8, Int 13, Wis 12, Cha 14.

Equipment: Hold-out blaster, knife, fashion-
able dress, 1,500 credits.

Skills: Appraise +12, Bluff +7, Computer Use
+a, Craft {poison) +14, Diplomacy +6,
Gather Infarmation 411, Intimidate +8,
Knowledge (business) +g, Knowledge
(biclogy] +10, Listen +10, Move Silently
+4, Profession (dector) 46, Read/Write
Basic, Read/Write Calamarian, Sense
Muotive +8, Speak Basic, Speak Calamar-
lan, Speak Huttese, Speak Ithorese,
Speak Ryl, Swim +3, Treat Injury +7.

Feats: Improved Initiative, Persiasive, Quick
. Draw, kill Emphass {Sense Motive), o

Wrzapun Group Frnrf‘rcnenqr {blaster pis—
tals, simple weapons).

iluminated aquean

Streysel’s finest casino, the lluminated
Afquean, stands along the maost fashinnahle
portion of the island's promenade.
Transparisteel fish tanks bulge from Lhe
outer walls, praviding pleasing diversiong
for passers-by and an illuminated spectacle
at night. Buth the tanks and the casino’s
main entry doors were constructed fram
reinforced materials to preserve the highest
level of security,

Patrons enter through a foyer where Mon
Calamari attendants greet them and collect
weapons for safekeeping. The llluminated
Aquean's owner, Amira Masrabi, hires the
meanest-looking array of Men Calamari
mercenarles credits can buy. though she
requires them to maintain impeccable man-
ners. Ordnance passes through an armored
hatch for storage in the casing'’s formidable
security center. Here sentries manitor sen-
surs showing scenes from around the
casino, restaurant, and kitchen, ensuring no
unautharized activity occurs. Comm sets
allow them to communicate with well-
dressed guards on the casing flaor and
plainclothes security personnel working
undercoven,

Anyone discovered with a weapon inside
the casino forfeits all their belongings—
including any credits won at the games.,
Those with concealed armes playing at
tables risk the loss of their own property
and that of their fellow players, reason
enough for gamblers to police their own,
The Mon Calamarl guards strip violators of
all possessions and maoney, then toss them
out onto the promenade. Fools who actually
use weapons in the casino receive the same
punishment, except they're tossed over the
promenade balcony to the rocks below.

The darkened casing interior occuples -
several immense caverns divided by mas-
sive fish tanks from which the establish
ment gains its name and repulalion. Each
aquarium hosts an environment represent-
ing the oceans of a different planct. Crea-
tures swimmming Lthrough the water include
species native to the oceans of Vaynai,
Ande, Men Calamari, Fantolomin, Aquaris,
and Bestine. Lighting above and below
lends the fish an even more exctic glow.
Non-reflective coatings prevent gamblers
fmm uslng the transparistesl 1 tanks asmir-
rors to spy on their opponents. Aside from



larmps shining on individual tables, the illu-
minated aquariums pravide the only other
source of light. Concealed generators shield
the transparisteel tanks and their lighting
fram hlaster fire and other damage.

At night the gaming halls fill with clients,
including transient spacers, visiting digni-
taries, vacationing nahility, and the occa-
sional topside aristocrat. Street-level riff-raff
rarely gel pasl Lhe burly Mon Calamari door
sentries. Although its fashionably dressed
clients frown on anyone who obviously
appears beneath their station, the casino
enforces no strict dress code. As long as
patrans have substantial credits to wager,
they're welcome In the lluminated Aquean.

The cagino boasts several gambling halls
affering such games of skill, strategy, and
luck as trin sticks, Point &, laro, dejarik, dou-
ble-down, horansi, lugjack, and tregald. The
Aquean also hires out rooms for private
games, including a secluded sabacc parlor.
For those wha aveid taking unnecessary
risks, a restaurant serves fine food and drink
{with a view of a vast circular fish tank), and
alounge provides subdued music and com
fortable furniture.

When the mood strikes her, Amira
Masrabi slips into a sleck outfit and wanders
the casine Moo, welcoming guests, playing
hastess, and resolving disputes with her
ceol charm and attentive manner. She
spends much of her time supervising cpera-
tions from her personal suite abowve the
casing. Sensors relay video and audio to her
offlce, all recorded for future reference.
Although she doesn't sell the information
she gathers like an Infochant, Masrabi has
na scruples using it for her own advantage.
If she overhears details of a business oppor-
tunity er notices an influential client in
trouble, she may investigate further before
investing her resources in such meddle-
soime endeavors. Masrabi prefers manipulat-
ing people and situatians ta her awn profit
rather than creating opportunities of her
ol Using Lhe Ccasino as a cover, she migin-
tains files on all impartant patrons, both
locals and visitors. Some fall victim to black-
mail, while others suddenly discover their
rivals have terribly useful information
against them,

Few people onVaynai know Nasrabl’s
personal specialty: concocting poisens from
the marine life sheltered in the llluminated

=2y ALl =

Aquean’s aquariums. She maintainsg a com-
pact laboratary in her suite where she can
extract and blend components from sea
rreatures (nto chermicals that kill, disable,
and disorient living beings. Masrabi uses her
poisons sparingly, preferring not to draw
attention to her lucrative casino operation.
Most she manufactures for off-world
clients—crimelords, vindictive arlstocrats,
ambitious politicians—but a few find their
way into the hands of those she tries
manlpulating or thelr adversarles, Although
Masrabi doesn't publicly sell her concoc-
tions, she offers them to those she hopesto
Influence, or those doing her bidding in her
various manipulations,

Adventure Seed: Aquarium Heist

Aowealthy collector, having visited the lllu-
minated Aguean, hires the heroes to smug-
gle a rare fish out of the casing tanks. They
must create some diversion and sneak
behind the scenes when the casino is open,
or slip in after hours, defeating security sys-
tems (sensors that provide +7 to Spot and
aegrch rolls, OC 20 electronic door locks) and
escaping with the [ive fish befare Nasrabi's
capable security attendants notice them,

juncie voult

While the lluminated Aquean cultivates an
elite classof cllents drawn from the fash-
isnable promenade, the Jungle Vault caters
to the mare mundane citizens of Streysel

willing to brave the caverns to enjoy its
sanctuary. The Jungle Vault occupics a vast
sublerranean cave, The Ithorian proprietor
Whuvumm cultivates an underground jun-
gle-neurished by water dripping through
the rock, sunlight reflected through several
conduits leading in from the cliffside, and a
few carefully placed luma grids to provide
continuous [Ight.

Several entrances lead from passages
within the caverns to the Jungle Vault, The
armared doors only allow entry to patrons
who make a five credit donation. A collec-
tien slot in the door accepts credits and trig-
gers the portal's entry routine—it slides
open for ten seconds for every denation
before slamming closed. Regulars know the
routine well enough that nobady pets
caught in the door.

The jungle within represents Vaynai's sur-
face flara with a few traditional Itharian
plants and bushes. Whuvumm callected
cullings from a topside estate and trans-
planted them here—some spaculate that
hc maintains a quict relationship with a
tupsld}e arlstocrat, while others belleve ie.
simply stole the cuttings. Once he may even
haxﬂe owned a noble estate he 31n:: last
through misfortune or folly. The ithorian i
spacimens verify Whuvurmnn's ties to his | I
people's herd ships, though none were ever ;
known to stap n this system.'; '

The club provides an ideal setting for
clandestine meetings Elllld quiet chats,

by
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Lush luliage on bushes and trees prevent
voices from echoing throughout the cav-
ern. Plots of thick grasses rustle with
breezes wafting through the light con-
duits. The reflected surface light and luma
arrays pravide an eerle twilight, Water
trickles down natural rock waterfalls, runs
in streams in raised rock troughs, and gur-
gles into natural pools. Noise from the
water mixes with inflections from voices
to further mask conversations, All Listen
ralls suffer a =5 penalty in the Jungle Vault.
Whuvumm arranged the club’s comfarts
to place maximum distance and foliage
between parties, Booth walls consisL of
dense shrubbery, while tables clusterin
clearings near sources of running water

trin sticks and dejarik
gomes have a particularl pularity

dl the Hluminated Aguean: trin stlc nd
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that make eavesdropping difficult. Paths
wend their way through stands of saplings
and bull-ferns leading to rore secluded
sections. The bar stands along one wall
beneath an overhang of meerian vines
rustling in the breeze The modern fixtures
don't seem out of plare—the [ungle is alien
enaugh to the underground cavern that fur-
ther incongruities don'l matler.

Ihe Jungle Vault serves many beverages
found at cantinas throughout the galaxy,
plus several specialties brewed from ingred|-
ents found in Whuvumm's subterranean jun-
gle. A few menu items include local seafood
dishes and some Ithorian culsine, mostly
light fare. Few people visit the Jungle Vault
to indulge in fancy meals. The dive attracts

starting hand. Then,
Lidl :Illl‘”i"i'IILE'

.r'-'IL."l.I'.-I_. The player with the highest total

has the best hand and

&

spacers seeking an exotlc atmosphers in
which to conduct business discreetly. Less-
scrupulous entrepreneurs from the towers
and promenade make shady business
arrangements in booths secluded behind
verdant foliage. Cavern dwellers who can
atford the donation often spend free time
here to bask in the lush surroundings denied
most citizens in the archipelago. Most locals
and frequent vigitors treat the Jungle Vault's
vegetation with respect, knawing how hard
Whuvumm works to cultivate it in such
inhospitable conditions. Although the Ithe-
rian hires ne bouncers, the regulars quickly
eylct brawling, blaster-happy patrons who
abuse the jungle's hospitality,

Whuvumm: Male Itharian Frg 4; Init +3

(Dex, Improved Initiative; Def 13 (-1 Dex, +4

class); Spd 1o m; VRWP: 27/413; ALk +3 melee

{(\dérd6, quarterstaff) or +2 ranged: 5Q

Barter, jury rig +2, adaptive learning (Maove

Silenlly): 5V Fort +7, Ref +1, Will +5; 5Z p: FP

3; OSP &; Rep 4; 5tr 11, Dex g, Con 13, Int 14,

Wis 18, Cha 12,

Equipment: Quarterstaff, apron, clean
towel, 78 credits.

Skills: Hide 43, Knowledge (botany) +g,
Knowledge (nature) +10, Listen +g, Move
Sllently +&, Profession (bartender) 410,
Profession (gardener) +10, Read/Write
Basic, Read/write [thorese, Search +3,
Speak Basic, Speak Huttese, Speak
Ithorese, Speak Ryl, 5pot +8, Survival +8.

Feats: Endurance, Great Fortitude, Impraved
Initiative, Weapon Group Proficiency
(blaster pistols, simple weapons),

s place aninilial bel |
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Adventure Seed: Listening Leaves
Amira Nasrabi hires, coerces, or blackmalls
the heroes into undertaking a job for her,
She wants them to hang out in the Jungle
Vault, surreptitiously planting a handful
of special seeds she gives them in various
secluded places around the club. They
must do this without arousing the suspi-
cions of the loyal patrons or Whuvumm.
She |ater asks them to return to the
Vault and harvest several leaves from the
vines they planted earlier. The foliage is
receptive to various freguencies of voices
and “recards” them in patterns an differ-
ent leaves. Nasrabi hopes to use them to
find incriminating information about vari-
als patrons. The heraes must harvest sev-
eral leaves without arousing suspicion,
Little do they know the plants have
adapted to their new environment and
developed defenses of their own....

Nasrasi's PoIsONS

poison

preena’s repair boy

Preena lallop operates a repair bay carved
fram the cliff face of Streysel island. The
vast cavern stands open to the outer ele-
ments, although a slight overhang keeps
Vaynai's infrequent rain showers from
drenching the bay entrance. The docking
area can accommaodateone Medium-sized
vessel or several smaller craft. Most cap-
tains land elsewhere on Yaynai first, meel

with Preena to arrange repairs and agree
to a price, then fly their craft to the bay
when her schedule opens up. For those
with light damage, she sends a tech crew
aut te dacking platfarms ta perfarm ral-
tine maintenance and basic repairs, as
long as these require ne more Lhan a skiff
full of tools and replacement parts. Preena
reserves the bay for vessels requiring
heavy repair or modification,

Preena Jallop: Female Human 5S¢l 6; Init +2 (Dex); Defense 19 (+2 Dex, +7 class); Spd 1o m;

VP/WP: 24 /11; Atk +4 melee (1d6, heavy wrench) or +6 ranged (3d8, heavy blaster): 50: lllicit
harter, hetter lucky than good, sneak attack +2d6; SV Fort 42, Ref +7, Will +3; SZ M; FP 2; DSP o
Rep 3; 5tr 11, Dex 14, Con 1, Int 13, Wis 13, Cha 16.

Equipment: Heawy blaster, mechanic's coveralls, comlink, datapad, tool kit, 150 credits.

Skills: Appraise +4, Astrogate +4, Biuff +6, Computer Use +7, Craft (starship) +10, Diplomacy
+6, Disable Device +4, Forgery +4, Gather Information +10, Knowledge (spacer lore) +g,
Listen +5, Move Sllently +10, Pllot 10, Profession {mechanic) +9, Read/Write Basic, Repair
+14, Search 45, Sense Motive +£, Sleight of Hand -5, Speak Basic, Speak Huttese, Spot +7,
Tumble +3.

Feats: Gearhead, Sharp-Eyed, skil Emphasis (Repair), spacer, Trustworthy, Weapon Group
Preficiency (blaster pistols, simple weapons).

Sponge powder Ingested DC 12 1d8 WoLnd Paints Lincarscians 300
| Aquyfin Ingested DC 12 2d6 Vitality Points 4d6 Vitality Points 375
Scale dust Inhaled D€ 15 1da Wis, 1da Dex Hallucinalions 500
Gnooroop extract Ingested DC 12 g Can 2dE Con 1,000
Cripaoil - Injury DC 15 1d4 Str - 2d4 Str 1,200
 Pantol spine venom Injury DC 18 2d6 Wound Points Faralyzation 1,500
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preena's
repair bay

Although she keeps several draids on
hand for specialized tasks, Preena and her
technical tearn personally take care of
most work. Her strong matherly instinct
drives her to accept and provide far
arphans who migrale here from islands
throughout the archipelago. The children
receive food, shelter, and training in
return for dedication to learning and
applying their skills in starship mainte-
nance, The younger ones train by taking
apart and repairing smaller components,
learning to use common tools and diag-
nostic instruments. The alder kids scam-
per over starships, Inspecting systems
and assessing damaged components,
Preena persanally effects all major repairs
with more skilled assistants helping, burt
she supervises the younger ones an rou
tine operations. When they acquire
enough skills, those whao wish to leave
gain apprenticeships with passing spac-
ers. Preena carefully screens potential
emplayers hefare recommending any of
her children—she never sends an orphan
off with anyone suspected of having vile
intentlons, underhanded methods, or

abusive behavior; Childreniwhio trainwith

her and find their fortunes working the™
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space lanes often refar to her repair bay
as "Preena’s Academy”

Typical Tech Crew Apprentice: Male or

Femnale Exp z; Init +1 (Dex); Def 11 (+1 Dex);

5pd 10 m; VPAWP: —fa; Atk +1 melee (1d6,

heavy wrench) or +2 ranged; SV Fort —1, Ref
+1, Will +2; 52 M; FP 1; DSP o; Rep o; 5trig,

Dex 12, Con o, Int 12, Wis o, Cha14.

Equipment: Mechanic's coveralls, comlink,
datapad, tool kit, 15 credits,

Skills: Appraise +2, Astragate +2, Complter
Use +6, Craft (starship) +5, Disable
Device +5, Gather Information +6, Pilot
+4, Profession (mechanic) +4, Repair +8,
Speak Basic, Survival +4,

Feats: Gearhead, Weapon Group Proficlency
(simple weapons).

The repair bay employs three light tractor
beam generators for moving large sections
of hull plating or heavy components, A load
lifter transfers overslzed parts from the
adjacent spare parts bay. Landing lights
guide inbound ships, while luma arrays pro-
vide llluminatlon in the dim cavern. Fusion
generator tanks, barrels of hydraulic fluid,

Jand-lubricant canisters pile against the: £
“wallsl subsidiary chambers aff the main

A

repair bay include Preena’s quarters,
dormitories for boys and girls, a
kitchen and mess hall, supplies stor-
age, droid garage, assembly area,
spare parts storage, and the work-
shop where younger children learn
basic mechanical skills. An armered
deoor protects the entrance from the
caverns inta the repair bay complex.

Preena maintains an inventory
of parts for most major systems
for the ships she most often

| repairs. Her technical crews some-
times manage Lo lix damaged
materials salvaged from vessels tor
spare parts, She alsa keeps compo-
nenls in stock for a few standard
maodifications:

Shield Generator Upgrade:
Preena can boost a ship's shleld
system to give it additional shield
peints, to a maximum of 20% over
the original output (round up to
the nearest 10 points). She cannot
install shiclds on a ship that has
no existing shield system. For

every 10 additional shield points, the cost
is 2,500 credits.

Fire Control: All weapon systems come
with a fire control rating of +2. Preena can
upgrade a weapon's fire control, & +4 ral-
ing costs 5,000 cradits par weapon sys-
tem; a +6 costs 10,000 credits, Fire control
systems with modifiers greater than +4
are conslderad military equipment, and
systems with modifiers greater than +6
are Low hard for Preena to get a hold of,

For mare passible starship modifications,
see the Starships of the Galaxy supplement.

Adventure Seed: Kidnapped|

While a crowd of Preena’s kids work an
the characters’ ship (in the repair bay or
an their docking platfarm), a team of
bounty hunters ruthlessly abducts one of
the children by eliminating everyone else
in the vicinity. The girl is actually nobility,
the hunters hired by her possessive par-
ente to bring her back. The girl ran away
from home to get out on her own and fol-
lowe her own desting, Preena hires the
characters to find the bounty hunters and

free herapprenlice. 5 i



tar Wars is a black and white werld.
gﬁus befits an epic space fantasy, we

cheer the heroes and hiss the villains
and rarely have much trouble deciding
whu's who. This is one reason why it's so
much tun to play in this universe—you can
tell whe your enemics are without getting
gridlocked in maral ambigulty. It also
explains why roleplayers, after saving the
entire galaxy from the forces of darkness,
sometimes get the itch to see how the
other half lives. Whether you're explering
the temptations of the dark side or just
leoking for a change of pace, sometimes
it's good to be bad.

Traditionally, the Stor Wors Roleplaying
Gome allowed players to assume the part
of a smuggler, a bounty hunter, or a simi
larly dubious hero. That changed with The
Lark side savreehank which introduced
aut-and out villains as heroes. With The
Durk Sidde Suurcebook you can even play a
Sith [ord—Fwil with a capital E. You can’t
top that, right?
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Well, maybe you can. The New Jedi Qrder

Sourcebook hits the shelves in February,
encompassing the first nine velumes of
the Del Rey/LucasBooks series and cover-
Ing all the roleplaying opportunities can-
tained therain. In this newest era of Star
Wars histary, the Yuuzhan Vong have
replaced the Empire and the ith as the
galaxy's most dire threat. These alien
invaders come from outside the galaxy
and are intent an exterminating everyone
who doesn’t cotten to their particular
brand of religious Tanaticism—and that
includes the New Republic, the remnants
of the Empire, and the cutlaws of the
Mringe, Individual Youzhan Vong are not
inharently evil, but thay are active partici-
pants in a culture that has caused more
destruction than Emperer Palpatine ever
did. After all, the Sith wanted to rule the
galaxy's inhabitants. The Yuuzhan Vang
want 1o sacrifice them,

When setting any campaign during this
time period, The Mew fed) Order Sourcebook

is an absolute necessity. If you want a
Yuuzhan Viang perspective for your cam-
paign, however, thiz article should help get
you started. It's certainly possilile Lo play a
sympathetic Yuuzhan Vong hera in a cre-
atively planned campaign, similar to the
vengelul warrion Vua Bapuung in Greg
Keyes's nowvel Frige af Victory I: Conguest. Or
perhaps your player group would prefer to
despuil iLhor and subjugate Coruscant,
crossing amphistatis with lightsabers as
they face the hated Jeedai.




Do-ro'ik Vong Pratte!

2 Yuuzrhon vYyong
After surviving for penerations aboard
galaxy-roaming werldships, the Yuuzhan
Vong started sending scouts into Republic
territory approximately thirty years
before the Battle of Yavin. The New Jedi
Order era began twenty-five years after
the Battle of Yavin with the Yuuzhan
Vong's full-scale invasion at an entry
point designated Vecton Prime. Years of
warfare have led 1o surh <aga-rhanging
events as the death of Chewbacca and the
fall of Coruscanl. The players” heroes munst
play a role in this imasion—a Yuuzhan
Vong Rebel pilot isn't a viable hero
pplion—although their feelings about the
War can vary a great deal.

Yuuzhan Yong Hero Templates

Two things govern Yuuzhan Vong life:
caste and religion. For a full exploration of
these cultural fundamentals, see The New
Jedi Order Sourcebook.

Casve

Every heetw is boen inlw ome of (ive gastes:

warmor, shaper, prest_intendant, and worker.
Warriors are ot the forcfront of the inva-
sivn and nalurally see the most action.
This caste offers the most opportunity
for adventure, and therefore most play-
ers are likely to gravitate toward warrior
heroes. Members of thic caste tend to be
the most loyal to the gods and to
Supreme Overiord Shimrra. The neces-
sity of obeying orders has been drilled
into them almost since birth. Conse-

quently, a lack of veativity eften under-
cuts their astonishing martial abilities.
Shapers are the scientists of Yuuzhan
Vong sucicly, respomsible for bioengi-
neering everything from amphistaffs to
warldships. Often kept far from the
front lines, shapers are nevertheless
capabile of inflicting an infinite variety of
deaths upon their enemies. The less reli-
ghous among the shapers might suspect
the truth of Yuuzhan Vong biotech—
that their innovations come not from
the gods but from an ancient and nearly
secretly be heretics.

« Pripests and poesteases mught shy away

from active combat, but they are
devotess of deveplion, Priests oflen pull

Yuuzhan Vong Warrior

Yuurhan Vong Scout

Yuuzhan 'lul'r.mn Shaper

Yuuzhan Vong Priest

Yuuzhan 'U':H'I.H imtendant

Level 1 Sofdier

Ability Scores:

Str 17, Dex 13, ConnG,
Int 10. Wis 10, Cha 8
Vitality: 13

Wounds: 16

Defente: 15
Reputation: o

Skills: Inthmidate +3,
Knowledpe (Yuuzhan
Vong) 14, Read/Write
Yuuzhan Vong, Speak
Yuuzhan Vong, Survival
k2, Treat Injury +4
Feats: Armor Proficlency
(light), Exotic Weapon

Proficiency (amphistaff),

Power Attack, Weapon
Group Proficiency (sim-
ple weapons)
Weapons: Amphistaff
Louiee cJ-E-H__.. s thud
bugs, 2 blorash jellies
Gear: Wartiors vonduun
crab shell armor
tizcraeyTi
Special Qualities:
s to Force, Sense

Level7 Scout

Ability Scores:

Strig, Dexas, Con is,

Int 1o, Wis12, Cha B
Vitality: 10

Wournds: 15

Defenses: 15

Reputation: o

Skills: Kriowledge
(Yuuzhan Vong] +4, Lis-
ten +5, Move Silently +6,
Filot +6, Read/Write

Yuuzhan Vong, Speak
Basic, Speak Yuuzhan

Vong. Spot +5. Survival +5
Feats: Exotic Weapon
Praficiency (thud bug
launcher), Starship Opes-
ation [space transport),
Track, Weapon Group
Frofidency (Simpe
we3pons)

Weapoms: Coufer (da ¥
por), thud bug launchear
2 piorsh jediies

Gear: Ooglith masguer
towyTm, willip

S-,pcd:l anllﬁt::
mmane to Force, Sense

and After

Level 1 Expert

Ability Scores:

5tr o, Dexaz, Con iz,

IAt 15, Wis 12, Cha13
Vitality: o

Wounds: 12

Datence: 11

Reputation: o

Skills: Appralse +6, Craft
(blomechanisms) +8,
Craft (disease] +5,Han-
die Anlmal +5, Knowl-
edge (physical sciances)
+6, Knowledge (religion)
+6, Knowledge (Yuuzhan
Viangl +6, Read "Write
Yuuzhan Vong, S5peak
Yuuzhan vong, freat
Injury &5

Feats: Skill Emphasis

(C raft- hiomearhanikms)
Weapon Croup Profi
ciency [simple weapons

Weaponi: Coufes

engmecred Organisms.
speclal Qualities:
Immune to Fofce, Sense
and Alter

Level 1Noble

Ability Scores:

Straz, Dexz, Con 1o,

Int 13, Wis12, Cha g
Vitality: &

Wounds: 1o

Dafanse: 14

Reputation: o

Skills; Bluff +6, Diplo-
macy +6, Gather Infor-
mation +&, Intimidate
+4, Knowledge (religion)
45, Knowledge (Yuuzhan
Vong) +5, Filot +5°,

Read Write Yuuzhan
Vong, Sense Motive,
Speak Yuuzhan Vong
Feats: Exotic Weapon
Proficiency (tsaisi), Per
suasihve, Weapon Group
Proficency (simple
WEapons}

Weapons: Tsaizl, coufee
dagger) !

Gear: Villip, tizowyrm
Special Qualides:
mmune to Fofte, Sense
and Alter, bonus class
Skill {Pilot). callin &

f

g Iw
rawr {1

Level 1 Scoundre|

Ability Scores:

Str10, Dex13. Conz

Int 14, Wis 13, Cha 12
Vitality: 7

Wounds: 12

Defence: 15

Reputation: o

Skills: Appraise +6, BIuff
+5, Diplemacy +3, Dis-
guise +5, Gather Infor-
mation 45, Hide 45
Intimidate +3, Knowl
edge (Yuuzhan Yonog) +6,
Read /'Write Yuuzhan
Vong, sensc Motive +3
Speak Yuuzhan Vong.
Survival 43

Feats: :'l."\]g\. Weapon
Group Proficiency (sim-
ple weapons)
Weapons: Amphistaff
coufee (dagper)

Gaar: Qoglith masquer
villlp, tizowyrm

Special Qualities:
mmune to Force, Senze

and Alter, kit Dhar

STAR WARS Gamer 51




the stringe of

elaborate
schemes and possess the contacts ta
execute any plan. They are, of course,
devoted ta their particular god,

» Intendants are the politicians and buosi-
nessbeings of Yuuzhan Vong seciety.
They will probably be the second most
papular caste behind warrior, for their
pragmatizm and adaptability allows
Lhern Lo assume any role,

= Workers are the lowest caste, barely
higher than slaves. It's unlikely that
heroes will come from the ranks of the
wiorkers, for the cultural bias against
them discourages warkers from tackling
herpic deeds.

RELIGION

Caste Is closely tied to religion in Yuuzhan
Vong seciety. Yun-Yuuzhan is the creator
god and alt must venerate him, bul Lhe

Yarik-vec A.ssuult Cruiser

lesser gpods have scparate scets devoted to
their worship. Al heroes have an affinity far
a particular god, and even heretics poscess
a special knowledge of the god they were
raised to revere,

= Yun-Yammbka the Slayer is the patron
god of warrlers. Slnge the onset of the
invazion, billions of infidel lives have
been offered to Yun-Yammka in sacrifice.

» Yun-Harla the Trickster (also known as
the Cloaked Goddess) represents decep-
tion, of equal importance in Yuuzhan
Vong philosophy as aggressinn.
Together, Yun-Harla and Yun Yammka
are known as the Twin Gods, Although it
is possible to he a priest of any god, the
priestly caste is most commonly associ-
ated with Yun-Harla.
Yun-Ne'Shel the Madaler oversees the
natural life eycles of the universe and is
invoked to provide help in creative pur-

This compact gunboat is perfect for an adventiring group, given its small ceaw raquire-
ment and large passenger capacity. In gaming terms, the ship serves many of the same
purposes as avl-1zoe fieighter

However, the Yuuzhan Vang use the Yorikever cruiser as awatship not a transport or
freighter. The ship fills the gap between the coralskipper and the corvette analog. Given
the ship’s classification as o military vessel, the heroes don't “own' the crulser, just asa
Mew Republic pilet doesn't own his X-wing. Unless they steal it of course,

Craft: Yorik-vec Assault Cruiser: Class: Transport; Cost: Unknown; Size: small (3am long):

Craw: Expert +8 (3 pilots, 3 gunners); Passengers: B; Cargo Capachty: 100 metric tons; Con-

sumables; 1 month; Hyperdrive: =3; Maximum Speed: Attack (2 squares); Maneuver: +9 [+

size. +8 crew); Defense: 21 (+1 size, +10 armot): Shield Paints: Ga; Hull Paints: 150: DR: 10,

Weapon: Quad volcanic cannon; Fire Are: Turret; Attack Bonus: +17 (+8 crew, 11 size, 48
Fire Control); Damage: 7d10x2; Range Modifiers: PB/S +0, M/L n/a.

Weapan: Twin voleanic cannan (2); Fire Arc: 1 1eft, 1 right; Attack Bonus: £13 [+8 créw 41
size, +4 Fire Control}; Damage: 6dio:<2; Range Modifiers: PB 1.0, S/M/Ln/a.
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suits. Given the reactionary nature of
Yuuzhan Vong society, a hera with a
strong allegiance to Yun-Me'Shel might
possess an innovative mind. Members
of the shaper caste often invoke Yun
Me'Shel.

= Yun-Txiin and Yun-0aah, the Lovers, are
flighty gods whao govern love and rala-
tionships. An allegiance to the Lovers
could provide crucial molivation for a
hera since Yuuzhan Vong are generally
forbidden from pursuing relationships
vulside of their caste.

»  Yun-Shuna the Pardoner is the patron
god of the Shamed Ones—Yuuzhan
Vong from every caste whose bodles
have fejected bislogical implants of
rank. According to religious degma the
gods have shunned these pariahs; only
¥Yun-Shuna can intercede on their behalf.
A hero who starts out as a Shamed One
might be driven by revenge. A hero whe
becomes a Shamed One due te a failed
graft can provide the hook fora came-
paign built around redemption.

Location, Location, Location
Unless the players are spies during the Rise
of the Empire or Rebellion eras, their
Yuuzhan Yong heroes won't mobilize from
a traditional Star Wars site. During the war,
Yuuzhan Vong of all castes are most likely
stationed on a worldship, an occupled
planet, or a biologically altered planat,

= The worldship Afak Schou is a typical
spacimen of the arks in which the
Yuuzhan Vong made the lang march
between galaxles. Countless individuals
inhabit this aging ship-city. If your player
group is composed of members of differ-
ent castes, the Alak Schou is A perfect
setting for them to cross paths. Another
advantage of a worldship is its mobility;
the G can place the Alak Sehai any.
where in the galaxy to suit the needs of
the carpaign. (Nole Uhal during Lhe
early stages of the invasion, all Yuuzhan
Vong stage missions from a worldship.)

»

An oceupied planet is a conguered world
that has been sparad the extermination of
its lifeferms (unlike ithor, for example),
The natives might be cowering in fear of
their new Yuuzhan Vong overlords, or they
could be plotting a vielent resistance. This



Eras of Play
Rlsa of the Empire erm: Mongei Shai and his kinsmen were amaong
the first Yuuzhan Vong to scout this gataxy. Not long after the Battla
of Naboa, an advance force of Yuuzhan Vong staged a raid on the
outlying planet Zonama Sekot

Yuuzhan Viong Neroes can p=r7ic pate in these missions or similar
ones throughout the final decs2=: of the Republic Warriors are

priests; or shapers

At this point. they.. s2naghprgdaret vepknew what sort of
galaxy the supre . They know neth-
ing of s nathve scececet TR0 Y ST et e FROUEH the piavers

22 rgiryof the Stor Wars g v, Ml
0 3ti o sl Mo the Teroes s etome Mmlke: o al
#ar. | heir Yuurnan Voo 2 e s e sadinem based o the
gquality of the informabion's- . =-- a0L.£t6 bring back.

A campalgn selin the Ris= o7 -~ - Emipire €72 should be con-
centrated in the fringes of the Outer Rim borderingon the
Unknown Regions (see the map of the galnxy Included with Star
Wary Gamer #x). Here the heroes might encounter pirates, hos-
tile aliens, or even n:wir.g Jeedai Note, Ir&wgwr, that o g crucial
they do not blow their cov=r idead 'zedaitelling tales) or ven
ture too far from the funge. The YOOZREs VORGgEre merely scout-
ing and do not takeg@nactive role in galagit: fralrs until the rise
of the Cmpire ;

ove g Nas oroumsed Lhern

ghoer' -

The Rebellion ara: Curing ths@ra theyudhah Yong bove begun to
phase out scouting in favorof EsplERERE. Already atwale ol e
Ealaxys politieal hierarchy, STEESEIBEER ponts bavea e o (it s
IR I perts it s titubERE T hel IRER P g e,with Bas g e the
sometimes spatty performancesaf their neW ooglith ndasgUerdiss
RUISES havesn fARprevented thafmifrom achieyingintINSnoEwithin
the Impenial machimg: This is not their gaalghowvar —at this paint,
stiming up trouble would only sabotagethetr regonnalssance efforts.

A Yuurhan Viong campaign in the Rebeilioniara is similar to one in
the Rise of the Empire era —the heroes are on a secret mission and
cover rmust be maintained at all costs. 5upreme Cverlard Shimra has
ordered his agents to inventory the enemy’s military capabilities and
suggest weak points to be exploited in the caming invasion. Heroes
are now allowed to operate In the Core, but they must operate with
greater discretion here than in'the freewhes(ing Outer Rim

Yuuzhan Vong 575 ane most liscly to Do mem bers of the inter
gant caste. Pries s anc priestesses belonging to the <Act of Yun-Harla

also make goo.d spies.

The New Re public ara: S5y now;, the uurhan bor

spying, they re 3-tive 'y c3botaging. Sxecutor M
FUuEhan Vo g s peemn ier agent in this er
the splinterir 3 o7 Theim al Ruling Council (388ee i

off suc - coups as
Crimson
Empére Il from Dark Hors< Comics) Her

orders from MNos, A

n peadying thi- cra likcly take
ard Coul Lo sorking 1o uptcrmine the New
Bepublic, the Impes 3V Eem ~ant o hoth. 72 her-2¢ are still under-
cover, however, and mus: *=heevery posst i step to keep the secret
of the: Yuwzhan Viong. For exampie. herpes who destroy a New
Eepuhlic ourtpost to leave a sector valnerable to Grand Admiral

Thrawn should plant evidence Lhat implicates a third party. Chaos
and misdirection are the arder of the day

(ntendamts and deception pricsts are the most commeon castes in
this era. Waniors are tormmon enough when a specific mission calls
for more than just espionage

The New Jedi Order era: Of tourse. the most satisfying Yuuzhan
Vong campaigns tzka placa during the galacticinvasion. The Mew

Jedi Order Sourcebook contains detalled information on the inva-

sion, Below are iImportant year-by-year considerations for Yuurhan

Vong hesoes:

= The Immslon Beging (vecior Prime) The first stab of Yuuzhan
Viorg conquest was left to the Prastonite Vong. 3 special advance
force of intendants and warriors. Their job was to establish a
foothold at Helska and canve out a wedge of terrilory Lo inaugu-
rate the invasion cormidor Despite thair victonies at Sernpidal
and elsewhere, the Praetofite Vong's failure to protect their yam-
mosk at Helska lefl themindisgiace.

Flayers inunved 2t the Invasion’s onset should be members of
the Prastorite Viong, which i led by Intcndants and staffed by
warmiors, (Altemativelv *Y oo yers Tould be “consultamts™ sem
0 comrectthe PraztonE Vong's ll'l.[ﬁl"l‘i[:--_‘.r' nee.) Priests are still
Uncommon, W ith only & felv abo anditach war < hip to read
AUguriesarnc prepar.f Sarfices. | f

Rfter theBattleot delsla) the'm$ v hghian Vong battle
Torce Eon cspD replacathe Pragtdrité Vo, With rare excep-
tionssshapersiare still Peing held In resEfve
Thekall of Do (Eolahee Point): By thetime af the Eattle of
B the Wuuzhan Vong invasion has been [iplage fora yean All
YHbERAanVoREEastes have taken their placgsinthe e new galai
TRETREst &z Nificant fal lout from Duro jsiRatthe (Uuzhan Vong's
capture of their first Cofedvorld butdanmaste: Tsavong Lah's
decree that thei = Republic surrender 1ts Jedi, Overnight, plan-
@ts batray their fadfpratectors, and thedollaborationists of the
Peace Brigade become power brokers,

For players this praatly changes the dynamic betwean them
and the Jedi. Rather than running afoul of a brave Jedi Knight
when they overrun a planet, the players might now be led to
tha planet hy a fearful populace who will join them in hunting
down a Jedi-in-hiding. This time period B also appropriate for a
campaign sel in Hutt Space. where Supreme Commander Nas
Choia is busy chastising the criminals for abandoning the
Yuuzhan Vong “parinership” that could have preserved their
vile fittle Kingdom.

The Fall of Coruscant (ftar by Star): After two years of warfare,
the Yuuzhan Vong have succeeded in capturing the galactic capi-
tal. Warriors are hugely important in bringing down Comusrant’s
defenses, while shapers play a vital role in the biclogical restruc
turing of the city-planct The seizure of Coruscant is a tun Hg-
point in the wat Many Otizens now view the players not as
interloping vandaks but a5 inhuman conguerors who cannot be
stopped. This might make the players’ opponients casier to
intimidate, but it can alsa lead to troahle. Few 2nemies are more
dangerous than an enemy with nothing to lose.
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MEZHER

th Adventure Seed: For the Glory of Yun-Yuuzhan!
The Hutts have been sevaraly punished for breaking their
alliance with the Yuuzhan Yong. By treacherously supplying military intelligence to the
Mew Republic, they've Incurred the wrath of the gods and suffered under the avenging
lash of Supreme Commander Nas Choka.

MNow, however, the Hutts have started fighting back. Even as Nal Hutta and Nar Shaddaa
are being shaped into organic wildermésses, word has gotten out that Embra the Hutt s
leading a coalition of displaced crimelords from an offworld headquarters. The Hutts have
enlisted mercenaries and out-cf-work smugglers in their quest to reclaim Hutt Space,

Supreme Commander Nas Choka'dispatches the heroes to take out a cell of Hutt-
sponszored Klatooinian mercenaries, staging from an.abandoned Trade Federation battle-
ship drifting neat Ylesia. The heroes must fight their way to the ship, board it, and
eliminate its detested battle-droid crew an rhglriva'_l,rtn the bridge. Before they sacrifice
the Klatooinian captain as decreed by the gods, they learn from their captive that Embra
the Hutt isn't plotling in exile from semewhere'in the Cuter Rim—she is hiding deep
within the lowest levels of the Smugglers' Moon of Nar Shaddaa, R :

Mas Choka gives the heroes command of a platoon of Chazrach slaves to storm
Embra’s hiding place. They must make their way down through the levels of the vertical
eity whare the bizarre Yuuzhan Vong bioseulpting has only partially taken root, facing
opposition from desperate squatters and displaced native vermin. When they finally
arrive at Embra’s hidden stronghold, they_cflscwer that her thugs have somehow sabo-
taged the control vehicle for the Chazrach slaves; When it explodes, the heroes must face
a gang of Hutt bruisers on one side and a mab of half-mad Chazrach on the other. Cre-
ative thinkers might win the honor of henoring Yun-Yuuzhan with a particularly gener-
ous sacrifice: one Hutt, extra-large. 2]

setting's major advantage is its familiar-
™ et ity—any existing Star Wars environment
can be modified into an occupied planet.
wermbers of every caste can intermingle
in this setting, although their
iy duties should keep them
i, * : samewhat segragater.
Don't ferget that the
plariel ilsell can provide
interesting side adventures,
4 such as lecal resistance ar ram
paging wildlife. See The Mew Jedr
Order Sourceboak tor list-
’ " ings and descriptions of
malor occupied planets.
- Biologically altered plan-
A . ets beeome more com-
rian late in the war, after
the Yuuzhan Vong have
had encugh time to pick and
choose pramising candidates far
shaping. Altering a planet’s
ecosystem is an expensive alloca-
e hian of resources, and the
Yuuzhan Vong cannet afford to
expenc Uhis souch efMorl on Ui vasl
majarity of their canquered warlds. Plan-

Gratchm
Tymbiote i

cts selected for shaping are turned into
cleansed land fit for Yuuzhan Vong habi-
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Lalion {such as Nal Fulle and Curuscanl)
or "living factaries" to praduce war
matericl (such as Belkadan and Tynna).
Shapers play a critical role in creating anc
maintaining a biologically altered world,
Members of other castes could be pres-
ent as the situation demands, particu-
larly if the planat is being used to house
the inhabitants ef a dying worldship.

Mew Yuuzhan Vong Equipment
GRUTCHIN SYMBIOTE
Weight: 8 kg

Grutching are armered insects that chase
and grapple starships; grutchin symbiotes
are a muniature vanety for use in personal
combat. These half- meter bugs have many
ol Lhe saine Liails as their larger cousins,
including acid-edged mandibles They ran-
not survive in vacuurm, however, and are eas
ier to kill due to a lighter carapace.

Grutchin symbiotes are not implants, but
those whe wish to carry them must undergo
ritual modification. During this ceremony,
faur hollows are gouged into the host's back
all the way down to the shoulder blades, The
grutchin symbiote then inserts its back legs
into the holes, attaching its claws to bone,
and hooks its front legs around the host's
neck. Its hideous. mandibled face looms over
its master’s shoulder, giving the unnerving
impression of a creature with two heads.

Luring comhbat, the grutchin symbiote
can leap at a target of the host's choosing
(e cormmand is transmitled Lelepathically,
though the gritehin is not intelligent
enough te understand anything more than
attackfreturm orders), Unless redirected by
its master, the creature continues attacking
until its target is dead.

Grutchin symbictes are used among the
intendant, shaper, and priastly castes whan
the subjects are stationed in high-risk envi-
ronments. These Yuuzhan vong lack combat
expertise, and the grutchin is an insurance
policy for their survival. Many soldiers also
carry the creatures, having been ordered to
de o by their superiors, but employing a
surrogate in battle is considercd vaguely
dishanarable among the warriar caste.
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Adventure Seed Knee

Ty T

Towmuow Tasiow

Wght 1 6 kg
Comadered an alternative 1o blorash peity,
\wkhior Laliow i in fact s Opposite. Rather

than ghuing foes in place, tokhlor tallow cre-

stes » frctiondess film that makes enemees

fall on their Ta0es. Vg niaced 3 Evaowil cwer e eyed the wiew 3 dataccreen or read 3 paper soroll
Tokhkon sre foul smepliang troks whoue beocngincored ammal Erigs the wearers uribess the soroll had raned ietiening |

iodery s yewolien with odl S mERwn. head with ity o surviving Bmibs and o The Eancavk m et winike JtTached 1o

When ThICwT On The Pround ey b imiarts ity spinal nesdie into the wearer's 2 hott the host o blnded for g rounds

wth wet pops. sprayIng the 3re3 with thow  optic nerve through the tear dudt i his wnlil b Pt PETvE (an adjUst 10 The Shock.
rewous tallow. Anyone standing nearby right eye. When wearing a kavaavik in this  Kavaawik are typically carried in 2 membra-
must make 3 kefiex Gave (IX 1hon 3 tashion the subject can see whatever the  nous pouch.

imooth wrface, DC 12 or lower if on sand, kavaavik sees—its echolocation pulses are

gravel, or similar Levrain or fall prone. Any translated into visual images. | his tem- Taur'QIPAT

whiequent movements sutter 3 -4 Dexter.  porarily gives 3 wearer Blindsight for a Weight: 18 kg

ity penalty until the subject is free of the range of 300 meters. The wearer perceives  Often used In conjunction with a kavaawik,

slipgery Lalluw. his surroundings a5 silhousttes nnly: the tzur'gipat is 3 piece of heavy equip
Takhior tallow is also cormosive. if bare everything looks 34 if it has - ment used to produce 3 ymoke

ki coemcs nto contact with the taliow been dipped in giay painl . screen. From the

puicdie. the subject suffers w2 points of

wound damage each round until he or she

s able to break contact. At the GM's discre-
ton. upecies with natural body armor, wch
# Barabebs, could be immune Lo this effect.

Lavasvin
Weght: 0.5 kg
Walenmg 320 the rvadvik mas 3 Taghtiess
Fvun On The TELTTIN VONG Resmesseor
Ohowe o 1 ey Sdapted 1o burrowng
Frvnagh dark sl arran Lunmes, The
(Iae FunTs now Ry 75 3 gEnetCally-
aftwred ek weth 2 powcrhul CCROIOCItOn
wewrwr Ll by been (o-opted 10 SOW the
Vusrhan Wong to see m the dark

The kavaavik i3 a delncate bundle of
Mesh and thin bones: its pale skin Is puck- : . w
ered a5 1 treshly plucked When 3 Yuuzhan o e




Adventure Seed: Domain Yaght Must Oial
Rivalries and blood feuds are common among Yuuzhan'Vong
dummains (genealogically-related groups equivalent to clans). Rival damains can nurture
a grudge tor generations, with hundreds dying on either side in honor duels,
The heroes are ordered to assist in the pacification of Gyndine, a New Republic world
in the Expanslon Reglon. After destroying a number of armed refugee shipsin Gyndine's

orbital space, the heroes are sat upo

y the system's native ethersquids—clearly led

there by a Yorik-vec cruiser bearing 'I:hs: markings of Domain Yaght. The heroes know Lhe
members of Domain Yaght as dishonarable, jelly-spined weaklings and shauld relish the

thought of besting their ancestral ehernizs.

If the ethersquids haven't caused sufficient damage Lo the heroes! ship, the Domain
‘Yaght team takes them down with a cheap shot. The heroes must crash-larid on Gyn-
dine, followed closely by their rivals. On this war ravaged world they must defeat the
treacherous warriors of Domain Yduht while surviving ambushes from hlaster-tuting
“locals and a ledi Knight catght behind Pnpmy lines.

wulside il resermbles a fat clam with
knnbhy handhaolds along its rim. This
organism, however, is merely an airtight
bucket. Inside, floating In a tank of salt
watar, is a writhing ball of tentacles called
a tzur, On the roof of the container, sealed
within a milk-filled blister, is a fist-sized
insect known as a qipat firewasp.

Two Yuuzhan Vong typically carry a
tzur'gipat, due to its weight and the
necessity of keeping the tzur's waters
placid. Rapping the roof of the clamshell
while speaking the order "yuth ugh”
releaces the gipat from its bubble. Imme
diately, the starved Leur snares Lhe insecl
and swallows it, not realizing that its
meal's body chemistry is catastrophically
incompalible wilh its own.

The pnsuing chemical reaction con-
sumes bath animals, the water, and the
lining of the clamshell, generating
enough smoke Lo create zero visibility
within an area measuring approximately
10000 meters and up to 3 metars high.
The smokescreen confers total conceal-
ment te anyone within the affected area
(5o% miss chance and must guess target’s
ax2 meter square), The smoke is released
through pressurized valves in the shell,
instantly filling an area z25=25 meters,
Each round, the affected area grows by 25
meters until it reaches its Tull size, Those
not wearing breathmasks or halding their
breath suffer smoke inhalation damage as
described in Chapler 12 of the core rule-
hank Kavaavilks and gnullith braathers {or
their technological equivalents), also
allow characters to operate normally.

Anyone who Lries to destroy an unused
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tzur'glpat runs the risk of triggering it. 1t
has a Defense of 7,10 hardness, and 30
wound points. Each time an attack hits
the tzur'gipat (or it is dropped), there's a
30% chance it activates.

BLAST BuG

Weight: 2,25 kg

Like: the Lhud bug and Lhe razorbug, the
hlast hug is a heetle that accelerates to kill
velocity when thrown at a target. it is
uiigue, however, in the manner of its

death—when it nears its target, it explodes.

An explading blast bug deals qdg dam-
age to its target and z2dg damage to any-
one within 2 meters of the target. A
successful Reflex save (DC 15) reduces the
damage by one-half, Like thud bugs and
razorbugs, blast bugs double their range
when fired from a thud bug launcher,

The chemicals that govern volatility in a
blast bug are not always reliable. On a nat
ural 1" {a result of 1 on the dzo wll), Lhe
blast bug is a dud. It cantinues to aperate
as a thud bug until destroyed or recalled.

Smap Bue

Weight: 2.25 kg

This beethe is a weakling when compared
to its cousin, the blast bug. But the snap
bug docs have specialized uses. When the
goal is to capture a target, the snap bug
can be invaluabla.

The snap bug dies an explosive death just
like the blast bug, but its detonation creates
a bright flash of light and a senic shockwave,
This causes no physical damage, but a sub-
ject targeted by a snap bug must make A
Reflex save (DC 10) to avoid being blinded for

14 reunds, as well as o Fortitude save [DC 12)
to avoid being stunned for 2d8 rounds.
Yurhan Wang have also been known to
explode snap bugs to provide split-second
illumination of dark surroundings.

STEnG's TALONS
Steng, a legendary Yuuzhan Vong warmas-
ter, lost to Warmaster Yo'Gand in the climac-
tic battle of the Cremlevian War. Despite his
defeat, steng's name has survived through-
out the ages as a warrior who fought with
ruthlessness and died with honor

Steng's talons are pointed grafts formed
from sgauru bone and sheathed in yorik
coral. Eight to ten of the spikes are
implanted beneath the ckin of the user's
torse during a painful and dangerous cere-
mony, after which they are undetectable to
tha untrained eye When involved in a grap-
ple, the user can extend the spikes a dis-
Lance of ten centimeters as a free actlon, On
a successtul grapple check che deals 2dwo
points of damage to her opponent.

Members of the warrior caste tradition-
ally use Steng's talons to honor the nama
of Warmaster Steng. Members of other
castes cannet receive steng s talons
unless they resort to bribery or similarly
risky subterfuge.

FIRE SPITTER

Unlike the fire breather (a terilying bebe-
math used during planetary parifications),
the fire spitter is an implanted erganism
that replaces a recipient's forearm from the
alhnow to the wrist leaving the host with his
own hand. The fire spitter’s flexible spine
acly as Lhe recipient's new radius and ulna;
the creature teeds on its host's blood as it
circulates through its interior The fire spit-
ter's head—a snaky proboscis speckled with
black eyespote—coils around its host's wrist
like a bracelet.

Once every three rounds, the fire spitter
can spew a stream of flaming biomatter
that deals 2d8 points of damage on contact.
The hest suffers 1d6 points of damage each
time the implanted creature does so.
There's alse a chance Lhe targel calches on
fire. See the Catching on Fire sidebar in
Chapter 12 of the core rulcboolk.

Twice every 24 hours, the fire spitter can
spray a mist of sticky droplets over a 22
meter arca. This goo is a fast-burning chem-




wal that does no damage by irweif i it's
supred to flame (such 35 the fire spitter’s
fiame stresm), blaster foe, or even 2 spar.
'y mstantly wet aight | he 22 metey grea,
3 avedl i aoyone Tt was standng withs
2 when the fre spatler spesyed The goo. is
et on fire. Coated targets A0 sot get 2
Srfiax wove o svoed cotcheng on frs a3 noe-
mal but do pel vt cah SUDSEGUETT rouns
while JTlempting 10 put out the fire .

Yuurhan Vong warmors with fire spitter
smplants Lan be eanily identified by thes
IoreJre. wehir B v coweved with brown tn
anpulas woales amd the wrgply siomp of
ot o

Vacw Boous (Roocwun saves)

The Tuwrhan Vong Captured the planet

Ened ket than 3 year into the war, shortly
bedorc the conguest of Duru Shapers imme-
dhalcty descended on the verdant sphere.
nhifterating Rodia's polluted citics with
mectal-cating miciobes amd planting
darmutek ADOTAtONes in the open fungle.
Master Shaper Taug Molou, in charge of the
Rodia proyect, reveived wrders from Warmae-
ter TSavong Lah o rreate 3 tractable slove
wpecies on par with the reptilian Chazrach
{who were broughl from the Tuuohan
vong s home

galany) Master o’

Moo wan v
willing Cmply to
cortroi Rodam
with coral implants.
He wrlhed to shape 3 \
complctcly new speciesy
and wars nOt above strain-
ing religious protocoks to do
0. Thousands of Rodiam dicd

in vivisettion chambers hefore the

Adventura Sand Herstic!

= Lew NS 2ryth

it PP Sy e

unavailable A typical strike unit consists of
1o 1 2 indhviduals. Vagh Rodiek du not exist
wnlil some time after the fall of Bodia (circa
Halance Point) and are not commeon until
the fall of Coruscant.

Vagh Rodiek recere &+ pecies bonus
o Clamb checks dus to thesr hooked
appendager They aho maintain their pro-
ETAONS +2 spees bonus 10 Listen,
Search, and Spot checks and
Track bomus feal
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m oleplaying games become dis tlr'u."_’m.rﬁ:l:,‘r yours the moment
you drop, add, or change a rule toisuit your campaign. Since
gamers are such a gregarious bunch, we 'sh_aﬁa:f our house rules with
friends, online message boards, and even irr"cci_m ments and ques-
tions to Star Wars Gamer. You've had a lotte suggest about the star-
ship rules in the Sfar Wars Roleplaying Game, and the desighers have
been paying attention. Here is the direct result of your feedback—a
new. sleeker, stronger set of rules for shrp-m{shlp combat inthe star
Wiars galasy Take them cut fora spin, then let us kriowiwhat Yo
think. Wha knows? Your suggestions could be the nextto shape the
game. share them by sending email to swgamer@wnzards.mm ar
write to Star Wars Gamer, PO Box Jo7, Rentofi, WA 9805?-1:-?01

Sample Move |

7 (Forwanp)

4, 5 (Fukwarw Diauonal)
6 (457 Turn)

3 [ForwarD
IAGONAL)

2 (45° Turm)

1{Forwarp)
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M | .. Revised Staﬁship tnmhat

BY SO WIKER AND OWEN K. C. STEPHENS

Using & Grid

Starship combat uses a square grid. with each 1" square reépresent-
ing an area of space coo meters on a side. Thus, a ship moving
from one square to the next travels half a kilameter. Considering
that some ships can travel 14 squares in a single-action, the
fastest of starchips travels through space at roughly 8 400 kilo-
meters per hour!

starships on a square grid must be Tacing a side or a corner of
the square they are in. Maving forward one square costs 1 move-
ment point. Traveling diagonally uses a slightly different rule:
every other diagonal move costs > movement paints. Thils, a ship
with 12 movement points moving 1:hagun;;u|l1.r for its entire action
does not coveriz sguares—only 8. See Lhe diagran: below Tor
snrme examples of movement.

Sorme starships areso large that they take up twoor more
sejudres on the grid, Examples include the Imperal star Destrover
and the Trade Federation battlechip. Exactly hew many squares
such vessels cocupyis netedin the ship's specific listing. When mayv-
ing such ships, always copnt the squares fromi the ship's Engine:
when firing weapens, count from the location of the weapon.

Multiple starshipscan accupy the same square, but they
poseahazard to each mher when doing so. See Avoiding Haz-
ards for-details.

Relative Altltude

Meost starship combat tends to take place within roughly the
same'half-kilometer plane of space. Starships'derive no benefit
from moving above or helow their opponents, since shislds covar
a starship top and hoi'tunfl. and weapons can fire up and down'as
well a3 side to side. Moving verlically is relevanl only when trawvel
ingin a pravity field, always impaortant for alrspeeders and star-
ships that maove in atmt:spherc

Erew Huality”

Rather than providing statistics for every member of an entire

starship's crew. most ship descriptions provide a general “crew
quality” descriptor. This Indicates the crew's aptitude with ship
systems, including piloting, weapens, and defenses,

The Starship Crew Quallty table lists the four [evels of crew
quality for GM-contrelled starship crews, alangwith the apprapri-
ate check madifier. Use the Check Modifier for all skill checks
related to the operation and piloting of the vessel (including Pilot
andRepair checks). Use the Attack Bonus fofall attack rolls per-
formed by the crew. :

For unique vehicles where the crew’s statistics are (nclided, this
table is Unnecessary. Likewise, if you wish to'create an "enemy
dce” or a particularly talented starship crew, feel free Lo assign

sperific check modifiers, |



b o

i | i i

| Normal L
skilled AR
L S A T
Ace +1z +3.|"+5

Getting Startad

Slarships take time to warm up, with larger
ships taking more time. Whenever 3 star-—
ship's engines are powered down—as when
docked or undergeing malntenance—the
crew must take time to get the ship ready
for flight. How lang this takes depends on
thesize of the ship.

The pilot can reduce this time by one step
with a Pilot check (DC 20), taken as a move
action. (Thus, not even a Fine-sized ship can
be powered upin less than one move

Actions in a Round
Actions during starship combat are han
dled Lhe sarme as aclions during personal
comhi; character can take two move
actions, one mowve action and one attack
action, or one full-round action in a
round. Free actions can be performed at
any time.

sometimes a pllot wants (or needs) to
perform an action other than attacking
with a starship's weapans while keeping
It Maving. A move or attack action—such
as firing a personal weapon or using a
skill other than Pilot—is treated just like
an attack action below: the starship
raoves forward a numbear of SqUares

determined by its current speed while

the pilot performs that artion Similarly,
a full-round action is treated like a full
atlack below,

Free Actions ik

Communicating crders and switching
weapon fire modes are bwo examples of
free actions. Crewmembers can perform
as many free actlons as the GM permits
in ona round.

Maove Actions
The starship must use a certain amaount
of movement points determined by its

CEr—
£

action,) So, for example;a particula rly good
Star Destroyer crew could cold-start their
ship in as little a8 five minutes, while an
X-wing pilot could power up her engines as
a full-round aclion.

Spaad and Mavemeant

There are five categorles of starship speed,
from a complete stop toramming speed. At
the beginning of a pilat’s action, the player
must declare the speed he [ntends to mowve
during hisaction (Stopped, Docking, Cruis-
ing, Attack, or Ramming). This declaration
determines the SRip's speed for purposes of
modifiers to attack rolls and kill checks, the
ship's Defense, and how far the ship moves,
The ship canichange spéad anly 2t the
beginning of the pilets action or with a suc
cessful Hard Brake or Afterburn stunt [see
Stunts, hielow),

current speed, These movement paints

can be used to move the starship for-

ward ar to make simple maneuvers such

as turns and slips {see Simple Maneu-

vers), The pllot can also perform one

stunt at any time during his move action
Stunts).

Attack Actions

A pilot or gunnercan make a s
attack with one of a starship's
using his ranged attack bon

size, speed, and equipment m
artack When the pilot pertorms an
attack
furward & number of squares deter-

action, the starship also moves

minad by its current speed, and the
choeses at which peint during the ship's
rovement the weapon fires,

Full Attack
& pllot oF gunner can, as a full-raund
action, use all of his attacks with one of a
starship's weapons as above. When the
pilot parforms a full attack action, the
starship 2 veves forward a number of
determined by its current speed
d the pilot chnoses at which
point during the ship's movement the

At the beginning of a combat, the GM
decides how fast any GM-controlled vessels
ara moving. The defaultis the maximum
speed of the slowest ship in the group
(@ssurning they arein a group). When in
doubt about a ship’s speed at the ctart of
combat, assume that a shipis using the
fewest number of movement points far its
spaed class,

A ship does not have to expend all of its
available movement points during its turn;
unspent movement simply indicates that
the vessel s traveling at less than ils top
speed. A ship must Lise at least the mini-
mum number of movement paints for its
speed category each action, Ships never go

. full-round action

2 rounds
Smi _3rounds
Medium 4 rounds
oge srounds
Huge 1 minute
! Gargantuan ‘5 minutes.
Colossal 10 minutes

Sample
Move 2

567,89
(DiaGonAL
SioE 5up)
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ﬁsht-‘ %, Guardian-clays custom : Morang Ul ti 1 mdve
s and similar stips—A-wing hghters and ment pomt. A hip iy
faster than thesr mamum speed as indi- Tl Millennium Fslean be g 17 Tns forecard and reverse mOVEmernt dur

cated In the ship's listing. i upper end of this rang: cams actine
Stopped: The ship is molionles. vy RUStarship’s cpead aftects Hs Dafence Dicgona! Moverment: Maving diagonally
Docking Speed: The shipic maving very and any Pilot skill check sttack rolls (across the corner of 3 sguare) ettt addi-
slowly, This Is generally used durigg made by Lhe starship’s operators tional movement points. The first diagonal
docking procedures move 3 starship makes during eath action
Crulsing Speed: The ship is traveding 3t 3 Simple Manauvers only costs + movemnet point Thillésand
normal cruiting speed. Thes i5 the maxi- When the ¢ ¥termines what spesc 3 it 2 Tent point tead

mum speed for irnpergl Star Desoyles sfarshap 1< raweling *or th d. 't st third cosiy 1.8
and Mon Calamas cruscsr 0 Sygmipeg ase sttt i D er of rrdve ALloCing STarineWhen 2 gy -ty
l-'.'u-:l:ipﬂd"*-.--.*::—:~'5'a‘;:—-‘:. el poirts. The Tollowing TN ran be sTiack acton, the starship moves foremnd a
Spotdn. Limdcas 4 Sivp M DEsn sy NS 3NN ey LDeNOng ¢ =gl nAFTIDET O SQuarcs gels red Oy T
mindified, naly wecoeis of Largs o leccer during the pliot's move act speed. [For example, 3 starchip moving at
Sreca ve at attack speed This is the Attack cpeed must move ol lcast 5 squanes
AX AT speed Wiy T_ig—.jfrw_. traight forwand when perfforming an attack
" eight and Corellian yrd 5 the casiesi action, snd it can mowe up to B cquares or its
Corvettes among other ships : he only Secision maximum speed, which®wir is lower it may
Ramming Speed: The traveling at the & part h 2
facTagt cublight coaad p ble Coner 3 - e
iy 5 OF Ml S Fi = il r gl Ly Bl L g
can move 3l ramming speed This is the £ EOINE
manamum cpead for X-wing and TIE §iriciy, 25

Mudifiers on the Standard Scale
In space, a character or vehicle firing at a passing starship has only a split-second to of” m‘wﬂﬂhﬂph“
aim and fire. The “Standard Scale” column on the table helow retlects the effective ing upside down, the crew s always
Defense bonus the passing starship gains against such attackers. Ignore the “Stan- standing on the flocr, rather than the
dard Scale” column when targeting starships in atmuosphere, ceiling or the walls.
Some pilots like to adjust the inertial
Defonte Check ompensators. They find that it improves
Bonus Modifier the ship’s performance slightly —while
+0 vy others find that il gives them a rough
+2 ride. Adjusting the inertial compensator
+0 gives the pilot a #1 circumstance bonus
-2 to Pilot checks; huwever, whenever the
-4 Pilat fails a maneuver, the entire crew
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Atmospheric Movemant

When traveling in atmosphere, a star-
ship’s speed is reduced drastically to only
50 meters per square rather than soo.
This change reflects the effecls of grav-
ity, apradynarnics, and atmospheric drag.
This change in seale is also applied to
wedpon and sensur ranges, :

Mot Just STarRsHIPS]

| The way a starship moves and maneu-
vers :an-easi'i_y apply to an airspeeder or
similar vehicle, You can use these rules
rather than those In Chapter 10: Vehi-
cles of the core rulebook, Using the
same rules for both airspeeders and
starships operating in atmosphers
makes these encounters easier to play.
To determine the maxlmi_.m‘u'num_her-.af
squareéja vehicle can move, divide its
listed speed by 50, {round down) to a
minimum of 1.

not perform any other maneuvers or stunts.)
When using a full attack, the ship does this
twice, (If the starship in the example above
made a full attack while moving at Attack
speed, it would mave 5 to 8 squares forward
once, then move ¢ ta 8 squares forward
again, as part of the full attack.)

REVERSE

Traveling in reverse is mare difflcult than
flyIng forward, since most starships don't

Diagonal Movement

DiaconaL FoRWARD
MIOVING INAGINALLY [ACRDSS THE DORNER OF A

include reverse thrusters any more power-
ful than braking thrusters. Unless olhenvise
neted, all ships traveling in reverse have a
maximum speed of Dacking.

Moving backwards 1 square costs 1 move-
ment point. & starship may not combing
forward and reverse movement during thie
sarmie action:

SIMPLE SLIP
A pilot might wish to mave to the side
while simultanecushy remaining pointed
forward, This maneuver is a slip, and it's use-
ful for avolding obstacles witholt changing
your facing. The simplestiof slips moves the
ship one square forward and to the right or!
to the left, and costs 3 moverment points
Diggonal Simple Slips: When the starship
is facing a corner of [ts square inslead of &
side, a simple slip moves [t inta the for-
ward left or right square and costs 3 move-
ment poinks.

SipE Suip

& more difficult slipmaneuver Is the side
slipeWVith it, the pilat covers mare space [at-

erally than she moves forward, For every

squarethe ship moves forward, it can move
2 sequares right or left. A side slip costs 5
maovermeant points.

Diagonal Side 5iips: 5hips facing the corner
of 3 square move into the forward left or
right square, them meves one more square
left or right (in the same direction only).

45" TURN

Every ship, from-the smallest to the largest,
can make asimple turn of 45" by spending 1
moverment point. Before a ship can'tum it
must move at least 1 square forward.

Ouick Tyrns: Instead of using movement
points to execute a turm or to turn without
first moving forward, a pilot can perform a
quick turn. A quick turnis 3 stunt and
requires a Pilot check {see Stunts, below).

Stunts 4

Once during each of a pilols move aclions,
she may perform one difficult maneuver, or
stunt. To perform a stunt requires a suceess-
ful Pilot skill check. Moverment points can-
hot he used to perform these actions.

AFTERHURNM
Betore tinishing movernent, a pilot can

attempt to increase his speed one category

45" Tukn

A SIP MUST
MOVE FORWARD
1S0UARE BEFOR
racH 45" Tuen

DiAGONAL SIDE SLIP

[AGONAL SIMPLE SLIP
3 MP

5 WP
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PILL? KiL.L
{trom Cruising to Attack speed, for instance)

from his declared speediwith a successful
Fifot check (DE10).

. ¥,

Haro Brake
Before finishing movement, a pilat'can
attempt to lower his speed one category

P

(from Ramming to Attack speed, for m!t.am.&}

fram his declared speed with a shiccessfil !
Pilat check (DC15). The new speed categony

cannot provide fewer movement points than

the ship has already spent this action.

QuicK TURN
lo turn without first moving forward 1
square requires a Pilot check. A quick turn
can also allow 3 starship to make tighter
turns withina single square. The angle of
the turn determines the DC. The diagram
below lllustrates the DCs of a right turn,
ranging from'a 45° turn-to a full 360° turn,
Failed Quick Turns: When a pilot fails a
quick turn stunt, reduce the angle of the
turn by 45° for every increment of 5 below
the DC For instance, a pilot attempting a
180 turn (DC 20) rolls 2 10, 56 the ship
turns anly 9e°. As with all failed stunts,
failure by 10 or more requires Lhe pilot to
check far lnss of cantral.

LAND |

Landing is the one of the first lessons that
every pllot learns, Setting a shipdown oria

solid surface requires a Filot check {DC 20, +5

Quick Turns
DC 40

B2 vOLUME 2 NUMEER 2

per size category above Medium,—5 per size

| category below Mediunn). A pilot can take 1o

orthie chack, If the circumstances allow,
This stunt 15 best attempled al docking
speed; thatghiit's still possible td fand a

' ehip moving at ramming speed, provided

the pilel can overcome the speed penalties.

| Ashipthat fails a landing stunt by 4 or less

fails to landjit’s fiovering a meter or so
abuve the surfaée. Failing a landing check
by & ar more indicates that the ship has hit
thie ground harder than intended, suffering
collisign damage, Calculate collision dam-
age based on the ship's current speed using
an approach vector of "perpendicular” (see
Starship Collision Damage, below).

- EstasLisH PURSUIT

Sormetimes 3 pilot Wants to getbehind an
opponent and follow his every move or take
advantage of 5 "blind spot" To establish pur-

© sty @ shipmost be tnthe same squareas

thg target vessel, have the same facing, and
fly within one speed category of the target's
currant epeed [Attack Ramming, and so on.
A ship cannot establish pursuit if the target

1 ship Hasn't moved vet this round|To estab-

li=h pursuit, the pilots make anoppesed Pilot
check. The target ship gains a#s bonus ta
his check {unlesshe's unaware of the pur-
stier). If the wistld-be pursuer’s roll beats the
target's, he establishes pursuit.

Pursuing: Once a pilot has established
pursiit, he acts on the same initlative and
mayes at the same declaréd speed (if possi-
Ble}. A pursuing ship moyes at the same
time as its target through
exactly the same squarts.
the target moves
through—even squares
including obslacles—and

i stunts and Avoid Hazard

| checks. Ifa pu rsuer falls to

| execute the maﬁeuue;s
taken by his target, pursuit

i Is broken—even If the pur-
suer doesn't suffer any

| damage as a résult of a

| Bfailed checlt ™

Attack as a Free AcHon:
After the target has
declared speed for the
raund [which determines
the pursuers speed this

must perform all thesame |

X

round L), the pilol of the pursuing eraft
may make a single attack with one torward-
fiting weapon. All gunnefs with forward-fir-
ing weapons may actas normal. Yyhlle
pursuing a ship, the pursue:'ign ores all
specd medifiers tothe target ship's
Defense.

Flanking: Similar te flanking in personal
dombat, two or moreships can {bracket” an
enemy ship and thus increase their chances
of successfully hitting it with an attack. Two
ormore fighters that have.sstablished pur-
suit on the same target gain a +2 flanking
banus on attacks on the pursued ship.

Breaking OHf Pursuit: & pursuer can break
off pursuit at any time by choosing a differ-
ent course than his target has. Breaking off
pursuil is o special delayed action that
allows the pursuer to finish acting after the
target. Whenevera pilot breaks off pursuit,
hisinitiative drops by one; he no longer acts

“atthe cametime 2z his target- Any remain-

ing movement points and.unused actions
mist be used this round when the farmer
pursuer finishes acting.

ESCAPE PURSLIT
To escape a pursuer, the target and pur
suer make an opposed Pilot chegk The pur-
SUergains a +5 bonus to his check if the
target ship wins, it breaks off pursuit as
described above.

If the pursued ship spehds more mowve-
ment points in one rotindithan the pur-

suer can.it aulomalically escapes pursuit,

I'fie former pursuer's action is over, his'ini-
tiative drops by anc, and the target fin-
ishes moving.

| Exarmple: Vuko (initiative 17) is flying his
| fT-1300 frelghter past animperial block-
_'ég:lg when he attracts the attention of a
 pair of TIE fighters (initiative 14). The TIEs
tbeglin chasing Vuka's ship, and when he
refuses to stand down for bearding, they
i mave into the square behind the YT-1300
{and attempt to establish pursuit. Bath
TIE pilots may attempt an opposed check
against Vuke. Yuke has a total bonus of
{41010 his Pilot checks, and the TIE pilots
each have a +8 bonus. Vuke gains a +5
“bonus to his check and rolls a 12.for a
total of 27. One of the fiEpilots rolls a g,
for a total of 17, and the other rolls a 2o,
fur a total of 28,

1



Pursuing” or “Chasing”?
While pursuing a ship can be a harrow-
ing prospect, a ship need not establish
 pursuit just to go the same place that
- another ship iz going. A ship can always
| follow aleng—even through the same
squares—making whatever maneuvers

the pilot wishes to make to stay behind
the other ship, or it can lake an alternate
: raiite. A daring pilot beset by pursuers
': can fly through difficult hazards, thus
| inureasing the DC of the Avoid Hazard
. check and possibly losing his pursuers or
~ causing them to suffer collisions—thus
- getting rid of them for good. A ship pur-
- suing another ship can, likewise, change
course (breaking off pursuit) to avoid
making an extremely difficult stunt, . Thewing f”(' ammon
then pick up pursuit again later. g _' h u ows pilots to trade
! iy y for i irepower. Most |

The second’ the first faw.
 chip. The initiative '
"" i
“to match Vuka's initia 1 _ ckly peel o | fig!
Vuko acts, the s ‘_:‘ second ot acts i, 'sgﬁu“’: L'“'?“ _ii:lerthfs astandard

gir pilots the benefits of

©o@n get in I:rehind thg qgnn rl:f.a
~ again attempt to esfaﬁﬂs‘h gursg
Vuko tries to ﬁaleerﬁﬂ'rpu \ nwin - L 1 -
| Muko must attemptan uppuﬂ P - maneuver together. The advantage of a : o escape the beam's

~ wing formation is that it allows a group of
'ﬁghten’-to staytagéther even during the

ﬂt‘}:ha sh]ps.‘l;l;a Ing ¢an maneuver onl}r n -

worst pilot's ship. As a resull, Using Fighter Wings
squa,drnns of equally skilled pilots typically It you find yourself running a space bat-
:g, and the TIE pﬁut mlls'}a*l furaﬁo‘hl Lse wing formations. tle with dozens of fighters, you might
of 23, ¥uko manages to sl'qg;%ﬂ'iaTiE . Forming awing rfuqunua_ that the shipsall want to form mest of them into wings.
fighter, and thepursumg ;ldt's initiative  he in the'same square, moving at the same Since wings can be formed before the

al of

drops to 16. .. speedand inthe same direction, Esich must battle, even poor pilets can join by tak-
4 Jééﬁ.{g-& : make a Pilot cheek (D€ 15). fithe ships Ing 20. Each wing is treated like a single
REVERSAL : TEn attempting to form a wing are not the ship in most respects, saving time when
 Befote finishing movement, a pilot can try samesize category, the DC rises ta 2o A making attack rells and stunt checks,
ta tum the tables on a pursuer by getting starfighter wing can be from 2 to 6.5h(ps. When a wing suffers damage, assume
behind him. This Is called a reversal. Both A wing operates as asingle starship in the same ship is hit every time until it is
, pilots make an epposed Pilot check (with mest respects. The initiative of all the pilots destroyed. While Uhis might nut be real-
the current pursuer adding +1oto his rall) If—  In the wing drops to the lowest initiative of istic, it's faster and keeps large contlicts
the pursued pilot’s check beats the pur- all the pilots in the wing (though'this maving quickly.
| suer’s, the pursued pilot is'now pursuing: change does not allow a ship that has If yiou want to involve starships piloted
{ -ﬁuth ships continue moving. and the new already acted to act again). The wing rolls a hy heroes in large and dangerous space
tzrget determines the course they follow. single Pilot check wheneveriit attempts a batties, you might want to assign them
- Meither ship's |rﬂ£|atwe changes in the stunt, using the worst Pilot skill total edch a wing. While this option prevents
event of a reversal. e among its memhbers. If the stunt is siiccess- the playar from using his character's own
Aseparate redersal check must be” ful, all the shipsin the wing succeed, if the Pilet skill, it lets him assign damage to
attempted for eagh pursuer; a ship pursued  “stunt fails, the entire wing fails. other ships befare his own, increasing the
by multiple oppanents ean tu h‘E\e‘EhEES e is not pnﬁs]hleiffﬁra i GLIGLE DI character's chance of survival.
. ' -'(-. . _'._,l, [ i o st e SEL TR
: ‘T _ i ! | STAR WARS GAMER EB |
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difference between the captured vessal
and the veszal firing the tractor beam [or !
subtract § from the DC if the capturing ves-
sel is smaller). if the pliot-rolis high enough &
1o recist the tractor beam, he rﬂ;:rlt.;Ms his
current distance. i he rolls high encugh to
escape, his ship can act normally.

Foiled Stunta

In most cases, afalled Filot check on a
stunt means the pilot has failed to per
form the intended maneuver. IF the Pilol
check falls by 10 or more. howsever, the
pilot might loce control of thestarship.

{You can't lose cont 0 a Tailed

k] Make another Fil ek

at the sameDC as the original [fa '-..'Z

poceeds, the

check. if the second check 3

Starship Size

pllot maintains control of the vessel but
IPthE cernind chack fails, the pillot has
cantrol of his vessel. Comparc the p
N elEstre of Gallure (buw rmuch he mi
the second check by) to the Loss of 5t

T

ne the effect.

Controi tabie to determ

&-10 Pitch: -5 -2
1% Yaw -5 -5
w-20  sSpin -1a =3
I+ Tumble -13 -1
Skew: The ship is only marginaily out

of control, skewing clightiy to

spinning slightly, for instance. Untif the

controd_ It mus

pllot regains ro

A stanship's size is perbaps its mast important characteristic. Size attecte a ship's

Defense, attack ralls, initiative, and Pilot sk
Starship Sizes table,

il checks, The size modificrs appear in the

When a starship fires at a vehicle—or even a character—the Starship Sizes table
might not cover the full range of possible modifiers. While several vehicles are larger
than § meters long, few characters are—so modiliers for “less than Fine size” are pro-
vidled. For combat between starships and vehacles, or starships and characters, use the
italicized portions of the table to determine modificrs to Defense and attack rolls. This
cupanded scale docs not affect initiative and skill checks.

Starchip Sizes
STARSHIP Stanparc
SCALE SCALE

Colossal -8

MoniFER

Gargantuan -4
Huge -7
Large =1

Madium
small Colossal
Gargantuan
Huge

Large
Medium
Small

Tiny
Ieminutive

Tiny
Diminutive
fine

BY wvllMe 2 NUMBER 2

Sz (ma) EXAMPLES

1001+ Imperial tar destroyer,

fon Calamarl star cruiser

Assault frigate

SO=1000
251=500
1W01=250

Mebulon-B escort frigate
Corelhan corvetie,

bulk freighter

Medium transport

Light freighter, imperial
customs hght crurser

51-100
=50

=20
610

? §1-5

1.21-2.4

SLarfighler

TIE fighter

Misgile, escape ped
Human

o.n=-1.2 Ewuk
Ysalamiri

Sand tick
stingfly

o 31-0.6
01=03
less than oa

1 5'.111fa|15t-'-:—'-r'a m the desired mansuver

1 mowe along

number of sguares

ItS Curmrént vector a
determined by

operators of the

regsneed A

ts lastdecla
shigimeMuding pilots

relating to operating the ship unti I*"r“
pllot regains control. The ship ftseifsuf
férs a -1 penalty to its Defense.

Pitch: The ship's ndse pitchesupand
dbwn at rancdom. Untll the pllat regains
cantral, It must move along [tsicuerant
vector a number of squares determined
by its last declared speed. Then rolEtds to
determine its attitude: 1-2 up, 3-4 lewvel,
5-& dowr Aship pointed up istonsidensd
mbing, and #ship pointed down

can make 3 brg differsnca.

All operators of a pitching ship suffer a
=g penaityto checks relating to operating
the ship until the piletregains control.
While a ship s in a pilch, its Defense |5
rediced hy =2.

Yaw: The ship turns at a 45° angle taits
original position each action until the
pilot regains cantrol. Roll 1dé to determine
which way:1-2 left, 324 forward {no-fum)
5+0 right. Until t regains control

the ship must move along its current vec

. Lk
e oL

tor a number of squares determined by fts
last declared speed. @l operators of the
ship suffer a =g penalty.until the pilot
regains contrel. In addition, anyone
abbard the ship attempting any check
[except saves) unrelated to the operation
of the ship suffers a =2z penalty. The ship
suffers a=s-penalty to ity Dafense:

Spin: The ship goes wildly out of con-
trdl'but continues inthe same direction it
was heading. Until the pilot regains con-
trol it must move along its current vector
anumber of squarcs e ®mined by its
ast declared spead Then roll 148 aach
action until the pilot regains control to
determine its Tacingsy front, z front right.
3jright, 4 right rear, grearn's left reaf,
7left, & front left.

Allpperators of the spinning Ship suffer
#-10 penalty while aship'is spinning.n
additicn, anyone abaard the shipattempt-
ing any check {exceptsaves) inrelated to
the aparation of the ship suffers a -5

penalty. While the ship is spinning, it suf-



Spin dB
8

FronT
LEFT

Starship Piloting Stunts
Stunt Pilot DC
Afterburn 10

Hard Brake 5

Quick Tuen

Land

Establish pursuit
Escape pursuit
Reversal

special*

Regain Control ot

lain/rejoin wing 15

Resist/escape tractor beam iefza®

“See descripTion fof variotions aodording (o siip size,

1This stunt can be attempted only when @ Pilot has lost control,

fersa—& penalty to its Defense.
Tumhble: The'ship rolls, pitches, spins,
nnd}fawﬁ all atc_&ncl:. while simultane-
ausly moving along Its last vector. Until
the pilot regaine control, it must move
along its current vector a number of

+5 per 45°

Oppesed, pursued +5
Opposed, pursuer +5
Oppeosed, pursuer 110

Fitch dB

1-2
Ue

3-4
No

sguares determined by ts
last declared speed. Roll 1d8
to determine its facing, as
for a spin. Then roll 1d6ito
determine its attitude, as
with'a pitch result. Make
bgth of these rolls each
_actlan untll the pliot regains
contral,

Alleperatars of a tum-
bling ship suffer a —12
penalty while their ship 15
tumbling. In addition, any-
afie ahoard the ship
attempting any check
{except saves} unrelafed to
the operation of the ship
cuffers a —8 penalty. While
theship is tumbling,it suf-
fers s —1o penalty to its
Defense,

While a shigis out of con-
trol, the pilot may not per-
form any maneuvers; the
ship maowves according to Its
lact declared speedin a
direction indicated by the
table. To regaln control of a
ship, the pilot must make a
successful Regain Control

stunt (see above) as a mowve action. If the
check is successful, the ship may maneu-
ver normallyfor the remainder of that
action but cannot perform danother stunt
until the pilat's next actlon.

. CHANGE

.. Avpoiding Hazerds
Sometimes space is litterad with
obstaclesiasteroids, starship
wreckage, and even other ships.
A pilot can avoid such cbstacles
by flying around the square they
oocupy. If a pilot flies through a
square that indudes an obsta-
che, the pilat must attempt an
Avaid Haz.'{rd cherk.

Avoiding a hazard does not
requlre afaction: the pilot
rmakes as ma ny Bvoid Hazard

“checks-each round as required
by Lthe obstacles in his path.

" The OC for an Avoid Hazard
check is based on the size of
the obstacle—though the GM
may apply additional modifiers

ta the DC based on the speed and course

of the obstacle.

. AGM who wishes to generate hazards

. randomly can-roll to determing the obsta-

cle’s slze, speed, and direction.

Fine

" 5=7  Diminutive 5
g Tihyr 3 s
=3 “Small AR 15
1415  Medium 20
6-17 large 25
1% Huge 0
15 Ga'}g_:antuan 35
20 Colossal : ¢D

1-4 Stop =10
=8 Docking -
g1z Cruising +o
1316 Attack +5
17-20 Ramming +10

1=7  Moving Away —5
| 8-13  Moving Perpendicular +o
14-2cf Moving Toward +5

Faiﬁll% an Avoid Hazard check almost
alway® means that the ship has collided
with the obstacle. (See Rammingand Colli=
siongibelow.) I the hazard inguestion is
anather ship, the pilot of the other ship also
makes an Avoid Hazard check. i both checks
fail, acollision occurs;

STAR WARS GAMER EBE
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A pilot can.choose 1o live dangerously by
fiying dosely 1o an obstacle. Adding incre-
ments of 5 {5 the Avoid Harard check DC
reflects how close the pilot wiould file= 1o fiv

n most cases, this is simply reckless ﬁ;
ing—it might impres<s people, butit serves
no other purpose. When a ship is pursued,
however, such reckless flying can shalre rhf' :
pursuers off one'’s tail.

Example: sarribn encounters an asteroid
cluster and decldes to test his piloting -
skills by flying directly through the cen-
ter. The GM determines that the Pilot
check DC for avoiding this particular haz-
ard—that is, not suffering any damage—
Is 25 [because the combined size of the
cluster is Large), plus 5 because the aster-
olds are moving fairly quickly (attack
spead), and minus 10 because the aster- = %
oids are moving directly away from Sar-
ribo’s ship. The total DC for Sarmriba’s Pilat
chack, then, is 20 [35+45-10=2c).

Sarribo is cocky, however, and he
wants to show off. He decides that he's
going to fly his starfighter between two
asteroid chunksthat are about o
hounee off ane another, Sarribo can time
his flying so that this stunt adds +5,+18,
+15, +20, or even more to his Pllot check
DC. Not being entirely crazy, he opts: for
the +10, for a total DC of 30

Ramming and Caollisions

Collisions occur when a vessel loses con-
trol and strikes a solid object, or when the
pilot of a ship decides to ram intc.an
object on purpose

REsowvinNG CoLusIoNs =
Like vehide collisions (see [hapter 10: Vehi-
cles, in the core rulebook), starship collisions:
depend on the cpeed and size of thechips
or obstacles involved. Find the highest

speed (in squares traveled this action)
between the two objects colliding, This |
determinegs the damage die bype.

Once the hase damage inflicted by the
collizion has been determined, determine
the number of damage dice to roll based on
the size of the smallest object invoived.

Finaliy, the GM the must decide the angile
of wollision (based on whether the obstadle

66 vVOLWME 2 NUMBER 2

was "'I'?Il.."u"i"lg ToMWard, away. or f"‘"‘ii‘f'll"ll‘ll'
lar), modifying the
chart Below:
Once the damage has heen determinga
APPR to both <hips (or objects)

the colllsion

Starship Collision Damoge
Damage
Die Type

dy

d8

o

diz

Race Speed
Docking
Crulsing
Attack
Ramming

Mumbar
Object Size of Dice
Colossal
Gargantuan
Huge
Large
Mediam
Small
I II'Ir
Diminutive
Fine
Vector Multiplicr

Target Is...
Meoving toward

Multiplier

the ramming ship
mMaving perpendicular to
the ramming ship

Moving away from
the ramming ship

Starship Combat
The ultimate gnal of any starship combat
scenanio in the StarWars Roleplaying Gome
should be to create an exciting, fast-paced
srene in which the heroes fesl their ciilis
and aptitudes have an impact on the out-
come of the battle. These rules provide a
framsunrk for combat between two or
more ships Keep in mind the more ships
thal are fighling, the more complicated the
dltuation beromes.

Once It becomes clear that a starship
combat is about to occur—elther because
dpponents caméwithin sentor range of

| each other, br beCause the scenarlo calls for

a battle to commence—you need to know
whoagts first, what they can do during
their action, and how that action affects
everyone eise imvolved

damage ACCoraing to the

rvolved in

INITIATIVE

The Gamemaster has fwo options for star-
A ivETTISE yOou (30 USe
ative just as in normal com-
here cach hero rolis separatehy: This is
the best method 1T most or all of
the hewoes are aboard the same ship, how-

shiip combat init
imdinddual init
bat, w
probebly
ever this can result ina lot of delayed or
réadied actions as guhners wait Torpilots to
péﬁnrm Maneuvers
An easier way is simply rolling initiative
for each ship (or wing of fighters) using the
ship's size modifier as the initiative modifier.
This option |s useful when most heroes are
on separate ships, Have everyone on the
same ship act more or léss simultaneously.
Pilots of starfighterdass ships may also add
thieir personal initatidve maod ifier to'the moll
FoweRiNG WEARONS
Befora you can begin blasting your enemies
—tozo much spacc-dust, you must power-up
your ship’s weapons. Ip dhilized systems
casually fiying around with your weapons
powered up is the equivalent of waving a
blaster pistol in a threatening mannér: it's
not something you do ifyou don™t want o
draw attention to yourself. Starship !
weapons take a littietime to charge before |
they €an be fired. Power-up depends on the g
size of the ship. |

Ship Size Time to Power-Up |
Huge or larger full round

 Small/mediur ‘W &
Tiny or smaller free action

RAISING SHIFLOM

Starship shields take lesstime to ready than
wreapoms, bul Lhe delay can still be a costly
one The Damage Reduction of shields

_ apphes as soon as the shields are activated,

even though the full protection of the shields
might not be availablETimediatzly. Though
it's not a crime to fly around with your
shields powered up, It can draw upwanted
attention to your ship. The charging time of
shields depends on the size of the ships.

Ship Siza

Ga rgarrtuan

Time to Power-Up
Full mund

Medium si:ed ar smailer . f'ree adm



FaCING AND Fiming ARcs
All standard-mounted weapons point in one
of four directions: forward, 2fi. rightorleft
Some weapans are partially turret-mounted
{giving them two adjacent arcs of fire) or
fully twrrel-muounted (allowing them to fire
n 2l four directions). A weapon's facmg and
arc of fire i listed inthe ship's desaription.

Colossal -6 -4 -2 o .
Corgontusn—6 -4 -2 o '
Huge -4

flarge =2

.Mtdium o

Small o £

Tiny 0 =2 =4 =6l
[pifnutive. =2 {I=a e R T
Fine SIS Ei =B =B

Tstarships at sensor mange can't fire at one anotier,

Normal Starship
Fire Arcs

FrONT

-fa;ha- Starshi ._|
Fir'FJ ﬁﬁcr T_____I

Fnam1]|

With some exceptionally large vessels,
the part af the ship that indludes a given
fire arc could betwoy nrmare squares wide
If it becomes important (such as for detar-
mining range, or for firing at Point Blank
range), count the number of weapons
included in that fire arc and divide by the
num ber of squares the ship has In that fire
arc. The result indicates, in most cases
exactly how many weapens ars actually in
a given square on a shipand. thus. how
miich of the chip’s firing Sctually
from that square [as appozed to the adja-
cent square),

comes

Ranar

The table below shows the attack penalty
when a ship of the listed size is firing at a
target at the listed range: Note Lthal most
WEAPONS are also listed in the ship's descrip
tion with a maximum range, so it's possible
that certain modifiers here might not apply.

Example: An X-wing (size Tiny) and a
light crulser [size Large) are engaged in
combat at Short range'{y squares apart).
The X-wing pilot suffers a -2 penalty to
hit the light cruiser 3t this rangs, while
the cruicer’s gunners attack at no
penalty. Clearty, the X-wing pilot wants
to cloce the distance to reduce or elimi-
nate her penalty.

Pount BLank Ramce

At Point Blank range, capital ships have dif-
ficully bringing their weapons to bear on
small targets. They can target no more than
25% of their weapons at any single Medium
or small starship and no mare than 10% at
any single Tiny, Diminutive, or Fine starship.
Round fractional values down, to a mini-
murm of one.

Firing Into A Dogfight: If your target Is at
Point Blank range from an ally (such as
when engaged in a dagfight), you sutfer -4
to attack rolls if you are at more than Point
Blank range.

Example: An X-wing and a light cruiser
attack each other at Short mnge. At this
range, hath vehicles can bring all their
weapons to bear (assuming the weapons
are facing in the proper direction. and
not including point defense guns). Once
the X-wing closes to Point Blank range,
the light cruiser can only target the x-
wing with 25% of the weaponry that it
has facing in the proper direction (as
well as 25% of its point defense puns),
while the X-wing could continue to fire
with all its weapons.

MaKinG ATTack RoLLs

Flring a starship weapon uses Lhe gun-
ner’s base ranged attack value {including
Dexterity modifier). Unless you have the
proper Starship Operalion feat
[starfighter, space transport, of capital
ship) you suffer a —4 penalty to'attacks
with staiship weapons.

have 5 armore mnks of Pilot, you gain a +2
synergy bonus when firing starship

computer grants

3

ck rolls{based o

7l with starship

STAR wAHS camer B7
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MULTIFLE ATTACKS
Multiple attacks must be taken with a sin-

gle weapon, a group of fire-linked weapons,

or a set of adjolning weapons. If twio ar
maore [dentical weapons have ide ntical fac-
ings, they are considered adjeining

weapons. For example, a pilet in an X-wing

who could make two attacks ac a fulll éttzjl_ck' f

action could fire each of the fighter's proton
torpeda launchers once, or its fire-linked
laser cannons twice. It would not be possi-
ble for the pilot to fire the laser cannons
once and [aunch one proton torpedo as a
full attack action.

Taking a full attack action is uselul only il
a character s capable of making maore than
one attack. Characters with a base attack
bonus high enough to get multiple attacks
[+B or higher) can take the full attack actian
to make multiple attacks during starship
combat, Characters with the Rapld Shot feat

can usa it to make an extra attack with star-

ship weapons.

Double [asers. adjoining weapons, and all
weapons described as blasters are consid-
ered multifire weapaons, This allows two
attacks as a full attack action, but each
attack suffers a —4 panalty (see Multifire in
Chapter 8: Combat in the core rulebook].
Quadlasers are autofire weapons; they may
be used to make two additional attacks a5 3
full attack action, but each attack suffers a
-6 penalty (see Autofire, alsa in Chapter ),
Quadlasers on capital ships can be set to
autofire. This is an exceplion Lo the normal
rule preventing capital weapons from mak-
ing multiple attacks.

ATTACK RUN

A ship can, as part of an attack action orfull |

attack, ignore normal defensive maneuver-
ing to lina itsalf up with its target, gaining a
bonus to attacks made against the target,
The attacking ship must move directly
toward the target this action.

The ship gains a +2 circumstance bonus
toattacks made with weapons in the front
firing arc, but it also suffers a -4 penalty to:
Defense until the beginning of the pilat's
next action. A ship making an attack run
cannot fight defensively.

Ram Attack: & ram attack s a type of
attack run in which the pilot attermpts ta fly
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. hold them in reserve until

her chip into another chject. This is an

| attack action that requires an attack roll
(inclading the +2 clrcumstance bonus and
ignoring the target's armor bonus to
Defense). [fthe attack succeeds, resalve the
damage as 3 collislon (see below). If the

| attack fails, the ship carries on aleng tha
| same course, Using up any unspent mowe-

ment points'based on its declared speed.

FLYinG DEFEMSIVELY
lust asin melee combat, youcan “fight
defensively” while piloting a starship or

L select "total defense.”

Fighting defensivel grants a +2 dodge
bonus to the ship's Defense and applics a -4
penalby on attack rolls, and can be performed
a5 part of an attack or full attack action.

 Total defense gra nts'a +4 dod ge bonus to

Defense but does notallow the pilot to
attack: gunners suffer 3 <8 penalty on

- attack rolls. Total defense takes_t}_'ie placeaf

amattack action; the starship may maneu-
ver as if this was a move action but may not
atternpt a stunt.

These modifiers last 1 complete round. If

" you have 6 or more ranks of Pilot and the

appropriate Starship Operation feat, the
dodge bonusesincrease to +3for fighting
defensively and £6 for all-out defense.

POINT DEFENSE WEAPONS
Many'€apital class vessels have small
weapons called " poinl defense™ weapons

designad to fire against starfighters at Point

Blank range These weapons fire as if they
were part of a Medium starship (+o mod|-
fier, no penalty to hit at Point Blank ranga),
regardless of the actual
size of the capltal ship.

Paoint defense guns can't Starship

| targeta ship at greater K-wing
than Point Blank range. Y-wing
" The'best use of point TIE fighter

defense weapons isto

an enemy chiplcomes
writhin Point Blank range.
mthuugh it’s Lsually
most convenientio let
the entire chew act on the
same |n|r|atlue,they need
fot da so—allowing the
gunners onthe point
defense weapons to

M-1 starfighter

YT-1300

Z-g5 headhunter
Droid starfighter

Millenmim Falron
Guardiarn light cruiser
Irnperial 3iar Deslroyer
Man Calamari star cruiser
Mebulon-B frigate

Corellian corvette

Trade Faderation battieship

:
i . 1!
deliver potentially crippling blows to enemy 1
ships that venture too close, before those
enemy ships can hring'thé!r O WEAponS
to bear. ‘
BATTERY FIRE . |
Most eapltalships have weapons grouped
in batteries. These weapons can fill anarsa
of space with swathes of hlaster firsl & hat-
tery is usually a group of up to five identical
weapons that fire as one {using a single
attack roll to determing success). When
using battery fire, cach additional weapon
after the first in a battery adds +1 to the
attack roll to a maximum of +4 forag-
wieapon battery. if the attack succeeds, rell
damage as If one of the weapons had hit.
Further, for each 3 polnts by whr:h the
attack succeeds, an additional wea pon has
hit thetarget, Inflicting its damage as
well, up to the maximum number of

i o

~weapons firing: This advantage allows cap-

ital ship weapon batteries to dowhat they
feantinied an pege 7ol

Starship Speeds

have a starship but don't
o what its maximum speed should e,
you can follow these simple guidelines:

MPs per Action
Cruising ]
Attack &
Ramrming 10

Maximum Speed

Below are the maximum speeds of typi-
cal starships heroes are likely to fly or
encaunter as weall as the maximum num-

§ ber of squares per action they can move:

Speed
Ramming
Attack
Rammin g

MPs per Action

Ramming
Ramming
Bamming
Allack

Ram min E
Attack

Cruising
Cruising
Cruising
Attack
Cruising
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Starship Missile Weapons

Missile weapons (such as proton tarpedoes
and concussion missiles) functlon differently
from beam weapons. For use beyand Point
Blank range, a gunner must tirst establish 2

. missile lock on his target. After it is fired, a
missile closes the distance to the target,

eme

Unauipep MissiLes T
Missile weapons may be fired without a

 missile lock. This is the default firing mode,

as listed for certain ships. The missile maves
‘straight forward from its point of arigin and

- may not turn or otherwise attempt stunts:
At'Eu:iErrI: Blank range, a missile works like

any other ranged weapan: the firing charac-
ter makes a ranged attack to deterrmna the
outcome. When the missile goes beyond
Boint Blank range and enters a square ocell-
pied by another object, it attempts to attack
that object, even if the object in qUEblIDH is
not the intended target.

A unguided missile can hit a targd: oﬁiy
If it s within a certain range, as indicated on
the Unguided Missile Range table. If the
range between the firing ship and the tar-
_ get ship Is greater than the listed mnge the
missile has no chance of striking its target.

Unguided Missile Range

Target Size Maximum Range*
Upto Medium  up to1square away

(as a normal attack only)

: Flanetary ke up to m squarﬂ away
Nif the object 5 stopped, add ane cateqory fo the
Mmaximum range fisted,

Bﬂ.nusumc AND BreawiNG MissiLe Lock
.l'-'a..pi1u1. or gunner can attempt 1o establish a
\missile lock against any target within 2o
squares [see the Starship Range Penaltics
| table for modifiers based on the firing ship's
{slze and range to target). To establish a mis-
- sile lack, the attacker makes an attack roll as
Lan attack actlon (the missile Is not fired as

' part of this action). The character trying for

‘.;a missile lack gains a +2 synergy bonus to
Sthis roll if he-has § or more ranks of Com-

| piiter Use. If the'attack roll succeads, a mis-

sile lock is esta bl_iished,giiring the attacker a
readied action tafire the missile at any

point [ater in the combat.
&

b T_hﬁv.ﬂ: missile lock remains established until
| the misslle weapon Is fited (Iinless the tar-

get shlp Mmoves arange eategor}r farther
away). The pilot or guriper can execute his

‘teadied action tofire the missile at any time.

A missile always moves g squares cach

- action, even if that movement carries it

bayond its |ntend5d_ target. [t cannot reduce
‘its speed for any reason. A missile acts on
the same Inltiative number It was fired and
begins acting as soon as it is fired. A missile
can maneuver as thoughiit had the Pilot skill
[see the Mlssﬁeﬁuﬁdancesystems tahle],

'I:hnugh it cannot attempt the Establish Pur-

suit, Break Pursuit, Rereri%l or Join/Rejoin

Wing stunts. A& missile’s Bilot skill allows it ta

make turrs more quncklya hd thus resume
its attempt to hltits targfet

Fire-LiNkED Missites

Il a starship incorporates lwo missile launche
ers ar torpedo launchers with the same fac-
ing, the pllat may firea missile from both
launchers simultaneously. This action

requires only one check to establish missile

lack, When the mlislles arz fired, both move

at the same time and on the same vectors.
{Two missiles traveling together this way are

not required to attempt Avold Hazard checks
for each mher.]'The two missiles attack sepa-
rately, however, so one missile might hit and
the other miss. Inthis case, the surviving
missile would continue to pursue the target
until it ran out of fuel.

Example: N'ottakeea is operating the
missile tubes aboard a medified ¥T9300
and wantsto obtain a missile lock onan
appraaching Guard lan-class customs
cruiser. Consulfing the Starship.Range
Penalties table, she sees that she suffers
a—4 penalty on the attempt while the
erulser is at Long range (11-20 squares
distantyand a =z penalty to the attempt
when it reaches Medium range (6-10
squares distant). She decides to take her
chances while the ships are still 12
squares apart, so she suffers a -4 penalty
to her attack rall. This time the Force is
with N'ottakeca, and she rolls a natural
20; sha has obtainad the missila lock,
N'ottakcca immediately fires the missile,
and it streaks out toward the approach-
ing customs ship, covering the distance
in just two actlons.

Whenever,,a rmss;le enters the same
L aquare s its térgemhe milssile attermpts to
hit its target using an attack bonus listed on

- the Missile Gu:ddnm and Quality table

[’Drdm:ry missiles unless otherwise noted).
If the attack fails, the missile carries on with
the rest of its movement. if any, atthough it
cannat attempt a stunt on the same action
that it attempts to resolve the attack.
A misslle operates for 6 rounds before It

runs out of fuel, It may make several

| attempts to hit its target in that time,
‘though never more than one attempt
each round. A missile that enters its tar-

get's square makes ane attempt to r:sohre
the attack. :

' AvoipING MissILE ATTACKS |
Any ship can attempt to destroy the missile
before it reaches its target. All missile
weapons lave Defénse 2z (including size and
speed) and 30 hull points, with no shields or
damage reduction. A missile can suffer lon
cannon damage just like a starship.
The most dangerous method of avaiding
a missile is to"distract"it by giving it
anothertarget A pliot.can attempt to trick a
issile’s guldance system Into chasing a dif-

Missile Guidance and Buality

Pilot Skill Rating
and Attack Bonus*
+5

Missile Guidance
System Quality
Marginal

IR Gdinan s
Gmd

R
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ferant target by flying throligh a square
no:uP]ed by another object—for example,
an dslericl or ancther ship, perbiaps evern
the ship that ariginally fired the missile. This
trick, of course, prompts an Avoid Hazard
check for the pilot chased by the missile, The
pilots of all wessels in the sguare then make
opposed Pilot checks: the lowest total check
becomgs the new target of the misslie.

Ifthe cbject in the square is unpiloted
{an asteraid or a derelict ship, far example),
tha ri;lsslle must atternpt an Avold Hazard
check. If the check fails, the missile collides
with the object and detonates:if the check
succeeds, the missile passes harmiessly :
through the square and resumes its pursuit

uft}"[e ariginal target.

| L
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shorts out a ship's systams and potentially
shuts them down. Compare the amount of
damage to the lon Damage table. The ship
maving targats (such as | cannot move, fire weapons, or perform
stations), but it makes s ' stunRtsiuntil'the crew spends a full-reund
much harderto E ; ' actlon and makes a successful Repair check
If an attack fblfwith battery fire res Q;Hs in | depending on the result.
a threat, use the above procedure to d:}tr-
mine which shots are congidered eritlea]
hits, which inflict damag‘ldlrectly to ﬂ'na ‘"_
hull. Weapons in the battery that did not hit
on the confirming roll are treated as ordi-
nary shots, which must first penetrate aﬁy_

ghieldson the vge’c. : B 5:::
f E

r'

HILL?

4

WL L

do best: mercilessly pummel large. slow=

anets or space
fighters much,

lon Damage

Damage Result

Fine-Linkeo Wearons 31; i Camstmp hie Ionlzatinn 30
Instead of weapon batleries, slarfighler-

rlass vessels (and vehicles) sometimes ha'..re ,' TRACTOR BEAME

fire-lin:fed guns, These are groups of " THis wea pon does not inflict damage toa
weapohs that point and fire in the same. fargetiInstead, it traps its target In place,

direction. In effect, thir arrangement craates . pushes it away, or pulls it toward the cap-

[ .

a single weapon (fired with a single attack
roll) that Irflicts greater damage than . oblect} In a tractor beam requires an attack
either weapon alone. Each doublingof the = rell, butithe target receives no armer bonus
number nﬁeapnns {two, four, eight, and 5o fa its Defense. If the tractor attack is suc-
on) that are fire-linked adds one die of dam- |~ cessful, the tractar beam can then pull the
age, before multiplication. - target toward it, push it away, orisimply
Thus,if two weapons that nermally inflict. | held it in place.
4diox2 damage apiece were fire-linked, they As .3 move action, 4 tractorbeam can pull
would attack together and inflict sdioxe a captured target toward itself. or push it
damage for the pair. If another pairof | awajr, a numberef squares based on the
weapons were added to the link {hringil:lg: . sizeofthe ship dolng the tractaring The
the total to four fire-linked weapons); the 5&1_: ’:mctor beam need not move its target the
would do 6dioxz damage, 1 Full listed dislance.

‘Dinly dentical weapnr* can be fire- Iln{:ed : :
- Size Tractor Squares

CriTicaL Hirs Colossal 10

Critical hits in starship combat function Ga i TR
similarly to critical hits in flormal combat;
but instead of doing damage directly fo a
target's wound points, a critical hit with a
starship weapon bypasses & target'sshizlds, | ©
doing damage directly to its hull. Critical i

Lhits of this type represent Js.l:n'.’l:r:,u::nrt::'lins\riIj-I ;
lucky shots that manage to slip pasta ship's. |
shields, all starship weapons have athreat | |
range of 20, and they still need to make'a .
second attack roll to confirm any attack th;t'_ '

| Wh_E}F; ca l.lgh‘c in a tractor beam, a star-
shipeannot move, perform stunts, or

was a threat. ¢ change facing. Fscaping a tractar heam
h.: requires o Réiiéfﬁsmpe"fraét’urﬁeam
3 ;
lon WEAPONS i check, ALlumphrrg this chieck is a stunt. If

An Ion weapon can be used toreduce a star-
ship’s shield points, but does nat inflict hull
pointdamage. Irstead, any hit by an fon can-
nonthatwould normally cause hull damage

| thecheck issuccessful, the ship may

| maneuaver normally for the remainder of
that agtion, but cannot perform another
stunt until the pilotic nmd: :ar_'hnn

70O voLUME 2, NUMBER =
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Taking DAMAGE
All starships have hull! pumts which are
roughly equlvalent to'a character's wound

|

R

points. Some ships also have shield points,

which must be exhausted before any
damage can be Inflicted to the starship’s
hull points.

| Most ships alse have a damage reduction

{BR)rating. Whenevef damage would be
inflicted to a ship’s shield or hull points,
subtract the ship's DR from the damage
inflicted: This reflects thefact that even the
best blaster pistol shot simply can't inflict
dammage lo the hull ufa slar deslroyer
when a starship is reduced too hull
points, It 15 disabled. If a'starship ever suf-
ffers twice as much damage in a single
attack as it has ramaining hull points, it
explodes, inflicting 20d6 damage to anyone
within the shipReflex save DC zo.for half].
[fthe characters actually make it through

—thisfirestorm; the Samemaster shiould

check Chapter 12: Gamemastering Star iiars
of the core rulebook, for details on supiving
in the vacuum of space. if the starship

_ explades when ramming or colliding with

another vescel, the other ship also 5L|ffers
zodG damage.

o |

REPAIRING DAMAGE
Damage (o a starships shisld pointsaulto-
matically disappears at a rate of 1 point per
ship 5 size category per rinute, Last hull
ptﬁrlts miust be repaired man ually (byweld-
|n$ hull patches anto tha shlp)

A full hour of work is reqwred to repair
Iost hull polmts. The result of the Repalr
check equals the number.of hull pcmt;

~repa|red

A starship that suffers more damage than

Hwice its hull points cannot ba repaired. 5
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ive of the Infidel” is a short adven-

ture for Yuuzahn Vong heroes
assigned to infiltrate a refugee ship and
capture a ledi hiding abaard It. Because the
adventure uses Yuuzhan Vong herocs whe
might not survive, Lhis scenario makes a
goad one-shot adventure for players who
want to try their hand at playing the antag-
onists putside of or in addition to a New
ledi Order campaign.

For the Came Master

This adventure is for four to six Yuuzhan
Vong heroes of 6th level. You need a copy of
the Star Wars Refeplaying Game core rule-
book to use this adventure. The New fed]
Order Sourcebook further explains Yuuzhan
Viong culture and history, but it's not stricthy
necessary to play this adventure.

The heroes’ mission is relatively difficult,
because the Yuuzhan Vong don't bat an eye
at insurmeuntable odds; in fact, it's quite
likely that the heroes will die completing
their missinn. Recause they are products of
Yuuzhan Vong society, however, the cppor-
tunily lo die in battle against the godless
users of dead technology is the highest
hener possible.

ADVENTURE BACKGROUND
The Yuuzhan Veng fleets are Invading the
galaxy, and despite New Republic victories
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Hive of the Infidei

'8y DAVID NOONAN WITH PETER SCHWEIGHOFER
ILLEUSTRATED BY DEREK THOMPSON

at Dubrillion and Fondor, they continue-to
canguer planct after planet. With each
Yuuzhan Vong victory, a rag-tag refugee
tleat fleas the defeated planet.

The Yuuzhan Yong are intensely curious
about the Jedl, whom they consider a threat
tao their etherwise inevitable conguest. Pre-
vious effarts ta capture or convert Jedi have
falled. Recently, prisaners captured in the
battle for the planet Druckenwell have
revealed that there may be a Jedi hiding
aboard the converted freighter Chilastng,
part of the refugee fleet trying to leave the
Druckenwell system,

ADVENTURE SYNOPSIS

The heroes are Yuuzhan Vong commandoes
sent |h a captured shuttlecraft to infiltrate
the Chilastra and capture the Jedi aboard.
Failing that, they are to destroy the Jedi and
create as much havoc among the refugee
fleet as possible.

The heroes recelve equipment from thelr
cammander, but they have operational con-
trol of the mission. They decide whether to
bluff or to fight thelr way aboard the
Chifastra and how to find the Jedi.

Along the way they must deal with a
seclrity detachment, a hostile ship's
defenses, and some rather unusual refugees.
Eventually they must confront their quarry, a
Cerean named Ka-Tu-Uin. It turns out that

Ka-Tu-Un is a Force adept, not a Jedi, but his
knawledge of the Force will still prove useful
to Yuuzhan Vang intelligence.

Finally, the heroes must escape aboard
the shuttle or destroy the Chilaséra in a final
blaze of glory.

ADAFTING THE ADVENTURE

Far groups who would rather not play
Yuuzhan Vong, adapting the adventure 15 a3
easy as changing Ka-Tu-Un to a Cerean with
a bounty an his head or, if your heroes are
the more virtuous types, one of a variety of
darksiders, Bounty hunters and Jedi might
approach the Chilostra differenthy, but they
can face the same obstacles with few
changes to the rest of the adventure.

For the Players



Hemoes ano EQUIPMENT
The players <hnuld have generated 6th-
level heroes according to the normal hero
creation rules; rules for Yuuzhan Vong
characters are in Chapter 14 of the core
rulebook. Yuuzhan Vong can't use the
Force, so they can't take levels as Force
adepts or Jed|. The Yuuzhan Vong's caste-
bascd society places limits on which
classes warrlors can multiclass into, but
because this team |s assembled quickly, it's
possible that other castes are represented
among the commandos. (The New Jedi
Order Sourcebook explains the Yuuzhan
Yong caste system in greater detail.)
Make sure that every hero speaks Hasic
Furthermore, the Yuuzhan Vong variety of
soldier receives the Exotic Weapon Profi-
ciency [amphistaff) feat instead of the
Weapon Group Proficiencies for blaster pis-
tol, heavy weapons, and vibro weapons
These devire< da not exist among the
Yuuzhan Vong—and arc irﬂs;: considere
unclean. Likewise, Computer Use and other
technical ckills are unheard of among the
Yuuzhan Vong, because such technology is
abhorment to them.

IDUUN CRARBR / R
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The following Yuuzhan Vong gear found

In Chapter 14 core rulebook is available to

the heroes.

w Amnphistal

» Blorash jelty

w Onullith

» Goglith Cloaker
» Rarorbug

= Thud Bug

Two additional pleces of Yuuzhan Vong
biotech are also available.
Yuuthan Vong Claws: The implantation of

retractable bone <purs—usahle in com-
bat as melee weapons—is fairly com
man. With slight muscle contractions, a
warrior can thrust them from knuckles,
elbows, or, in rare instances, knees.

To deploy clavws, a warrior must make a
DCg Wil save. The warrior can choose to
deploy one or both sets of claws. The
claws are piercing melee weapons that
Inflict 1d8 points of base damage.

Yuuzhan Vong Cuffs: These restraining

devices are small creatures with long
outward-curving claws When properly
commanded by a Yuuzahn Veng, they
lock around a humanoid's wrists

The creature is designed to tighten its

grip if armyone tries to ship out of the cuffs.

The wearer can attempt an Escape Artist
check [DC 40) to slip free. Hthe check
fails by 5 or more, the cuffs tighten so
much as o cause physical pain (xda
points of damage}.

The creature releases its grasp when a
proper command word i issued or when
it is killed. It has 1o wounds and DR 10,

The Yuuzhan Vong breed vonduun crabs specifically for the purpose of providing armor

for their warriors, Layered plates of living armor can shifl L adjust to the musculature
of their bearers, Spiky growths protrude fram the knees, elbows, wrists, and neck, grow-
ing as the armor ages.

For elite Yuuzhan Viong troops, a wider variely of Vonduun crab-shell armor Is avail-

able. Heroes can choase fram the following:

Max.
Dax Bonus

Defense
Ronuc

Armor Check Damage
Armor Penalty Reduction Spead Weight
Light Armor =

Warrior's +4 -3

shattern's T " -3

Medrum Armor

Sub-commander’s +6 —3 -3

and If it Isn't killed with a single attack, it
tightens it grip to inflict 2d4 points of

damage per round until dead. Once the
creature has been injured, it no longer
responds to verbal commands.

SHUTTLECRAFT YORVA-9

The Yuuzhan Vong have captured a Lambda-

class shuttle that the commandos will use
to appraach the Chilartra

Because using dead technology is consid-
ered unclean, the commandos must use a
thrall pilot. This Human Mew Republic pilot
has had surge-coral implanted, so he'll fol-
low the order of any Yuuzhan Viong. The
pain from the surge-coral will kill himina
feww weeks, and already he's forgotten his
name and most of his previous life—any-
thing other than how to fly a shuttlecraft
and take arders from his new masters,

So the commando team can communi-
cate with each other, the Yuuzhan Vong
have installed a young bicengineered tele-
pathic creature called a yasmosk ahoard
the shuttle. By relaying the thoughts
between commando team members, the
yammosk funcrions like 2 secure radiolink
for the commandos.

The yammosk i a genetically engineered

creature wapuely resembling an octopus it
serves as a living communications system,
sern array, and unit coondinator that effi-
ciently reiays command onoers or reacts
independently to changing situations more
efficiently than simpie machines can. They
are often referred to as "war coordinators.”

Yammosks are semi-intelligent beings
capable of some degree of independent
thought and action. They reproduce by bud
ding with newborn yammosks, This yam-
maosk has a head roughly one meter in
diameter, with tentacles ranging from o few
centimeters to about three melers.

Yammaosks have a dozen or so sticky ten-
drils, some thick and stubby, others slender
and elongated. Massive black eyes glare
fram 2 hulbous red head. A blue pulsating
communications vein runs over the top of
this punderous growth

The yammosks are mildly telepathic and
empathic. They can project thoughts and
emotions to other beings. and they stay in
near-constant contact with other yam.-
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e Teguiarcm-.rdldntmake ft'aboard before

mosks within a few thousand kilometer's
radius of their present location.

For more Information and game statistics
for the Yammesk, see Chapter 2 of The@ew
tedi Order saurcebook,

Chiiarfra Rt
The Chilastra is a container freighter that
loads cargoes from smaller ships landing in its
docking bay or engages up to four madular
cargo habitats inils venlral docking damps.
The ship's current eanfiguration includes four
cargo habitats, one holding supplics and
three others housing refugees from Drucken-
wigll. Three decks house the main docking
hangar, the crew, command, and engineering
sections, and the four cargo hablitats. Two
banks of lifttubes and two ' arge carge lift-
tubes provide access to all decks,

CHILASTRA

Craft: Loronar MOD-17 Container Freighter;
Class: Capital; Cost: 6 million (new), 3 mil-
lion {used); Size: Gargantuan 550 m long);
Crew: 50 (normal +z); Passengers: 3o
(troops); Cargo Capacity: 200,000 metric
tons; Consumables: 6 months; Hyperdrive:
%z (backup xi2); Maximum Speed: Cruising;
Maneuvers: -2 (-4 size, +2 crew); Defense:
16 (—4 size,+10 armor); Shield Points: 100;
Hull Points: go0; DR: 20,

GETTING ABDARD THE CHILASTRA
Afiter countless hours moving slowly
through the astercid balt, the shuttle’s
sensor array starts to identify the liners,
yac_hts.-and.merchant vessels that make
up the refugee fleet. There are a numbar
of small craft flitting among the larger
starships hiding in the belt, so it's rela-
“tively sasy to join their numbar and’
make your way toward your target.

A burst of static comes across the
comm univ.':a'bur."'i’cm-g, thie is'the
Chilastra. You're cleared to land in Bay 1,
What's your business, hy the wa'},ri‘"

The Chifastra isn't expecting anything out
of the ardinary, hecause shuttle flights
between the larger vessels of the refugee
fleet are routine. Furlhermore, the crew is
disarganized and exhausted after their
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the ship had to flee, so thase whe remain
have been pulling double shifts,

The commandos can allempl & ruse at
this point, If they wish, af simply remain
silent and glide inta the bay.

= Ruse: A Bluff check on the part ufth& )
 heroes is opposed by the landing bay
 chicf’s Schse Motive check. Because

she 5‘untralned she has a bonus: n e

L Depending onthe | na‘ture of the
:u‘s&,the{ GM should assign a cnrcum-
stance bnnus {fﬂra partli:ularl}r c!evar |
QI: helieva hle hluﬁ] ora) p-nna!ty {lﬂ i
[ the qi‘tqn}pt Is partncula_:ljr clumsy or
 theruse s outlandish). The shuttle
cansstill land unlass the, ruse goes |
parhcula{hr hadl},‘r A .:g
» Forcing a landing: Neither the shuttle
nor the Chilastra is armed, so if the
heroes reveal themselves Lo be
¥uuzhan Vang or botch a Bluff
attempt, combat doesn't start right
away, The landing bay chief orders the
landing bay hlast doors closed, which
takes two rounds. If the shuttle pilot
receives immediate orders from a
Yuuzhan Vong to fly into the shuttle
bay, he succeeds at the necessary Pilot
check (although the shuttle scrapes
one of the doors and lands with a jolt).
Ifthe heroes don't take advantage
of that opportunity, they are locked out
of the Chilastra. In about 10 minutes, 3
pair of Z-g5 headhunters from one of
the other ships in the fleet arrives to
blast the shuttle into space debris,
L ’Golng*EWn If the heroes are uslng
§ !E:j.th‘!&" 53"' ﬁ“F Qﬂt‘nf
sh
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“one of the alr[orﬁs on the cre. r.[e:ic

 (hardness 5,720 WP),

= Staying Silant: The heroes don't have
to respond to the landing bay's mes-
sage. If they don't, the crew of the
Chilastra Just assumes that tha shuttle
communications systems are down
(not unlikely, glven the number of
damaged ships in the refugee flaet),
They let the shuttle land normally.

Landing Bay Chief: 5ol 2/Nbl 2; Init +2 (Dex);
Def 16 {+4 class, +z Dex); Spd 10 m; VPAWP
27112; Atk 42 melee [1d4—1,vihmdaggpr] ar
+5 ranged (3d8, blaster carbine); 50 Callin a
favor (1), inspire confidence +1; 5 Fort +4,
Kef 44, Will 4.4; 52 M; FP o) D5F o) Rep 4; Str
g, Dest 14, Conaz, Int 10, Wis 13, Cha 15.
Equipment: Uniform, vibrodagger, blaster
carbine, camlink, datapad.

Skills: Astrogate +4, Bluff +5, Computer Use
+7, Diplomacy +9, Knowledge (New
Republic) 45, Listen +3, Pilot +6,
Read/Write Basic, Speak Basic, Spot +3,

Feats: Alertness, Armor Proficiency {light,
medium], Point Blank Shot, Starship
Operation (capital ship), Weapon Group
Proficlency (blaster pistals, blaster rifles,
heavy weapons, simple weapons).

THE CHILASTRA INTERIOR

Unless noted otherwise, ceilings aboard
the Chilastra are 3 meters high. Interior
walls typically hawve a hardness of 10 and
120 wound points. The exterior hull and
major structural walls have a hardness of
20 and 720 waund paints.

It's unlikely that the Chilastra loses power
completely; even extensive damage to the
bridge or engineering sections leaves
enough power for emergency lighting. But
it is possible that the ship's crew disables
the artificial gravity If they do (see The
Bridge), use the rules for zero-G combat in
Chapter 8 of the core rulebook.

It's also possible that one side or the
other will veid the air out of part of the ship
{elther on purpose or through overly enthu-
siastic weapons fire). If this happens, it
takes three rounds for all the air to escape
the ship:; emergency systems prevent truly
explosive decompression. Emergency blast
doors (built in airlock-like sets of two, with
hardness © and 720 WE) will cut the airless
section off from the rest of the ship.




ow major locations, blast doors,and
access corridors. Crew deck passageways
have intermittent blast doors used to seal
off areas of depressurization and hull breach
(or for defensive measures: see “Bridge”
below). The security officer can monitor
holovid sensors placed in all major locations
and sensors tied to the data terminals con-
trolling each blast door, lift, or airlock.

Data Terminals: Heroes can find data ter-
minals at lifttube banks and cargo lifttubes
an cach deck. Data terminals also reside in
the walls on both sides of blast doors leacdl-
ing to the bridge, airlocks, engineering sec-
tion, and cach cargo habitat, The crew and
refugees can use these to communicate
with other data terminals or bridge parson-
nel, most likely to report a security warning
or major alert (see “Alerts” below). ADC s
Computer Use roll allows access to the ter-
minal’s intercom and alert features. ADC 15
Computer Use roll provides access to tech-
nical specifications about the ship: status of
the engines, shields, power supplies, blast
doors, and enviranmental controls, plus the
vessel's deck plans. Since the Chilastra
departed Druckenwell hastily, the data ter-
minals show old cargn, crew, and passenger
manifests, pessibly leading the heroes
astray when Lhey find old records that the
four cargo hahitats are filled with tanks of
processed food gel. If the crew locked any
portals or lifts, the herees can bypass Lhe
controls thraugh the nearest data terminal
on a DC 25 Disable Device roll,

Alerts: The Chitastra isn't a military ship
{although it has some military personnel
aboard). Accordingly, security is lax. There
are two general kinds of alert:

= Sacurity warning: If a refugee or one

of the Chifastra’s crew sees something
dangerous or finds an intruder, he or
che can initiate a security waming by
spending a full round at any data ter-
minal and making a DC § Computer
Use check: This immediately sends a

| shemember security team to the site

of the alert. The security officer on the

bridge also starts scanning the

' locations. If neither the security team
* nor the bﬂdﬁp officer finds anything
warranting a rnaju.r alert, the Sét.ufilijl'
warning ends after 10 minutes.

holovid monitors in each of the ship’s - :

= Lirnwee Bame
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= Major alert: A major alert is triggered
if a security team member discovers
evidence of a securlty breach (like a
dead body or coming under fire] or if 2
second security warning is triggered
whille the first one Is In effect. A major
alert seals off the engineering and
bridge decks, starts internal sensor
sweeps by the security officer on the
bridge, and mobilizes all security per-
sannel, whao'll begin scouring the ship
in si¥-member teams. AMajor alerts last
two hours or until the situation is
dealt with. Because the crew is short-
staffed, exhausted, and unfamiliar
with one anather, it takes 10 minutes
o assemble the security teams and
seal off the critical decks.

=y

CHRISWWEST

Major alerts are broadcast to the rest
of the refugee fleet. However, few of the
refugee ships are armed, and even those
that are won't fire at the Chilastra for
fear of spailing their hiding place. Ne
matter how desperate the sltuation
sounds aboard the Chilastra, the other
ships silently walt for the chance to get

out of the system.
L

. LaANDING Hay

With a hiss, the shuttle airlock opens.
Outside the shuttle you see a woman
holdling a data pad, shading her eyes as
she peers inta the dim interior of the
shuttle. Behind her stand three men
with pistols in their holsters.
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Unless the Chifastra’s crew knows that there are Yuuzhan Viang
ahaard the shuttle, they treat this like a routine landing, If the heroes
attack, they can gain surprise, If attacked, the security guards return
fire unless it's apparent that they have no chance tawin. If this is the
case, they flee to a data terminal to sound a major alert.

In addition to the landing bay chief {desciibed above) and three
generic security guards, there are four other crew members in the
landing pay. If combat breaks out, they hide among the cargo mod-
ules until they can safely make their way Lo a data terminal to
sgund an alarm.

Ready for Departure: it takes the thrall pilot 10 minutes to pre-
pare the shuttle for launch. The heroes can order him to start the
preparations as soon a< they arrive. If they do , the chuttle can take
off within three rounds of their retum.

Wredkage: The only ulher starship in the landing bay 1s a badly
damaged ¥ i-1300 freighter. its hull hzs several gaping holes in it, and
the drive systems have been tom apart to provide spare parts for
other starships. The belly-mounted blaster cannon, however, ks still
operatinnal (although only the landing crew chief know this). If she
can get into the freighter, she can begin firing the following round.

2. BriDGE

The security agents immedialely swing into action upon any intru-
sion, closing the hridge door on their action and locking it with 2
security code. Like the other iris valves, the bridge door has hardness
15 and 720 wound points.

The bridge crew fights to the death, although they maximize
their use of cover and attack from a distance if possible. A few
members of the bridge crew send a distress signal to the rest of the

refugee fleet, although the other ships are loath to leave their hid
ing places and won't respond,

Moor Shan, the ship's security officer, has a good view of the door
from her workstation, She has the Quick Draw feat, 5o if she's not sur-
prised she might be able to sneak attack an intruder. Once the oppor-
tunity for sneak attacks has passed, she spends two rounds putting
the ship on major alert and summoning the rest of the security detail
(in addition to the six-member leams in the habitats and the guards
in the landing bay, she has three more six-member squads patrolling
the ship or resting. A new squad arrives cvery wdho rounds.

The rest of the crew Jues everything in their power to protect the
capiain, Yesha Bergeron, even putting themselves in harm's way.
Bergeron fights fiercely but barricades herself and fellow survivors
in one of the side chambers if need be.

Commandeering the vessel: if the Yuuzhan Vong commandos can
diear the bridge, they might try to steal or destroy the vessel, but it's
harder than it looks. First. a Disable Device check (DC 25) is requined
to override the cecurity features on the controls that prevent unau
thorized usc. Scoond, a pilot must make a successful Pilot check (DC
2s) to exit the asterold fleld safely and retumn to the Yuurhan Vong
armada. It takes two hours to return to the Yuuzhan Vong flect
around Druckenwell.

The thrall pliot succeeds at this task automatically, although any
surviving crew try to attack anyone leaving the bridge or the land-
ing bay. If the heroes try to pllot the Chifastru themselves, they suf-
fer a -8 competence penalty on the check (-4 it they can
Read/Write Basic) because New Republic contrals are completely
different from their Yuuzhan Vong counterparts.

Defending the Chilastra from the Bridge: If alerted, Moor Shan
can do quite a bit from his security workstation, including:

‘= Decompressing part of the ship. Shan can void the air out of
qwawm won't decompress the habitats if




{u:lg, purch) or +4 rangeu:l (3d6, blaster plstol); SV Fort +4, Ref +2,
_ IMFAGCS. A " g CfinrigEon Will +1; 52 M\; FP o; DSP o; Rep o; Str 1o, Dex 14, Con 12, Int 13,

Closing or opening the iris valves. Shan can't lock them in place Wis 12, Chaiz.

ramotaly, howsevar—they all have manual cranks that open Equipment: Flight suit, blaster pistal.

Skills; Astrogate +6, Computer Use +6, Knowledge (New Republic)
+4, Pilot +10, Read/Write Baslc, Repalr +6, Speak Basic, Speak
Shryiiwook, Spot +3, Treat Injury +4.

Feats: Armor Proficiency (light, medium}, Skill Emphasis (Filot),
Starship Operation (capital ship), Weapon Group Proficiency
(blaster pistols, blaster rifles, heavy weapons, simple weapons).

Noor Shan: Female Sullustan Sl 3; Inlt +2 (Dex); 0ef 17 (+5

class, +2 Dex); Spd 10 m; VP/WP 10/g; Atk +2 melee (1d3, punch})

or +4 rariged (3d8, heavy

blaster); SQ Darkvision, illicit
barter, better lucky than
good: 5V Fort +0, Ref +5, Will

+1;: 5Z M; FP o; DSP o; Rep 1

Str 10, Dex 14, Con g, Int 13,

Wis 11, Cha 4.

Equipment: Datapad, heavy
blaster pistol.

Skills: Bluff +8, Climb +2, Diplo
macy +7, Disguisa 44,
Gather Information +8,
Hide +8, intimidate +7,
Knowledge (spacer lore) +5,
Listen +z, Read/Write Baslc,
Eead/Write sullustese,

3. 51K Bay

Dr. Vlghei is behind the voice,
and he has a pathological fear
of the Yuuzhan Vong because
he was briefly captured by
them months ago during the
campaign for ithar Ha'll deo
amything to get the Yuuzhan
Wong as [ar away as possible—
including selling aut Ka<Tu-Uin

Search +5, Sense Motive 13,
Speak Basic, Speak Rodese,
Speak sullustese,

Spot +4, Tumble +6.

Feols: Quick Draw, Starship
Operation (capital ship),
Weapon Group Preficiency
(blaster pistols, simple
Weapons).

ar the crew of the Chilastra,

Vlohei does anything and promises anything for the Yuuzhan  Yesha Bergeson: Female Human Sct 3/50l 4; Init +4 (Dex); Def1g
Vong. Furthermaore, he doas his best to carry through on what he {45 class, +4 Dex); Spd 10 m; VPAWP 53/14; Atk +11/46 meles
promiscs, (1d6+1, crit 2o, punch) er +10/+5 ranged (3dB, blaster carbine); 5Q

He tries to get assurances from the Yuuzhan Vong first, saying Trallblazing; 5V Fort +8, Ref +7, Will +3; 5Z M; FP o; D5P o; Rep 2;
things like,"You'll leave the ship alone, won't you? You'll at least let  Str13, Dax 18, Con 14, Int 13, Wis 11, Cha 12,

some of us live ... " If pressed, however, he does whatever the Equipment: Comlink, blaster carbme
Yuuzhan Yong ask, hoping for a reward. He can help by doing any of  Skills: Astrogate +11, Computer Use +11, Diplomacy +6, lump +3,
the fellowing things: Knowledge (Mew Republic)+7, Knowledge [spacer lore) +7, Pilot

+17, Read/Write Basic, Repair +11, Speak Basic, Tumble +g.
Feats: armaor Praficiency {E'Eght: medium, heavy), Martial Artist, Skill
Emphasis (Pilot), Starship Operation (capital ship, space trans-
: W porth, Weapon Finesse (punch), Weapon Fecus {punch), Weapon
» iﬂ’entjjf Kﬂ-Tu Uﬂ ‘I.I'Juhm lcnnws Ka-Tu-LIn by sight, althaugh Graup Praficlency (hlaster pistals, hlaster rifles, heavy weapons,
he isn't sure which habitat he’s quartered in. Vlohei also. simple weapons, vibroweapons), Zero-G Combat.
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Equipment: Hold-out blaster,

Group Proficiency (simple weapons),

Dr. Viohai: Male Ithorian Expert 8; Init +o; Def 12 (+2 class); Spd 10 m; VR/WP —/g; Atk
+6/+1 melee (1ds, punch) or +2/-3 ranged (3dg, hold-out blaster); 5O ; 5V Forl +1, Rel +2,
Will +8; 5Z M; FP o; DSP o; Rep 2; 5tr 11, Dex 10, Con g, Int 15, Wis 12, Cha 10,

Skills: Computer Use +13, Craft (electronics) +12, Craft (medicine) +13, Diplomacy +2, Knowl-
edge (spacer lore) +13, Knowledge (medicine) +16, Knowledge (nature] +4, Profession
(doctor) +15, Read/Write Basic, Read/Write lthorese, Sense Motive +6, Speak Basic, Speak
Ithorese, Speak Rodese, Speak Shryiiwook, Survival +5, Treat Injury +17.

Feats: Skill Emphasis (Knowledge: medicing, Profession: doctor, Treat Injury) Weapon

knows that he's not tachnically a
Jedi. He might not volunteer this
information, because he doesn't
want to be the bearer of bad tidings.

= Lure security guards into a trap. He can
page securlty and Invent crises forthe

 crew to distract them orlura them

 from one location to another, Vichei
won't think of this himself, hawever,

and he's not a convincing liar.
- Praﬁdea mup of the ship. i
» Operate computer terminals,

4, STORAGE

Canisters, crates, and strange equipment
line the walls of this room. Organic goop.

leaks from one barrel, though it doesn't.
seem to possess any detrimental affacts.

BU wvolLUmME 2 NUMBER 2

~ Suddenlyan enraged Human leaps
out from behind several crates, brandish-

Ing a formidable-looking weapon of
dead technelogy. It whirrs and hums as

he points it at you.“Stay back!" he cries.
“I'm warning you, come any closer and
1'll shoot you!l One stray shot from this
and the explosives in this room will
vaparize us inan instantl”

Tyvius is an unstable reflugee who manazed
to sneak up to the crew deck from the cargo
habitats below (use Human commender
stats). He's completely paranoid after hav-
ing escaped the Yuuzhan Viong attack an
Druckenwell. He threatens anyone who
enters the ship's stores with his Industrial-
sized sonic blender—he thinks the cooking

that ar'l.ﬂr "..i'hlJfE inthe cramped stn'hge room
will ignite the barrels of “explosives” piled
against the wall,

B CrEw MEss

Long tables and metal chairs crowd this
reom, while the adjacent chamber con-
talns various instruments of infernal
technology used to systematically exter-
minate organic material and prepare It
for eansumption by other living beings.

The crew mess and nearby kltchens stand
empty. Having lifted off with minimal crew,
persannel keep busy undertaking additional
duties to maintain the Chilastra’s opera-
tiens in flight. Mormally the crew uses the
mess hall as an informal lounge.

6. CREW QUARTERS

This netwaork of corridors is eerily empty.
Most of the doors are unlocked, but the
5rr'|a_ll spaces beyond contain only bunks,
starage lockers, and sanitary facilities.

Because the Chilastra is short-staffed, the
Lreyy guarters are mostly vacant (every-
body's on duty). A detailed search of this
arca eccasionally turns up sleeping crew
members (see the Appendlx for thelr statls-
tics), but otherwise there's nothing here.

This area is a maze of doors and twisting
passageways, however, 5o [t's possible that
combatants might retreat here. It's excel-
lent terrain for a cat-and-mouse game.
Depending on the situation, the Yuuzhan
Wong commandes might be the hunters or
the hunted.

Emergency Equipment: The Chilastra’s
escape poeds are located in three places:
adjacent to the bridge, along the crew
quarters, and near engineering. Hernes
who've lost their chance at taking the
shullle back to Lhe Yuuzhan Vong fleet
could use the escape pods. They'll float
among the asteroids until the Yuuzhan
Vong fleet picks them up. If that happens.
they better have captured or killed
Ka-Tu-Un, or destroyed the Chilastra.

The crewy quarters also have a number of
irls walves designed to compartmentalize
the shipin case of decampression. These
can be manually operated fram the valves
themselves or remotely from the security
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takes 5 points of damage, the iris va e
becomes stuck in whatever position it’s cur-
rently in, even if the bridge trles to open or
cloge it ramaotely.

1. Droio WoRKsHOP

Compartments in this chamber house
independent, non-living servants to the
crew. The droids rest in their sockets,
recharging their power supplies. One of
the small units rolls out of its alcove,
stops at your feet, and spits a long invec-
tive of beeps and whistles at you.

The Chilastra's draid warkshop houses sey-
eral astromech, power, repair, and labor
units, though it contains alcoves for sev-
eral more. The uppity astromech unit that
accosts the heroes waits for a response—if
the heroes don't destroy or disable It, the
droid whistles an insult and rolls out the
door, This unit's a little smarter than the
others. IT It succeeds a Spot check (+3) to
see through the heroes’ Qoglith masquers,
it knows it can't stop them and plans to
roll down the passageway and personally
alert somecne on the bridge. Use the Rz
Series droid stats found in Chapter 15 of
the core rulebook.

2. TecH SHop

Evil-smelling technalagy litters this wark
area, Some of the machinery is so huge:
that several crew members might be
waiting In amhuish behind them, while
smaller instruments sit on work tables.

The crew is too short-handed for any per-
sennel to werk in the Chilastra'’s tech shop.
MNormally the machinery here helps the
crew fashion basic replacement parts and
repair damaged companents far the ship's
systems, Several crates of spare parts line
one wall, while various work tables contain
hand tools and smaller bins of tiny compo-
nents for repairing electronic devices.

9. ENGIMEERING

This must be the heart of this abhorrent
ship. Soulless machines cover the walls,
their cold lights blinking like predatory
eyes. Mora weék—lnn!clng Hiimans scurry
as they hear the door open. Waorse, the
life-mocking monsters the Humans call

~ though they aren't

“diﬁidé"are‘present.

smart enough to flee,

Ifthere hasn't baen an

alert yet, the six
crewmembers here are
unarmed and hide as
best they can.

If there has heen 2
major alert, the six
crewmembers and

three B2 astromechs

have jury-rigged traps D*sm

for Lthe commandos to

face. They till run away

as soon as the doors open, but they try te

ure the Yuuzhan Vong into the engineering

area. The engineering crew can construct

ane trap (chosen fram the list below) for

every 2o minutes after a major alert starts.

= Chamber fills with caustic vapors,

Heroes must succeed at 3 Fortitude
save (DC 10) each round for five
rounds, or take 2d6 points of damage
each round from the acidic fog. The
vapor actually attacks the skin, sa
holding your breath doesn't help. A
Disable Device check (DC 24) will plug
up the vapor emitters, ending the
need for Fortitude saves.

» One of the Rz units is actually a bomb,
It sconts toward the greatest concen-
tration of Yuuzhan Voeng, then blows
up, dealing 7dé points of damage to
those within 10 meters. Heroes who
succeed at a Reflex save (DC 24) take
half damage.

= A g-meter by 4-meter section of the
floor has been electrified, dealing 2d6
polnts of darmage per round. A Dis-
able Device check (D€ 24) will shut
off the current.

» A g-meter by 4-meter section of the
floor has six times normal gravity: Treat
this as a grapple attempt from a Large
foe with 20/ 5trength and a hase
attack of +4 (+13 grapple check total),
A Disable Device check (D€ 27 ) returns
gravity ta narmal.

w Sharp metal spike-balls called caltrops
cascade from the ceiling, covering a 6-
meter by 6-meter area. Each time a
creature moves into an area covered
by caltrops {or spends a round fighting

.w}'l_ilc standing in such an-_area]:, the

creature may step on one. The caltraps

‘make an attack ri:ll_ {base attack bonus

+0) against the creature. Armor and
dodge bonuses don’t count for this
attack, but the commandos’ heavy.
boats give them a+2 armor bunus to
Defense. If the caltraps succeed at the
attack, the creature has stepped on

one, The caltrop deals 1 point of dam-

age, and the creatura’s cpaed js
reduced by one-half because its foot is
wounded, This movement penalty
lasts for one day or until the creature
is successfully treated with the Treat
Injury skill. & charging or running crea-
ture must immediately stop if it steps
on acaltrop. Any creature moving at
half speed or slower can pick its way
through a bad of caltrops safely.

The platform at the top of the gantry
stairs has been weakened. The secand
hero to reach the top of the stairs
must succeed at a Reflex save (D€ 19)
or take 7d6 paints of damage—3da
from the fall, and 4dé when the col-
lapsing staircase lands. If the Reflex
save succeeds, the hero at the top of
the stairs has managed to make it to
the sturdy part of the gantry platform,
hu!*. anyone else on the stairs auto-
matically takes 1d6 or 2d6 points of
damage from the fall (depending on
How high they were) and 446 from
the stairease landing on them.

The one thing the engineering crew doesn't
have are any weapans, They hope to lure
the Yuuzhan Viang into the engineering sec-

STAR WARS Gamer BE




ep asemblance of order at mealtime,
But anything unusual provokes a strong
reaction—either fear or anger.
There are about 200 refugeesin

Habilal 1. Minety percent of

them are commaoners, the

other 1o percent are

ard-level noble refugee
leadears. All were told

tion and leap areund te the main doors
while the Yuuzhan Vong are belng Incapacl-
tated or delayed by the traps. If they escape,
they join the bridge crew, who decorm press
the engineering section.

Blowing up the Ship: If the commandes
clear the engineering section, they can rig
the Chilastra’s engines to explode. It takes a
Disable Device check {DC 25) te get past the
security safeguards, and a Demolitions
check (DC 25) to initiate a self-destruet
sequence. Once the sequence starts, the
heroes have 10 minutes to get off Lhe
ship—if they want to, that is

'H:l HARITAT 1
This large hay teems with peupleof all
species—Humans. predommate' ut*l:he.
uu:amnal Itherian upﬁungan Is! hene.
Mustsimpiy sit on the deck, taﬂdng‘tq

their neighbors, p[an_.rmg cards, or dozing,
ﬁhng~the walls, curtalns provide a scant
' measure of privaqr, On a platform c on thﬂ -

far bulkhﬂnd six bored- Inoklng sttunij‘
,Euards scan the ;mwd ik

The four habitats usually serve as cargo
bays, but three were quickly converted into
makeshift living space for the refugees.
These are all refugees, people whose luck,
connections or money was sufficlent to get
them aboard the last flight out on the Chi-
tastra, They represent all walks of life on
Druckenwell—high-ranking politicians now
rub shoulders with spacepart custodians. All
are hungry, tired and a little worried: perfect
conditiens for a “mob mentality” to emerge.
After a near-riot at dinner two days ago, the
securily puards were stationed In each
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BT L toturnin their
S 9
okije weapons, but ten of
i the commoners—kept
B hald-out pistels or

vibrodaggers.

If threatened, the
security guards try to get to the data termi-
nal in the habitat. But the crowd of
refugees makes that difficult, and they can
maove at only half speed if the refugees still
crcved the floor

There are two Cerean children among the
refugess, bul apparently Ka-Tu-Un isn't here,

1. Hasmar 2

rggrﬂntk;' o
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Amaong the refugees in this hahitat is
Velsey, a Rodian crimelord of some repute
an Druckenwell, and members of his “fam-
1w Unlike the rest of refugees, they refused
to give up their weapons, and they have the
other inhabitants of the cargo bay thor-
oughly intimidated. There's no security pres-
ence here because the Chilastra’s captain
doesn't want to provoke a conflontation.

Melsey and his guards open fire as soon as
they see Yuuzhan Veng. If there's a drawn
out battle or a major alert elsewhere in the
ship, Velsey makes commaon cause with the
crew of the Chilastra and has his “family"
hunt down the Yuuzhan Vong, but only If
the situation is dire.

12 Humr;

one entenng‘the cargo habitat expects it tu
maove semething. it's not the brightest
machine on the ship; it waits impatiently
for five minutes before returning to its post
near a stack of crates. It does not under-
stand concepts that have nothing to do
with moving cargo between the habitat
and the landing bay.

Velsey: Male Rodian 5cl 5/Nbl
2/Crimelord 1; Init +2 (Dex); Def 21 (+g
class, +2 Dex); Spd 10 m; VPYWP 23/g; Atk
+4 melee {2da, vibrodagger) or +6 ranged
[3dB, blaster pistol): S0 Nicit barter, bat.
ter lucky than good, bonus class skill
{Intimidate), call in a favor {1, Insplre con-
tidence 41, contact; 5\ Fort 40, Ref 49,
Will +7; SZ M; FP o; DSP 10; Rep 10; 5tr g,
Dex 14, Con g, Int 13, ¥ls 12, Cha 14.
Equipment: Blaster pistol, vibrodagger,
briefcase full of New Republic credits.
Skills: Appralse +12, BIUff +13, Computer Use
+6, Diplomacy +14, Disguise +4, Forgery
+7, Gather Information +13, Intimidate
+11, Knowledge (criminal organizations)
+13, Listan 10, Move Silently +4, Pilot +4,
Read/\Write Basic, Read /Write Rodese,
Search +6, 5ense Motive H1, Speak Basic,
Speak Huttese, Speak Rodese, Speak
Shryliwook, Spol +7.
Feats: Alerthess, Fame, Point Blank Shot,
Track, Weapon Group Proficiency
{blaster pistols, simple weapons),

Velsey's Thugs: Male or Female Rodian 5S¢l
2; Init +3 (Dex); Def 18 (+5 class, +3 Dex);
Spd 10 m; VP/WP 12./43; Atk +3 meles
(zd4+2, vibrodagger) or +4 ranged (3d8,
blaster rifle); SQ IMcit barter, better lucky
than good; SV Fort 41, Ref +6, Will +0; SZ M;
FP o; DSP 3; Rep 1; 5tr 14, Dex 16, Con 13, Int
13, Wis 11, Cha 10,

Equipment: Comlink, vibrodagper,
blaster rifle.

Skiffs; BIuff 45, Diplomacy +2, Disguise +2,
Gather Information +5, Hide +8&, Intimi
date +q, Knowledge (streetwise) +3, Lis-
ten +9, Move Silently +8, Read s Write
Rodese, Search +8, Sense Maotive +2,
Speak Basic, Speak Huttese, Speak
Rodese, Spot +9.

Fegts: Alertness, Track, Weapon Group Pro-
ficiency (blaster pistols, simple
weapaons).




Binary Load Lifter: Walking Labor Droid

Expert 1; Init +o; Def 14 (+5 armor, —1 size);

Spd am; VPAWP —4; Atk +5 melee (2d6+6,

loading fork) or -1 ranged; 5V Fort +2, Ref

+0, Will +1; 52 L; Rep o; Str 23, Dex 10, Con 14,

Int 4, ¥ls 8, Cha 4.

Equipment: Armor, tool mount, vocabulator.

Skilts: Computer Use 41, Hide =4, Listen +1,
Read/\Write Basic, Speak Basic.

Unspent Skill Polits: 2.

Feats; Endurance, Weapon Group Profi-
ciency [simple weapons).

The containers slored in this habitat hold
food and other supplies, plus a large cache
of electronic components the Chilastra’s
captain “liberated” from a warehouse |left
unguardad in the final hours befare the
Yuuzhan Veng invasion,

e
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Six security guards are so occupled with
watching the food line that they won't
notice the deor opening. Once alerted,
they immediately draw weapons, kicking
over the table ta provide cover,

Standing near the end of the line is Ka-
Tu=LIn, a Force adepl who follows the
obscure Cerean tradition of Mer Yan

["mind chord” in Cerean). While he’s not a
Jedi, he's still a farmidable foe, and he's
smart enough to know that he can’t
directly affect the heroes with his powers.

When he sees the heroes, he'll cower
among the ather refugees and spend a
full-round action to turn his quarterstaff
inta a Force weapon. In the second round,
he uses Enhance Abilily Lo buosl his Dex-
terity. Then he'll start using Maove Object
to throw some of the cargo and food
crales at the herees. To hit, Ka-Tu-Un's
Move Dbject check plus Ka-Tu-Un's Dex-
terity modifier must equal or exceed the
heroes' Defense, Each thrown crate deals
4db points of damage, and costs Ka-Tu-Un
4 vitality points.

After a few rounds of throwing crates,
Ka-Tu-Un spends a round using Heal Self,
then wades into battle with his quarter-
staff if he thinks he has a realistic chance
against the heroes. If the tide of battle
turns against him, he activates Burst of
speed to get out of the hahitat. Then he
holes up, rests, and heals before offering
his services to the security guards,

Finding Ka-Tu-Un

The cormmandos don’t have much to go on:
lust a name and species. Furthermaore, they
can't directly search a crew manifest or
yuery the Chilastra's computer because the
Yuuzhan Yong abhor such technology. But
there are a number of ways for clever play-
ers to find Ka-Tu-Un among the refugees.

» I.n
Vong commandos all speak Basic, and
they can put the question to anyone
theywa cubdued but not killed. Treat

Ka-Tu-Un: Cerean FA 9: Init +4 (Dex,
species); Def 18 (+6 class, +2 Dex); Spd
1em; VPIWP g4.10; Atk +8/43 melee
(1d6-+1/1d6+1, quarterstaff) or +8/+3
ranged; SQ Force weapon +1d4, compre-
hend speech, Force talisman +2; 5V Fort
44, Ref +6, Will +5; 5Z M; FF 6; DSP 1; Rep 3;
Str 12, Dax 15, Con 12, Int 15, Wis 17, Cha 1o
Equiprnent: Quarterstaff,

Skills: Diplomacy +2, Listen +g,
Read/Write Cerean, Sense Motive +g,
Speak Basic, Speak Cerean, Speak
Rodese, speak sullustese, Spat 44,

Force Skifls: Afect Mind +4, Battlernind
+&, Empathy +g, Enhance Ability +1z,
Faorce Push 414, Friendship +4, Heal

« Another +g, Heal Self +12, llusion +4,
Move Object +14.

Feats: Ambidexterity, Force-Sensitive,
Two-Weapon Fighting, Weapon
Finesse (quarterstaff), Weapon Group
Proficiency (blaster pistols, primitive
weapeons, simple weapans).

Force Fegts: Alter, Burst of Speed, Con-

trol, Sense.




Due to the nature of the Yuuzhan Vong this
mizsion can end enly honorably with a
blaze of glory. Theoretically Lhe heroes will
either succeed or die trying. Under no cir-
cumstances would normal Yuuzhan Veng
retreal, even il Lhey're facing long odds. If
the heroes have captured or killed Ka-Tu-Un
or set the Chilasira to self-destruct, they
would retreat or escape having completed
thair mission. Commander Mallk Carr wauld
rather see them die gloriously, or become
consumed In the Chifastra’s destruction,
than save their own hides. Geing cutina
blaze of glory is what Yuuzhan Vong war-
rlors are all about,

Hare Casualtias: if some players lase their
heroes early in the adventure, it might be
worthwhile giving them replacement
heroes so they don't sit around the gaming
table all glum while everyone else has a
good time, It's reasonable to posit that the
commandas would have left one or two of
their number in the shuttle Lo guard the
thrall pilet. Those commandas could be a

this as an Intimidate check, giving
the Yuuzhan Vong whatever circum
stance modifier you feel appropriate
given the nature of the questioning.
There's a10% chance any refugee
ks Ka-Tu-Un, @ 20% chance a
crew member does, and a 30%
chance that a security staffer does.
Anyone who knows Ka-Tu-Un knows
that he is quartered in Habitat 3.

- Ask Dr 'l'fﬂheﬂ Thu: |t|‘|¢|‘|ar1 ship's duc-
tor is so frightened of the Yuuzhan
Mong that he'll do anything they ask, strategic reserve that'll let players without

h s back into the game guickly. §

Appendix: NPC siqgfistics

Generic Security Guard: Male or
Female Human Sol 2: Init +1
[Dex); Def 15 [+4 armor, +1 Dex);
Spd 10m, VP/WP 1842; Atk +3
melee (special, stun baton) or
+4 ranged (3d8, heavy blaster);
SV Fort +4, Ref +1, Will +1; 52 M,
FF 0: DSF o; Rep o; 5triz, Dex 1z,
Con 12, Int 12, Wis 12, Cha 10.
Equipment: Comlink, heavy
blaster, stun haton, hlast vest
and helmet, uniforrm,

Skills: Compuler Use +6, Diplo-
mary +1, Intimidate 45, Listen
13, Profession (security guard)
+8, Read /\Write Basic, Speak
Basic, Speak Shryiiwook, Spot
13, Treat Injury +6.

Fearls: Armor Proficiency (light,
maedium), Dodge, Point Blank
Shot, Weapon Focus (heavy
blaster), Weapon Group Profi-
ciency (blaster pistols, blaster
rifles, heavy weapons, simple
weapons, vibroweapons).
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Generic Security Officer: Male

or Fernale Human Sal 3; Init +2

{Dex); Def 15 (+3 class, +2 Dex);

Spd 1om; YROWP 24/13; Alk +g

melee (special, stun hatan) or

+6 ranged (3d8, heavy blaster);

SV Fort +4, Ref +3, Will +4; 52 M;

FF o; D5F a; Bep o1 Ste g, Dexos,

Con 13, Int 14, Wis 13, Cha 13.

Eguiprnent: Comlink, heavy
hlaster, stun baton, blast vest
and helmet, officer’s uniform.

Skitls: Computer Use +8, Diplo-
macy +4, Intimidate +7, Listen
+4, Read MWrite Gasic, Search
+5, 3peak Basic, speak shryii-
wook, Speak Sullustese, Spot
+4, Treat Injury +7.

Feats: armor Proficiency (light,
medium, haavy), Dodge, Iron
Will, Point Blank Shot,
Weapon Focus (heavy
blaster), Weapon Group Profi
ciency [blaster pistols, blaster
rifies, heavy weapons, simple
weapans, vibroweapans).

Generic Crewmember; Male or
Fermale Fepert 1; Init +0: Det 1o:
Spd 10m; VP/WP —fo; Atk -1
mielee fidz=1, punch) or +o
ranged; 5\ Fort +0, Ref +0, Will
11; 52 M; PP o; DSP o; Rep o; Str
a, Dex 11, Con 1o, Int 10, Wis g,

Cha 1.

Equipment: Camlink, uniform,
tool kit, utllity belt,

Skills: Computer Use 4.4, Knowl-
edge (varies) +4, Pilot +4, Pro-
fession (varies) +3.
Read/Write Basic, Repair +4,
Speak Basic, Treat Injury +1.

Feats: Starship Dperation (capi-
tal ship), Weapon Group Pro-
ficiency {simple weapons).

Generic Refugee: Use the

appropriale comrnoner sbals for
parh species

Generic Refugee Leader: Male
or Female Mbl 3; Init +o; Def 14
[+4 class); Spd 10m; VPAWE 1341,
Atk +2 melee (1d3, punch) or +2
ranged (3d4, hold-out blaster;
50 Bonus class skill {Gather
Information), call in a faver (=),
inspire confidence +1; 5V Fort 4+,
Ref +2, Will +4; 52 M; FP o; DSP
o; Rep T, 5tr1o, Dex 11, Con 1, Int
13, Wis 13, Cha 14.

Equipment; Datapad, hold-oul
hlaster.

£kills; Bluff +5, Diplomacy 112,
Gather Informalion +10,
Knowledge (Druckenwell] 47,
Knowledge (Galactic Politics)
+7, Profession (bureaucrat) +7,
Read/Write Basic, Sense
Mative +7, Speak Basic, Speak
shryiiweook.

Feats: Fame, Trustworthy,
Weapan Greup Preficiency
(blaster pistols, simple
weapons).




ToPSIDE INFILTRATIoN

-

aynal’s nobles fealously guard thelr

tapside estates, shooting down starships
that violate thelr airspace and ruthlessly
evicting trespassers. Gallo Memm s no
exception. Altheugh he allows visiting “pil-
grims"to meditate overnight in the ruined
Temple of Koorao on his grounds, he keeps
them far from his villa's well protected
gallery. if you could somehow make your
way onta the island's surface, sneak aeross
the estate, and infiltrate his mansion, you
might make off with some of the priceless
works of art in his collection—including a
sult of fabled Fenelar armor,

“lopside Infiltration” js a Star Wars Roleplay-
ing Game scenario for four to six heroes of
sth=8th level, Since the Vaynal system is far
from the galaxy's major political events,
Gamemasters can easily set this adventure
during any era.

The heroes plan to break into Memm's
villa and raid its gallery filled with precious
artwork, ancient artifacts, and a renowned
suit of Fenelar armor. They might have
heard rumors of this treasure-trove while
gambling at the llluminated Aquean or
from some of the more impressionable and
imaginative young orphans working at
Preena’s repair bay, If the heroes require
Doctor Guzerre's services, he might with-
held treatment unlil they can pay with an
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itemn stolen from the gallery. Oneren Fil'vye
might have hinted to them how rmuch he
envies certain pieces in Memm’s collection,
but he would certainly deny hiring or even
encouraging the heroes to trespass on the
estate. A vislting freighter captain who
heard rumors of Memm’s gallery might
wish to impress his ambitious collector
friends by seeking out the hernes to acquire
pieces for him to sell to his contacts.

GETTING INSIDE

Gaining access to Memm's collection proves
a formidable challenge. His Weequay sen-
tries and a host of security devices guard
the lifttube running from the caverns to the
Island surface—a frontal assault would
farce the guards to retreat behind the lift-
tube's armored blast door and anticipate
any further attacks onthe surface. Clearly
this requires a more subtle approach.
Climbing up to the estate from the
promenade might seem like a good
approach at first. The heroes might try
ascending the cliff face (requiring several
DC 2o Climb rolls), preferahly with climb-
ing gear. Memm's estate guards, however,
remain particularly vigilant along the
Island’s perimeter. During their ascent, the
heroes remain exposed to detection and
subsequent attacks from above. A sentry
path runs alang the entire perimeter with

" PETER SCHWEICHOFER
CARL CRITCHLOW

a good view down the cliffs, Weequay
patrols pass any glven spot ance every 2a
minutes—heroes must make opposed
Meove Silently rolls against the guards' Lis-
ten skill should a patrol pass their point of
ascent. A cliffside battle presents many
challenges to heroes, including a very long
fall If they lose their footing.

Heroes with access to jet and rocket
packs might use them to speed their oliff-
slde ascent, but the Weequay sentries nead
only a DC 1o Listen roll to detect noise from
such engines,

Heraoes might Lse a vehicle to propel
thern up the cliff and anto the topside
estate. This taclic exposes them not only to
wandering patrols but also to the island’s
defensive turbolaser emplacerments, Moni-
tored and crewed around the clock by gun-
ners in Memm's villa, they quickly hone in
on any vessel violating the island's airspace
and open fire, Captains must make DC 30
Pilot rolls to avoid detection, though guards
patrelling on foot easily hear the whine of
the craft’s engines. Any weapons discharge
immediately puts the entire estate on alert.

Weapon: Surface-mounted turhnlaser plat-
form; Fire Arc: Turret; Attack Bonus: 18 [+4
crew, +4 fire control); Damage: sdiox;
Kange Modifiers: FE +0; %+ M—2 L n/a.




The most roundabout way to gain access to
the grounds takes advantage of Memm's
allowance for pilgrims to visit the shrine ot
Kooroo on the estate. The heroes can don
blue robes and tunics characteristic of such
pilgrims, assume an appropriately medita-
tive attitude, and leave their heavy weapons
behind. Before ascending topside, Memm's
guards search each pilgrim, keeping any
weapons discovered until the heroes com-
plete their meditation. If heroes want to try
concealing aweapon In their costume, they
must make a Hide check (D€ 27 for Small or
smaller items, DC 40 for Medium-sized,
larger items are autematically found) for
each item. The guards do not allow pilgrims
to carry any specialized equipment (such as
armar, medpacs, securlty kits, or macro
binoculars), only materials to aid them in
their meditations.

The heroes and other pilgrims ride the
ifttube to the surface, then are accompa-
nied by a squad of Weequay guards to the
temple. Their general impression of the
Island Is brief—the lIfttube pavilion slts
near a lake surrounded by surreal statues,
with rolling green lawns stretching
toward dense forests. The crushed-stone
path the guards take leads toward the
temple. Peering back, the heroes notice
Mermm's villa off in the distance, at the
other end of the island.

If the heroes choose ta infiltrate the
estate masquerading as pilgrims, start
them off at the “Temple of Kooroo” below. If
they manage Lo trespass on Lhe grounds by
some other means, allow them free reign to
explore the various locations on the estate.

1. TemrLE oF Kooroo

Mermm's guards lead the pilgrims and
heroes to an ancient ruln standing within
the thick follage:

K,

. _Tha temp}g stani:l asa mg’qg!uzest e
K xpl:h&Wi‘H'la small _ﬁoTa orffus::a '
| smaller Hnme supginrted byfc-urzhorl

! pnllars 'luflners creep along | its ﬁradeed :
outer walls,!.-.rlth dense unJamrush

- c}'owdfﬂg aruund I'ts hase As fﬁﬂ sun
"'ms,ﬂle Wee rds h
' grims thra,ugh a smali"plllaf’ed pvoﬂlw |
Cand down wcm stone steps. ;

The stairs lead to the domed shrine
: I;,hamberﬁlmrﬂ' stone platformn uns
i almgﬂle sanctuargpenmgtér ihé only

- furms;hms inthe othemisa hare space.
| Dim light fllters th ruugh vents: I:tem:aﬂl £

' the cupola above, leaving the room’s

":dgE'ln'_shuﬂm.The:p1Igr_im:i'&rran_gg:_ e

| themselves In one great clrcle along the
| stone ledge. They assume maditative
| positions and cantinue theirchants,

If they're ever to reach Memm's villa, the

heroes must first [eave the temple unne-
ticed. The pilgrims don't care about them as

long as the heroes do not disturb their med-

itations. The six Weequay sentries posted
outside guard the temple entrance and
environs to prevent intruders like the
heraes from Lrespassing on Lhe estate,

The heroes have several means of escap-
ing the temple:

Light Cupola: The cupola above covers a
ane-meter wide opening in the temple’s
stone dome, permitting light and air to
flow Into the sanctuary chamber, Reaching
the opening requires a DC 25 Climb check.
The heraes might use teamwork to reach
the ceiling. The opening Is 7 meters above
the chamber floor. Should they reach the
opening, they must squeeze through the
space between the roof and the cupala, a
seant 0.3 meter. Medium-size heroes must
make an Escape Artist check (D€ 15) or

The herves could have various reasons
far trying to hre
Maney:
sents a small Torlune, Heroes could
finally pay for thos proj-
ects buying pa ynai, fund

ing clandestine operations, or even

ak intn Memm's gall
emm's art collection repre

purchasing a starship.

Persenal Armon A here might want
the Fenelar armar for herself. Although
crafted lon;

Fenel:
fearin .1|_~pc||1er|1n

Praemptive Strike: One of the herces
fe e armar or seme ather arcane
artifact in Memm
threat if abused.
friends, he intends t

collection poses a

h the help of his
steal and destroy

the item hefore anyone uses it for evil.

spent time on

ould have run afoul

ZUMNEry 2
fal=3 their :.hlp. Ft.;ln.'hn:.j Mr:rnm 5
n is the perfect vengeance.
Mercenaries: A wealthy patron might
hire the heroes to infiltrate Memm's
e and raid his collection. Perhaps he
s a particular artifact for himself, or

simply se

ambarrass Memm and

violate the sanctity of his estate.



ToPSIDE

become stuck, requiring further efforts
from others to free them. Descending the
temple's exterior face unnoticed requires a
DC 2o Climb rall,

Loose Stone: Heroes making a OC 15
Search roll while examining the temple
walls discover a loose stone in the dome.
Remaoving this stone from the wall to create
a narrow passage outside requires a DC 25
Strength check. IF they can inflicl 30 points
of damage an the block (hardness 8), the
heroes can hasten its removal; they crade it
enough Lo lower the Strength check DC to
15, This activity, howewver, arouses the ire of
the meditating pllgrims and might alert the
Weeguay puards.

Deceive Sentries: The Weeq ﬁa:.! guards
aren't too bright. They're ordered to escort
pilgrims here, stand guard all night, and
bring them back to the lifttube pavilion in
the moming. They don't usually receive
requests from pilgrims inside the temple. If
the heroes can concoct a plausible plan,
they might lure some of the guards inside
(In case of an emergency] and disable them.
A drastic situation might backfire, though—
the sentries call for assistance, or the pil-
grims become angry that the heroes
interrupt their meditations.

All-Out Assaull; Four Weeguay sentries
stand guard near the shrine entrance. The
other two wander the paths near the tem-
ple. 7 the heroes burst from the sanctuary
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and attack, they must disable the Tour sen-
tries quickly and quietly (withinons raund)
befare the other two return or respond to
sounds of a skirmish. Discharging any
hlasters automatically alerts the other two
Weequay, who sneak back to survey the sit-
ualion before attacking from the cover of
the dense underbrush.

L. Laxe anD PAviLiON

The island's lake provides fresh drinking
water for the estate and a pleasing land-
scape feature, The lifttube pavilion sits
nearby, offering access to the caverns and
city belaw.

Controllers in the villa lock the pavilion at
night—they set the lifttuben the upper

Gunnery Empl:
During their intrusion, the heroes
mighl encounter the island’s defenses.

cRmMeRTs

i)

These turbolaser emplacements pro-
tect the island and preserve its privacy
from unwary starships, Operators in
the villa's control center area munilur
sensors housed in a dome on the
building and in cach gun turret, oper-
aling Lhe largeting systams by remote
{hoth comme-signals and underground
wire conduits). The turrets have no
internal control spaces for gunners,
though several exterior panels provide
access fer maintenance, Opening a
panel requires a OC 25 Disable Device
check—failure by more than 5 triggers
an alert. Within 246 rounds a Weequay
patrol comes by to investigate.

Even if they manage to recenfigure
the turbolaser fire control circuitry to
dallow them to position and fire the
weapon (a DC 35 Computer Use check
with a DC go Repair roll), the turnet’s
mechanical construction does not
allow it to turn to aim at targets on
the island.

Weeruay patrols pass gunnery
emplacements onee avery 20 minutes.
The longer heroes dally here, the maore
they risk a sentry spotting them.

position and power down the entire struc-
ture. The blast door is 20 centimeters thick
{hardness 15, WP 240, DC 45}, If the heroes
try rercuting power through the partal’s
simple control panel, they must make a
Disable Device check {DC 25} to avoid rais-
Ing an alarm.

Patrols avoid the area around the lake
because they know the eerie statues conceal
guardian droids. Memm likes to disguise his




defenses whenever possible—for him it's
casy chough to recast the statues with the
droids inside |ater, after he's enjoyed surpris-
ing unsuspacting traspassers. Sencory recep-
tors in the statues’ eyes allow the dreids to
use thelr improved Infrared vision and
motion sensors to detect and react to any
unauthorized activity: specifically anyone
loltering around the lifttube pavilion at
night. As soon as the heroes enter the area,
and particularly if they skirt the lake shore or
stop near the lifttube pavilion, the droids
slowly break out of their statuary coverings,
step down from the pedestals, and quietly
closes inon the heroes.

The twe droids closest to the heroes (or
the pavilion, depending on their position)
attack first, while the others maneuver nto
position. Althaugh armed only with melee

weapoens, the guardian dreids have suffi-
cient armor protection against energy
weapons. Discharging blasters alerts nearby
patrals and sentries at the villa. If the
heroes don’t dispatch the droids and flee
the area, they might find themselves sur-
rounded by Weequay sentries and nashtahs.

3. Lanping FIELD

The istaia’s I:mdlng ﬁald :msls't: ofa

| -Ie'u'eled and cleared :ectaon of lawn 'mth

- beacon Ilghumarkin;ﬁe pﬂrimeter ;
‘Although impressions in the grass Indi-
cate a ship frequently lands hq‘rg,__rm._ﬁgiﬁ :
sel is currently docked. A& méﬁi'ﬁnni.:ﬁ_rb
entry to a nearby maintenance shed.

- -'CafefulEy landscaped trees screen the
landing area from view of the lake, ter-

- ,raru:d gardens, and the villa.

Attack Droids (B): Walking Security Droid 5ol 4; Init +6 (Dex, Improved Initiative); Def 20
(+g armor, —1 size, +2 Dex); Spd ; VR/WP 47/20; Atk +g9 melee (2d8+5, 2 force pikes) or +5
ranged; 50 ; 5V Fort +9, Ref +3, Will +2; 5Z L; FP u; DSP u; Rep 1; 5tr 2o, Dex s, Con zo, Int 1o,

Wis1z, Cha 7

Equipment: Heuristic processor, locked access, improved sensor package, infrared vision,

motion sensors, rust Inhibltor. z force pikes.

Skills: Climb +7, Hide -z, Intimidate +4, Listen 46, Move Silently 45, Read /Write Bacic, Search

+4, Speak Basic, Spot +8.
Linspent 3kill Pofnts: 0.

Feats: Alertness, Armor Proficiency (light, medium, heavy), Improved Initiative, Two-Weapon
Fighting, Weapon Focus (force pike), Weapen Group Proficiency (Blaster pistols, blaster
rifles, heavy weapans, simple weapons, vibroweapons).

Once the heroes escape from the tem-
ple, they can wander through Memm’s
Ltopside estale to reach his villa, The
heraes have the advantage of night.
Although the moon offers enough light
fur basic navigation, the darkness pro-
vides same cover tor their activities
The estate staff sleeps in the villa, so0
security personnel are the heroes’ anly
main a rsaries unless the sentries
call for help.

Aost of the grounds consist of heav-

oded forest and open lawns.

lifttube pavilion. landing field, terraced
gardens, and villa, though these pass
through open and frequently patrolled
terrain. Heroes must make uppnsed

time they wander across the open

lawns, The forest circles most of the
island, providing the bect means of trav-
eling its length unseen.

Thea he ¢ should <till maintain cau-
tion.

rgument. The
n groups of four, with one
of twe particularly
alled nashtahs.

for intruders. At the first sign «

k. the handler relegases the
beasts—which charge their prey—
while the others take cover and ready

Weequay signal

against them.

When he visits the estate, Memm lands
his luzury yacht in this field—the absence
of a ship indicates he isn't in residence,
Heraes can open the door ta the mainte-
nance shed (hardness 10, WP 120, DC 35) on
a DC zo Disable Device check (this also
bypasses security sensors), The materials
stored inside are mostly geared toward
servicing Memm’s vessel when he's in
port: an assortment of spare parts, fusion
generator tanks and cable, a tool kit, and
canisters of fresh water, hydraulic fluid,
and grease. Memm keeps several techni-
cians on retainer, billeting them in his villa.
For major repairs or overhauls he hires the
gifted kids from Preena’s repair bay and
tips them generously.

Nashtah: Domesticated Predator 5; Inlt 46
{Dex, Improved Initiative); Def 17 (+5 natural,
+2 Dex); Spd 20m; VPAWP 31h3; Atk +7
melee (1d3+4, barbed tail), +5 melee (1d6+4,
6 claws) or +5 ranged; 5O Leap attack, low-
light vision, scent; SV Fort +5, Ref +6, Will +3;
SZ M; FP o; DSP o; Rep 0; 5tr 19, Dex 15, Con
13, Int 5, Wils 10, Cha 10.
Skills: Jump 414, Listen +7,Spot 43,
Survival +8.
Feats: Improved Initiative, Multiattack, Track.
Special Qualities: Leap Attack—A prodigious
jumper, the nashtah is capable of leap-
ing at an opponent and making six claw
attacke as a full-round action. The crea-
ture can mowve up to 10 meters while
making a leap attack.

Sentry: Male Weequay 5ol 3; Init +3 {Dex);

Def 17 (+4 armor, +3 Dex); Spd 10m; VPIWE

24/12; Atk 14 melee [2dB8 11, vibro-ax) or 46

ranged (3d8, blaster rifle); 5Q Pheromone

communication; SV Fort 44, Ref 44, Will +1;

SZ M; FP o; DSP o; Rep 1; 5tr 13, Dex 16, Con

12, Int 8, Wis 11, Cha 1o,

Equipment: Blast helmet and vest, blaster
rifle, vibre-ax, comlink, glow rad,

13 credits.

Skills: Handle Animal 45, Intimidate 44, Listen
+2, Read/Write Sriluurian, Ride +5,5earch
+2, Speak Basic, Speak pheromonal Srilu-
urian, Speak Sriluurian, Spot +3.

Feats: Alertness, Animal Affinity, Armor Profi-

ciency {light, medium, heavy), Point Blank

Shot,\Weapon Group Proficiency (blaster

pistols, blaster rifles, heavy weapons, sim-

ple weapans, vibroweapons).
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field once every 30 minutes. Heroes who damage the main-
tainence shed or work noisily risk a squad of sentries stumbling
onto them.

4. TERRACED GARDEN
Memm's !aru:lscapers bulita tena:e%garden on a hills h:li.l

uwrldukmg thg Iakeand.h' illa, ShéimleaQtﬁ ea;h Eeve The-’:'

balustrades and ﬂuwer hedg ﬂ,ﬁer cam,nuﬂglge.ag_ in:
sentries no doubt posted In the vi[la s two tw.nem

The Weequay patrals shun the garden as they avald the lake
area, for this part of the island has its own defenses against
intruders, The alien stalues appear identical lo those posilivned
araund the lake, but they do not conceal guardian droids. & small
gardener's shed near the top contains basic materials for main-
taining the plants (fertilizer, shears, trowel and shovel, watering
system, and so on).

Every five minutes the heroes spend in the gardens they have a
20% chance of attracting the notlce of Its resldents: a hive of Vay-
nal pellinators, Although mostly a daytime insect, the pollinatars
begin their activity cyele in these early merning hours. The territa-
rial Insects stay within the gardens, pollinating the flowers and
plants from their hive in the uppermost levels, They swarm and
attack any intruders. When Memm and the gardener stroll here,
they use a specially designed sonic transmitter that nullifies their
intruder status by emulating pollinater wing frequency. At first the
heroes notice a few chunky insects flying nearby, some even land-
ing to crawl across their clothing. Eventually they fly hack and alert
the hive that intruders have viclated the gardens.

Vaynai Pollinators Swarm: Vermin 4; init +3 (Dex); Oef 13 (+3 Dex);
Spd 15m fly (good); VP/WP 22/14; Atk +2 melee (special, sting) or
+6 ranged; 5Q DR 15; 5V Forl +4, Ref +7, Will -2; 52 M; FF o; DSP o;
Rep o; Str 8, Dex 16, Con 11, Int 2, Wis 4, Cha 6,

Skills: Listen +1, Search —, Spot 41, Survival +4.

Feats: Toughness.

Treat the cloud of insects as a single creature. The hearty pollinators
miake difficult targets (even In a crowded swarm). The swarm |gnores
the first 15 points of damage from each successful attack againstit.
Any heroes stung suffer 1dg damage and must make a DC 12 Forti-
tude save or suffer an additional 1dé polnts of wound damage.

The insects retreat once the swarm loses all its Vitality Points.
The pollinators do not follow heroes fleging the terraced gardens.
Even as a swarm the insects aren’t very effective attackers, but
efforts to fight it off might reveal the heroes’ presence to Memm's
guards. Any energy weapon discharge or loud commotion eventu-
ally brings a patrol to the garden's edge to investigate.

Y vOLUMC 2 NUMDCR 2

iMEMM ‘s ViLLA

b Mﬂmm‘s vllla consists of a blocky structure topped byvarluus :
:»..p-'eaksd mcfs,dqrmers, and domes, many of which have ;
| 'h-nnsparlstﬂai pﬂnels’m allow sunlight to illuminate. the interior. 2l
| ‘I".viru sentry tuwers rise from corners, the Weequay on duty scan-
| ning the open Iawns leading to the bulldlng.The large blast door
_ln’ch: side mﬂmkingth: gurd:nsand lake s thtonhf cntranoc

5 fnemuewlnunws stand several meters above the grmmd‘pm- :
f vEntiﬁgedsjr aur.:esas. bk : e

To approach the villa the heroes must avoid the notice of the single
Weequay house guard in each tower. Once they reach the building's
outer wall, the tower height and angle prevent the sentries from
noticing any movement; thay can still detect.

Villa House Guard: Male Weequay Sol 4; Init 43 [Dex); Def 17 (+4
armar, 43 Dex); Spd 1am; VROWP 31/12; Atk +6 meles (2d8+2, vibra-
ax) or +6 melee (1d6+2, crit 20, punch) or +7 ranged (3d8, blaster pis-
kol); 50 Pheromone cormmunication; SV Fort +5, Rel +4, Will +3; 52
M FP o DSP o Rep 1; Str 15, De 16, Con 12, Int K, Wis 11, Cha 1o,
Equipment: Blast helmet and vest, blaster psitol, vibro-ax, comlink,
glow rod, 23 credits.
Skills: Intimidate 45, Listen 45, Read \Write Sriluurian, Search +2, Speak
Basic, Speak pheromonal Sriluurian, Speak Sriluurian, Spot +4.
Feats: Alertness, Ambidexterity, Armor Proficiency (light, medium,
heavy), Martlal Artist, Two-Weapon Fighting, Weapon Group
Proficiency (blaster pistols, blaster rifles, heawy weapons, simple
weapons, vibroweapons).

The main entrance consists of a heavily armored and meoni-
tored blast door (hardness 15, WP 240, DC 45). A Disable Device
check (DC 30) opens the door without setting off the alarm but
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exposes the heroes ta the guards on duty
in the enclosed courtyard.

The villa's walls (hardness 18, WF go, DC
40) consist of an inner metal shell tive cen-
timeters thick faced with another five cen-
timeters of stonework. Any blast or
substantial attack on the wall raises tha
alarm. The stonework provides a rough
enough surface that Climb attempts only
require a DC of 20,

The transparisteel windows are set
three meters off the ground, requiring a
Climb check [DC 20) to reach and some
support to attempt any sabotage. The
architects set them flush with the outer
wall and did not design them to open
(hardiess 1z, WP 36, DC 300, Any substan-
tial attack on the windows sets off the
alarm. A Disable Device check [DC 30)
dllows heroes Lo remove one pane, bul
they must make an Escape Artist (DC 25)
check to wriggle through the epening.

The villa's numerous gables, dormers,
and domeas provide the best means of
entry. Although the tower sentries have a
clear vlew of the roof, the heroes have two
advantages: the guards focus their atten-
tion on the grounds, and the architecture
helps conceal activity. The heroes gain a +7
bonus to Hide and Move Silently rolls here,
and gain a +7 Defense bonus for three-
guarters cover if they come under attack.
The dermers and clerestory windows aver
the enclosed courtyard, suites, office, and
gallery were not designed to open, but the
roof provides a more stable platferm te
coverkly remove panes of transparisteel
(hardness 12, WP 36, OC 30). Heroes making
a Disable Deviee check (DC 30) can loosen

and remove ane pane, hut they must make
an Escape Artist check (DC 25) to wriggle
through Lthe opening. Failure on either roll
sets off internal security sensors and
saunds the alarm, The com-scan dome aver
the control center contains no exterior
access—a hatch from inside allows entry
for maintenance.

The control center coordinates securlty
ingide the villa, Cancealed sensors monitor
every room and corridor except Memim's
suite and office. Every five minutes they
spend within the villa, the heroes have a
103 chance of coming under direct observa-
tion fram one of the contral center sentries.
Sea"Alarm and Escape” below for guard
reactions to intruders.

Enclosed Courtyard

The main blast doors open up on an inte-
rior courtyard enclosed by a peaked
transparistecl roof. The wide space allows
personnel to turn wehicles around and park
them at the back of the chamber, which
serves as a vehicle bay. Three landspeeders
and one cargo skiff are parked against the
back wall_Eight Weequay sentries lounge
around the landspeeders, guarding the
vehicles and the villa’s maln entrance. 5ince
the blast door dominates one wall, they'll
notice it open and scrutinize anyone enter-
ing or leaving. They alse have a chance to
spot any heroes sneaking along the
transparisteel roof.

& small pillared foyer provides the villa’s
official entrance. The door opposite leads to
the control center and the staff sections of
the bullding.

Contral Centar

All sensor data and communications from
Lhe eslale pass through compulers in Lhis
room. The center also houses the comm
array for the subspace transceiver in the
dome above, as well as controls for the lift-
tube pavilion power, access, and operation.
Four security specialists continually monitor
the sensars, while three Weequay house
guards mill about, prepared to respond to
any emerging crisis. Their captain, Chyvalle,
lurks in the corner near a security station
from which she meonitors and supervises all
guard operations.

stairs in one corner lead to the under-
ground living qua rtere, storage bays, nash-
tah pens, and technical facilities that
support the estate.

Chyvalle maintains a loose schedule that
allowys her an hour to rest in the control
center, then an hour to wander the villa to
ensure its securlty personally. She begins
her patrol by making sure the Weeguay in
the enclosed courtyard are awake, then pro-
ceeds to check the lounge, suites, office,
gallery, and kitchens. On every other circuit
che checks the rooms in reverse order, using
her security codes to access the normally
sealed areas.

Kitchens

At an early hour, the cooks have not yet
rizen, though they might appear if the
heroes stay here too long. Havaal, Memm's
Duros steward, putters around before
dawn making sure everything is in order.
His office cccupies one corner, theugh he
often lodges in one of the guest suites
when his master is away.

Security Specialists: Male or Female Human Expert 3; Init 45 (Dex,

Improved Initiative); Def 12 (+1 class, +1 Deaxd; Spd 10m; VRIWP —/g;

Atk +2 melee (1dz, punch) or +3 ranged (3d4. hold-out blaster); Sv

Fort +o, Ref +2, Will +5: 5 M; FP o; DSP o; Rep o; 5tr 1o, Dex 13, Con g,

Int 15, Wis 14, Cha 1z,

Equipmeint: Hold-out blaster, comlink headset, datapad, so cred|ts,

Skills: Computer Use +8, Demolitions +7 Disable Device +7, Forgery +6,
Gather Information +5, Knowledge (security) +7, Listen +q, Profes-
sioh (security engineer) +8, Read\Write Basic, Read/write srilu-
urian, Repair +8, Search +4, Speak Basic, Speak Nimbanese, Speak
Sriluurian, Spot +7.

Feats: Alertness, Improved |nitiative, Weapon Group Proficiency
(blaster pistals, simple weapons).

Chyvalle: Female Weagquay Scl &; Init +7 (Dex, Improved Initiative);
Def 2o (+7 class, +3 Dex); Spd 10m; VE/WP 36/14; Atk +6 melee
{2d&+2, force pike) or +7 ranged (3d8, heavy blaster); SO Pheromone
communication, illicit barter, better lucky than good, sneak attack
+2d6; SV Fort +4, Ref +8, Will +3; 52 M; FP o; DSP o; Rep 3; 5tr1g, Dex
17.Con 4. Int 11, Wis 12, Cha 1z,

Equipment: Heavy blaster, force pike, comlink, 100 credits.

Skifls: Bluff +6, Computer Use -;-E, Demolitions +3, Diplomacy +3, Dis-
able Device +5, Disguise +g Gather information +6, Hide +14,
Intimidate +4, Jump +4, Listen +g9, Move Silently 417, Read /\Write
Sriluurian, Search +8, Speak Basic, 5peak Nimbanese, Speak
pheramonal Sriluurian, Speak Sriluurian, Spot +6, Tumble +8.

Feats: Improved Initlative, Skill Emphasis (Move Silently], Stealthy,
Weapon Group Proficiency (blaster pistols, simple weapons,
vibroweapons).
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Collection
The gallery contains more than 40 works
of art, some as large as the armor, other
small enough to palm. An Appraise check
gives heroes a close estimate of a
s true value, The following itemns
enl some of the highlights of
Memm's callection.

Fenelar Armor: Craftsmen long ago
Fashiored Uhis arrmor swil Trom cheice:
materials tor maximum protection, maobil-

.Although it provides
a +8 Defense bonus, it handles like
rmedium armor [maximum Dex bonus +1;

ity, and artistic ¢

armar check penalty —4; weight za kg).
The helmet contains motion and sound
sensars (42 to 5Fu,-t and Listen checks), a
camlink, and an infrared imaging system.
The elaborately carved bracers contain
concealed combat knives [1dé damage),
The armer's overall design and luridly
engraved surfaces give the wearer a +4
o credits.
bust of the
famnus Cerean philosopher Canivar
adorns a niche in Memm’s gallery. The
seulplure core consists of Likanium,

Intimidate benu

Bust of Canivar:

which shows thrnugh the Bnlri alectin-

plating in

eral averly pelished, raised

surfaces on the bust,
Warth: 10,000 cradits.

Keoreo Sundial: This metal disk hasa
wedge cut from it and propped up along
its radius. This gnomon and the digk's intri-
cately engraved symbals, geametric
ations glve the mistaken
impression that this artifact is an ancient
sundial. Early explorers d rered it in the
Temple of Koarao an Vay
Werth: 11,500 credits.

Prophecy of Vaal: A pr
houses a single illuminated maniscript

ive frame
page inscribed with black

ters depict the final prophecy the spar
Vaal delivered centuries ago.
Worth: By,uuw credils,

Cusepp’s Hand: A& grotesquely mommi-
fied hand sits palm-up in a hermetically
sealed glass dome. Legends describe how
the ledi guardian lunist fought tha infa-
mous Trandoshan tyrant Gusepp and sev-
ered the appendage midway along the

forearm. Worth; 6o,000 credits.
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Havaal: Male Duros Expert 5; Init +2 (Dex);
Def 13 (+1 class, +2 Dex); Spd 1om; VPAWP
—/8; Atk +2 melee (1d3-1, punch) or +5
ranged (3dg, hold-out blaster); SY Fort +o,
Ref+3, Will #5; 5 M;: FF 0; D5SF o; Rep 1; 5tr
g, Dex 14, Con 8, Int 16, Wig 13, Cha 12,
Equipmernt: Hold-out blaster, comlink,
datapad, 1,500 credits.

Skills: Appraise +7, Bluff +5, Computer Use
+8, Diplomacy +7, Forgery +g, Gather
Infarmation +g, Knowledge (huraau-
cracy) +8, Knowledge (business) 18,
Listen +4, Move Silently +s, Filot +4,
Profassion (bureaucrat) +8,
Read/Write Durcse, Speak Basic,
Speak Durese, Speak Huttese, Speak
Mirnbanese, Speak Sriluurian, Spot +4.

Feats: Spacer, Trustworthy, Weapen Group
Proficlency (blaster plstols, simple
weapons).

Lounge, suites, and Office
Mernm's living and entertaining quarters
consist of a master suite, two guest suites,
and a lounge filled with comfartable furni-
ture. The decarations here—paintings, artsy
holographs, tapestries, and sculptures—
might prewve valuable to the lower-class
buyer, but their sale wouldn't ameunt to
roore Lhan 250 credils apiece. Memm keeps
his real treasures in the gallery

Memim's office computer contains records
of his art dealings across the galaxy, indud-
ing narnes, syctermns, prices, and provenance
of each piece he ever considered purchasing.
Uther files pertaln to running his estate on
Vaynal. Heroes can bypass the security codes
on a Computer Use check {DC z5). Failure by
rnare than 1o wipes the computer’s memory
and sets off the villa's alarm.

Gallery

Locked and meonitored metal doors protect
all entrances to the gallery. Heroes can
open the portals (hardness 10, WP 6o, OC
30) without setting off the alarms on a
Disabrle Device check (DC 35).

The gallery serves as Memm’s grand
entertaining room. Comfortable furniture
surrounds a holographic projector at one
and, and a vast dining table and sideboard
sit at the end near the kitchens, A var-
nished, greel-wood parquet floor shimmers
in the dawning light from the windows.
Priceless works of art stand at carefully

chosen locations to cultivate the mast stir-
ring Impressions. Faintings, tapestries, and
smaller decorative items hang on the walls
under spot lighting. Several transparisteel
cabinets display smaller knlck-knacks of
artistic or archaeclogical significance.
Removing any item from its mounting or
case requires a Disable Device check (DC
30] to disarm the security sensors,

The Fenelar armar stands in a small
clearing in the gallery's center section. A
special security precaution protects
Mermm’s prized possession. Those trying to
remaove the armar and falling a 1isahle
Drewice check (DC 4o) trigger the alarm and
set off a trap: the four floor panels drop,
sending anyone within 2 meters of the
armor falling into the nashtah pen below.
Five of the beasts voraciously attack any-
one plunging into the pit. Heroes making a
Reflex save {DC 25) manage to grab onte
the plt edge or the pedestal supports, The
alarm and the enraged nashtahs set the
entire villa complex on alert.

ALARIM AND ESCAPE

If heroes trigger the villa security system,
all personnel go on alert. Security special-
ists in the control room track down the
heroes’ location and dispatch a squad of
six hause guards. If the hernes make it to
the roof, this squad packs into the skiff and
speeds out, circling the heroes and attack-
ing. The langer the heraes delay, the more
likely reinforcements arrive,

After Chyvalle sends more Weeguay rein-
forcements to harass the heroes' flanks, she
quickly evaluates the situation and sneaks
up behind them, approaching from the
opposite entrance the guards take into a
ream, or heading up to the roof to surprise
anyone escaping through the dormers and
clerestory windows. Chyvalle presents a
cunning and adaptive challenge for the
heraes—she appears where they least
expect her and uses her ingenuity and
combat prowess to the best advantagein
familiar surroundings.

Leaving topside with their loot and lives
proves challenging. The control center
makes sure the lifttuhe pavilion is Incked
down in emergencies. The heroes might try
climbing down Lhe cliff Lo the towers and
promenade (requiring several 0C 2a Climb
checks), but they remain expesed to attacks



from above. Jumping would only crush their badies against the rocks
and structures far below. If they have some means of even limited
powered tlight (the skiff or landspeeders), the heraes can try flying It
off the cliff. A Pilot check (DC 25) allows them to gain speed, jump
the cliff, and make a rapid yel contiolled descent over the towers
and into the deeper water beyond. Althaugh the repulsars are on
full, the craft still dunks ints the ocean before bursting to the sur-
face. Fallure results in a fiery crash, with heroes suffering 2d8 colli-
sion damage and 2cd6 falling damage.

Those whe successfully rob Memm's villa and escape with the
loat seon find a hefty bounty on their heads, along with a band of
Weequay eager to hunt them down.

Heroes wha fall inte Chyvalle's hands, back into a carner, or sur-
render to the Weequay sentrles find themselves objects of admira-
tion for Gallo Memm, who (assuming he is in residence at the time)
steps forward to inspect the people brave or foolhardy enough to
steal from him. He applauds anyone who managed to evade his
defenses long enough to gain access to the gallery. Depending on
how good an impression they make on him, Memm might even
otfer them rather lucrative employment in similar ventures ...
assuming they return anything they pilfered from his collection.

Gallo Memm: Male Nimbane! MBI 11; Init -+ (Dex); Def 18 (+7 class, +
Dex); Spd 10m; VP/WP q1/10; Atk 18/13 melee (1d3, punch] or +9/44
ranged (2dg, hold-out blaster); 5Q Call in a favor {3}, inspire confi-
dence +3, command +4; SV Fort 43, Ref 46, Will 47,52 M; FP o; D3P 4;
Rep 8; 5tr1, Dex 13, Con 10, Int 16, Wis 10, Cha 14,

Equipment: Hold-out blaster, comlink, datapad, fine clothes,

g o000 credits,

Skills: Appraise +15, Bluff +11, Computer Use 417, Diplomacy 16, Dis-
guise +4, Forgery +8, Gather Informatlon +14, Intimidate +6,
Knowledge (bureaucracy) +17, Knowledge (business) +15, Knowl-
edge (galactic history) +14, Listen +2, Profession (bureaucrat) 411,
Read/\Write Nimbanese, Sense Motive 414, Speak Baslc, Speak
Huttese, Speak Nimbanese, Speak Ryl, Speak Shyriiwaol, Speak
Sriluurian, Spot +2.

Fents: Alertness, Dodge, Persuasive, Trustworthy, Weapon Group Profl-
ciency (blaster pistols, simple weapons), §

Mew Species: Nimbanel
Mimbanel are a species of humaneid repliles with bald heads,
round, dark eyes, and snouts framed by tufts of cheek hair.
Known for their ability with complex mathematics and intri
cate bureaucracies, the Mimbanese prefer to resolve conflicl by
befuddling their opponents with official procedures, puzzling
rules, and a general runareund of administrative particulars.
They put their arganizational talents ta work serving major
business concerns like the Hutt clans, Corporate Sector execs,
and the Bureau of Ships and Services. Through the Hutts the
MNimhanese rose to prominent administrative positions in the
galaxy and preserved their way of life, They excel at electranic
lechnologies, from data storage and computer systems to
hyperdrives and droids. All Nimbanels speak Basic, Nimbanese,
and Huttese, as their snout structure allows them to articulate
a wide range ol languages easily,

A few Mimbanese_such as Memm, make their own way in the
galaxy, often after years of servitude and a lucky break from
their masters. They have reputalions gs [ussy entiepreneurs,
obsessed with form and procedure—but they invariably get
the job done in an efficient manner, even if they inconvenience
athers along the way. Memm uses his many conneclions and
his bureaucratic abilities to find, verify, and acquire the waorks

of art he displays in his villa gallery.
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GALAXY'S MOST WANTED

LUKE SKYWALKER, JEDI MASTER

BY BILL SLAVICSEK WITH MICHAEL MIKAELIAN
ILLUSTRATION BY ASHLEY WOOD

T

hile most heroes would get a well- g
m deserved rest after saving the galaxy,
Luke Skywalker's life since the death of the
Emperar has been one of nearly nenstop
adventure, With all of the other known Jed|
gone and his own knowledge of the Farce
not yet complete, much of Luke's life since
the Battle of Endor became an unending
quest to learn everything he could about
the secrets of the Force. What little time he
did not devote to plumbing its mysteries he
spent dadging the revenge of the Imperial
survivers, including Grand Admiral Thrawn
and the beautiful but deadly Mara Jade, the
Emperor's personal assassin,

As Luke began encountering mare and
more people with some knowledge of the
Force—or more rarely, those with some
knowledge of the Jedi arts—he realized
that completing his own understanding of
the Force was a selfish task. He began -
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training students of his own, including his
own sister, Leia Organa, wha by now had
married Luke's best friend, Han Solo. In
time, Luke petitioned for the right to open
a formal acaderny on Yavin 4 {the jungle
roon from which the Rebel Alliance had
launched its attack against the first Death
Star), and began training several appren-
tices, Including Jalna and Jacen 5olo, his
nicce and nephew. Although the Jedi acad-
ermy had its difficullies—nol the least of
which was an ancient 5ith evil named Exar
Kun—the schaol survived, and Luke was
well on the way to reestablishing the Jedi
Orderin the galawy.

But with so many apprentice Jedi training
their own apprentices, the Jedi began to
spread across the stars far too quickly and
without any organization. Reports began to
trickle into the New Eepublic 2enate of Jedl
Knights acting as self-appeinted police,

aven judge, jury, and executioner. Although
their activities rid the galaxy of much evil—
pirates, smugglers, and the |lke—these
rogues did so without the foreknowledge or
authorization of the Senate, The new Jedi, in
their zeal to restore peace and justice to the
Mew Republic, were now seen as the
biggest threat to both.

As Luke Skywalker pondered the place of
the Mew Jedi Order in the Maw Republic, the
alien Yuuzhan Vong began their congquest of
the galaxy, At first the invaders seemed
both invincible to New Republic technology
and invisible in Lhe Force, Luke reached out
to the rogue ledi led by Kyp Durran, his for-
mer apprentice, to present a unified front
against the invasion force, &s mone worlds
fell to the Yuuzhan Vong, Luke's etforts to
fight as one were constantly thwarted by
the senate, the rogue Jedl, and Yuuzhan
Vong sympathizers.




After countless battles that left whaole worlds in ruins, the New
Republic and Yuuzhan Vong arrived at a temporary cease-fire, The
Yuuzhan Vong offered a permanent solution to the Senate: Turm over
all Jedi and potential Jedi, and New Republic will be left in peace.
Whole planets turned against the Jedi hoping to appease the
invaders. The Jedi acadermy on Yavin 4 was evacuated and the studenls
mawed to 3 secure location, To protect Jedi scattered across the galasy
from persecution, Luke and Mara formed a "great river" through which
they could escape. Trusted volunteers acted as rescue pilots. seeking
out Jedi-in-hiding and transparted them to a secret ledi basa.

With Luke’s help, Mara overcame a debilitating disease inflicted
by the Yuuzhan Vong and gave birth to thelr first son. They named
him Ban, after Luke's first Master Obi-Wan Kenobi,

SPECIAL QUALITIES

Luke Skywalker has a variety of new special abilities derived from

his Jedi guardian and Jedi Master classes.

DerLect: Luke can deflect blaster bolts and other ranged weapon
attacks with his lightsaber. He must be carrying an activated
lightsaber to use this special ability. The ranged attack must be
from an antipersonnel weapoen (blaster pistol or rifle, bow and
arrow, slugthrower pistol, and so on); this abdlity can't deflect fire

from heavy weapons ar ship weapons.

Oringing Order to the Galaxy

Force SEcrET: Luke has discovered two Force secrets in his experi-
ences as a Jedl Master. Improve Battlemind Increases the Force
bonus of Battlemind by +1. Improve Force Skill (Battlemind) gives
him a +1 bonus to Battlemind skill checks. 5

Luke Skywalker: Male Human Fringer 2/ledi Guardian 13/0edi Master 3; Init +2 (Dex); Defense
25 [+13 class, +2 Dex) or 32 [when using Deflect: Defense and Lightsaber Defense); Speed 10;
VPAWE n6/12; Atk +21/+16/+11/+6* melee (sdB+2/10-20, lightsaber) or +10/414/40/44 ranged
{346, blaster pistol); SO Barter, Block, Bonus class skill (Repair], Deflect (Attack —3, Defense 13,
extend defense and attack), Force Secret (Improve Battlemind, Improve Force Skill; Battle-
mind}, Skywalkers use Force Points as though they were three levels higher. They also get the
Force-Sensitive feat for free. Skywalkers ignore the "Force level 1st" prerequisite when select-
ing primary Force feats (Alter, Control, Sense); SV Fort +13, Rel +13, Will +10; 52 M; FP g; D5P 1;
Kep +6; 5tr 14, Dex 14, Con 12, Int 16, Wis 14, Cha 12, Challenge Code: H,

Equipment: Blaster pistol, lightsaber®, tool pouch, flightsuit, X-wing, R2-Da2.

*Luke Skywalker has constructed his own lightsaber,

Skifls: astragate 45, Climb +6, Computer Uise 48, Craft {lightsaber) 48, Intimidate 43, lJump +12,
Knowledge (ledi lore) +4, Knowledge (politics) +6, Knowledge (world lore) +8, Pilot 414,
Profession (moisture farmer) +6, Read/Write Basic, Repair +7, Search +7, Speak Baslc, Speak
Huttese, Speak lawa Trade Language, Speak Shyiihﬁn;:k,ﬂpct +2, Survival +7, Tumble +£.

Force Skills: Affect Mind +n, Battlemind +10, Empathy +12, Enhance Ability +8, Enhance
senses +7, Farseelng +10, Force Defense +8, Heal SEIf +7, Move Object 411, 588 Force +12,
Telepathy +7. B

Feats: Acrobatic, Combat Reflexes, Exotic Weapon Proficiency (lightsaber), Force-5ensi-
tive, Skill Emphasis [Pilot), Starship Dodge, Starship Operation (starfighter), Weapan
Focus (lightsaber), Weapon Group Proficiency (blaster pistels, primitive weapons,
simple weapans).

Force Feats: Alter, Attuned, Control, Force Mastery, Knight Defense, Lightsaber Defense, Sense.

STAR WARS Gamer 8998




Str-untur*E and the Character Goal

BY ROBIN D. LAWS
WELCOME TO THE F ““T INSTALLMENT OF of first inspiration and giving them shape. As we find our structure,

. “Dice, Camera, Action!” [n this new col-  weidentify the material that's central to our story. At the same

umn we'll look at various cinematic time, we hunt down and remove the bits that really belong in
some other story altogether. (These irrelevant bits can be insidi-

te{hn"ques and mine them fﬂr HEGIT ous; they're often fun, colorful, and painful to cut.) Structureis

the Star Wars Role P Iayi ng Game. the clear, simple idea that defines our story and helps us tell the
crucial bits from Lhe irrelevant ones.
Roleplaying games aren’t movies; there are things that weork What structure is not, in a raleplaying context, is something

in film that you could never get away with in a game ses- the GM imposes on the players. Star Wars games come to |ife
sion, and vice versa. Still, every G should expect plavers to with on-the-spot input from the players. [mposing a stroc-
show up at her Star Wars game expecting a jolt or two of ture on the game as it unfolds is a deadly mistake_ It kills
the cinematic excitement that made them love the movie spontaneity, making players feel they're just spectators
series in the first place. Instead of the participants they need to be.,

The first element of filmmaking to lock at is the screen- What vou want to structure is the underlying idea you
play. No breed of writer expends more brainpower to keep bring to the table. Expect the players to bend it out of
the audience at all times absolutely riveted to their seats shape as they add thelr own slde trips. tangents, and
than the movie screenwriter. TV writers work on the departures. Where's the fun In sending players through
assumption that viewsrs are only halfway paying attention, a series of paces you've already predicted? In adwven-
and episodic television is aften radia with pictures. Novelists ture creation, structure is a springboard, a strong
know that peaple read for leisure as much as for stimula- foundation that you should be ready to abandan in
tion. and they enjoy the leeway Lo examine the ideas that response to unexpected player cholces.
matter to them. The adventure that you write is not really the

The screenwriter never eatches a break. He has to lay the  story The story s what happens when the players
foundatlon for a film that captures the audience's atlention interact with your adventure. Still, your group will
and holds it. If he's warking on an adventure mavie, he must find their exploits more satisfying when it's a

balance thrilling action sequences with character seenes clear, solid idea they're veering off from. !
that make us care about our heroes, Think about how well Screenwriters use several basic structures.
' Star Wars accomplishes this feat, campared to dozens of tar- The most prevalent is the three-act structure,
gettable space fantasy films that followed in its wake, You in which the action falls into a trio of distinct
couldn't ask for a better model of adventure movie con- segments separated by major plot twists

struction than its screenplay. that change the story's direction, Anatheris
In the columns that follow, we'll look at sereenplay tech- the set-piece structure, which takes the
niques mostly from 2 GM's point of view, to find ways of characters on a journey through a whole

making adventures feel more like movies. On these pages, serles of linked sequences, each with its
“vou" means the GM, but players can learn a lot by peeking own separate look and mood. Then

hehind the curtain. By understanding a movie character's there’s the serial structure, used in the
function in a script, players can make bettar decisions for cliffhanger ﬂiies_ of the thirtias and
their heroes, By figuring out when the GM's plot is apt to forties. We don't see much of it in

- give them a boost, andwhen temporary failure is necessary movie theaters these days,butyou =
. to the plot, players can slice their way through the obstacles can't talk about Star Wars withoutit.

;put hefure thﬂm wlth the speed and aplomb of ledi Knights. W:’II Ianl: at ea:h of fhcsc strua-

ﬁmucru RE ' B _ 1po
Structure, important in terlmg any kind of 51.ﬂf_'|f, rules the Is the element theirall' share
screenplay world with an iron fist. Structure is theartof A

making a story build in excitement and momentum. Struc-  THE cummnﬁuu
tureIs the process uf taklng the unglnal lmagua mn:epts o L
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almost certain that his story Luke Skywalker never turned around to tell George Lucas

arises from the main character’s that attacking the Death Star seemed too risky and that

pursuit of a goal. In dramas, the he'd rather try an alternate plan!

goal might be an abstract thing, We don't even get to determine our migin characlers’ cen-

like inner growth. The character tral goals; that's up to the players, too. If we were to recreate

might not even be aware of it. the storyline of The Pharmtom Menace, we couldn’t guaran-
Fortunately for us, adventure tee that our Jed! Knlghts would take a shine to young

mevie structures tend to be simpler. Anakin and champion his cause with their fellows.

The hero takes action to achieve his What we do know Is that, like the Star Wars films but

unlike most other movles,
our games focus not on a

The story is what happens | /00"
when the playars interact  esembecstiukels

clearly the focus character

WIth your EdVEntur"E- for the first trilogy, but we
spend plenty of time on

goal. An antagonist respands by taking Han, Leia, and the large cast of supporting characters. This

actions to thwart him. The hero undergoes a makes the Star Wars movies an ideal inspiration for role-

serles of Ups and downs, with the stakes playing, where players each expect an equal amount of

growing ever higher, as he heads toward a final  time in the spotlight.

confrontatlon with the viliain. The confronta- To start with, you should Lreal the party as a sort of com-

tion is resolved; the hero almost always achieves posite lead character. That s, for yaur first adventure or fug,

his goal, worry about the party's goal, net those of individual herces.
“But waltl” you say. “The Star Wars fllms don't Further, vou should start out by giving the parly a goal to

follow this structure at alll The Empire Strikes Back pursue. This is okay at first, because you're preparing for

ends with Han frozen in carbonitel” You're right: The game without knowing what kinds of heroes the players
Star Wars films break the usual rules by bringlng back will bring to the table. You can make the following assump-

elements of the old-time serials. They prove that you tions about the heroes:
don't have to follow the rules to create a hugely enter- == They're the good guys (even though those built on the
taining story—and that's a great lesson in itself. Han Solo model might not admit It yet).
When you decide to break rules, however, it helps if »  They're risk-takers, willing to do adventurous things to
you know which ones you're breaking and why. And even get what they want,
though they aren't necessarily resolved at the end of
every film, Star Wars characters always have strong and If wou have good reason to think that some of your players
specific goals that drive their stories: won't accept these key elements of a Star Wars character,
= Leia wants to contact Obi-WWan and get him to help the you need to have a talk with them ahead of time to make
Rebel Alliance. sure that your game isn't headed for a big clach of expecta-
w Han Solo just wants to keep making a shady living a5 a tions. If they're determined to play selfish or cowardly char-
smuggler, until his involvement with Luke and Leia inspires acters, structure might he the least of yourwaorries.
him to heroic action. Aside from those two basic assumptions, you won't know,
= Luke wants to escape from his humdrum existence on in advance ol the firsk session, what it is that drives each indi-
Tatooine and become a starship pilot. vidual hera ta ga out and risk his life far the good of the

» Qun-ﬂon wantstoend the Trade Federation blackade of Naboo, galaxy. In fact, your players might not even know: Many
improvise their way through their first few sessions, getling

Without charat_:ter goals, we dor’t have a story, and the audience a real sense of their herdes urﬂl}r atter several sessians of play

doesn't know wh:rt& cheer for. This pmnt brings us tathe most So, deprived of the fundamental tool that screenwriters

lmpnrtantwa ”t]‘ﬁ:'hi’ch i Iepla:gmg games dlfrer from smenpla}rs. use to kick off their stories, what do you dot Why, you
NPT R : _ reach into the kit bag ofig Hollywood master, Alfred

DESIGNING CHARACTER GOALS o T Hitcheack, and q:yll out aninvaluable storytelling tool he

WHEN You Don'T DESIGN THE CHARACTERS : i termEd the McGuffin.

We poor GMs, unlike screenwriters, don't get to control our laad char- . What isa hscﬂu‘fﬂn youask? #

acters. We know that our players will question our plot dmlopmerﬂ: Well, that Ij have to wait un'tll next time. How's that for
at every turn, Ioﬁklng for the cleverest Ways 1o accumpt:sh thelr gua S s &y : ;

ir s
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The University aof
Sanbra Guide to

From THE DEsK OF PROFESSOR ELISS ...
| had evocuated my office a mere 37 Sanbra
hours prior (barely avoiding an imperial
degth squad) when | found myseif at the Pri-
apulin colony on Krinemonen i, o small out-
post in the Mon Calamari Shipyards.

Were | not a fugitive, | likely would have
viewed the respite as a well-deserved vaca-
tion: the amenities for aguatic species were,
af course, siperh, Scores af Prigpulin, Mon
Calamarl Quarren, and lyra starshipwrights
{including my young schoal-cousin, Tam)
founged in immaculiate brine- and kelp-laden
pools, massaged by the lapping waves and
warm breezes.

Kesting in this splendid emviron, imagine my
cousin’s shock when our Priapulin host swam
up and devoured the young being with whom
Torn had been discussing the latect shocidhall
scores! His reaction is @ memory | shall long
cherish (though | suspect in the future | woulkd
do well to betler prepare my young cousin for
iriEr-species gatherings such as those).
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INTELLIGENT LIFE

During the Rise

of the Empire era, the Priapuling are largely content to
roam the galaxy as emissaries, pilots, and explorers. Many also scrvc in

executive or academic functions in many regions

With Palpatine’s ascension and the imposition of anti-alien laws and rise

in anti-alien sentiment, most Priapuling have turned to non-violent recist-

ance against the Empire. Some have joined the Rebellion as advisors, lead

ers, or freighter pilots; others avoid the Alliance altogether and work as simugglens,
targeting anly Imperial or imperial-aligned ships and cargoes

[ri thie era of Lhe New Bepublic, the Priapulins have begun Lhe long process

of rebuilding their world, much of which tell inta disrepair and naglect dur- (W)
ing the Empire’s rule. In one particularly inspiring event, a large contingent

of Republic-allied crews, most of them Quarren, Aqualish, Kian'thar and other aquatic
sentients, landed on Pria and dove into the North Flows to begln rep..ar.:hr_‘rlx.

During the New Jedi Order, and in the face of the ravages of the Yuuzhan

"\."I:;-I‘._:‘ the Priapuling have re affirmed their commitment to pacifism but

have also taken an active role in aiding those stricken during the inva-

skon. Many Priapulins have also enlisted as Jedi auxiliaries in the tradition of the
great Charza Ewinn—1they are baffled b':- the current an "'Gb'r.:-" toward the new

generation of Jedi Knights.




Appearance

The aquatic, worm-like Priapulins are a
species rarely encountered but impossible
to forget. By galactic standards they are an
Impasing specles—adult males can reach a
length of over faur meters. Their appear-
ance can startle even the well-traveled.

The long, tubular body of the Priapulin is
supported by five notochords—rings of
flexible cartilage that encircle the body In
place of a spinal column (Priapulins do not
have any true bones), a hollow nerve cord
runs the length of the being's dorsal side.

On the Priapulin's ventral side is a brush-
ke mass of stiff spines and bristles. These
hristles are particularly thick at the base of
the body's end; Priapulins move by shifting
thie bristles and contracting Lhe tail. The tail
is equipped with thick muscular tissue that
allows Priapulins te move surprisingly well
for creatures of their size and build, They
typically carry themselves upright, though
not completely erect. The commen posture
for a Priapulin In the company of other
Republic species [s roughly a flattened “5*
shape, When swimming, thelr movement is
llke that of the sea serpents of Ando or any
other creature of similar build.

The ventral bristles extend all the way to
the head-tip of the body and abscure the
Priapulins' pharyngeal gill slits from plain
view. Adapted for cxygen filtration both in
the open air and under water, the slits serve
both as @ mouth for feeding and—when a
Priapulin is speaking Basic or other verbal
language—for communication. If convers-
ing to humans or other species with spoken
languages, the Priapulins are able to posi-
tion any number of the spines in specific
positions, and with the air passing in and
out of their feeder tube, replicate the given
language fairly well. Though the Priapuling
are capable of speaking a wide variety of
Republic languages, thelr native tongue s a
complex combination of tones generated by
scraping their tip-end ventral bristles with
thase of its tail-end.

On both "sides” of a Priapulin is a seem-
ingly random mix of digits, which the
species uses as others would use fingers or
talens. The digits are disparate in appear-
ance and nature; some are hook-like, some
thorny balls, others spatulate devices.

Priapulin
The Priapulins are an af

species known for thei

Jatic worm-like
reme pacifism
and curious symbiotic relationships.
Personality: The Priapulins are a
thoughtful, eften misunderstood
strive for peace above all

tion: Long, bristle-
laden worms that can reach lengths of
aver four meters, Priapulins mov
like upright snakes.
Hameworld: Pria
Languages: Priap, Basic
Example Names: Charza Kwinn, Tala
Shorin, Massac Shalog
Adventurers: Priapulin adventurcrs can
be any class that does not engage in
p vialence. The major
auts, with
ncountered
ulin are

ensitive and supportive of the Jedi,
they do not serve as Knights, in keeping
with their strict adharence to absolute

PriapuLIM SPECIES TRAITS
dom, =z Char iapulin are
atures hut not well-adapted to
life outside their native seas,
Large. As Large crealures, Priapulin sul-

a—1size penalty to Defense and

Priapulins have three pairs of eyes, typi-
cally silver- or copper-rimrmed, with lenses
varying in color, though pale yellow,
crange and a range of purples are the
most comman.

History

Though little is known of their background,
wenobiclogists believe that the Priapulins
have evalved from burrowing worm-like
creatures on Pria, a tectonically active Core
world. The planet is a chaotic jumble of shift-
ing land masses reeling from accelerated
plate drift, polar cap growth, and a rapid cycle
of ice ages. (Geologlsts estimate that Pria's
lee ages occur every 10,000 standard years),

attack bon

Hide checks.
Friapulin base speed is 6 meters on
land, 15 mete

nd a -4 size penalty to

s in water.
Amphibious. Priapulin breathe both
er and air. They also receive a +10
) bonus on Swim checks, but suf-
fer a—2o penalty to skill and Constitu-
s in dry conditions.
benus te Diplemacy and
. Priapuling paci-
fistic philosoph therm a natural
affinity for dealing with 1 sentient
and non-sentient beings.
| evar-light wision Priapulins ran see
twice far as a Human in dim light
[such as moonlight or underwater),
They retain the ability to distinguish
celor and detail under such conditions.

Automatic Languages: Priap and Basic.

Priapulin Commener: Init +o; Def
sizel; Spd 6m, 15m swim: VRIWP
-1 melee (1d3, unarmed), - ranged;
Amphibious, low-light vision, 20 skill
check and Constitution check penalty in
dry conditions; 5V Fort +o, Ref +o, Will 44;
5Z L{gm long); FP o; D5P o; Rep o; 5trg,
Dex 10, Con 1o, Int 10, Wis 12, Cha 8.
Equipment:
be .
Skills: Hide =4, Knowledge (Priapulin cul-

ood-kin, variety of personal

ture) 12, Profession (any) 12,
Read/Wrile Priap, Speak Priap, Speak
Basic, Swim +10.

The oceans of Pria are a briny, stormy
maelstrom inhabited by a variety of both
harmless and exceptionally lethal creatures.
Though the Priapulins have established
some outposts and research facllities along
the ocean floors and trenches of their
waorld, the majority of the population Inhab-
ifs a sgries of atells and tidal flats. Though
mc’t;ﬁ relogically and tectonically turbulent,
Priais a temperate world. As a result, Pria-
pulifis do not fare well in even cool climates
and are uncamfortable in dry conditions fa
typical room that a human would find com-
fortable would be too dry for a Priapulin's
comfort). Priapulins usually require special
accommedations for their physiolagy when
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Charza Kwinn, Jedi Auxiliary
The Priapulin pilot Charza Kwinn has ably served the Jedi
irst as simply a pilet, and then also as
an information agent. Kwinn's reputation as an able pilot
prompted the Jedi Council te request him more often than any

Knights for many years

other auxiliary (with perhaps the exception of aus y Trapam
Givar, the Rellarin observer recently pulled in to some of the Cor-
uscant and Maboe intrigues).

Charza left Pria at a relatively young age, intending (as many
youths dao) to find his desting somewhere out in the vast galaxy
Many of the beings he encountered, however, were an affront te
his Priapulin upbringing: They used violence Lo achieve any end, no
matter how trivial. Disheartened, he hegan to seek out those w hiy
While the Jedi did cor

s the most compatible

were bent on daing geod for the gala
tainly engage in combat, their orde
with his belief system, and in short time he began to assist various

Charza's reputation was cemented during the Montitian
Extraction, one of the final campaigns of the Extorin Minar skir-
mishes in which a group of ledl Knights and thEIr Padawans werg
struggling to rescue the last of Montitia's refugees from the

fal=]
I.'
E—

in aggressors. [winn burst anto the scene—in an unarmed

ter, and under heavy fire—and gmdwd the Corai Fm u ) the

the .Ia.,d| protectors. ﬂ.’hlle the |EE§|—'I‘I|ZI has undnul:ntedhr grown in
the telling, Charza's piloting that day was nothing short of g 5
Mo matter how much the tale has been plorified by the holocrews
refugees and Jedi alike, Charza led the beings to sz

Charza’s legend has anly continued to grow since the Montitian
Extraction. While details have not bee
Lute wr, gpparently, any ulher parly

made available ta the Insti-

i ligured prominently in

Jedi in their tasks.

Initlally Charza ferried supplies to and from various points on
Coruscant, and with his considerable starshipwright skills, he
helped attend to some of the Jedi's more complicated craft. Later,
he escorted Knights and their companions throughout the galaxy,

ever into the most perilous environs,
away from Pria: Priapulin-owned starships
are damp, mollusk-filled crafts with floors
often covered ankle-deep in saltwater. Their
abades are of similar design.

Society

Though their autward nature often surprises
others, Priapulins are exceptionally social -
and congenial. Those familiar with the
spacies know the Priapulins have an extraor-
dinary sense of humor (who hasn't heard
the one about the three-armed Jawa?).

Priapulins are also regarded for their
leyalty: if you've got a Priapulin for a
friend, you have a frlend for life. They are
fiercely loyal to their causes, their friends,
their constituents and patrons, and even
the companies from whnm they typlcally
purchase wares,

Priapulins engage in little sport or com-
| petitive behavior, though they often find
the competitive tendencies of other
species of interest. Priapulin society is
hased largely on cooperative communities:
cooperation is the very foundation of their
culture, Operation without cooperation
within Priapulin society is seen as wasteful
and ignerant. The Priapulins have estab-
lished complex symbiotic relationships
with several non- and near-sentient crea-
tures that exemplify their devotion to
cooperation, Even Inanimate objects—
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the recent campaigns of ladi Knight Ohi-Wan Kenobi and his

Padawan, Anakin Skywalker. In cenducting his recent int

Kwinn's current craft, the YT-msw Stoar Sea Flower, it wis ubviows Lo
Protessor Eliss trom the carbon scoring on the Flowers part side
that Kwinn's recent sojourn was an eventful one.
For more gbout Charzo Kwinn and his adventures, read Star

Wars: Rogue Planet, by Creq Bear.

such as toals and machinery that serve
them well—are accorded great respect by
Priapulins, and they are sometimes even
considered friends.

Many of the creatures with whom the Pri-
apulins have established their mutually ben-
eficial relationships assist the heings in
day-to-day tasks, from maintenance of com-
murity properlies Lo more complex duties,
such as starship operation and navigation,
One of the most fascinating is their relation:
ship with the crast, a small crustacoid that
reproduces within the Priapulins’ digestive
tract. While consumption results in the par-
ent crast’s death, the unborn young are nur-
tured by Priapulin digestive fluids. The
Priapulin ultimately regurgitates the prog-
eny, effectively giving birth to a new litter of
crasti {food kin). This relationship is key to
the crasti's survival; as their gestation and
repraductive cycles are peculiar, and they
must reproduce at precise intarvals. As such,
it behooves them to be in constant company
af a Priapulin so as to ensure the continua-
tion of their specles. Mot all young are eaten
upan adulthoed; only the few who carry
eggs are consumed.

Though exceptionally strong, the Pria-
pulin abhor vielence, Theirs is a society
devoted to peace: most Priapulin would
sooner die than engage in open conflict,
Some sentientologists have surmisec that

this strict adherence to paclfism [s the
result of a near-catastrophe, which might
have brought the species to the brink of
extinction.

That the Priapulins are pacifists is not to
say they cannot work outside the law. In the
era of the Empire’s rise, several prominent
Priapulins, the legendary Jedi auxiliary
Charza Kwinn Included, turned to a life of
piracy and smuggling ance they and nearly
all nenhumans lost their rights.

While most Priapulins speak Basic quite
well, their dialogue is often laden with Pria-
specific terms, many of which a non-Pria
pulin might find confusing. Travel distances,
tor example, are expressed in “salt pans.”a
unit of measure belieyed to have been
derlved from early Priapulin explorations of
dry sea beds. A salt pan equals apprexi-
mately 1.2 kilometers.

Time Is also another measure expressed
differently fram the Republic norm:
instead of standard hours, the Priapulins
typically mark time by their homeworld
tides. Pria tidal cycles have equalled
almost exactly 10 standard hours for the
last few decades [Pria's sale moan main-
tains what the Priapulin term “a perfect
orbit"), and standard hours are therefore
referred to as a tenth of a tide, 5 hours a
half-tide, and o on. The Pria day is 20 stan-
dard howrs and three seconds, §




=SPEGIAL OPS Arestige Class

BY JAMES MALISZEWSK!
ILLUSTRATED BY
MICHAEL AVON-OEMMING

HE SECTOR RANGERS ARE A UNIQUE ORGAMIZATION IN THAT THEY HAVE Under both the Old Republic and the
EXISTED VIRTUALLY UNCHANGED SINCE THE DAYS OF THE OLD REPUBLIC. Empire, tha Sector Rangers existed to carry

Criginally established as a law-enforcement agency capable of operating over the vast the force of law from one star system to
distances of interstellar space, the Rangers fulfilled simllar functions durlng the times of  anether. Nevertheless. Individual Rangers
both the Empire and the Mew Republic. The organization’s ability to navigate the currents  {with the exception of Special Enforcement
of galactic politics without falling prey to its excesses has ensured the Rangers' place in Officers, described below) are assigned to a
—a% the hearts and minds of those they serve. Even dur- single sector, such as Tapan| Sector or
/' g ing Emperor Palpatine's reign, they exemplified Corellian Sector. Within that sector, 3 Ranger
.

their motto—"What Others Abandon, We Pro- is authorized to pursue criminals and appre-
| tect"—through their impartial application of hend them by whatever means are neces-
b b [nvolved [n military or political matters. Itis
: : N, S only the name of the Rangers' gov- 9 B/ herinvestigations. & Ranger's authaorization
@ \ over Lime (from the Republic prisoners from local authorities, as well as the
\ Office of Criminal Investiga- rarely used ability to suspend local officials sus-
Office of Criminal Ranger can also deputize a select number of civilians to
Investigations). act as legal agents for the duration of an Investigation,
world to world within a sector, all Rangers are expected to
ba capable pilots (typically starfighters or space transports).

local law enforcement resources in pursuit of

i, the law and thelr reluctance to become eary. A Ranger ean also freely draw upon
erning body that changes much includes the power to demand the extradition of
e tions to the Imperial pected of aiding and abetting criminals. A Sector
Because their duties often include rapidly moving fram

Base Attack Benus: +4
Feats: Starship Operation (any), Track

Skills: Diplemacy &+, Gather Information 5+, Pilot 4+, Sense Motive 6+
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In fact, pursuing fugitives and escorting
prisoners to a proper trial are two of the
most common responsibilities of these law
enforcers. Rangers are also expected to be
accomplished diplomats and observers of
their surroundings. Each of these areas
gives them the edge they need in under-
taking their assigned tasks,

At the pinnacle of achievement within
the Sector Rangers are the Special Enforce-
ment Cifficers (SEQs). SEOs are much like
their lower-level counterparts, but they pos-
sess a wider jurisdiction, SEOs are empow-
ered to cross sector boundaries in pursuit of
awanted criminal and may operate far from
their nominal headquarters. Many a holo-
drama is centered on a SEQ pursuing his
quarry across the length and breadth of the
galaxy. Because of the expanded jurlsdic-
tion, soma SEQs head up teams of Rangers
dedicated to particular types of crimes, such
as terrarism and esplonage. The infiltration
of underworld gangs is another area In
which SEQs frequently become involved—
much to the chagrin of mohs like the Black
5un Syndicate or the Sabrin Ring.

CLASS FEATURES

Target Bonus: Beginning at 15t level, the
Sector Ranger gets a +1 attack bonus
against a selected criminal, typically one
chasen by her superiors, The Ranger gets
the same bonus on Listen, Search, Sense
Maotive, and Spot checks when using these
skills against or when tracking this specific
target. The bonus goes up by 1at every odd-
numbered level (3rd, sth, Tth, and gth).

The Sector Ranger

Base Attack Fort
Bonus Save

Raflax

Leval Save

N7

The target bonus normally applies only
to a single Individual, The player of the
Ranger must announce the target bafore
the game session begins, Generally, this is
someaone her superiors have asked the
Ranger to bring to justice. However, the
Ranger may select a simall group as her tar-
get {a number of Individuals equal to her
class level in size), or a large group or
species (such as Lhe Black Hole Gang or
Hutts). In such cases, the bonus is ane-half
or one-third narmal respectively (round
fractions down). Whatever the choice, it
must ba approved by the Gamemaster.

Authority: &5 an agent of the law, a
Ranger has the ability to detain, arrest, and
interrogate suspects, She can also expect
reasonable cooperation with local authori-
tles within her area of |urisdiction. For the
purpose of convincing an uncooperative
local official, she can add her class level to
her ranks in either Diplomacy o Intimidate.
This ability functions enly within a Ranger's
area of legitimate jurisdiction and cannot
he used against officials elsewhere (such as
outside the borders of the Republic or the
Empire, for example),

Resource Access: Heginning at 2nd level,
the Sector Ranger has access to law
enforcement resources in the pursuit of
fugitives from Imperial law. Once per game
session, the Sector Ranger can make a
Charisma check to use those resources dur-
ing the game secgion.

The value of the resources gained equals
the Sector Ranger’s class level » the result of
her Charisma check » 20, Thus, a sth-level
Ranger who got a check result of 15 wauld

Special

gain (515 % 20} 1,500 credits’ worth of
resources, These resources can take virtually
any form the Ranger chooses (within reason)
and are hers to use for the duration of her
current assignment, after which she must
return them to their source,

Impartiality: Because Sector Rangers
have a repurtation for falrness and aloofness
from petty politics, most citizens speak with
thern more willingly than other law
enfarcement agents. This allows the Ranger
to add her Diplomacy skill ranks to Gather
Information checks when dealing with indi-
viduals within her assigned sector.

Deputies: Beginning at 6th level, the Sec-
tor Ranger can deputize a number of civil-
ians of a lower character level whose total
levels do not exceed her class level plus Rep-
utation score. These deputies may legally
act in the name of the law by detaining,
interrogating, and arresting suspects for the
duration of an Investigation (which might
last longer than a single game session), dur-
ing which time the Ranger cannot deputize
any ather civilians.

Exceptional Deputies: Beginning at 8th
level, the level limit of the Sector Ranger's
depirties |5 equal to her class level plus
twice her Reputation score.

Special Enforcement Officer: AL 10th level,
the Sector Eanger earns the rank of Special
Enfarcement Officer, glving her the author-
ity to cross sector boundaries in pursuit of
wanted criminals. This ability also extends
the effects of the autheority and deputies
class features to Include Individuals In any
sector in which she operates while in pur-
sult of a fugitive, §

Defensa
Bonus

Reputation
Bonus
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SPEGCIAL OPS

he concept of multiclass heroes Is ne

longer new in the Star Wars Roleplay-
ing Game. Players and Gamemasters alike
kmow that they're an unparalleled tool for
creating new hero archetypes. The skills,
feats, and special abilities of the standard
classes allow for tremendous versatility by
themselves, but there are hero concepts
that, while workable, aren’t exactly right for
heroes with levels in just ane class. The mul-
ticlass rules solve this problem nicely, allow-
ing roleplayers even more freedom when
designing hero concepts.

GENERAL DESCRIPTION

The Star Wars galaxy is full of conflict. Vil-
lains terrify and oppress, while heroes seek
to protect those who cannot protect them-
selves. Causes, both noble and netarious, are
often at odds, and those who believe in
them or fight for them are In turn brought
to conflict. Between clashing Ideals or
organizations stand those who see conflict
as a way to make a living. These mercenar-
ies fight for those who can pay the bills,
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turning another's noble cause, or even
ancther’s tyranny, into a paycheck.

Many characters fall under the broad def-
Inltion of mercenary, but true mercenarles
combine some small amount of training as
a soldier with a lot of luck, Some find part-
time wark as criminals or explarers when
they're between contracts. Mercenaries are
common foes of many adventuring heroes,
but heroes occasionally arise from their
ranks as well. With his training, it Is often a
nearby mercenary who lends afd to the
unfortunate when a mare legitimate pro-
tector is nowhere te be found.

ROLEPLAYING NOTES

& mercenary |5 ultimately after only one
thing—money—but not all find in neces-
sary to be amaral along the way. Merce-
naries are as varied as the members of any
profession. Although many end up work-
ing for some crimelord trying to build a
power base on the galactic fringe, some
manage to find an honorable living pro-
tecting important people and locations of

Archetype

the core worlds, Regardless of how choosy
a mercenary |s, those who stay In the pro-
fession long share one trait: They stay
bought. Selling out to a rival employer
might sound like a good deal in the short
term, but any scrub new to the profession
finds a grizzled veteran willing to explain
how hard it soon is te find another con-
tract once you've sold out.

Most mercenaries have at least some
farmal training In the military. One of the
flrst questions you'll have to answer when
designing a mercenary hero s, “Why didn't
he remain in the military?" Whether your
hiere found military rules Loo cenfining,
just wanted more money, ar even had a
taste for exploration that couldn't be satis-
fied as part of a larger army, you'll want a
compelling background story.

Variant Abilities

Although the chart below shows the typl-
cal level progressian with abilities granted
according to the multi-class rules found In
the core rulebook, your GM might allow




B

Any Cause is Noble for the

you to substitute some of the existing special abilities for abili-
ties that stick closer to the Mercenary archetype. THE BROTHERHOOD MOR'TALLS

Few large groups of mercenari ist in the Sfar Wars galaxy. A place
Variant 1: Lecking for Trouble of polar opposites, there is little room in ma as for an unaligned
Instead of gaining the |llicit Barter ability. mercenaries have a force of any size. During the Rebellion Era, for instance, the Empire
knack for finding people in need of muscle, In any large urban wioLld have employed or qui wiped out any sizable mercenary
area, af any other area prone to conflict, a mercenary can find a farce it could find, Even in other eras, the forces of the galaxy tend to
lead for work with a DC 10 Gather Information check. The work pull those with large military might Into conflict too regularly for
might not pay well, and it might not be worth taking, but a mercenaries to n organized companies. Instead, individual oper-
mercenary can almost always find an offer in the conflict-torn atives form loose brotherhoods. Members can easily find themselves
Star Wars galaxy. fighting against one another from time te time, but when the con-

tract is over (providing they live through it... ) the brotherhood takes

Variant 2: Close Call precedence. Such organizations are rarcly more than loeese networks
Instead of Armor Proficiency (heavy), the mercenary gains the of contacts and contract makers, but they provide some measure of
Cloze Call ability. Once par game sescion, the mercenary can camaraderie among members of an otherwice lonely profession.

attermpt to avoid an attack that would knock him unconscious. The most succ of these, the Brotherhood Mortalis, was

The Mercenary must make a Reflex save (DC 10 + damage suf- founded twenty-five years hefare the hattle of Yavin. The Brather-

fered) to avoid the damage. Mercenaries rely mare on instinct hood is unique not anly for its size (at times, it numbers over

and luck than on heavy armor. a,ou tnemibers spreadd across 1o worlds) bul also Tor ils lowse-
knit ess. The principles are simple. It a Brotherhood member

Variant 3: Quick Draw identifics himself, provided it is safe to do se, another Brotherhood

A mercenary never knows when some past conflict is going to member will lend medical aid. Although rarely taken to extremes,

come back to haunt him or when his prasent assignment will this simple pact has made Brotherhood soldiers less likely to flee a

erupt in violence. Instead of gaining the Skill Emphasis feat at cenflict and more reliable to their employers, Many smugglers and

7th level, a mercenary earns the Quick Draw feat. B successful local governments hire only Brotherhood members,
trusting the organization’s raliab

The Mercenary

Class Base Attack Fort Reflex Will Defense Reputation
Level Level Bonus Savie Save Save Special Bonus Ronus
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continued from page 12
guidelines were printed in DuncEon
magazine at sorme point last year, but |
can’t find them.

Thank you and great work|

Rick Miles
Chatham, Ontario
Canada

i
Nobody's slapped a metal bikini on you,
Rick, There’s no reason why you need to
worry abauit every last detail of The Mew
Jedi Order novels. Your players won't call

Starfighters

Cmissary oF THE Voip PagT Il

e continues

CAMPAIGN GUIDE TO ENDOR
AND THE MopeLL SecToRr

eduled from this issue begause

dventure to go with the 2
ok Lhe enlire sector

artifact, the Tessent.

On WinGs OF ROGUES
Fly with |or again:

in your campaign,

THE DRty DozEN

Deck Plans

Special Ops

Dice, Camera, Action!
Light Side/Dark Side
... And maore
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you to the mat if you da something now
that a book makes impossible in four
months. If you want to cover your bets,
though, rin shart adventures that last a
few sessions. This way, you can adjust your
campaign 43 you read each new story,

You can use this issua's "Hive of the Infi-
del” adventure for “good guys" instead of
Yuuzhan Viong players. Put the heroes in
the role of hunted, and you're all set.

QOur pages are too precious to print sub-
misslon guidelines. They're avallable
online at www.wizards.com/magazines. If
you're unable to use the Internet, send a
self-addressed stamped envelope to: Sub-
mission Guidalines, Star Wars Gamer, PO
Box o7, Renton, WA g8os7-0707.

That'= Disturhing
Wow! Spectacular magl | would love to see
more species from Lthe movies, Gamorre-
answere my personal favorite from Wast
End'’s game. | had a big "Fig" Swoop rider
that didn't talk much but was a great char-
acter. And speaking of swoops .. hellel
Where are some stats? They were a main-
stay in D6.WWe have speeder bikes, but
swoops are meaner and faster with cooler
paintjobs. & speeder blke 1sn't something
your hero can pamper and paint scantily
clad women on. Yup, those Gamorrean
girls ... ch baby!

Anmyway thanks for a great job and keep
them coming.

Athon “Rogue” Baddeley
Bridgeview, British Columbia
Canada

I've seen two dzo swoops so far; the Air-z
and the Flair-5. There are hardly any differ-
ences hetween the two. How many maore
swoops do you think we can make before
they all start looking the same? My advice:
tinker with the stats until you have a
swoop you like, As a rule of thumb, every-
thing you improve by 10% Increases the
cost by 10% of the base cost. For instance,
if you increase the Flale-5 swoop's speed
from 105 10125 (about 20%) the cost would
go from 6,500 to 7,800 credits. You can
bring the cost down by reducing features
the same way.

Amyway, why couldn’t he have said
Twi'lek women?

Can We Rebuild Him?

Would you please either do one of the fol-

lowing things?

1. Explain if It s possible to be a cyborg in
the Star Wars RRG.

2. Doan article about cyborgs In the RFG.

Floriz Groenewald
Pretoria, Gauteng
kepuhlic of Sauth Africa

1. 'Yes, il is possible to have cyborgs in the
Star Wars galaxy. Darth Vader, Luke Sky-
walker, Dengar, and Lobot are a few of
the many characters that are cyborgs
to one degree or another. Thera are cur-

rently ne rules for eybernetics.

Though | can’t promise where or when,
there will be source material on cyber-
netics some time in the future, and
we're also looking into acquiring some
great articles on cyborgs.

2

The Rest Must be Perfect
When | got toward the end of Star Wars
Camer #6, | was surprised to find that
there was no prestige class Lhis issue, just
an archetype, | always enjoy seeing what
new type of prestige classes you guys
come up wilh, and | assumed one was in
enveny issue. Is there a reason one was laft
aut of #67

| find your adventures Interesting as
well.lwould like to see some low-level
adventures. There are many 3rd-, 4th-, and
5th-level adventures, which are great, but
no one seems to create 15t- or and-level
adventures. After all, heroes have to start
somewhere,

Peter Ferguson
Toronto, Ontario
Canada

Creating adventures for specific heno levels
is tricky. Even the recommended levels
don’t always match the true difficultly. Iif
you're the G, you should always consider




if an adventure is teo tough or too easy for
your players. Adjust the numbers of minor
villains and the levels of major villains if
you think one side will have it too easy.
There are a. few 15t-level adventures
available: The Invasion of Theed boxed set
and the sequel “The Predators” In Sm({
Wars Gamer #2: Shadows of Coruscant
from the core rulebook; Secrets of Tatooine
and secrets of Naboo each have an adven-
ture suitable for low-level characters.

Alien Anthology Assessment

| love your magazine, especially “The
Crystal” by Elaine Cunningham (Star
Wars Gamer #s5), 50 far all the new gam-
ing material has been great ... until now.
| just picked up Afien Anthelegy. It has
some great content, but . ... (You knew
that was caming, right?)

I'm disappointed that the book does
not contain some species listed In the
core rulebook and from The Mew ladi
Order series. It would be more conven-
ient to have all the specles and creatures
in one book rather than spread through
multiple books.

Will we see write-Lps for Eyn and
Codru-li? A player in my MIO campaign is
playing one. So far we've just tried to
estimate what he has for species
bonuses based on the novel and the

Jedi Mind Tricks Solution
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Exsentiul Guide to Planets and Moons.
Alse, unless I missed it, a write-up for the
Krayt Dragon would be coal.

Until next time, keep up the great work.

Matt Mcintyre
Winter Park, FL

As you already know from reading
Gamter #7 (you did get Gamter #7, right?)
thera was co much material for Alien
Anthology that some of it got left out,
Kathar than repeat material you can get
elsewhere, the editors decided to keep
the book as affordable as possible. Your
wallet will thank you.

Far even mare Star Wars aliens, check
out wizards.com/starwars.

You can be sure that the Ryn will be in
The New ledi Order Saurcebook. The
Cedru-Ji, on the other hand .. . they're
not. The Krayt Dragon appeared both in
Secrets af Iatoaine and in Gamer #3.
There's so much exciting stuff coming up
with Attack of the Clones that going back
to “old schaol® haoks like the Crystal Star
[even if the Codru-li were in a NJO book)
is guing to be pretty rare for a while.
Maybe they'll show up in the Jull
between Attack of the Clones and
Episode Il B

SITARSVYAIRS:

Home on the Range

O

o

[ EXcLUEIVE INTERVIEWS Attack of the Clones Uppare

g Joel Edgerton (Owen Lars), The clock is ticking, but we
Bonnie Piesse (Beru Whitesun),  aren’t quite there yet. 5ee all-

Ak and Billy Dee Williams (Lando new images from Attack of the

3 Calrissian] talk about their Clones and hear what Execu-
lives, wiark, and Star Wars expe-  tive Producer Rick McoCallum
riences. has to say,

G

0 THE Fans oF Star Wars PLus: Star Mews

O The insider Infiltrates the Scouting the Galaxy

g ranks of the sost legion and Behind the Magic

0 takes a look at some of the Comics Link

O faces beneath those storm- «» .« And more

(gluTElLLN] trooper helmets. :




